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The Harlequins are amongst the most enigmatic members of the
most enigmatic race in the galaxy. They roam from place to place,
performing their great masques in Eldar dwellings wherever they
may be found, lest the tragedy of The Fall be forgotten and the
Eldar succumb to temptation once again.

But Harlequins are far more than grim-masked storytellers. They
are amongst the most accomplished of all warriors. Their holo-
fields make them nigh-impossible to target, while anti-gravitic flip-belts allow them to
perfom stunning feats of acrobatism even in the heat of battle. Their preternatural Eldar
reflexes honed by centuries of training, the Harlequins move so fast it is hard for the eye to
follow as they slaughter their way across the battlefield in the name of their equivocal god.

Not deadly, but no less useful, are the new Foundation Paints, a fantastic addition to
the Citadel hobby range that promises to revolutionise painting. These have been designed
to give a solid coat of paint straight from the pot, which can be used as a base for Citadel
Colour. Whether you want to basecoat 500 Orcs or create Golden Demon masterpieces,
Foundation Paints help you to get your models painted faster than ever before.

Grombrindal, The White Dwarf
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’Z] ELDAR HARLEQUINS Sl il

24 ELDAR HARLEQUINS DESIGN NOTES

32 BATTLE REPORT: THE MASQUE OF THE WARRIOR

We take an in-depth look at how to game with and The Harlequins take on their most ancient and hated
paint the beautiful new Harlequin miniatures. enemy — the servants of Slaanesh.
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ALSO IN THIS ISSUE

02 NEW RELEASES
New paints, new models, new books.
16 NEWS
f ) A peek at the upcoming Warhammer terrain.
CITADEL L W SITADEL 50 CITADEL FOUNDATION PAINT RANGE
UNDATIO UNDATIO This paint will change your hobby.
A ™
BATTLEGREY Lot 64 GROMBOLD'S OATH

The Empire come to the aid of the Dwarfs
and the mad miner’s secret is finally unveiled...

7 STANDARD BEARER
Jervis looks back at the history of Citadel.

74 THE LORD OF THE RINGS TACTICA: LORDS OF EVIL
Effective leaders for your armies of darkness.

80 WARHAMMER TACTICA: SHOOTING
cITnnEl Getting the most out of the Shooting phase,
' ' 86 PAINTING WORKSHOP

Using the new Foundation Paints alongside
Citadel Colour effectively.

FOUNDATION i .

TADEL
OUNDATION Pﬂl"' ﬂﬂ"ﬁ[ FOUNDATION 92 PAINTING MASTERCLASS
MACHARIUS PAGE 50 KNARLOC How to paint the amazing new Master of the

CITADE]

SOLAR ORANG GREEN

Ravenwing miniature.

98 'EAVY METAL SHOWCASE: HORDES OF EVIL
The Orcs of Middle-earth.

103 CITADEL TOOLBOX
Tips on using "Ardcoat and Purity Seal.

106 WARHAMMER DOUBLES GRAND TOURNAMENT
— Showcase of the best armies from the 2006 tournament.
- 111 INSTORE THIS EASTER
- All the lastest news about what's on in your local store.
1 _ -l: C1 b % | I 112 FRONTLINE
FDJE%REIH PQL:[D;%EEH FQI:E%EEH UK specific news and events.

IYANDEN HORMAGAUNT TA PT 12“ UHEEHI"E anEcT ‘ ‘
nmgnguu p._.nﬂ,_g n:ﬁf“; Advance orders for Foundation Paints and Black Orcs.
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_ NEW RELEASES

TTADEL

FOUNDATION PAINTS

=7rarrr ey CITADEL FOUNDATION PAINT SET
S AR R Al s
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This fantastic new paint range has been specially
formulated to complement the existing Citadel

Colour paints.
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T i Below are two units that were basecoated using
o U S S these new, one-coat paints before being finished
SUNE cnonTio  rooaanion CHAEL  (UIBDEL  rounpanies Sumadties 'O . -
P EEm e = == T with Citadel Colour. To find out how well the
TR e Foundation Paints work, go to page 52.

This paint set contains all

18, 12mi Foundation colours

FOUNDATION £30.00
PAINT SET

Sweden Kr350 Denmark Kr300
Norway Kr350 Euro €40
Product code; 99179999006

ON SALE APRIL 21st

RNy 20/ /1) )0 N yocn et >>>TURN TO PAGE 52 TO FIND OUT HOW THESE UNITS WERE PAINTED

Pictures for tlustralive purposes only. Product conlents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going 1o press, plazse contact us for current
availability and prices. Prices quoled are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determning their own pnices



o

f CITADEL

HORMAGAUNT
PURPLE

MEGHRITE
RED

CITADEL
! "OUNDATION

MECHRITE
nED

UUHnnTmH

HonMAGAUNT
PURPLE

MORDIAN k
SOLAR ORANGE ;

BLUE

| B JEL
| AN

MOmRGIAM
BLLUE

N CITAPDEL
N "oumnpATION

MacHuARIUS
“OLAR oRAMGE

CITADEL
OUNDATION

IYAMDEN
DARKaUMN

NECRON
ABYSS

I :
OUNDRAION

HECmON
ARyYSsS

FENRIS
Hild

TAUSEPT
OCHRE

e TTADE)
e "OUNDATION

TAUSEPT
DoMAE

B

|
!
|
|
|

i CITADEL
.| DUHnnﬂﬂ"

FEMRMIE
OREY

ADEPTUS
BATTLEGREY

-

CITATDEL
| "OUNDATION

TALLARM
FLESH

Y CITADE)
| FounpaTION

ADEPTUR
laTripaneY

CALTHAN 8-
BROWN }

CITADEL

"OUNDATION
Hwﬂ

N CITADEL
_l OUNDATION
. CaALTHAM
nRowM

T

B

. T ['.r:.\"[?ﬂ-l
1 ._'5;: J "OounpaTION

KHEMmi
NROWHN

CHARADON
GRANITE

J

-

|

i

| CITADEL

| FounpATION

CHARADOM
QRAMNITE

U] )
} ﬂu[r;%lzrﬂﬂ

DORKHIDE
SHADE

ORKHIDE
SHADE

: -
A

KMARLOC
anrEM

GRETCHIN
GREEN

S CITADEL
Y "OumpATION

aRETCHIN
QREEN

KEEP AN EYE OUT FOR INDIVIDUAL POTS — COMING SOON!

Pictures for Mustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoled are for products sofd by Games Workshop through its own stores, calalogue or website. Independent refailers are responsible for determining their own prices.




_ NEW RELEASES

ELDAR

ELDAR HARLEQUINS

\ WARHAMMER |

40000
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ELDAR
HARLEQUINS HARLEQUINE

HARLEQUINS ARLECCHINI
ELDAR

Tl
= V=LA

HARLEQUIN WITH
FUSION PISTOL

HARLEQUIN WITH
FUSION PISTOL

A FULL SQUAD IN
ONE BOKX

HARLEQUIN WITH
HARLEQUIN'S KISS

TROUPE MASTER

This metal hox set contains 1
Harlequin Troupe Master, 1
Harlequin, 2 Harleguins with

fusion pistols and 2 Harlequins
with Harlequin's kisses

ELDAR HARLEQUINS £18
Sweden Kr250 Denmark  Kr200

Norway  Kr250 Euro €27.50

Product code: 99110104113
Sculpted by Jes Goodwin -

BE .

g,

ON SALE APRIL 21st HARLEQUIN'S KISS

Released 14/04/07 in Northern Europe.

Pictures for illusirative purposes only. Produet contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going lo press, please contact us for current

availability and pnices. Prices quoled are for products sold by Games Workshop through its own stores, calalogue or website. Independent relailers are responsible for determining their own prices.
l _
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ELDAR HARLEQUIN TROUPE MASTER

This biister pack
contains 1metal Eldar
Harlequin Troupe Master

ELDAR HARLEQUIN £6
TROUPE MASTER
Sweden Kr80 Denmark Kr70
Norway KrB85 Euro €9
Product code: 99060104114
Sculpted by Jes Goodwin
ON SALE APRIL 21ST
Released 14/04/07 In Northemn Europe.

ELDAR HARLEQUIN DEATH JESTER

This blister pack
contains 1metal Eldar
Harlequin Death Jester

ELDAR HARLEQUIN £6
DEATH JESTER

Sweden Kr80  Denmark Kr70
Norway Kr85 Euro €9
Product code: 99060104116
Sculpted by Jes Goodwin

ON SALE APRIL 21st

Released 14/04/07 In Northern Europe.

HARLEQUIN SPECIAL WEAPON BLISTERS
G ENLEU O ELDAR nmﬂwms WITH HARLEQUIN'S KISSES
SHADOWSEER

ELDAR HARLEQUINS WITH £7 B IEE A B IR AR L]

HARLEQUIN’S KISSES
St IOl metal Eidar Harlequins with
Norway Kr100 Euro €11.50 Harlequin's kisses

Product code: 999060104117
Sculpted by Jes Goodwin

ON SALE APRIL 21st

ELDAR HARLEQUINS WITH FUSION PISTOLS

This hiister pack

contains 1 metal Eldar
Harlequin Shadowseer

ELDAR HARLEQUIN £6
SHADOWSEER

Sweden K807 Denmark Kr70 ELDAR HARLEQUINS WITH £7 B [F [ A ETH QR B A
Norway Kr85  Euro 9 FUSION PISTOLS metal Eldar Harlequins with
. Sweden Krl00 Denmoark Kr85

Product code: 99060104115 Norway Krl00 Euro  €11.50 fusion pistols
Sculpted by Jes Goodwin

Product code: 999060104118

Sculpted by Jes Goodwin
ON SALE APRIL 21st ON SALE APRIL 21st

Both blisters released 14/04/07 in Northern Europe.
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Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used Incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold b}" Games Workshop through its own stores, Hfﬂfﬂﬂ'uf or website, Independent retailers are responsible for determining their ovwn prices.

Released 14/04/07 in Northern Europe.
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This multi-part plastic hox set
contains 10 Eldar Guardians
and 1 heavy weapon platiorm

ELDAR GUARDIANS £18
Sweden  Kr270 Denmark  Kr225
Norway  Kr270 Euro €30

Product code: 99120104018
Sculpted by Martin Footitt & Jes Goodwin

ON SALE APRIL 21st

Released 14/04/07 in Northern Europe.

FULL CODEX SQUAD.
GONTAINS FIVE
HEAVY WEAPON

OPTIONS

Pictures for illustrative purposes anly, Frpdur.! contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at ime of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, calalogue or website. Independent retailers are responsible for determining their own prices.



A S et o e 1) 1714178 1 .

AR [*ouE TR

\ WARHAMMER | ‘= &%

40000 1 SEPT NI onsard

L (L DL ERTL ]

This box set contains a
complete squad of 10 Dark
Eldar Wyches, including
special weapons troopers

DARK ELDAR WYCHES £20
Sweden  Kr270 Denmark  Kr225
Norway  Kr270 Euro €30

Product code: 92110112040
Sculpted by Chris Fitzpatrick

ON SALE APRIL 21st

Released 14/04/07 in Northern Europe.

AVAILABLE AS A FULL
SQUAD IN A BOK FOR
THE FIRST TIME!

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Gertain Gitadel products may be dangerous if used incorrectly. Prices cofrect at time of going 1o press, p{me contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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BRETONNIANS '

BRETONNIAN BATTALION

BAE Bl i o L |
Eafal LT wen Foeoesnd s
FINCTT T VU ECpg
BT Wl il Ui
RSl mal ] Lo |
i l# i £l ]

IDEAL STARTING
FORCE FOR NEW
BRETONNIAN PLAYERS

This multi-part plastic
battalion set contains
8 Knights of Bretonnia,
20 Bretonnian Men-at-arms,
16 Bretonnian Bowmen
& 1Bretonnian Pegasus Knight

BRETONNIAN BATTALION £50
Sweden  Kr750 Denmark  Kr650
Norway  Kr750 Euro €80

Product code: 99120203008

ON SALE APRIL 2nd

Released 14/04/07 in Northern Europe. SAVE

BRETONNIAN KNIGHTS OF THE REALM

Fmiurﬂ_s i’r.:_r_ IJ'Fuﬂrﬂm_rﬂ purpases only. Product contents may vary. Products sold unpainted and unassembied. Certain Citade! products may be dangerous if used incorrectly. Frices correct at ume 0i yoing v press; please voniaci us-for cuirent
availability and prices. Prices quoted are for products sold by Games Workshop through its awn slores, catalogue or website. Independent retailers are respansible for determining their own prices. “Against purchasing ifoms individually.
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BRETONNIAN PEGASUS KNIGHT
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This muiti-part plastic hox set
contains 1Bretonnian
Pegasus Knight

BRETONNIAN PEGASUS KNIGHT £8

Sweden  Krl15 Denmark Kr100
Norway  Krl25 Euro €12.50
Product code: 99120203009

Sculpted by Dove Thomas

ON SALE APRIL 2nd

Released 14/04/07 in Northern Europe.

NOW AVAILABLE
INDIVIDUALLY

BRETONNIAN PEGASUS KNIGHT MUSICIAN BRETONNIAN PEGASUS KNIGHT STANDARD BEARER

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retaifers are responsibie for determining thelr own prices.
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DWARF ARMY

This Dwarf army contains all the
warriors you need to carry battle to
the enemy. Made entirely from
plastic, it is an ideal starting point for
a new collection, or for swelling the
ranks of an existing Dwarf throng to
massive size!
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Pictures for aI.ruﬂ:amlrp purposes only. Product contents may vary. Products sofd unpainted and unassembled. Certain Citade! products may be dangerous If used incorrectly. Prices correct at time of going fo press, please contact us for current
availability and prices. Prices quoled are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices. “Against purchasing items individually.
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FIRST CHANGE TO GET
THE NEW PLASTIC
DWARF MINERS KIT!

This multi-part plastic army set
contains 40 Dwarf Warriors
(can he assembled as
Llongheards), 40 Dwartf

Thunderers [can be assemhbled
as Quarellers), 20 Dwari
Miners, 10rgan Gun and

1Dwarf Cannon.

DWARF ARMY £100
Sweden  Kr1500 Denmark Kr1250
Norway  Kr1500 Euro €160

Product code: 99120205006

ON SALE APRIL 14th

Released 28/04/07 in Northern Europe. -
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Pictures for lustrative purposes only. Product confents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going fo press, please contact us for current
availability and prices. Prices quoted are far products sold by Games Workshop through its own stares, catalogue or website, Independent retailers are responsible for defermining their own prices.
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NEW RELEASES

ORCS & GOBLINS

ORCS & GOBLINS ARMY

Prove who is “da best” by
giving the other armies of the
world a good Orcy thumping!
All the heroes, Orc Boyz and
Gobbos you need to start an
Orc Waaagh! are contained
within this bumper set.

Pictures for lllustrative purposes only. Product contents may vary. Producls sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
avauability and prices. Prices quoted are for products sold by Games Werkshop through its own stores, calalogue or websile. Independent retailers are responsible for determining their own prices.




NEWW RELEASES

This multi-part plastic army set
contains 10rc Warhoss,
10rc Battle Standard Bearer,
39 Orc Warriors, 20 Black Orcs,
20 Night Gohlins, 3 Fanatics,
10 Forest Goblin Spider Riders
and 1Boar Chariot.

|
ORC & QOBLDS ANMY |
ARMEE DES OR(MES & CORRLINS ‘
CHRECS O COEL TS L)
OGS i COVLINS AFMLE |
ESTRCITOTLCLL ORCHT 'K GUBEN
=l s s w | |

R T TR R
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ORCS AND GOBLINS ARMY £100
Sweden  Kr1500 Denmark Kr1250
Norway  Kr1500 Euro €160

Product code: 99120209016

ON SALE APRIL 14th

Released 28/04/07 in Northermn Europe.
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Fictures for ilfustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retaflers are responsible for determining their own prices, *Against purchasing items individually



BLACGK LIBRARY

Black Library publishes a range of novels and

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

directly.

¢

www.blacklibrary.com

CHAPTER WAR

One of the Black Library’s most
popular authors returns with the
fourth book in the Soul Drinkers
series. Chapter War sees the
renegade Space Marines fighting
an internal battle as new recruits
try to rebel against the Imperium
that the chapter once served. With
loyal Imperial forces closing on all
sides, can their leader, Sarpedon,
rally the troops and regain their
lost honour?

CHAPTER WAR £6.99
by Ben Counter

Sweden Kr120 Denmark Krl110
Morway Kr120 Euro €13

ISBN: 1-84416-458-6

1 WARHAMMER
1 T

1 g
CHAPTER WAE

TALES OF THE
OLD WORLD

Repeating the winning formula
established by Let the Galaxy Burn,
this massive anthology unites
classic short stories with brand
new tales from the Warhammer
world. Featuring work from
popular authors such as Graham
McNeill and Nathan Long, Tales of
the Old World is dark fantasy at its
very best!

TALES OF THE OLD WORLD £9.99
Edited by Marc Gascoigne & Christian Dunn
Sweden Kr140 Denmark Krll5
MNorway Kr140 Euro €15

ISBN: 1-84416-452-7
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NIGHT'S DARK
MASTERS

In the dark of the night the
Vampire rules supreme. Masters of
dark necromantic acts, subterfuge
and combat, the Vampires of the
Old World make ideal antagonists
for would-be heroes. Everything
you ever wanted to know about
these vile villains can be found
within the pages of this latest
supplement for Warhammer
Fantasy Roleplay.

NIGHT'S DARK MASTERS £20.00
ISBN: 978-1-84416-313-7

LASGUN WEDDING

When the ruler of a massive hive
city of Necromunda falls dead,
debonair desperado Kal Jerico is
coerced into taking his place. But
he is forced into marryving a Spire
noble, and with assassins taking
pot-shots at him from all sides, he
begins to suspect there may be
more to his rapid ascension than at
first appeared. Will Kal triumph
and discover the root of the
conspiracy or will he end up dead?

LASGUN WEDDING £6.99
By Will McDermot

Sweden Kr120 Denmark Kr100
Norway Kr120 Euro €13

ISBN: 1-84416-462-4
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THE ART OF
WARHAMMER |

The amazing art from the studios
of Games Workshop has long
served as an inspiration to fans of
the Warhammer game, as well as
fantasy artists around the world.
Now the very best pieces of
atmospheric art have been
collected together into this
spectacular full-colour art book,

THE ART OF WARHAMMER £30.00
Compiled by Marc Gascoigne & Nick Kyme
oweden Kr500° Denmork Kr400
MNorway Kr500 Euro €60

ISBN: 1-84416-413-6

Piclures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangérous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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Forge World makes a huge range of resin kits and accessories. These include super-
heavy Baneblade 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

or Warhammer World.

DEATH CORPS OF KRIEG
CENTAUR ARTILLERY TRAGTOR

The Centaur Artillery Tractor is
one of many Centaur variants,
designed to manoeuvre and
deploy light artillery in the
field. The model includes:
Death Korps of Krieg driver,
pintle mounted heavy stubber
and gunner, three seated
artillery crew and equipment.

Complete resin kit, designed by Will
Hayes, Simon Egan and Mark Bedford.

Fictures for Mlustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at lime of going lo press, please contact us for current
avalfability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or websife. Independent refailers are responsible for determining their own prices.
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NEW CITADEL TERRAIN
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une sees the release of a new range of Citadel 2' x 2, for ease of storage. Many of these items can, of
Terrain, so much of it in fact that, for the first time course, be used for all of our systems, but the crowning
ever, you'll be able to buy a whole battlefield from glory of the release has to be the new Empire Fortified
your local Games Workshop Hobby Centre. Manor for Warhammer. This magnificent plastic kit is
Multi-part plastic trees, Warhammer building kits, and highly customisable and is perfect for representing all
large and small hills are but a few of the releases we’ll be manner of Empire buildings.
bringing to you. There will even be a proper, 6' x 4' We'll bring you plenty of information on this set in
gaming board available. This is made of flexible, high- - two issues’ time. Until then, feast your eyes on the
density polystyrene, comes ready flocked in a realistic picture above and rest assured that your battlefields will
finish and, best of all, breaks down into six pieces, soon look better than ever before.




NEWS

here are loads of new models coming out this Gorbad!). The month after, it’s the Dwarfs’ turn, and new

summer for Warhammer, to help you in your battle plastic Dwarf Miners and metal heroes join their ranks.

for the Nemesis Crown. Next month we have Orcs & Finally, The Empire will be reinforced in July by three
Goblins, who are getting brand new plastic Black Orcs new plastic kits, as well as metal models, which we’ll be

'see page 13), and a number of stunning Boss models (like telling you more about in due course.

Dwarf Miner

Gorbad lronclaw - the hardest
Orc in history.

Black Orc and Dwarf Miner units shown slightly smaller
than actual size. Single miniatures shown at actual size.
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ART OF THE EMP

The gaming arena at Warhammer World has long played host to an exciting programme of tournaments and
gaming events, but from January this year it also began to double up as an art and miniatures gallery.

For almost thirty years, Games permanent feature of Warhammer World.
Workshop has been chronicling, sculpting The first exhibition of the year
and illustrating the fantastic worlds of celebrated the rich imagery of the Empire.

Warhammer and Warhammer 40,000 to the In March, visitors were invited to explore
delight of hundreds of thousands of gamers, the disturbing world of the Dark Angels, but
model makers and fantasy enthusiasts from  there is much more to come.

around the world. Although many of these In April, Warhammer World will display
images were well-known to fans, from the a very special exhibition assembled by
photographs and illustrations in our rule artist, John Blanche. From Games

books and White Dwarf, few if any of the Workshop's earliest days, John’s paintings,
original artworks and miniatures had ever drawings and illustrations have informed
been seen outside of the Design Studio. and visualised the worlds of Warhammer

Last summer’s “Warhammer - The Art of and Warhammer 40,000 and in this show,
Games Workshop” exhibition at Nottingham  John presents his own personal selection of

Castle was so successful, attracting over dark, gothic artwork and imagery.
35,000 visitors during its ten-week run, that Warhammer World is open seven days a
we decided to make similar shows a week and admission is free.

= ADVANCE NEWS - PRICE CHANGES . : T e
As of the 30th April Games Workshop UK will be changing the prices on a selection of our products. To give you as
much notice as possible, so you can get your products at the current price, we've listed the major changes below:

- — o All blisters and boxes priced £9 will increase by £1
— o All blisters and boxes priced £10 will increase by £2

— You still have several weeks to get these products at the old prices, so why not take full advantage of this notification!
— Visit our website for a full list of the changes at www.games-workhop.co.uk/news.
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FOUNDATION PAINTS
IN-STORE TEST DRIVE

- e L rr r gt = E . g
i om )i
& - L B
= L o i “
i I'l 1 [
1 ™ .'_' i
¥ =L s k

|

——— —————r——"
| |
1 y

Knarluc—(irean' :
TR Sltm Basemat ;_

e
5 LR =
| | 11

b

e s— S EOUNDAT O BRINT SE7 The 21st of April sees the release of the ~ Mechrite Red:
h ;.C_____ #i}l| )LI [, e T fantastic new Foundation Paints set — but - Spear Basecnat Aoy
you don’t have to wait until then to try e ;
=== them out! |
. “’=‘"‘*:"‘- Two weeks before the release of these
o ?u- ~ new paints, Games Workshop staff will be

-u--pru-_

demonstrating them in-store. Just ask at
your local store and you can try out the
new paints for yourself! Find out more
about how the new range can speed up
vour painting and ask our staff for advice
about the best colours to basecoat your .
new lyanden Eldar army or Goblin horde. '}'ﬂ“dﬂ’“ Dﬂ’h““'

Turn to Page 50 to find out more about M“““ 5?“"10! Basemat
the new Citadel Foundation paints! :

Try the new Foundation paints range in your local
Games Workshop store two weeks hefore release!

ON SALE APRIL 21st!
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CELEBRATES)

with Official Opening Party

Saturday the 6th of January saw the Official Opening Party of Games
Workshop Windsor. Guests from the Design Studio and White Dwarf
attended, which combined with the launch of the new Empire range
resulted in a brilliant day for all. White Dwarf Editor Owen Rees
attended to record the merriment.

Owen: Saturday the 6th of January was a Warhammer Armies: The Empire (signed by
typical winter’s day; cold, wet (ok, very everyone responsible for the latest edition of

wet), and pretty miserable. But that was ok,  the army book), all of which would be on
because Games Workshop Hobby Centres display throughout the day, to be later given

T e s |
s iy g T B | ¥ —
w0 /s - =

around the country had their doors wide away as competition prizes.
open for another hobby-filled day of Manager Mark Harrison said he had
excitement and fun. One store in particular  considered inviting Her Royal Highness, the
was especially welcoming and exciting; Queen down for a game, which would have
Games Workshop Windsor and its Official made for a very interesting Official Opening
Opening Party! Party indeed! Our only question was which
Together with sculptors Dave Thomas game would she go for; The Lord of The
and Steve Saleh, | arrived in Windsor on Rings, Warhammer or Warhammer 40,000?
Our Design Studio guests Saturday morning to visit the store and join The doors opened at 10.00am and the
brought down the tools of them in their festivities. While Dave quickly  next four hours were a terrific blur. From the
their trade and demonstrated placed the Design Studio’s greens and resins  outset there were hobbyists who had come
how to do some really in the store’s cabinet, | handed over signed  down to take part in the activities, buy the
effective and easy sculpting copies of the new White Dwarf (signed by new Empire models, have a chat with us,
using Green Stuft, :
the whole White Dwarf team) and and generally soak up the party atmosphere.

7 A R T S =0 O N 0 S S




Games Workshop Windsor
6 George V Place
Thames Avenue

Windsor SL410P

Tel: 01753 861087
www.games-workshop.co.uk/storefinder
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= D e matorway at junclion 15 and join the M4 following <igns for “The
. Seugh, Reading.”
-l Soections beliwy from M4,

Ty Wi

= Lemes e motonvay ol Jurru ion 6 (signed Slough (Central), Windsor (A332)
% St and loin the A332 to Windsor,

= Tl Tt it off A332, at the roundabout, take the Grst exit left onlo
cetead Road, which leads into Arthur Road.

= iy S mext roundabout, take the first exit info Goswell Road.

= Sy ondier the railway bridge and at the end wm right onto Barry Avenue,

| = T =i orto River Street and left onto Thames Avenue,
= e 2= situated on the right hand side.

T AT
= Lemes the molooway at junction 3, signed Woking, Bracknell, Lightwater &
» Ini= ®e A132 and continue on this road towards Windsor for 10 miles,
|z throuph Ascot and Windwor Great Park.
= 4 % soundabout junction with the A308, take the second exit off the large
mxrxShout ontn Hm,in Road and continue onto Sheet Street, then go straig
§  ®ouph the traffic il héfrl'lﬁiﬂﬂ with Victoria Street onto the High Street.
w Cormue past Windsor Castle on the right, the road then bears to the right.
| = T e joining the one way system onto River Street, and take the first right
S THames Avenu,
= e e ituated on the right hand side.

T2n O
= Ber stations that serve Windsor are a shon walk from our premises
| = S Srther Information about traln times and fares; please telephone National
2" Enquiries Line on OB457 48 49 50.
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- Windsor Store Tel: 01753 861087 .

Monday - Friday: | Saturday : Sunday:
12.00am to 6.00pm ~ 10.00am to 6.00pm 10.00am to 4.00pm

Around midday, when we thought it
couldn’t get any busier, the “Staines
Invasion” hit home, led by Store Manager
Richard Thwaite at the head of a mighty
albeit friendly) Waaagh! of bold hobbyists!

All morning we chatted with people and
talked about some of the projects we have
worked on, past, present and future. Dave
and Steve also spent a lot of time discussing
how they sculpt miniatures and the process
we go through in designing, making and
finally mass producing Citadel Miniatures —
I even found myself listening intently!

After a spot of lunch it was time to judge
the two competitions. First up was the
‘Duel’ conversion competition. Hobbyists
had laboured throughout the morning with
glue, clippers and plastic frames to create
their masterpieces. Carol and Kim Holton'’s
entry caught our eye with a fantastic upper-
cut fighting pose. Next was the painting
competition, the entries for which entrants
had completed at home. In the Over 16
category Alex Twiney won with his

R T S R BTGNS B 00 L 4

OPENING TIMES

Wardancer’s flying kick against a Chaos
Marauder, while the Under 16 prize went to
Henrik Davison with his “I'll take him”
conversion of a Space Marine versus a
leaping Broodlord.

We were due to leave the store at
2.00pm but couldn’t help but linger a little
longer and chat to people. Dave and | were
caught up watching the huge mega-battle
which had kicked off in the afternoon,
while Steve was happily demonstrating how
to make cloaks with Green Stuff to a group
of enthusiastic listeners.

Windsor is a splendid town and | would
thoroughly recommend visiting it and
having a look around, and while you’re
there, why not pop into the store and say
‘Hi’ to the staff in Games Workshop
Windsor. Like me, you can strike another
store off the list of ones you’'ve visited (I'm
sure I’'m not alone in that obsession). We Dave and Steve were both
had a great day at the official opening of involved in the new Empire
Games Workshop Windsor, and I'm sure project and scuiptedimodels
when you visit you will too. e ienss
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v
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— RELEASE SCHEDUL

COMING NH(T MONTH

Dark Eldar Wyches 21/04/07 £20.00

Eldar Guardians 21/04/07 £18.00

Eldar Harlequins 21/04/07 £18.00 : J:

Eldar Harlequin Troupe Master 21/04/07 £6.00 l e ]:r] = I\[ll[\{g*
Eldar Harlequin Shadowseer 21/04/07 £6.00 > KH.I#'&Z AD-DUML

Eldar Harlequin Death Jester 21/04/07 £6.00

Eldar Harlequins with Harlequin’s Kisses 21/04/07 £7.00

Eldar Harlequins with Fusion pistols 21/04/07 £7.00

WARHAMMER

Bretonnian Battalion 02/04/07 £50.00
Bretonnian Pegasus Knight 02/04/07 £8.00
Black Orcs Box Set 19/05/07 £15.00
Black Orc Regiment 19/05/07 £25.00
Gorbad Ironclaw 19/05/07 £20.00 e :
Orcs and Goblins Army 14/05/07 £100.00 [SDURGEDOR (et e Tt A :-"";;"";-h
Night Goblin on Giant Squig 19/05/07 £8.00 LR AT J
Black Big Boss 19/05/07 £8.00
Troll 19/05/07 £12.00
Dwarf Army 14/05/07 £100.00
Lﬁ?ﬁn el thJ";L..Jf 'IJ':‘T' i__:';:T':i’._:T' RIN
A “'.:....q.‘u" L8 Ao O R,
Khazad-Dim 05/05/07 £10.00
Dwarf Warriors 05/05/07 £15.00
Dwarf Rangers 05/05/07 £15.00
Wardens of the West Gate Legion Set 05/05/07 £50.00
Iron Guard 05/05/07 £7.00
Vault Warden Team 05/05/07 £6.00
Dwarf Ballista 05/05/07 £12.00
Durin and Mardin 05/05/07 £12.00
Dragon 05/05/07 £30.00
Moria Goblin Shaman 05/05/07 £6.00
Moria Goblin Prowlers 05/05/07 £7.00

OTHER RELEASES

Foundation Paint Set 21/04/07 £30.00
WERP — Night's Dark Master 30/04/07 £20.00
Chapter War 31/03/07 £6.99
Tales of the Old World 31/03/07 £9.99
Lasgun Wedding 31/03/07 £6.99
The Art of Warhammer 31/03/07 £30.00

You can buy our products from

the followmg sources

o Games Wnrkshop Stures
e Games Workshop Stucklsts Page 114
° Games Workshnp Direct Page 120

‘Online Store:

Page 114

A Wgames-wnrkshﬂp co. uk/stﬂre

By Phone:
03".'5 9’:' 49&00

Moria Goblin Prowlers

e N ey Iy T === |

L P A = = i o — == W B E— il =

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly, Prices correct at time of going 1o press, please contact us for current
availability and current Games Workshop prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent ratailers are responsible for defermining their own prices.
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Farseers stopped their mystic pondering and made an

appearance, for at least once in their lives every Eldar should
witness The Dance — the greatest of the Harlequins’ works, for it
tells of The Fall, and all Eldar need to learn the lessons it contains
so that history is never repeated.

The nine troupers bounded onto the stage, their holo-suits
projecting a weaving pattern of colours as they danced the part
of the Old Race. The Shadowseers took up positions around the
outside, using their unique abilities to amplify the emotions of the
audience.

Three troupers danced the parts of the Fallen Gods, leaping,
cartwheeling and somersaulting around the dancers of the Old
Race. The dancers became wilder, more passionate and
menacing. They came together like a whirlpool, and broke upon
something unseen — hurled back as the Solitaire leapt into view,
somersaulting into the centre of the stage. An involuntary shock
ran through the audience at the sight of the allegorical figure of
the Eldar’s greatest enemy — the Chaos god Slaanesh.

From behind Slaanesh, seven figures appeared, one by one, to
mingle with the Old Race. First came the foul Mimes, passing
their sensual and disturbing movements to the other dancers as
the daemons they represented had spread the corruption of
Slaanesh long ago. Slowly, one at a time, the dancers of the Old
Race began to project a pattern of writhing figures on their suits.
Next came the Death Jesters, they leaped about the stage and
slew the Fallen Gods, dragging their inert forms to the feet of the

Ev&r}f Eldar on Saim-Hann came to the talaclu hall. Even the

w

Solitaire. As the last fell, the minds of the audience were jarred
by psychic screams from the Shadowseers, which coalesced into
a gibbering laugh of madness and depravity.

But beyond this laughter was another voice, an ironic voice.

- The Great Harlequin entered. His suit projected the ever-shifting

multicoloured lozenges of the Laughing God as he strolled
casually on stage, still laughing at the cosmic folly of the Fallen.
He looked on at the Mime-daemons and Death Jesters and
laughed again as they bore down upon him.

For a moment he could not be seen among the press of the
Slaanesh’s minions, but with a cry he flew above their heads
tumbling in flight to land facing them. As they turned he leapt
again — two Mimes dropped as he touched them, and five more
clawed at thin air as he evaded their clumsy grasps. His laugh
was now one of glee as he struck back at his pursuers, scattering
the Death Jesters. He leapt forward and pulled a single dancer
from the feet of Slaanesh. At his touch the dancer’s suit exploded
into colour and the trouper began to laugh as he danced the
dance of the Harlequin. The two of them put the Mime-daemons
to flight, and then the stage cleared, leaving the Great Harlequin
alone. The Solitaire entered, and the battle between the Laughing
God and Slaanesh commenced.

They leaped and somersaulted around each other for what
seemed like an age, then the Dance ended abruptly, the struggle
unresolved. It was indeed the Dance Without End - the hall was
silent; there was no applause. The dancers left the stage. The
audience was stunned.

wwaw.gamey-workybop.co.ukkldar



THE DANCE ((JITHOUT END




This month sees the return of the most enigmatic of the Eldar,
the deadly servants of the Laughing God, the Harlequins.
Andy Hall talks to the architects of the Harlequin revival, Jes

Goodwin and Phil Kelly.

much of the galaxy. Their reign

lasted for millions of years but was
witimately ill-fated. Avarice, lust,
megligence and pride were the Eldar’s
zreatest sins, and they brought about the
serth of the Chaos god, Slaanesh. The
resultant psychic explosion shattered the
Sidar. Their race became all but extinct,
and to the few survivors this cataclysmic
event would be forever known as The Fall.

Eldar legend has it that, using cunning
*“d guile, the Laughing God survived The
=all whilst Slaanesh consumed the other
='dar gods. Since that time, the mysterious
“ollowers of the Laughing God, the
~arlequins, have been seen wherever the
='dar congregate, be it in the Craftworlds,
the far-flung Exodite worlds or even, it is
rumoured, in the twilight city of
Commorragh. The Harlequins make no
distinction between art and war — their
mastery of combat, twinned with their
ncredible speed, makes the Harlequins the
“eadliest fighters of their race.

les Goodwin was one of the original
creators of the Harlequins and sculptor of
the first range of Harlequin figures.

“The Harlequins are actually pre-
“spect Warriors,” states Jes. “When they
were handing out the Warhammer 40,000
model ranges to the sculptors for the first
sme there was a reluctance by some to
tackle what would become the Eldar
archetype. | had no such reservations and
=0 ended up sculpting the Eldar range. First
came the Guardians, then the Eldar
Dreadnought, which later became the
Wraithlord, and then the Harlequins — they
were designed as lithe berserkers, mixed
with acrobatic, dancing performers.”

There have been no new Harlequins
or over 15 years, so for the new range Jes
had a good hard look at the older models
to see how they could be updated. “I’
made them less cluttered this time round
and that was in response to requests from
the figure painters. Out of the old
Harlequin miniatures they usually picked
the ones with fewer bits on them because
they wanted to go to town with diamond
patterns and other exotic paint schemes. |
tried not to over-complicate the models;
the whole point is that of all the Eldar
range, this is the place where a figure
painter can really, really play.”

To reflect their balletic, deadly
movements, the Harlequin models are
among the most dynamic we have ever
made. The Troupe Master for instance, is

T he Eldar once held dominion over

posed mid-leap with both his feet in the air
— his only link to the base is a trailing
ribbon. “l wanted to make the Harlequins
imposing by adding height and
movement,” says Jes. “By having them
leaping into the air, the eye-levels of the
models are raised. The Death Jester, who
may not be as prone to jumping about,
stands on a piece of terrain to give him the
same intimidating height.”

This wasn’t the only design aspect Jes
added when sculpting the figures. The
capricious nature of the Laughing God and
hidden purpose of the Harlequins has
given them a theme of duality ever since
the first Harlequin concepts. Jes has hinted
at this throughout the new range. Many of
the Harlequins” masks are split, suggesting
that the Harlequins are more than they
seem. Check the head of the Shadowseer’s
staff and you’ll seen a leering face on
either side. “The Shadowseer is an
interesting model,” says Jes. “His face is
hooded and mirrored, but | still wanted to
give hobbyists the opportunity to paint a
great mask for him, so he has one that
hangs from his belt.” The models contain a
wealth of intricate details, some of which
are examined later, others you’ll have to
find for yourselves.

€€ The point is that of all the Eldar
range, this is the place where a figure

painter can really play. )
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Gripping Eldar fiction from
the Black Library

Eldar Prophecy follows the youthful Eldar
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Warrior Naois as he comes of age and discovers
his dark destiny. Completing his training in the
ancient Aspect Warrior Temple of the Warp
Spiders, he seeks to rebuild the lost prosperity
of his once-great family.

The Eldar also feature in the classic
Inquisition War, where Inquistor Jaq Draco
encounters these aliens on his journey into the
darkest recesses of the galaxy.

More details of both books can be found at
the Black Library website.

www.blacklibrary.co.uk
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PLAYERY

Troupe Master

Said to be guided by the
Laughing God, the Troupe
Master decides where the
Harlequins will next appear.

Troupe Master
Shadowseer 5
Death Jester 5
Harlequin

igipip

Harlequin Troupes

EEOGEGGBH

A 3
4 3 3 1 6 2 9 -
GmBie<3: il 16 M2 IRONNE—
SI=_tAasi3t FESARY - Lh A O

Special Rules
Fleet of Foot.

Dance of Death: A Harlequin troupe coordinates its
attacks with bewildering speed, dancing through the
enemy ranks, leaving corpses in their wake. They have
the Furious Assault and the Hit and Run special rules.

Ybhadowseer

Specialist psykers who
use their creidann
grenade launchers to
fire hallucinogens into
enemy formations.

Death Jester

These sinister warriors
are heavy weapon
specialists who stand
apart even from their
fellow troupe members.

Yolitairey

Out of all the dances and
masques that the
Harlequins perform only
one can play the part of
She Who Thirsts — the
Solitaire. It is said that to
cross the path of a
Solitaire is to invite
damnation, and that if
someone were to
accidentally address or
touch a Solitaire then it
would be better to end
their life immediately
rather than suffer the
terrible doom that
awaits them.

o7& =R IRATE)

Harlequins in battle

When Phil Kelly authored the recent Eldar
Codex, he thought it was important that the
Harlequins made it into this version of the
book. “I know there are loads of hobbyists
out there who love them, so it would have
been wrong to not include them.”

The Harlequins are a very flexible Elites
choice, one squad can contain a heavy
weapon, a cadre of close combat
specialists and even a powerful psyker. For
example, you can have a Death Jester
armed with deadly Shrieker cannon, a
Troupe Master to provide an extra attack
and Leadership 10, and a Shadowseer with
all manner of exotic abilities. “The
Shadowseer is very useful because of her
Veil of Tears power,” states Phil.
“Harlequins are fragile with only a
Toughness of 3 so bolter fire can rip them
apart, although they do have a 5+

26 WHITE DWARF ELDAR HARLEQUINS

Invulnerable save thanks to their holo-suits.
However, taking a Shadowseer means that
any enemy unit wishing to target the
Shadowseer or the squad he is with must
roll 2D6x2 to see if they are within range —
if not, they cannot shoot that turn. This
means you're going to be lucky targetting
the troupers even at 24". In effect it
compensates for the Harlequins’ lack of a
transport vehicle.”

Once Harlequins have made it across
the battlefield they really do come into
their own. Phil becomes very animated as
he explains. “They are incredibly good in
close combat on the charge. Their Dance
of Death ability gives them Furious Assault
so they have a handsome Initiative of 7
and a Strength of 4. They have access to
the Harlequin’s Kiss, which has the
Rending special rule, so if you roll a 6 to
hit you score an instant wound. This is
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Harlequiny

Armed with their anti-
gravity flip belts and
shimmering holo-suits the
Harlequins weave their way
across the battlefield.

Harlequin with

fusion pistol

Harlequin with
fusion pistol

Harlequin with
Harlequin’s kiss

Painting

Diamonds E

The holo-suits of the
Harlequins project
intricate patterns in
different colours.

1. Paint on fine lines to make
a diamond grid.

2. Block in the diamond
shapes with flat colours.

3. Highlight the top of each
E diamond to add definition.

Harlequin with
Harlequin’s kiss

A= R IRASH

lethal when used in conjunction with
Furious Charge. The Dance of Death also
gives them the Hit and Run special rule,
which allows a squad to leave a combat,
meaning you can really control and
dominate the Assault phase. However, the
best rule for me is that their flip belts allow
them to ignore difficult terrain. | just love
moving them through really thick rubble
and dense foliage and not having to take a
test. It is a fantastically freeing thing, you
don’t have to worry about them stubbing
their toes or getting slowed down at a
critical point. It also makes them deadly in
Cities of Death games!”

When writing the codex Phil was
tasked with distilling the existing Harlequin
material to fit in the new book. “It was very
difficult to boil down what we had created
over the years into a double-page spread
and one squad entry,” says Phil. “Because

we originally presented the Harlequins as
an army in its own right, it had a lot more
troop types to begin with. You had the
Troupers themselves, the Great Harlequin
and the Solitaire, as well as the
Shadowseer and Death Jester. For this

¢ € You don't have to worry about
them getting slowed down at a
critical point. 99

version we wanted the Harlequins to be
part of the army, but we didn’t want them
to dominate it, or overshadow the Aspect
Warriors, so we pared down the choices.
That is not to say the Solitaire or Great
Harlequin no longer exist, and we may
revisit them at a later stage.”
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Doom, Fortune,
Spirit Stones,
Runes of Warding.
145 points

Autarch

Warp jump generator,
Scorpion chainsword,
Mandiblasters.

110 points

L
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b (2) ELITES
8 Harlequins
Troupe Leader,
Shadowseer, e
3 Harlequin’s kisses. R -
206 points = e ™%
8 Harlequins (SRR T ST 5N T e SNy )
Shadowseer, I | e g : : )
Death Jester,
2 Harlequin’s kisses,
2 fusion pistols.
AR 212 points
el (3) TROOPS
Yot 3 Guardian Jetbikes
1 shuriken cannon.
76 points
10 Dire Avengers
Exarch with twin
shuriken catapults &
Bladestorm.
152 points
3 Guardian Jetbikes
66 points
0 (4) FAST ATTACK
S LY 10 Warp Spiders
Exarch with
powerblades, extra
Deathspinner &
Withdraw.
252 points
5 Shining Spears
Exarch with starlance,

Skilled Rider & his sample army has been geared The Troops section is tailored towards
Withdraw. towards a particular Eldar tactic, the taking out lightly armoured enemy
237 points hit-and-run attack, with the units. If you are facing a horde of

6 Swooping Hawks

Orks or Tyranids, expect these units
Exarch with Sunrifle

to do the bulk of the work, scything

Harlequins taking centre-stage. The idea is
to get into assault with your foe, hit them

& Skyleap. _ hard, then pull back in the enemy turn and down the foe with massed fire. The
163 points hit them again! Each of the Force Jetbikes are able to redeploy and give
O HEAVY SUPRORT Organisation categories has a job to do. fire support to the Harlequins, while
g;‘;éﬁg};gel ' the Dire Avengers’ Bladestorm can
130 points Use the Farseiar’s powers to maximum shred even the toughest of foes.
Fire Prism effect by casting Doom on the target |
Holo-fields, units when they are being charged by The Warp Spiders and Swooping
Spirit Stones. the Harlequins and Shining Spears. Hawks help out the Troops section,
160 points Similarily, use Fortune to help protect and are able to Hit and Run if they
War Walker these key units when they attract fire. get into trouble. Note that the Autarch
2 bright lances. has a Warp Jump generator so he can
90 points The Harlequin Troupes make a add extra power to these assaults.
Total 2000 points 2 mockery of difficult terrain, and when Finally, the Shining Spears are
they charge, even the basic troupers fantastic at hitting the enemy hard —

have 4 Attacks each at Strength 4,
with an Initiative of 7 (yes, 7).

when they charge, their laser lances
count as Strength 6 power weapons!

EVESRENRUaC
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Eldar tactician Phil Kelly provides us with a sample
army list themed around hard-hitting units, with the
Harlequins at their centre.

The shuriken cannon
armed jetbike and
Shining Spears are
available from Games
Workshop Direct.

The Heavy Support section is there to
neutralise or destroy enemy tanks.
Concentrate fire on those long-range
units that can punish your infantry, 1
then once they are taken care of use |
the Fire Prism to thicken your anti-
infantry fire.

The real key is knowing when to Hit and
=un. If there are other enemy units that
ook like they will finish you off on the
countercharge, get in and get out quickly -
use Hit and Run to move 3D6" away and
into cover. Try this with only one of your
units, leaving the other to block line of
sight by staying in combat. Alternatively, if
vour initial charge worked really well, stay
in combat for the enemy’s turn and use Hit
and Run at the end of the phase so you can
assault next turn with all those lovely
charge bonuses.

Biel-tan Farseer

Harlequin wgrgqar

Flip Belts: The anti-gravity flip belts of
the Harlequins enable them to dart
through the roughest terrain with their
feet barely touching the ground. They
ignore difficult terrain.

Holo-suit: Harlequins use a
sophisticated holo-suit to fragment their
image and foil incoming fire and blows
from their enemies. They benefit from a
5+ invulnerable save.

Harlequin’s Kiss: A sharpened tube
attached to the forearm, the Kiss can
be punched into an enemy and the
monofilament wire inside allowed to
uncoil, reducing the target’s insides to
a gory soup in an instant. A Harlequin'’s
Kiss counts as a close combat weapon.
In addition, close combat attacks made
by a model armed with a Harlequin’s
Kiss have the Rending special rule.

Fusion Pistol: This compact hand-held
melta weapon has an elegance that
belies its potency. It has the following

profile:

Range Strength AP

6" 8 1 Pistol,
Melta

Hallucinogen Grenades: The
Shadowseer’s entire squad counts as
being armed with plasma grenades.

Veil of Tears: A Shadowseer is a psyker
and always has the Veil of Tears
psychic power. It follows the same
rules as Warlock powers (see page 20-
21). The Shadowseer uses his powers
to confuse and terrify his foe. Any
enemy unit wishing to target the
Shadowseer or the unit he is with must
roll 2D6x2. This is their spotting
distance in inches.

If the models are not within
spotting range, they may not fire that
turn. The Shadowseer and his unit can
always be ignored by the enemy for
determining target priority.

Y] CanoamwwH Hvaid

Shrieker Cannon: A Death Jester’s
shrieker cannon fires shuriken
impregnated with virulent genetic
toxins, causing its victims to rupture
and explode in spectacular fashion. It

has the following profile: ™
Range Strength AP
24’ 6 5  Assault 3,
Pinning

ol 7| | R IRIAS LR R AS LY
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Palntlng Harleqlﬂns Permission granted to
On these pages you will find a line photocopy this template
drawing of a Harlequin Trouper, which you for personal use only.

Copyright © Games
Workshop 2007,
All rights reserved.

can photocopy and use to plan your colour
scheme and patterns.

When painting intricate patterns like
stripes and diamonds, you need to be
careful about your choice of colours. Using
complementary colours side-by-side —
especially primary colours like red and
green — can produce very garish results.
You can sometimes get away with these
combinations if you add Skull White to
one of the colours, making a pastel shade.
Take a look at the “colour theory” section
of How to Paint Citadel Miniatures, as this
provides a plethora of ideas as to which
colours work well together, as well as
those that don't. ‘

We asked the 'Eavy Metal team to
provide a few examples of alternative
colour schemes and patterns for
Harlequins, and you can see the results 3
here. You can use these as a starting point
for coming up with your own Troupe
colours, or try something wildly different.

Harlequins offer the miniatures painter
a real challenge, and the chance to go to E
town with varying colour schemes. There
are no hard and fast rules to painting these \
awesome warriors, so let your imagination
— and paint palette — run riot!
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“haos Black -} Skull White

L simple two-colour scheme of
contrasting colours is easy to
2oply, and can produce a very
“ramatic look.

>>> TURN OVER T0 SEE THE HARLEQUINS IN ACTION AGAINST

Blood Red -+  Skull White

\/
ff/

Using blocks of complementary
shades and colours can create a
great-looking unit very quickly,
with a high visual impact.
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Bad Moon
Yellow

Snot Green -}

L

Adding diamonds, stripes and
intricate colour combinations is
more challenging, but will give
you a stand-out finish.
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Now that we’ve looked at
some examples of
Harlequin colour schemes
that do work, here are E
some that definitely don’t!

Blood T Scorpion
Red Green

Enchanted 3 Blazing

Blue Orange

Sunburst & Warlock

Yellow Purple

THE SERVANTS OF SLAANESH.._ ",
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BATTLE
REPORT

Participants:

lyanden Eldar (Phil Kelly)
vs, Black Legion

Chaos Space Marines
(Christian Byrne)

Points:
1500 each

Scenario:
Firesweep, Gamma level
(Cities of Death)

Setting:

Veistopol, capital of
EVEiS[UFDS, an abandoned
Imperial world

g2V RSl aUat)

Game Ytaty C

Masaur
of the

(UaRRIOR

Prince Yriel and his lyanden warriors are drawn to the
derelict Imperial world of Veisturos by sinister forces,
and must confront the servants of the Great Enemy...
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an epic clash between ancient

adversaries. Christian Byrne takes his
insidious followers of Chaos, the Black
Legion, against a force of Eldar under the
command of Farseer Phil Kelly. The Eldar
are joined by a troupe of Harlequins,
drawn to the ruins of Veistopol by the
presence of She Who Thirsts.

The game will be played using the
Cities of Death Expansion. The mission is a
straightforward Firesweep at Gamma level.
In this scenario, a player wins by claiming
more ruined buildings than his opponent.
Buildings are claimed when a unit moves
into them and places a “flag” counter. After
six turns the side with the most flags placed
wins the game. Once the mission was
decided, the players got to choose their
stratagems. At Gamma level, each side can
pick two stratagems — Christian selected

T his month’s battle report recreates

32 WHITE DWARF ELDAR HARLEQUINS

Demolition and Preliminary Bombardment,
while Phil took the Sewer Rats and Booby
Traps stratagems.

The terrain was set up using the
guidelines in the Cities of Death book, but
we asked a neutral party to tweak the
positions of the ruins slightly to create an
evocative looking table. We made sure
there was at least one building in each
quarter and a large one in the centre so as
not to confer an advantage to either side.

Phil won the roll-off for deployment
and chose the northwest quarter of the
battlefield. He then placed his Booby Traps
and Sewer Rats stratagem counters before
the two sides deployed.

White Dwarf’s Matt Hutson, a veteran
of many battle reports, was on hand to
referee, take notes, and generally suck his
teeth and mock the tactics of the players.
With everything in place, the game began.

|
|
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Lityfighting Ytratagems

= Cities of Death games, players get to choose from a

- sslection of special terrain pieces, wargear, tactical advantages
or dirty tricks known as stratagems, which are represented in-
game by counters. Each player has 1-3 stratagems depending

on the level of the mission being played, and their effect is
- wholly dependant on what, when and how they are played.

Booby Trap and Sewer
Rat stratagem counters

the Farseer, “The Enemy
is here, though hidden
within a mortal shell.”
He turned towards
Yriel, gesturing at the
streets ahead with
slender fingers. Yriel
controlled his anger and
apprehension. He

- Eldar Deployment

e motioned his troops
forward, and the Dire

Rey

9 Sewer Rats

@ Eldar Booby Traps

into the city’s catacombs
at his command.

The Eldar were not
here to avenge the dead
human city of Veistopol,
or to punish the Black

Legion for butchering its
populace and rendering
their bodies into
stimulants. They were
here to kill Sh’cklaglack,
Keeper of Secrets,
favoured child of the
Great Enemy, Slaanesh.
Lavair and his fellow
Harlequins had arrived
the night before, their
passionate performance a

of Slaanesh’s evil. “At
least we have something
in common,” murmured
Yriel, as he watched the
slender figures disappear
into the morning mist...

Cityfight Mission: Firesweep -

Both sides are moving forward to occupy
as much of the city as possible,
conducting a room-to-room, building-to-
building and street-to-street sweep, when
they run into each other. Each force must
attempt to claim as many buildings as
possible, clearing the enemy from the
area as they advance.

The objective is achieved by
occupying city ruins. When a city ruin is
occupied the unit doing so “plants a flag”
and may move off to do the same in other
city ruins. The flag remains until an enemy
scoring unit occupies the ruin.

‘ “Prince Yriel,” whispered

Avengers dropped silently

testament to their hatred W

i
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“GITIES.OF DEATH

Citiey of Death

Amid the shattered ruins of vast
cities, warriors engage in bitter
close quarters battle whilst
mighty battle tanks smash
through ruined buildings,
grinding bricks and enemy
beneath their treads.

Cities of Death is an
expansion to Warhammer 40,000,
providing all the rules you need
to fight battles set in the ruined
cities of the far future.The
Expansion contains new missions
and a wealth of background.

C
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Phil Kelly is one of the
Design Studio’s Games
Development team, and is
the man responsible for
Codex: Eldar. Who better,
E then, to road-test the new
Harlequin rules for their first
appearance in White Dwarf?

o 7KL= |RIRIATE)

Phil: Eldar and cityfighting go together like
Harlequins and brightly coloured pants.
The sheer abundance of cover and lack of
fire lanes means just running pell-mell
towards the enemy is a viable ploy, one
that will make a refreshing change from my
usual tactic of hanging back and shooting
the bejeezus out of whatever enemy unit is
closest. Furthermore, a Cityfighting army
need not include any tanks, which suits me
fine; | have always preferred elite infantry.

My plan was to close with the Chaos
lines as quickly as possible and overwhelm
them with flashing power weapons and
devilish Harlequin weaponry. | chose one
of each of the Eldar close combat
specialists — a full squad of Howling
Banshees, a unit of Striking Scorpions and
a nice big Harlequin Troupe with all the
character upgrades. The Harlequins’ ability
to ignore difficult terrain is not to be

34 WHITE DWARF BATTLE REPORT: MASQUE OF THE WARRIOR
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underestimated. In the practice game my
Striking Scorpions, even with their Stalker
ability, rolled triple one for their difficult
terrain test two turns in a row. This streak
of bad luck effectively took them out of the
game, though it did give the White Dwarf
guys a good laugh. Harlequins, on the
other hand, can moonwalk their way
through even the most treacherous rubble
without hindrance. The Shadowseer
upgrade is a must-have when facing shooty
armies, as rapid-firing heavy weaponry can
really cramp a Harlequin’s style and
stitching up holo-suits takes simply forever.
Should the webway warriors survive long
enough to charge, the Troupe Master and
the Troupers armed with the dreaded
Harlequin’s Kiss can often finish off an
enemy unit and still have time to strike a
pose before darting back out of harm’s way
with their Hit and Run attack.
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To lead this hardcore assault force |
chose the most formidable Eldar warrior
alive, Prince Yriel of lyanden. He is armed
with the Spear of Twilight, a singing spear
‘wounds on a 2+, Strength 9 against
vehicles) that ignores armour saves.
Combined with Yriel’s large-template Eye
of Wrath attack, boasting S6 and AP3, he
can take on pretty much any foe by himself
and still come out on top.

My support units were chosen purely
on the basis of what would do well in a
cityfight. Rangers make a great Troops
choice, as their cover saves are excellent in
the big city. It's just a pity | didn’t have the
points left over to ugrade them to
Pathfinders. A Wraithlord is also a must-
have, as he will be able to stop Christian’s
counter-attacks in their tracks, providing
that | keep my Doom-toting Farseer close
enough to compensate for Wraithsight.

I.\.".\" ML

The cardinal rule in a cityfight is “Keep
an Eye on the Victory Conditions”. In the
Firesweep mission, players must plant a
flag in as many buildings as possible. With
this in mind, | took a squad of super-
manoeuvrable Shining Spears who would
zip around the city streets claiming far-
flung buildings for the Eldar before joining
the main assault. | also picked the Sewer
Rats stratagem to allow me to bring my
Dire Avenger reserves straight into an
unclaimed building, and the Booby Traps
stratagem, meaning | could lace the
unclaimed buildings with Strength 8
explosives. Overall, my plan is simple:
claim a handful of city ruins and then
assault the hell out of anything that comes
too close.

With all that in mind it is now time for
Prince Yriel to call the Aspects to war — let
the dance of death commence!

Ytratagems

(® Booby traps
¢» Sewer Rats

f'-

HQ
(1) Prince Yriel
Forceshield,
plasma grenades,
The Spear of Twilight,
The Eve of Wrath.

155 points
Farseer Reluthrine
Doom, Fortune, singing
spear, spirit stones.
133 points

ELITES
10 Harlequins
Includes Troupe
Master Lavair,
Shadowseer T'haiq,
Death Jester Khieno
and 4 Harlequin’s
kisses.
o 256 points

4 (4) 8 Striking Scorpions
L Includes Exarch
' Kelhemvoq with
Stalker and Scorpion’s
Claw.

160 points

(5) 10 Howling Banshees
Includes Exarch Ithris
with Acrobatic and
mirrorswords.

187 points
TROOPS

@ 5 Rangers
95 points

10 Dire Avengers
Includes Exarch
Nhiug’re with Defend,
shimmershield and
power weapon,

162 points

FAST ATTACK
5 Shining Spears

Includes Exarch
Valesne with Withdraw
and Skilled Rider.

222 points
HEAVY SUPPORT
Wraithlord Arascielle
Brightlance.

130 points

=

Total 1500 points
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THE LEGIOD OF

RHAELPHROD

Antipodean graphic designer
Christian Byrne is a recent
addition to the Studio White
Dwarf team, having worked
on the UK edition for several
years. His tournament
pedigree makes him a strong
champion for Team Dwarf!

o7 = |RIRIASY

Christian: This is the first time | have
fought against the Eldar in their latest
incarnation, so after a good read through
the rules | have altered my usual Chaos
Space Marine tactics to cope with the latest
additions — Prince Yriel (a high-Initiative
killing machine) and the Harlequins (who
can get too close too quickly for my liking).
My normal army is divided into two large
sections, the first being a strong firebase
made up of Havocs, the second an
armoured front consisting of three Rhinos
packed with Chaos Space Marines ready to
unleash a torrent of bolter and plasma
rounds. The army is then filled out with
units such as Daemonettes, Obliterators
(the single deep striking variety) and a fast-
moving Chaos Lord who can strike at weak
enemies or support friendly units should
they come under pressure. This army has
proven effective on the open plains of the
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tournament scene, but city fighting is very
different. Having an almost guaranteed 4+
cover save means that light infantry armies
like Eldar are harder to take down, lanes of
fire become tighter and less dominating
over an opponent’s force, and units you
don’t want getting too close have plenty of
opportunities to sneak up on you.

With these factors in mind (as well as
in keeping with the Slaanesh/Eldar
background) I've altered my usual army to
take advantage of the urban conditions. |
have stuck with the two main sections, but
in a reduced way. The two Havoc squads
will have the task of laying suppressing fire
on the open streets, massacring any Eldar
who decide to break from cover. | plan to
target the Howling Banshees first, as they
will make my life a misery should they get
through the line. After dealing with them,
the Harlequins are next, as shooting at




them early on is a pointless task with the
Shadowseer’s Veil of Tears power covering
them as they approach. | hope to catch
them out prior to an assault move and hit
them enough times to make the Torrent of
Fire rule come into effect (if | cause more
wounding hits than there are models, | can
nominate one model to take the save —
with a bit of luck | can pop the Troupe
Leader this way). One Havoc unit is armed
with a couple of missile launchers to
hammer the ubiquitous Wraithlord, as well
as frag densely packed units should the
opportunity arise.

The second part of the army is the
Chaos Space Marine squads and
Obliterators. The first is a unit of Slaaneshi
Chosen escorting a Daemon host, the
second is a squad of undivided Chaos
Space Marines armed with flamers (a great
weapon in a city fight) and a power fist.

-

Ytratagemy
Demolition
Bombardment

The idea with these units is to put them in
a good position to isolate and decimate a
section of the Eldar army and then let the
Chosen get the charge on the next turn,
supported by the Greater Daemon (with its
Wind of Chaos psychic power) and the
Daemon Prince (whose Furious
Charge/combat drug combination is
devastating). With so many of my units
benefiting from the Warp Scream ability (-1
to enemy Initiative) and Daemon Visage
(reducing enemy leadership), the Eldar can
be caught off guard in the Assault phase
and rolled back.

The final part of the plan will hopefully
see the Daemonettes joining the fight with
the flamer-wielding Dreadnought to
overwhelm the Eldar and wipe them out.
The real trick will be to have patience and
wait for the right time to strike, while at the
same time pursuing the mission objectives.

s @ 2 Obliterators

= 6 Daemonettes

HQ

Bhaelphron, Daemon

Mark of Slaanesh, bolt
pistol, Furious Charge,
frag grenades, spiky
bits, Daemonic Aura,
Daemonic Resilience,
Daemonic Speed,
Daemonic Visage,
Daemon Armour, Dark
Blade & combat drugs.
212 points

| @ Keeper of Secrets

Wind of Chaos,
She Who Thirsts.
170 points

ELITES

e
B ® 9 Chosen

Includes Aspiring
Champion with
daemon chains,

two meltaguns. All
have Mark of Slaanesh,
frag grenades and
Furious Charge.

284 poinls

140 points

TROOPS

€ 8 Chaos Space Marines
Includes Aspiring
Champion with power
fist, two flamers. All
have Mark of Chaos
Undivided.

160 points

90 points
HEAVY SUPPORT
@ Squad Arlos
6 Havocs, with three
heavy bolters. All have
Mark of Chaos
Undivided.
135 points
® Squad Brast
6 Havocs, with two
autocannons, two
missile launchers. All
have Mark of Chaos
Undivided.
170 points
€@ Chaos Dreadnought
Plasma cannon, heavy
flamer, extra armour
and smoke launchers.
135 points

Total

ol &I = R RIAS

1496 points

Prince of Slaanesh E
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~As the noonday sun blazed down on
Veistopol, the scene was set for an epic
showdown. Christian won the first turn,

and he signalled his intent with the very

first act of the game, calling down a

preliminary bombardment on the building
occupied by the Howling Banshees. The
foundations of the ruin cracked and
strained under the barrage, and although
the Banshees remained unscathed, the
building became dangerous terrain.

The Black Legion shuffled forward from
their initial deployment. Havoc Squad
Brast had a line of sight to the imposing
Wraithlord and so fired upon it and scored
a wound with a krak missile. The
Obliterators fired their heavy bolters at the
Rangers, yet despite numerous hits only
one Ranger was slain.

The Eldar began their turn by
advancing forward as fast as possible. The
Shining Spears sped into the northeast
sector to claim the ruin in that part of the
battlefield, while all other troops except the
Rangers moved south. Yriel entered the
central ruin that dominated the area. As the
Banshees left the dangerous building, Phil
rolled a couple of 1s for his dangerous
terrain test, meaning that two Banshees
were crushed beneath falling masonry. The
Rangers took a few pot shots at Havoc
Squad Brast but caused no wounds.

Eldar
D Prince Yriel
@) Farseer Reluthrine
® Harlequins
@ Striking Scorpions
® Howling Banshees
® Ra ngers
@ Dire Avengers
® Shining Spears
@ Wraithlord Arascielle

Black Legion

© Daemon Prince

@ Keeper of Secrets

® Chosen

@ Obliterators

© Chaos Space Marines |

O Daemonettes ‘ 4}
|

}.‘{:'i"“l
T
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@ Havoc Squad Arlos
® Havoc Squad Brast
@ Chaos Dreadnought

-

Turn 2

Christian began his second turn by rolling
for reserves but no daemons were
summoned. The unpredictable nature of
Chaos surfaced as Christian attempted to
move his Dreadnought forward. Instead, it
turned around and fired into the surprised
unit of Chosen that were following it. The
Chosen suffered nine wounds from the
friendly fire and four were killed, leaving
both players somewhat bemused.

Daemon Prince Bhaelphron slithered
southwest, while the dazed Chosen
stumbled forward and the rest of the Chaos
Space Marines fanned out, remaining in
ther own table quarter for the time being.
The Obliterators shot at the Wraithlord but
failed to penetrate its tough wrathbone
skin. Havoc Squad Brast returned fire at the
Rangers but despite numerous wounding
hits from frag missiles and autocannons, all
the Eldar survived thanks to their cover
save., Havoc Squad Arlos attempted to
shoot at the Harlequins, but they were
confounded by the Shadowseer’s Veil of
Tears, and lost their targets.

Eldar Turn 2 saw the Dire Avengers still
stalking through the sewers. The Farseer
attempted to cast Doom on the Obliterators
but was very nearly consumed by the Perils
of the Warp instead (A). Yriel, the
Wraithlord and the Striking Scorpions
moved deeper into the central building,

Tarny One & Two

11

Move  Assault Fall back

a As Farseers are
only Toughness 3,
the Strength 6
Perils of the Warp
are particularly
deadly for them, as
they can inflict an
Instant Death hit!

b Yriel hit the

Dreadnought an
impressive three
times but only
managed to stun
and immobilise the
Chaos walker. In
return it had one
attack back.The
Dreadnought’s
power fist flexed,
but Christian rolled
a 1 and failed to
wound the relieved
Eldar Prince.




claiming it for the Eldar. The Shining
Spears turbo-boosted deep into the Chaos
deployment zone, they had already proved
their worth this early in the game by
capturing an objective and now were
putting pressure on Christian’s forces.

Unimpeded by the dense terrain, the
Harlequins leapt, cartwheeled and spun
gracefully into the southwest sector, close
to the building in that district, ending their
turn out of sight of the Black Legion’s many
heavy weapons.

The Shooting phase was short with only
the Rangers continuing their firefight with
the Havocs bul lirey failed to-wound. -

In the Assault phase Yriel stormed from
the building and assaulted the rear of the
bezerk Chaos Dreadnought (B).

Within two turns the Eldar had made it
into every quarter of the battlefield, yet the
Black Legion still languished in their own
deployment zone.

OBJECTIVE TRACKE i Z
X ¥ @_ é N =
«| Eldar Black Legion

Uy
Masters of Ytealth

Matt: Eldar Rangers are unparalleled scouts and expert marksmen.
With the aid of their chameleoline cloaks, the Rangers are perfect
cityfighters. This was ably demonstrated when Christian’s Havocs
fired at the Rangers in cover of the ruined building in Turn 2. Despite
numerous hits, the Rangers were protected by an improved cover
save of 3+. If Phil had had enough points to upgrade his Rangers to
Pathfinders, this save would have been increased to 2+ in buildings,
and his models would have been able to ignore Difficult Terrain.

C
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The Havocs scored
three hits against
the Wraithlord
which all wounded
the Eldar construct.
Phil rolled badly
for his cover saves
and the ancient
wraithbone
machine fell to the
floor, destroyed.

b The Daemon Prince
and Yriel both
scored two hits and
two wounds. The
combat drugs
allowed the
Daemon Prince to
shrug off one of
them, and he saved
the other thanks to
his daemon
armour. However,
Prince Yriel failed
both his saves
meaning that Yriel
was killed outright
due to the Daemon
Prince’s mighty
Strength 7.

3

Chaos Assault!

The Daemonettes were summoned into
existence, appearing close to the Chaos
Space Marine squad and the Obliterators.
All three squads then moved toward the
centre building, and it looked as if a
massive combat was inevitable. The
serpentine Daemon Prince changed
direction from the southwest sector and
slithered towards Yriel and the Chaos
Dreadnought. Sensing an impending attack
from the closing Shining Spears Christian
moved his remaining Chosen into the
southeast building.

Havoc Squad Brast re-targeted the
Wraithlord and let loose a hail of missiles
and autocannon shells (A), bringing it
down. The Obliterators tried to shoot at the
Harlequins but were thwarted once again
by the Shadowseer’s Veil of Tears. The
Chosen fired at the Shining Spears but
failed to wound. Finally, the Daemon
Prince shunned his chance to shoot in
favour of fleeting across the rubble-strewn
road to get into assault range of Yriel.

In the Assault phase, the Daemon
Prince charged into the clash between Yriel
and the Chaos Dreadnought. Bhaelphron
activated his combat drugs but Christian
rolled a double and so they backfired,
causing the mutated Chaos Lord to lose a
wound. The duel between Yriel and the
Daemon Prince was simultaneous — the
combat was furious as weapons wreathed
in power fields clashed at preternatural
speeds, but the ex-corsair was bested (B).

Tarp Three

The Eldar had lost two key units but the
fight was far from over. The Dire Avengers
emerged from their trek through the sewers
into the building in the southwest sector.
The Farseer cast Fortune on the Banshees
and, thanks to his spirit stones, he Doomed
the Daemon Prince as well.

The Shining Spears flew into the
southeast building to contest it, while the
Banshees and Scorpions picked their way
through the central building. With the Dire
Avengers covering the southwest sector, the
Harlequins nimbly made their way east
towards the Daemonettes.

The Dire Avengers subjected the
Daemonettes to a withering round of
shuriken fire. After the dice had stopped
rolling, five Daemonettes were destroyed.
Rangers shot at the Havocs once again and
killed one. The Shining Spears shot at the
Chosen, wounding another.

The Assault phase loomed and the
Shining Spears charged into the Chosen,
though they lost a jetbike en route due to
the difficult terrain. The Chosen managed
to kill an Aspect Warrior, but were then
wiped out — it hadn’t been a good game for
Slaanesh’s favoured. The Chosen’s quick
death caused the Keeper of Secrets to
emerge from the broken form of the Chaos
Champion, and the Shining Spears wisely
retreated. The Banshees assaulted the
Daemon Prince with righteous anger (C),
whilst the Harlequins just managed to
reach the Chaos Space Marines (D).
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Seriequins
Semking Scorpions
=owling Banshees
wangers

Dire Avengers
Shining Spears

- Black Legion
® Dzemon Prince
@ “eeper of Secrets

@ Chosen

@ Obliterators

| ® Chaos Space Marines
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® —avoc Squad Arlos
© ~Havoc Squad Brast
® Chaos Dreadnought

]

e ] -

]
P, 1

ST 23 =y

Il I_.-r‘: -_

B

@

eil of Teary

Matt: Christian’s
squads had twice tried
to target the
Harlequins, but had
failed due to the
Shadowseer and his
Veil of Tears power.

Any enemy unit
wishing to target the
Shadowseer or the
unit he is with must
roll 2D6x2 - this is
their spotting
distance in inches. If
the Harlequins are not
within the spotting
range, the shooting
unit may not fire at all
that turn.
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C The Howling
Banshees charged
the Daemon
Prince, with
retribution on
their minds.The
Banshee squad
scored 12 hits and
four wounds,
killing the Lord of
Chaos, and
avenging the
prince Yriel.

d When the

Harlequins
assaulted, only
the Troupe Master
could get into
base contact with
a Space Marine,
and promptly
slew him, allowing
the rest of the
troupe to
consolidate.
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The demolition
charge stratagem
exploded, crushing
5 Dire Avengers -
half the squad!

b Despite a flurry of
attacks from the

Banshees and their
Exarch on the
Greater Daemon,
they failed to
wound it. In return,
the beast killed
five of the
Banshees, their
souls consumed by
Slaanesh.

The Harlequins
scored 12 hits
against the Keeper
of Secrets but only
attacks from the
Kiss managed to
wound. After saves,
the Daemon had
only taken a single
wound.

The Striking
Scorpions scored
17 hits on the

Obliterators, but
failed to penetrate
the enemies’
armour.The
Obliterators killed
one Eldar in return,
but the Aspect
Warriors held fast.

Q The Shining Spears

and Banshees
attacked and once
again wounded
Sh'cklaglack.
Focusing all attacks
against the
Harlequins, the
Greater Daemon
swatted away two
of the Laughing
God’s disciples,
killing them
instantly. The
combat ended in a
bitter draw.
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The Winds of Chaos

Sh’cklaglack, Greater Daemon of
Slaanesh, gave a triumphant roar as he
was birthed into the universe. Psychic
forces gathered around the Daemon as it
unleashed the foul Wind Of Chaos at the
Banshees, slaying one of the graceful
Aspect Warriors.

Christian was far from finished with his
nasty surprises, announcing with glee that
he had hidden his demolition charge
stratagem within the building now
occupied by the Dire Avengers, he
detonated it with spectacular effect (A).

The Dreadnought was immobilised but
could still fire its weapons and the Shining
Spears, who had retreated away from the
Daemon, had now put themselves in the
Dreadnought’s line of fire. Its plasma
cannon blasted one of the jetbikes out of
the sky. The Obliterators fired their heavy
bolters at the Dire Avengers, reducing the
squad to a single model amongst the
rubble. Havoc Squad Brast fired at the
Rangers again, this time killing two despite
the superior cover saves of the Eldar.

In the Assault phase, the Obliterators
and Daemonettes charged into the existing
Harlequin combat whilst the Banshees
bravely counter-charged Sh’cklaqglack (B).

The Harlequins combat-danced into
the fray and around the Chaos Space
Marines, killing two instantly with their
Harlequin’s Kiss. Another three of the
Black Legion were slain by the troupe’s
lethal skills. The Chaos forces struck back
and scored numerous hits but, thanks to
the Harlequins’ holo-suits, only two fell.
Then, on the Troupe Master’s command,
the Harlequins withdrew from combat,
confounding the Chaos Space Marines.

The Chaos turn ended with Christian
testing for the Greater Daemon’s
instability. He failed by 1 and so
Sh'cklaglack took a wound.

Aspect Assault

The Eldar movement was all about placing
the remaining squads for maximum effect
when the assault phase began. The only
shooting came from the Rangers who took
out the last Daemonette with a well-
placed sniper shot.

In the Assault phase, the Harlequins
charged into their greatest enemy, the
Greater Daemon of Slaanesh (C). The
Striking Scorpions stormed from the
central building into the Obliterators (D).
The remaining Shining Spears also charged
into the Greater Daemon, who struck back
at the myriad foes surrounding him (E).

The Battle rages in earnest

during the Assault phase of

Eldar Turn 4.

i

Tarn Four

——
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Black Legion

Eldar

@) Farseer Reluthrine
@ Harlequins

@ Striking Scorpions
&) Howling Banshees
@ Rangers

(D Dire Avengers
Shining Spears

Black Legion
@ Keeper of Secrets
1% © Obliterators
.-"._ © Chaos Space Marines
8 ® Daemonettes
2 @ Havoc Squad Arlos
d ® Havoc Squad Brast
1 © Chaos Dreadnought
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a The Harlequins
slashed at the
Keeper of Secrets
and yet again
scored many hits,
including two
rending wounds,
but the Daemon

saved them all.The

Banshee Exarch
followed these

attacks and scored

only a single
wound, but it was

enough to slay the

Daemon at last,
banishing it back
to the Warp.

b The remaining

Shining Spears and
Banshees charged

into Squad Arlos,
who occupied the
only remaining
Chaos-controlled
building.The
Aspect warriors

made short work of
the Havocs, and the

Eldar took control
of the city.

Straight into Assault

The remaining Chaos forces prepared to
join the two large combats that raged near
the Chaos deployment zone. The Havocs
in the southeast building killed the lone
Dire Avenger. With no other shooting, the
Chaos Space Marines and the other Squad
of Havocs charged into the Striking
Scorpions. The Scorpions attacked first but
once again, despite scoring a flurry of hits,
failed to wound the tough Chaos Space
Marines. The Obliterators slew two more
Scorpions. However, the Exarch armed
with the Scorpion’s Claw struck last, and
killed the remaining three Chaos Space
Marines outright. The Eldar forces in
combat with the Keeper of Secrets fought
hard and overcame it — the Harlequins’
nemesis was destroyed at last (A).

With the Daemonic presence gone, the
Shining Spears were freed up to home in
on the Havocs hunkered down in the
southeast building. The Harlequins
repositioned for another charge, this time
into the Obliterators. In the Shooting phase
the only firing came from the Shining
Spears who shot at the Havocs. In the
Assault phase the Banshees and Shining
Spears charged into the Havocs and wiped
them out, allowing Phil to claim the final
building (B). The Eldar now had all six in
their control.

The Harlequins charged into the mass
melee — making it the third Harlequin

apiglh

Tarning point

Matt: Christian began Turn 4 in a
strong position; Yriel was dead, the
demolition charge had all but wiped
out a squad of Dire Avengers and the
emergence of the Keeper of Secrets
gave him a powerful unit with which
to take the fight to the Eldar.
However, even though it didn’t go all
Phil’s way, after the two Assault
phases in Turn 4 it was clear that the
Eldar were gaining the upper hand. If
Christian had pulled these combats
round, then Turns 5 and 6 could have
been used to occupy buildings and
fulfil the mission objective. As it was,
Phil’s Harlequins were able to jump
into and out of various combats
thanks to their Dance of Death special
rules, thereby swinging key assaults

in the Eldars’ favour.

Tarny Five & Yix

assault of the game! The Troupe Master set
about the Havoc squad and killed two
before the Chaos Space Marines even
realised they had been charged. The
remaining Harlequins wounded another
Havoc, but failed to have an impact on the
Obliterators, whose tough hides and thick
power armour kept them safe. The Striking
Scorpions attacked the Havocs and
managed five wounding hits, killing two.
The Obliterators fought back and, despite
the dodging of the Harlequins, two of the
Eldar were felled by the sheer brutality of
the Chaos beings. The Scorpion Exarch had
the final attack with his Scorpion’s Claw
and hit the Obliterators three times,
inflicting two crucial wounds, which killed
one of the mutated Space Marines outright.

In the final turn, all that was left of the
Black Legion was a solitary Obliterator.
Despite being a powerful figure, he was
vastly outnumbered and outgunned. In the
Assault phase, the Harlequins surrounded it
and deftly pierced its tough exterior with
the Harlequin'’s kiss. The Obliterator was
shredded as the monfilament wire uncoiled
inside its mutated body.

Veistopol belonged to the Eldar and
Slaanesh had been banished. Though the
mighty Prince Yriel was grievously
wounded, Lavair and his troupe would
create an epic and dramatic performance
to mark this day.

LUy
CI Obliteratorsy

Christian’s Obliterators were amongst his most successful models,
their multi-purpose weaponry and extreme resilience making them
shine in both Shooting and Assault. Together, they killed 11 Eldar
models, with one Obliterator surviving to the very end of the game.

C
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© prince Yriel sV TR RS M arsmsees Ytratagems
2 Farseer Reluthrine
By tarlediiing Matt: Stratagems '
=) Striking Scorpions PRRYECn Sacipaltn
Y . this game, but could
i Howling Banshees have proved even
£J) Rangers more destructive. For
@ | instance, Phil’s booby
) Shining Spears traps were ineffectual,
3 but, with a Strength of
8 and AP of 2, would
. have spelt doom for
Black LQWDD any Chaos Space
0 WIS LG Marines entering the
@ Keeper of Secrets building. Christian’s
(3] , use of the Demolition
© Obliterators Charges was more
o effective and almost
0o e wiped out Phil’s Dire
W 1 SauadiAGE Avenger squad in one
® Havoc Squad Brast siswop:
© Chaos Dreadnought ; s
ol =R RIATY)

Sh’cklaglack proves a mighty
foe, but is eventually slain by
the blades of the vengeful
Howling Banshee Exarch.
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Phil: A resounding victory for the Eldar,
excellent news! | think | can attribute this
to the fact my units did pretty much what
was asked of them; also | had good dice
throughout the game and kept my eye on
the mission from the start. With the Shining

Qutytanding
performance  ©

My most successful
model this game was

the Banshee Exarch, Spears arrowing into one of the furthest

as she was the one to city ruins on the first turn and my fortunate
deal the killing blow choice of table quarter, | took an early lead
to the Greater that Christian found very difficult to

respond to with his own troops.

Though | had a slow first and second
turn, the kill count really began to rack up
in the mid-game
when the assaults
were launched.
The Dreadnought
frying no less than
four of the Chosen
was not only
highly entertaining,
but also allowed
my Shining Spears to finish off the
survivors (just), which in turn meant the
Keeper of Secrets was not at full power.
This was good news for the Banshees,
though the Slaaneshi monstrosity still
managed to devour a good few of their
spirit stones before the Harlequins and
Shining Spears added their strength to the
fight. Fittingly, though, it was the Banshee
Exarch who sent the beast back to the
hellish Warp, whence it came.

The biggest disappointment for me was
Prince Yriel. By rights he should have
skewered that Dreadnought on his Spear of
Twilight, but it was not to be and, though
his forceshield saved him from the
cumbersome power claw of the Chaos
Dreadnought, Christian’s tooled-up
Daemon Prince took him down with a

Daemon.| remember a
story from an ancient
but much-loved White
Dwarf where a Keeper
of Secrets slaughtered
a squad of Howling
Banshees in various
nasty ways.To my
mind, this seemed a
fitting revenge!

single blow from his daemonic Dark Blade.
Gah! The other moment that made me
cringe was the demolition of the building
occupied by my Dire Avengers: though
they had taken up a commanding position
on the building’s roof and took down the
Daemonettes in a swathe of shuriken
catapult fire, they never recovered when
Christian literally brought the house down.
Mobility was the key to this game. The
Fleet of Foot rule made all the difference,
as evinced by my Striking Scorpions — they
just couldn’t keep up with the more agile

44 My units did what was asked

of them, and I kept my eye on
the mission from the start. ,,

Banshees and Harlequins. The Harlequins
only just made it into combat when |
needed them to, but once they were there
they happily slaughtered their way through
everything Christian could throw at them. |
really can’t praise their Harlequin’s Kisses
enough — they’re the coolest way | can
think of taking down power-armoured foes.
With my Farseer bolstering the Harlequins'
invulnerable save with Fortune, by the end
of the game Christian had thrown all
tactics to the wind in favour of butchering
as many of my Harlequins as he could. He
nearly got them all, too. But there still
remained enough of the Troupe left to tell
the tale of how the forces of the Eldar
overcame the children of Slaanesh.

And ves, they were the ones with the
Harlequin’s Kiss upgrade.

Uy

If | way an Autar<h...

Matt: The Eldar will always be at an
advantage when it comes to claiming
multiple objectives, due to their masses of
fast-moving infantry (most of whom are
geared for assault). The notable absence
of the fearsome star cannons must have
been a relief for Christian, as most Space
Marine players would agree. In fact, the
army lacked the deadly firepower the
Eldar are known for. Phil’s army was very
well-designed, but would probably suffer
E at the hands of transport armies like Tau

Starcannons: Phil did not
need them in this game.

and Space Marines who can advance and
rapidly re-deploy, while laying down a
volley of massed firepower.
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Ylaanesh

FRUSTRATED

Christian: Well that didn’t go quite as | had
soped. When | saw how fast Phil’s army
was, | had in the back of my mind that |
<sould play for a draw, which made me a
ot too cautious throughout the game. Also,
“hil had some serious close combat clout
= the form of Howling Banshees, Prince
vriel and, of course, the Harlequins. | stuck
o my plan of holding the line, gunning
cown what | could and counter attacking
when the time was right. But imminent
Zisaster was waiting just around the corner.
The Dreadnought’s ill-timed Fire Frenzy
on the Chosen was a nasty surprise (I had
oicked it exactly for the purpose of such
Jeath-dealing, although | was hoping to
cook some Howling Banshees, rather than
miv own troops), then Yriel immobilised it,
which saw an important part of my strategy
20 down the pan. Speaking of Yriel, his
wurning up when he did meant | had to use
mv Daemon Prince to take him out instead
of striking at the Harlequins — | had
upgraded Bhaelphron to do this job
specifically as he could have potentially
cut their combat effectiveness in half.
However, killing Yriel was a big weight off
my mind (as was shooting down the
Wraithlord). The Keeper of Secrets did a
zreat job of holding the line in the later
turns, but | could have done with it turning

up on my first possession attempt instead
popping out when the host was killed by
the Shining Spears, as having both the
Greater Daemon and the Prince would
have provided me with a strong front.

If | had to pick a moment when |
thought my chances of winning had finally
dwindled to almost nil, then it would have
to be the dreaded Harlequin assault. Phil
took a big gamble here, as he could easily
have rolled poorly for the Harlequins’ Fleet
of Foot move, meaning they wouldn’t have
been able to assault. If that had been the
case, the combined weight of the two
Havoc squads, two flamer-wielding Chaos
Space Marines and two Obliterators would
probably have spelled their doom. All that
didn’t matter though, as Phil’s gamble was
rewarded by the fickle fates, and the
Harlequins did make their Fleet of Foot roll
and subsequently waded into assault. At
this point | felt that | should stop the gun-
play and pile all that | had into the melee,
as all I really wanted by then was to kill as
many Eldar as | could in a fit of Slaaneshi
spite. By the end of Turn 6 | had nothing
but an immobilised Dreadnought and a
mountain of dead Chaos Space Marines,
but | made sure that Phil paid a high price
for victory, with most of the Eldar lying
dead, too. Next time, Kelly...

€€ When Yriel immobilised the
Dreadnought, I saw an important
part of my strategy go down the pan! )

Detonate!

Both the Chaos Lord -
for killing Prince Yriel,
and the Keeper of
Secrets - for being so
resilient, could qualify
as my battle
champions, but at the
end of the day | feel
this award doesn’t
belong to them, but to
some humble, well-
placed explosives.
While it only ended
up killing five Dire
Avengers, the overall
hilarity of the
building collapsing
when it did was
priceless. It’s just a
pity there were no
Harlequins inside at
the time.

WU 1M043Y 3.0

ik

I | way a Chaos Lord...

Matt: Christian’s army suffered
from having a lack of fast moving
troops, meaning his force was
reacting to the Eldar as they
advanced. This is fine for a normal
game of Warhammer 40,000,
where a staticarmy can really
punish an advancing assault
force. Unfortunately, in a Cities of
Death game, this tactic doesn’t
work so well. A couple of
transports or a fast unit such as
é Raptors could have helped the
Chaos army assault the Eldar
rather than the other way round.

Christian has some beautifully painted Rhinos in
his collection, he just chose not to use them.

www.games-workshop.co.uk/eldar
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FIGHT FOR THE GREATEST PRIZE
IN THE OLD WORLD'S HISTORY

n taverns, inns and meeting places
I throughout the Old World and beyond,

rumours have spread that a great prize,
an arcane artefact of untold power, has
been unearthed deep in the Great Forest
of the Empire. It is said that the relic — an
ancient Dwarf heirloom - remains
unclaimed, and now nations and races
from all over the world are mustering
their forces to enter the Great Forest
south of the Middle Mountains.

It is now time to call your force to

arms and ready yourself for an epic

Website Features

e Campaign background

e Interactive war-room
and map

e Useful downloads
e Weekly hobby articles

e Details of local, in-store
summer events

e Army storylines and
results updated weekly

e Personal statistics and
leaderboards

NEMESIS.GAMES

campaign where you will aid your faction
in the search for the artefact, the fabled
Nemesis Crown.

Signing up for the campaign couldn’t
be easier. Go online and log on to
nemesis.games-workshop.com and sign up
through our simple registration process.
You will then be given a unique code that
will activate your free account. Once you
have an account you will be able to access
special areas of the website and post your
results to influence the campaign and help
your faction win the ultimate prize.

The campaign takes place deep in the Great Forest.
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Special Events

All Games Workshop
Hobby Centres and
many independent
stockists will be running
battles and other events
over the duration of the
campaign. Ask your

local Hobby Centre staff
for details.

New Releases

There are loads of brand
new Citadel miniatures
coming your way this
summer, including the
fantastic new Gorbad
Ironclaw. (See page 17).

Timeline

16/05/07
Website goes live with
ongoing weekly updates

25/06/07
Registration begins

27/06/07
Six weeks of frantic
gaming commences

5/08/07
Campaign ends

10/08/07
Results posted
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WARHAMMER RULEBOOK
The Gamgnafplantasy Baggles™

RS L L ey

In an age of darkness, of daemons and sorcery,
oreat armies and mighty heroes clash in a never-
ending struggle for the Warhammer world.

Warhammer is a tabletop game for two or more players. This 288-page
manual contains all the rules you need to play the game of fantasy battles.
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| " BATTLE FOR SKULL PASS

-

- Allyou need tﬂ' This box set contains two complete
. Pplay in one box! armies — Goblins and Dwarfs — allowing
you to start playing straight away.

H * Pocket-sized o Tt
~ rule book P
: o Starter booklet 1 s
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Our new paints promise to revolutionise your hobb, allowing you to get Citadel
miniatures painted faster than ever before. Guy Haley explains how these paints

- -.-‘i

can be used and how they complement our existing Citadel Colour range.

This model has been painted
using Foundation Paints as a
basecoat. These provide a solid
base that can be left as is or
highlighted with Citadel Colour
to create a display-standard
model such as this. We'll be
looking at how this model was
painted later in this article.

uring its long history, Citadel
D Colour has become justly famous

the world over as a miniatures
painting system. The first paints appeared
in the late ’80s, many years ago now, and
were formulated by Games Workshop in
conjunction with the foremost
manufacturers of artists’ materials
specifically to paint Citadel miniatures.

Of course, we've always had the most

demanding painters in the world — the
‘Eavy Metal team — on hand to push the
quality of Citadel Colour. Over the years
the range has changed somewhat, but it
remains true to its origins: a range of
vibrantly hued paints with properties that
make them excellently suited to the many
painting techniques commonly used by
hobbyists. The Citadel Colour range

currently stands at 55 paints and 10 inks.
Each colour sits in a spectrum of tones, so
that you can easily highlight and shade
right out of the pot. These are but a few of
the features that have kept them among the
best miniatures paints in the world.

Enter Foundation Paints

Why then, you may well ask, have we
gone to the trouble of making another
paint range to sit alongside Citadel Colour?
Good question, and actually a relatively
easy one to answer. Citadel Colour works
very well. However, the vibrant nature of
some of the colours, and the fact that they
have to be suitable for such techniques as
blending, means that when it comes to
applying a basecoat of colour, you may
need a few applications of paint. Or, in the

1
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PAIN
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case of tricky colours such as yellow, start
from another colour altogether. This is
because the bright hues of Citadel Colour
can only contain a certain amount of
pigment, and this can let the colours
underneath show through. Foundation
Paints have been specially formulated to
il this gap.

How they work

Citadel Foundation Paints have many of
the same properties as Citadel Colour. They
are non-toxic, water-based acrylic paints
specially designed for painting miniatures.
Indeed, both ranges are so similar in these
regards that they can be freely mixed.
Where Foundation Paints differ is that
while Citadel Colours were designed for
colour intensity, Foundation Paints have
been made for coverage — creating a solid,
smooth block of colour with one
application over any undercoat. The paints
can do this because they contain a truly
massive amount of pigment, making them
totally opaque.
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The advantages of this are twofold.
Firstly, you can use the Foundation Paints
to quickly batch paint whole regiments.
The fact that the colour goes on smoothly
means that you will not be going over
areas you have already painted, saving
significant time, so you’ll be able to get
even more models painted in your precious
hobby hours.

Secondly, you can use Foundation
Paints as a basecoat, which can then be
highlighted, ink washed or shaded using
any technique, and any of our paints or
inks, to whatever standard you choose. The
useful thing here is that you have a quick
to apply, solid basecoat to work from,
allowing you to get a good finish right from
the get-go. The paints will stand being
diluted quite significantly too, without
losing their powers of coverage, great for
ultra-smooth ‘Eavy Metal or Golden
Demon-standard paint jobs.

Over the next few pages we’ll look at
how this works in more detail. Trust us,
painting has never been easier.
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How to Paint Citadel
Miniatures contains
detailed descriptions of
all the techniques we
commonly use in White
Dwarf’s painting
examples and tutorials. In
our painting examples
later, we have highlighted

you can read about in
detail in this book.
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EXAMPLE

PAINT COVERAGE

Below are some examples of the coverage you get from Citadel Colour and their Foundation Paint counterparts over a
black undercoat. We've deliberately chosen red and yellow as, thanks to their bright, translucent formulation, these are
notorious for being the most difficult colours to paint smoothly over a dark undercoat.

Blood Red on Chaos Black Mechrite Red on Chaos Black Golden Yellow on lyanden Darksun on
Chaos Black Chaos Black

Notice how, after one coat, the The Mechrite Red goes smoothly Yellow is perhaps the most difficult Even lyanden Darksun goes on
Blood Red does not cover the over the Chaos Black undercoat. colour to get right due to its thin smoothly over black, giving you a
Chaos Black undercoat. You will We've left the black showing in the pigment, and understandably foxes solid yellow that you can highlight
need to apply several coats of this recesses to naturally delineate the many painters when they start out or leave as you choose. We have
colour to get a solid shade. miniature. in the hobby. left the black showing again.

Now here are some examples of painting the same Foundation Paints and Citadel Colour over a Skull White undercoat.
Here we’ve used the new paints Mechrite Red and lyanden Darksun. Although Blood Red and Golden yellow cover well
over white, the muted Foundation tones provide a good, dark base to highlight up from.

Blood Red on Skull White Mechrite Red on Skull White Golden Yellow on lyanden Darksun on
Skull White Skull White

—

Even over a Skull White undercoat, Over Skull White the colour works Over Skull White the Golden See how good the coverage is

you will need a couple of coats of just as well. Here we've painted Yellow covers much better, but you here. Again, painting into the
Blood Red, though you'll lose the into the cracks. If we choose to will still need to apply several recesses means we can highlight
natural shading offered by a Chaos highlight the model, this will give quite advanced techniques to get a this model, if we choose, to a
Black Undercoat. us a bright red. convincing shade of yellow. brighter shade of yellow with ease.

Once you have painted a model with Foundation Paints, it is ready for the battlefield. However, you can carry on
painting using Citadel Colour to get an advanced finish. This is especially true if you want bright shades, as the
Foundation Paints are all muted colours (perfect for the dark worlds of our games!) due to the amount of pigment.

Muted Red Bright Red Mid Yellow Bright Yellow

This time we’ve painted Mechrite Here we've painted Red Gore over lyanden Darksun gives you a We've gone to town here: Starting
Red over a black undercoat, and much of the Mechrite Red, leaving fantastic base to create a strong with lyanden Darksun we've
highlighted it with a layer of Red the Foundation Paint showing in yellow. In this example, we've successively layered Golden

Gore. This gives us a strong, the recesses. We've finished with layered Golden Yellow over the Yellow, Sunburst Yellow, Bad Moon
slightly subdued red. Blood Red for a bright crimson. original basecoat. Yellow and, finally, Skull White.
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THE PAINT POTS

Another of the Foundation Paints’ great features is the brand new paint pot. This has been

cleverly designed so that it suits its role perfectly.

o The lid

The tab for opening the pot is part of the lid itself,
meaning that it will last the lifetime of the pot.

e The hinge

The hinge has been made so that when the lid is
opened, it locks in place and will not shut unless vou
want it to.

e The pot

The paint pot has a wide bottom
for extra stability, and is clear so
you can see which paint is which.

9 The lip

CHEIADE]L

FOITNNATION

The lip is pointed to make the paint drip back into the
pot, thus reducing spillage.

o The label

The blue band round the paint
pot’s lid denotes that this colour
belongs to the Citadel Foundation
Paints range.

CITADEL

"OUNDATION

IYANDEN
DARKSUN

Shake the pot thoroughly before use.

streaky finish from stray bristles.

| clog the bristles if you do not.

Wi

are not terribly tasty!

v
X
v
v
X
v
X
v

Don’t overload the brush with paint — a little goes a long way!

Make sure you maintain a point on your brush, otherwise you may end up with a
Regu[arly clean the brush while painting. Foundation Paints are quite thick, and it
Only dip the tip of the brush in the paint. If paint gets into the metal ferrule on the

brush, it dries, forcing the bristles apart and ruining the brush.

You can water down the Foundation Paints if you require. Due to the amount of
pigment, they will keep their colour and coverage even when diluted.

We advise you not to get Foundation Paints in your mouth as, though non-toxic, they

Foundation Paint dries more quickly than Citadel Colour, so keep your brush moist -
as you paint, and clean it as soon as you are finished.

ON THE WEB

The Games Workshop
website will be running
several articles over the
coming weeks about all
our paints, new and old.
These will give you an in-
depth look at various
aspects of using the new
Foundation Range and
Citadel Colour in order to
help you get the best from
your models.

Citadel Colour

An in-depth look at the
Citadel Colour paint range.
You'll be surprised just
how versatile our existing
paints can be.

Foundation Paints

A detailed examination of
the new paints, including
their key benefits. There
will be plenty of examples
of how they can be used,
alone or in conjunction
with Citadel Colour.

Underneath it all

A step-by-step look at
techniques for basecoating
models, including
examples of dark and light
basecoats, and which
paints are the best to use
as a basecoat to get the
colour you want.

Mixing Foundations

An article examining how
the Foundation Paints
work with Citadel Colour,
and which paints to use
when basecoating,
highlighting and shading.

Quick Painting

How to use Foundation
Paints to get an army
painted quickly and
looking good with simple
techniques such as
layering, drybrushing, and
ink washing.

Terrain and Vehicles

What the new paint range
means for those who like
to paint BIG!

You can find these
articles, along with lots of
other hobby content on
painting and modelling, by
logging onto the Games
Workshop website at:

www.games-workshop.co.uk

SINIVd NOILYANNOA|
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BLOOD ANGELS SPACE MARINES

Neil Hodgson painted this unit with the new paints. You'll notice that he uses Boltgun Metal, as there are no metallics in
the Foundation range. However, they are fully compatible with all Citadel Colour, including metallic paints.

STAGE 1 DRYBRUSHING

N =Bl L. After assembling and then undercoating them with Chaos Black spray, Neil drybrushed the entirety of the models
15e li aryorusn®» | | with Boltgun Metal Citadel Colour. This meant that he would not have to pick out these pieces individually later.

| PAINT ARMOUR:
| Mechrite Red

The most important stage in this process is applying the armour basecoat of Mechrite Red Foundation Paint. Try to be
neat here, and avoid going over the areas you want left silver or black. The red covers it easily!

- . =, -
e |l | i gk | e L e i B e
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STAGE 3 RETOUCHING BLACK AREAS

Hi
i TOUCH UP ARMOUR:
| Chaas Black

TP P e TR Now is the time to go over the areas that you wish to be black, such as the weapons casings, masks, and chest-
<S€ detall brusr eagles. It’s also an idea to paint any details that will be a different colour later, like the purity seals, black again.

L
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STAGE 4 PAINTING DETAILS

To give a little extra colour to the model, Neil painted the pouches and holsters with Khemri Brown Foundation
Paint. He left a little of the black from the last stage showing through the cracks to create a natural shade.

STAGE 5 PAINTING FINE DETAILS

Neil now moved on to finishing off the models. He painted the skin Tallarn Flesh, the wax on the purity seals and the
eye lenses Knarloc Green. The scrolls are Dheneb Stone. All these areas were painted black in Stage 3.

STAGE 6 BASING

Finally, Neil based the models using a very simple technigue. He glued sand to the base with PVA, let it dry, washed
it with Brown Ink, drybrushed it Khemri Brown Foundation Paint, and then painted the rims in the same colour.

PAINT POUCHES AND
HOLSTERS:
Khemri Brown

F

_ Use detail brush »

PAINT SKIN:
Tallarn Flesh

PURITY SEALS AND EYES:
Knarloc Green

:__- . PAINT SCROLLS:
" Dheneb Stone

e =
~ 1Use fine detail
"‘\.-.-‘..--P-.- h-'rl._- "I.-.:--—Lri"-.ﬂr-.lhl Y e L

T = ~ |

STAGE 6
: INK SAND
Brown Ink
DRYBUSH SAND
Khemei Brown

PAINT BASE RIMS
; Khemri Brown

Use small drybrush » |

Ty | B 1Sl TESER
;
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EXPERT LEVEL

Foundation Paints and Citadel Colour form a complete painting system. In order to
demonstrate this, 'Eavy Metal took two of the gaming-standard models from the
previous pages, and used advanced techniques to create display-level miniatures.

BLOOD ANGELS SPACE MARINE

Pete Foley took this Space Marine, painted by Neil, and used Citadel Colour to take it up to ‘Eavy Metal standard. He
used a combination of layering and hard edge highlighting to get this effect.

STAGE 1

WASH ARMOUR:
50% Chaos Black/50% Scorched Brown

PAINT CHEST-EAGLE AND GUNS:
Chaos Black

WASH METAL:
Chaos Black

PAINT SKULLS:
Bronzed Flesh

LAYER POUCHES:
Bestial Brown

PAINT EYES:
Dark Angels Green

L i se detalt bresty v

..@..

Top tip: Transfers

Transfers are a great way of applying
insignia to your models. After
application, use ‘Ardcoat to secure it
in position, then varnish the whole
model with Purity Seal. This will help
disguise the transfer’s backing film.

STAGE 2 STAGE 3

STAGE 3

LAYER ARMOUR: I.l HIGHLIGHT ARMOUR:
i Blood Red I 50% Blazing Orange/50% Blood Red
i h
i HIGHLIGHT CHEST EAGLE AND GUNS: - HIGHLIGHT CHEST EAGLE AND GUNS:
Ih" 50% Chaos Black/50% Codex Grey : Codex Grey
J LAYER METAL: J % HIGHLIGHT METAL:
] Boltgun Metal r{ ./ Chainmail
LAYER SKULLS: = HIGHLIGHT SKULLS:
Bleached Bone H Skull White
| HIGHLIGHT POUCHES: & HIGHLIGHT POUCHES:
i Snakebite Leather I} Bubonic Brown
E! PAINT EYES: . LAYER EYES:
[_: Snot Green i Scorpion Green
|u| &
NN == i
. Usedetailbrush » EEE

STAG E4

. HIGHLIGHT ARMOUR:

Blazing Orange

—f =

—
e =

. HIGHLIGHT CHEST-EAGLE AND GUNS:

Fortress Grey
\ HIGHLIGHT METAL: %
J.L Mithril Silver i (:. HIGHLIGHT ARMOUR:
i 50% Blazing Orange/50% Skull White
HIGHLIGHT POUCHES: i
i Bleached Bone M O HIGHLIGHT EYES:
H | Skull White
| HIGHLIGHT EYES: b
ll a 50% Scorpion Green/50% Skull white K APPLY TRANSFERS (SEE SFDEBARJ
] 14
~ Usefinedetailbrush » 'MEM  Usefine detail brush »
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DWARF WARRIOR

Anya Wettergren painted this Dwarf warrior with Citadel Colour after first basecoating the model with Foundation
Paints. She used a range of techniques, including washes (thinned down mixes of paint or ink), layering and blending.

STAGE 1

PAINT BEARD AND HAIR:
Calthan Brown

PAINT SKIN
Tallarn Flesh

PAINT RED CLOTH:
Mechrite Red

PAINT GREEN CLOTH
Orkhide Shade

PAINT BLUE CLOTH
Mordian Blue

PAINT GOLD:
Shining Gold

PAINT METAL:
Chainmail

ST AT VN7

B ‘_l‘_r::: p:?_‘:‘ R ‘

1 0 A
Ill ‘::JAG‘::-. a

HIGHLIGHT BEARD AND HAIR:
Bubonic Brown

HIGHLIGHT SKIN
Bleached Bone

HIGHLIGHT RED CLOTH:
Blazing Orange

HIGHLIGHT GREEN CLOTH
Goblin Green

HIGHLIGHT SHIELD:
- 50% Ultramarines Blue/
50% Space Wolves Grey

t HIGHLIGHT GOLD:
50% Burnished Gold/
50% Mithril Silver

HIGHLIGHT METAL:
Mithril Silver

HIGHLIGHT HORNS
50% Bleached Bone/
50% Skull White

e

STAGE 2

WASH BEARD AND HAIR:
Brown Ink

WASH SKIN
Bestial Brown

WASH RED CLOTH:
50% Scab Red/50% Scorched Brown

WASH GREEN CLOTH
40% Orkhide Shade/60% Chaos Black* §

WASH GOLD:
Brown Ink

WASH METAL:
Black Ink

A SOy

-
L
. ] L.. -:-T v J

i 2 %

iy |
L '__

HIGHLIGHT BEARD AND HAIR:
50% Bubonic Brown/50% Bleached Bone

HIGHLIGHT RED CLOTH:
Fiery Orange

HIGHLIGHT GREEN CLOTH
50% Goblin Green/50% Bleached Bone

HIGHLIGHT SHIELD:
30% Ultramarines Blue/
70% Space Wolves Grey

HIGHLIGHT GOLD:
Mithril Silver

HIGHLIGHT HORNS
Skull White

e—r——rrwe

.-.--\-
- N
|- =

 Usefine deta

STAGE 3

*You need to add
more Citadel Colour
than Foundation Paint
when mixing the two.

HIGHLIGHT BEARD AND HAIR:
Snakebite Leather

HIGHLIGHT SKIN
50% Tallarn Flesh/50% Bleached Bone

HIGHLIGHT RED CLOTH:
Blood Red

HIGHLIGHT GREEN CLOTH
20% Orkhide Shade/80% Goblin Green*

HIGHLIGHT SHIELD
Ultramarines Blue

HIGHLIGHT GOLD:
Burnished Gold

HIGHLIGHT METAL:
Chainmail

HIGHLIGHT HORNS
Bleacheel Bone

HIGHLIGHT BEARD AND HAIR:
Bleached Bone

HIGHLIGHT RED CLOTH:
50% Fiery Orange/50% Skull White

HIGHLIGHT GREEN CLOTH
20% Goblin Green/
80% Bleached Bane

HIGHLIGHT SHIELD:
Space Wolves Grey

R A AL ALY . .
LYy = i ‘:lllrl'__:l-}‘ll'w#

,
A=

~ For more information on Foundation Paints g
e o 1_;_1'.'_*---‘51._..?*.-,;1&:._.-_; R =N Tre
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jo to:
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Immerse yourself in the grim darkness of the far future with
the Battle For Macragge. Fight battles between the glorious

Ultramarines and their most vicious foes, the Tyranids, as they
clash on the Ultramarines’ homeworld.

.-

S

e ﬂ._'l
| |

R L il
gyt AT gﬁaﬂq_ﬂ:ﬁ.
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CONTENTS
10 plastic Space Marines | &

24 plastic Tyranids

Ea §

Crashed Spaceship I
and objectives i ieeh

i

Battle For Macragge: :
32 page manual Bl =

Dice, range rulers
and templates

~Rules Book:— : =T
112 page manual #




Spécé“‘Marina_';v"+"'- " SpaceMaring: - \Tyranid, ce e ~ Tyranid

e Sérgeaht ‘- Space Manne with missile launcher Genestealer e Termagant : Sy
| ' 5 .,wnth bnlter | 4
& ﬂn the qrirt hm‘hnesﬁx of the far t'uture tﬁm i5 unly far;,
'. ’Ffm‘wes for, Endf;;wpmﬁasesmy F;ﬂduﬂl‘ﬂn?enrshrar vary. Pm‘nﬂsmﬁﬂ pafnfeﬂ“and unassembied. Eerram Ermde?‘pmducfs may be cfangiruus if used incorrectly. Prices correct at time of going to press, = ' .
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The extensive Citadel

itadel
Colour and Cita nsist of
Foundation ranges ([:::Jbb y

: t quality
the hlg:\heih :;l 2 1. They

=
-
\ asues [ 1
. WORKSHOP ¢
I P.Y.A_ GLUE .
COLLE P.V.A .
OASTELLEI 7
e
eoLi Vit .?
T hE ml-&
WORKSHOP
o ‘EEE;EE% ' Super Glue  Plastic Glue : -
- E 23100 A w |
e R OA  £3.00A | cHaoS
ST §~ 2722 BLACK PURITY
297 i - SEAL
= (Satin Varnish)
[CITADEL E CITADED
i COLOUR! COLOUR NADE
. Water Effect PVA Glue _ ~
3 £12.00 I £3.00 A,
TR ey o Chaos Black spray £6 D Matt varnish £6 D
Th:;el Citadel ?ragucrs m:‘f bf Eang;mus if - Skull White spray £6 D Purity seal £6 D
U5 incorrectly. Games YWorkshop does not
recommend them for children under 16 Green Stuff Fﬁltgun Metal spray £6 D Roughcoat spray L8 F
without adult supervision. £5.00 B ©Q Ardcoat £6 D @

| TOOLS

NI -~ Drill Bits  Set of Files Pin Vice set Curved Pliers Tweezers Sculpting Tool Plastic Cutters
s - £6.00C £5.00 D £8.00 F £7.00 E £4.00 C £4.00 A £7.00 E




CITADEL FOUNDATION PAINT SET BRUSHES

Includes all 18 new paints: —

* Mechrite Red

* Macharius Solar Orange R o Fine detall brush

* lvanden Darksun g . | — e £2.50 BB

* Tausept Ochre TP FOUNDATION PAINT SET

* Tallarn Flesh mﬁ SET DI PTTURA FOUNDATION : —
* Calthan Brown A Detail brush

* Gretchin Green £2.50 BB

* Knarloc Green
¢« Orkhide Shade

mLuUE

* Charadon Granite | : g . on _HAUT! R
* Khemri Brown ' - 5 Standard brush
* Dheneb St 7 | - - 4 £2.50 BB
5o 0N - mpry SR oy TR e o s :

* Astronomicon Grey - . ' o O s
* Adeptus Battlegrey it | . E | EBVm—m—m—m==—
* Fenris Grey Basecoat brush

. CITAL g Ny TTADEL  CITALr .
* Necr t]:n Ab}"ﬁ's. | FouND. Jﬂm }am:;ﬁll" E;WM}EF;L nLE‘}HEL CTTALIEL n_ m- w:.‘.‘ £3.00 CC
* Mordian Blue MRS isttus gnONTION. Clecure  cacmue ideiln.

¢ Hormagaunt Purple

Foundation paint set - R L e e i e SiRt; La
£30.00 M . PIERN = -rg s % . T £3.

s ' CITADEL MEGA PAINT SET Small drybrash

This updated Mega Paint Set £3.00DD
boasts all 65 paints and inks —
: from the current Citadel
[ Colour range, plus a
= selection of brushes, glue,
] flock and paint pot labels.
et et st a1 e s 4 :;_%: - All this has been packed into
—= | a smart metal carry case to

' make the ultimate paint set I

for serious hobbyists.

- MEGA £150.00
e ' ' .. 1 ML LS., 1§ TV PAINT SET
i re— R oW rald s Sweden Kr1750 DenmarkKr1500

e B f—

= _ 8 18- 11 | St * Norway Kr1750 Euro €200

- B il

Large ﬂat drybrush
£10.00 H

S
o i e - —_
et A —

. i —

———

e e, T

Tank brush
£5.00 B

e £7.00D

PAINT STATION

Paint Station =
£18.00 K

NORTHERN EUROPE

'ﬂ Jb #
«.:: ‘%} '4 %

I A 50 6.25

B 70 ?5 éﬂ 7.50

c 80 75 70 9.00

D 1000 100 85 11.50

E 115 125 100 12.50

F 1200 120 100 13.00

il G 140 140 115 15.00
‘.-__. BB 30 30 25 350
CC 35 35 30 4.00

DD 40 40 35 5.00

H 150. 150 125 17.50

| 180 180 150 20

K 270 270 225 30

M 350 350 300 40




NEW BLACK DRCS
OUT NEXT MONTH!

R
e 5

ROMBOLD 'S OATH

Part 2: Secrets Unearthed

e X B
RN
A AR e

One of the fantastic new
- plastic Black Orcs.

- - - =

- .

e :

happened next...

s the battle in the mines raged, the

crazed Dwarf prisoner managed to

slip through the carnage,
disappearing down a well-hidden tunnel
entrance. This offered the beleaguered
Dwarfs some hope of escape themselves,
as the Goblins appeared to be unaware of
the passageway. Grombold ordered his
bold kinfolk to form a shieldwall and push
through the Goblin lines. It was a
desperate gambit that exposed the rear of
the formation, and most of the Dwarfs
were slaughtered in the attempt, left behind
as food for the Trolls and Cave Squigs.
Those who escaped the battle found their
way out of the mines through caves and
fissures opened, it seemed, but recently.

‘. i; 64 WHITEDWARF GROMBOLD'S OATH

L

ast issue, we left our Dwarf Heroes deep within a Goblin-infested
mine. In part two of our Warhammer campaign, we discover what

Hot on the trail of the mad Dwarf, the
remnants of the tattered expedition fled
into the forested hills.

Meanwhile...

Before entering the mines, runners from the
Dwarf party had travelled east towards
Talabheim, hoping to summon aid from
one of the Empire keeps in the area. They
met with success, for only a day’s march
away lay a garrison of militiamen and
knights. Heeding the call to arms, the
Knights of the Blazing Sun made ready.
Accompanied by a mix of Flagellants, Free
Company and State Troops, the knights
rode forth, eager to rid the forests of this.
greenskin threat.




PARTICIPANTS

THE EMPIRE

The Knights of the Blazing Sun are champions of justice,
and are one of the most famous of The Empire’s knightly
orders. The order was formed during the Crusades against

Grimgor Ironhide is a legendary Black Orc Warboss,
and his army, the "Ardboyz, are the most feared and
battle-scarred Orcs ever to threaten the Old World.
Unlike other Orcs, Black Orcs take war very seriously,
and even go so far as to maintain their weapons and make
plans. They are the biggest and strongest type of Orc, and among them
stand Da Immortalz — Grimgor’s most trusted lieutenants and bodyguard.

Araby, and the knights believe themselves blessed by the W 1.\-:-'-""‘: .

goddess Myrmidia. Based in Talabheim, they are highly - RN .
regarded as excellent warriors by generals of The Empire, Yoo B e A EEN
though many common folk mistrust them for courting ) 4/ Ve
strange, foreign deities. TR R .
BLACK ORCS i < 5 3%

DURKOL EYE~GOUGER, BLACK ORC BOSS

Durkol is one of Da Immortalz, a trusted band of Black Orc warriors who have
spent many years fighting in the name of Grimgor Ironhide. At the moment, he
is tasked with keeping order and collecting tribute in and around the Howling
Hills - a job only made bearable by the constant beatings he administers to
“troublesome” Goblins. As Durkol regards all Goblins as troublesome, his whip
arm is never short of exercise.

M Wws BS S I X W | A Ld Points
4 6 3 4 5 i 3 3 8 145

Equipment: Heavy armour; Talisman of Protection
(6+ Ward save); Bigged’s Kickin’ Boots (+1 Attack);
Collar of Zorga (steeds require 6s to hit wearer).

SPECIAL RULES

Hates Everybody: Durkol is one of
Grimgor Ironhide’s Immortalz and, like
his boss, is subject to Hatred against all
types of foe.

Armed to Da Teef; Quell Animosity (both
described in the Orc & Goblin Army book).

This model is available from

games Workshop Direct

We used the Borgut Facebeater model to
represent Durkol Eve-gouger in the
campaign.

CAMPAIGN NOTES

This part of the campaign adds Black Orcs and The adhere to this value, as they represent the forces that
Empire to the narrative, offering an ideal opportunity were actually there. If you choose to use different

for players to join forces with a friend, or simply to play  armies, you must adhere to the rule and not go over the
larger battles to end the campaign with a bang. total points allowed.

As before, play through the scenarios in order to see In addition, this part of the campaign introduces the
what happens. Success in each game increases your character Durkol Eye-gouger, a Black Orc Big Boss. He
chances of victory in the final battle. We have included must be used exactly as described above, and his special
historical forces again which you may choose to use, or rules are factored into his cost. All special rules in the
you can pick your own army to the prescribed points campaign, including characters like Durkol, are unique
value. Note that the historical forces do not strictly to the campaign and may not be used elsewhere.
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SCENARIO 94: MEETING ENGAGEMENT

In this scenario, two armies find themselves unexpectedly facing battle, and must
break off from their column of march to fight.
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THE EMPIRE VANGUARD
Dieter von Brecht (Captain)
Full plate armour, pistol, barded
warhorse, The Bronze Shield and
The Sword of Justice.

Helmut Steinhager (Captain)
Full plate armour, pistol, The
Silver Horn and a Biting Blade.

Markus Ernsthammer
(Warrior Priest)

Additional hand weapon,
Armour of Meteoric Iron and
the Sigil of Sigmar.

10 Huntsmen
Longbows.

25 Spearmen
Shields, Command group.

10 Handgunners
Marksman with repeater
handgun.

5 Outriders
Champion and Musician.

5 Pistoliers
Musician, and Outrider with
repeater pistol.

20 Swordsmen
Command group.
Detachment; 10 Halberdiers

20 Free Company Militia
Command group.

20 Flagellants
Prophet of Doom.

Total: ....ceveseeneee. 1494 points

WICKED MOON

NIGHT GOBLINS
Uzguz
(Night Goblin Big Boss)
Light armour, shield, Martog’s
Best Basha and Warboss Um’s
Best Boss ‘At. Rides a Great
Cave Squig.

Zag Zappa (level 2 Night

Goblins

ngered by the Dwarf incursion into
Atheir adopted home, the Night

Goblins swarm out of the mines and
into the forest. As they search for the

The Battlefield

You will need a 6' x 4' gaming area. Place
terrain in the manner outlined in the
Warhammer rule book — we recommend

Goblin Shaman) , escaped Dwarfs, they encounter the using at least four large woods. If you have
Power Stone and a Magic - . : . .

Mishio o vanguard of the Empire relief force, and an a hill or cliff to use as the mine entrance,
e bc"“ (level 2 Night unexpected and bitter battle erupts. With then place this in one of the corners of the
szlingShaman} g the Night Goblins reeling from their fight board, as shown.

Staff of Baduum and a Magic
Mushroom.

2 x 40 Night Goblins
Spears, shields, nets and
command groups. Each unit
contains 1 Fanatic.

2 x 20 Night Goblin Archers
Short bows and command group.

3 Stone Trolls

g Wy

against the Dwarfs, and the bulk of the
Empire army still some way off, the battle
becomes a desperate affair.

Participants

This scenario pits an Empire army of 1500
points against an Orc & Goblin army of
equal size. Both forces follow all the usual
restrictions as detailed in their Army books.

- i
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Deployment

1. Before the battle the players must write
an order of march, to show where in
their column each unit is. All war
machines are included as a single unit
for these purposes, as are all characters
in the army. Characters are always
deployed last.

8 Squig Hoppers The Empire army must include at least one 2. The players each roll a dice. The player
10 Wolf Riders unit from the following: Outriders, with the highest score chooses which
Spears, short bows, and Pistoliers or Huntsmen. The Orc & Goblin table edge to set up on. \
command group. army must be led by a Night Goblin Big 3. Each player rolls a dice and the highest
Total: .....ceenensn.. 1494 points Boss, and contain more units of Night scoring player decides whether to start
Goblins than any other Core unit. deploying first or second.. ... . 70
"~ 7 66 WHITEDWARF GROMBOLD'SOATH . . " e SR R v
TER L BT SE K  GIE EIe  L R sl S I N e T R T g I N T SRR O S .
L2 W ral s e R S et RO R By . b b G e T : S T L e
) : s I:};__::roﬁ?; : | .-. "-',{:1 | ~ iﬁ Ll -;}-H o




- _J : A% E‘E.i::' - :-'.':EI" \Jr .fﬁfrrl-‘i 3 % ;.? ,I,;.:?: .;?' : ‘1
5 * i o 01 e e SRR
a ) !.érlq.;,‘frt > R45 H'luF'. e
ik 2 o 4
& j 1 € e
- Karl Muﬂer held tp | L
: JEs Férfd‘-fu silence the 7
Mine entrance o *inexperienced Pistoliers.
| | 1 T?fé‘“Dw.arf messengers
ad warned them of a

ik iﬁ;%ﬂggrﬁnrﬂe i this pa nd'

N Great Forest, a

i mféb‘mﬁhrd?’dﬂmdéﬁ
a‘ﬁﬁifd’ be damned if he’d
let the greenskins get the

'i:ﬁﬁ"#ﬁr ﬁIMrng his

‘Lmi‘ééﬂ{ “h’e S igig'ﬂfed f::'f, the
- = ' I o ﬂ'

Tﬁ?ﬁﬂ%‘%ﬁi " ru 1{- .

nrr twﬂfq*'# W'r

-' s
m; __qu';_rl rr.-rn_'-'
7}' 1=,ﬂ_n’.u“f m;'ﬂ'u :

"'*’”*'«..,wu zht L,,_...Hm’t—’.#-u,lix‘?”
'::,n ,:;J;L ’ﬂ-._-;fi,-‘. ru_,,m_m' 0 d’;?'itm

L.,.,a. AS rm%%mf#{ j BIL: 7
TS

...
a T s
...l! o

-| 1 I--rHr"- -I-

;gwu,:, LJﬂ ﬁ'.-".{
rgrom ,it_ux.uu,ﬁ‘ g
uui.u’ r’s '.’Ti

i ;,.1
J.LL.L“'*'“ T .*_"'.rr'w—-' @

o i L5

HHL.- i 11-41_‘#

'. 5| .-:
iz ¥ ..HJ_'” g“ ‘_.' ’
N "I ---.a-" ;.I : i
3 = o't

I L I:' i 1: ,,__J'Ll

JFI

4. Players take it in turns to deploy their Who Goes First?

units in their deployment zone, marked Dice off for the first turn as usual.
on the map, starting with the one at the

top of their order of march and working Game Length

down. The second and subsequent units The game lasts for six turns.

must be deployed closer to the neutral R
table edges than any unit already in play ~ Winning the Game

~J. 4 i?uﬁcﬁﬂ

— in effect, the army deploys outwards Victory Points are used as normal to ¢ el Ut
from the first unit. determine the winner of the game. T
5. War machines can be deployed : ' 2
anywhere within their deployment zone, VlCtOrY or Defeat ﬁ:&h!im}h Jnn.h f
although they must all be placed at the The winner of the game receives +150 Hamerdrers formeda ffﬂﬂ“ hu-,
same time and count as a single entry points to spend in Scenario 4. _ while horsemen sped )
on the order of march. __Jfﬁ@ngh the forestto |
6. Heroes are deployed last of all, ~ engage the enemy. Tﬁe;r A5fY
altogether, and may be placed within | “'3"'"”“"5 wereanswered  {
units already on the table. ‘ : ' Ad & ﬂ"’;‘;ﬂ'm";f ini=sm g
7. Scouting units do not have to be placed :N' Gﬂ fe i dagger: i

using the deployment restrictions above,
but they can‘t deploy closer than 18" to
an enemy unit — this is an unexpected

battle and they don’t have time to work
their way forwards.
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SCENARIO 4: CAPTURE THE DWARF

As the greenskin horde gathers to wipe out the Dwarfs, the Empire army arrives on
the scene, and the stage is set for a massive battle...

THE EMPIRE/
DWARF ALLIANCE
Ulrich Edeleit
(General of the Empire)
Full plate armour, lance, shield
and Icon of Magnus. Rides a
barded warhorse.

Grombold Kruddsson
(Dwarf Thane)
See last issue for details.

Boris Herztapf

(Battle Standard Bearer)
Heavy armour and the Griffon ‘ . el RS N\ s
Standard. | STy IR\ \ RS
Markus Ernsthammer e Ry SR :
(Warrior Priest)

Additional hand weapon and
the Sigil of Sigmar.

Zorn von Brahnt
(Level 2 Fire Wizard)
Armour of Tarnus.

Helstorm Rocket Battery

20 Flagellants
With Prophet of Doom.

19 Flagellants
With Prophet of Doom.

9 Knights of the Blazing Sun
With command group.

5 Inner Circle Knights
With command group.

20 Swordsmen
Command group.
Detachment: 10 Halberdiers

10 Huntsmen
Longbows.

25 Spearmen
Shields, command group.

10 Handgunners
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Orcs and Goblins

he exhausted Dwarfs were relieved to the Dwarf army book. If Grombold
5 Qutriders Tjnin forces with the Empire army. Kruddsson survived Scenario 2, then he
Champion and Musician. While Grombold met with the Empire must be one of the Empire’s Hero choices.
Mortar general, five of the most able Dwarts set off .
20 Dwarf Warriors to catch the mad Dwarf, and they have The Battlefield
Hand weapons, shields and discovered that the Dwarf seems to possess The game is played on a 6' x 4' board,
command group. knowledge of dark secrets discovered in with a hill in the centre. Place up to four
20 Dwarf Miners the mines... woods elsewhere on the board, following
With command group. Before the expedition can question him the guidelines in the Warhammer rule
further, ominous horns sound in the book. The mad Dwarf and five Warriors
Total: c.ccueuenane .2998 points distance. The greenskins are approaching, are placed on the hill at the dead centre of
and the Dwarfs are determined not to let the board. The mad Dwarf does not move
their rescued comrade slip into the or fight and is treated as impassable terrain.
clutches of their most hated foes. The other Dwarfs are far too busy
] restraining the mad Dwarf by sitting on
P articipants him to take any active part in the battle.
This scenario features two 3000-point
armies: Orcs & Goblins and an Empire DF.'ployment
force. The greenskins must include Durkol 1. Both players roll a dice — the player who
Eye-gouger and at least one unit of Black rolls highest chooses a deployment zone.
Orcs. The Empire army-must include at - 2. The players roll another dice. The
least one unit of Knightly Orders, and may highest scorer may choose. whether tof i
select up to SDU pﬂlﬂtﬁ r.::uf Cnre units from _ start deploying first-or second. .. §0 ,_'._f" A
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Mad Dwarf

We used the captured Slayer from
the Battle for Skull Pass box set to

represent the mad Dwarf. He starts
the game on the crest of the central

hill with five Dwarf Warriors.

Empire/Dwarf alliance

PR With short bows and

WAAAGH! DURKOL
Durkol Eye-gouger
(Black Orc Big Boss)

Gizgub (Goblin Warboss)
Has light armour, and carries
the Sword of Battle, Spiteful
Shield and The Horn of Urgok

Zig Redeye
(Level 2 Goblin Shaman)
Carries the Skull Wand of Kaloth.

Zag Zappa (Level 2 Night
Goblin Shaman)
Carries a Power Stone and a
Magic Mushroom.

Burgot Bonebreaka
| (Black Orc Battle Standard)

Heavy armour and Nogg’s
Banner of Butchery.

2 x 40 Goblin Warriors
With spears, shields and
command group.

3 Trolls

2 x 40 Night Goblin Warriors
With spears, shields, nets and
command group. One unit
contains 2 Fanatics

2 x 20 Goblin Warriors

SADYO0I TYINOLSIH

command group.

20 Black Orcs
Command group and shields.

Giant

20 Orc Boyz
With command group and
additional choppas.

2 x 10 Spider Riders
Spears, shields and command
group; one has unit short bows,

TOtAN ittt I 90

3. Measure a strip 18" wide down the

centre of the table, as shown on the map

above. No units, other than the mad

Dwarf and his captors, may deploy here.

All other units must be placed outside
this zone, on their respective table side.

4. All war machines in an army are
deployed at the same time.

5. Characters are deployed after all other
units, all at the same time.

6. Scouts are not deployed with the rest of
the army, but instead follow the usual
rules from the Warhammer rule book.

Who goes first?

Both players roll a dice; the player who
finished deploying first gets +1 to his roll.
The winner of the roll chooses whether to
go first or second.

Game Length ;

The game has a random length. At the end
of Turn 4, roll a dice. On a2 or more, play
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a fifth turn. On a 1 the game ends. At the
end of Turn 5 roll again — on a 3+ play
another turn, and so on. The game cannot
last more than eight turns.

Winning the Game

The objective of the game is to catch the
mad Dwarf and discover the secret of what
is hidden in the mines. The side with the

unit closest to the mad Dwarf and his
captors at the end of the battle wins.
Fleeing units and units with a Unit Strength
below 5 cannot capture the Dwarf.

If the objective is contested, then the
winner is the side with the most points’
worth of models nearest the objective. If it
is still contested, the game is a draw.

Victory or Defeat

The side that wins this game wins the
campaign. Note your chance of winning is
strongly influenced by your performance in
the earlier battles of the campaign.
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The standard bearer from the
new Black Orc kit. A plastic
Dwarf Miner, out in two
months, is shown opposite.
Both are available this month
in the army sets, see page 124.
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1| urkol’s ladz had fought their way to the centre

9| of the field, and now began the hard slog up

=—==2| the hill. The Black Orc towered over the
humans and Dwarfs that barred his way, and his
massive axe swung left and right, cleaving a path
through the serried ranks of his hated foes. As he
neared the crest, he bellowed to the Orcs and Goblins
nearby to protect his flanks. He could see them
squabbling and shoving each other, but his stern snarls
soon put an end to that, and they snapped to attention
and continued the fight. The Black Orcs pushed
through the mass of bodies, and suddenly they were
clear and were running up the hillside towards the
stunties. Durkol slavered. Victory would soon be his.

Then his ladz were flung into disarray. Whistling

rockets flew overhead, and massive explosions threw
up gouts of earth and tore apart the Orcs. The Orcs
were decimated, but Durkol was unperturbed. Just
then, through the smoke, he saw a lance-tip. Then
another. Then a dozen. If he was capable of fear, he
would have shown it now, as the Empire knights, clad
in gleaming gold armour, rounded the crest of the hill
and began their charge. Durkol unleashed the

- mightiest roar he could, summoning what was left of

- his ladz to him to meet the thunderous cavalry charge.
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Grombold Kruddsson watched the Knights of the
Blazing Sun begin their charge, and prayed to
Grungni that the manlings would buy him enough
time. Sweat poured down his brow, and his runic
mattock was slick with Orc blood, but he knew the
battle was almost over. With a final burst of energy,
he and his faithful Miners reached the summit of the
hill, and were greeted by the weary faces of their kin.

The mad Dwarf was wounded and tired, and
looked pallid and close to death. He lay on the
ground, coughing weakly. Grombold stooped towards
him and offered him a swig of ale, when the red-
bearded Dwarf grabbed his wrist, his eyes suddenly
wide and alive.

“We found it!” He gasped. “In a cavern... opened
by an earthquake. By the axes of Valaya, we saw...”

“What? What did you see?” demanded Grombold.

“The... Nemesis Crown!” whispered the mad
Dwarf, and passed out.

Grombold had scarce time to ponder those words,
for the Grobi were near. He turned to face the foe,
mattock in hand. What he had just heard filled him
with terror and determination in equal measure; by
the oaths of his ancestors, no greenskin would mount

the hill this day.
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the Studio’s library. This dusty corner

of our ivory tower is home to all
kinds of strange and wonderful things;
hundreds of back issues of White Dwarf,
dozens of rule books both old and new,
piles of obscure reference books used as
inspiration for models, artwork and rules —
it’s all here.

| enjoy browsing through the library.
You never know what book you may find
hidden away in a corner, unread for a
decade or more. And so it was that | came
across an obscure volume called Fantasy
Miniatures. This book was published way
back in 1988 as, and | quote, “A tribute to
the skill and dedication of the entrants of
the 1988 Golden Demon Awards — the
second national figure painting
championships.” The book was jam-
packed with colour photographs of the
miniatures that were the winners and
runners-up from that long-ago contest.
Although some of the models look quaint
by today’s standards, the passion, skill and
enthusiasm with which they had been
painted shines off the page, reflecting the
same qualities that motivate the hobby to
this day.

Fascinated, | took the book back to my
desk and as | started to read through it |
came across a brief history of Citadel and
the miniatures painting hobby. As | was
reading through this section, suffused with
a warm nostalgic glow, it occurred to me
that much of what | was reading would be
equally interesting to the current
generation of hobbyists. So here then, for
your edification and (hopefully) your
reading pleasure, is a brief history of the
early days of Citadel Miniatures, and of an
unlikely trio of talented individuals who
helped define the Games Workshop hobby
as it is today...

The other day I was looking through

Once upon a time...

Many people think that Games Workshop
has always made Citadel Miniatures.
Actually, this isn’t the case. Games
Workshop was founded more than thirty
years ago in London, as a distributor of
games imported from all over the world.
Things went well for the small business,
which soon opened its own games shop on

BEARER

Dalling Road in London. Not long
thereafter, Games Workshop started to
publish its own magazine — White Dwarf.

In late 1978 Games Workshop founded
Citadel Miniatures in Newark-on-Trent in
Nottinghamshire. The aim was a very
simple one: to make the best miniatures in
the world! News of the company was
announced in issue 11 of White Dwarf,
and the first advertisement for Citadel
Miniatures appeared in issue 12. Although
none realised it at the time, the seed had
been planted that would eventually grow
into a global hobby enjoyed by tens of
thousands of people.

At first Citacdel concentrated on making
fantasy miniatures for the role-playing
games that were then very popular. All
kinds of fighters, clerics and magic-users
strode out of the Citadel foundries, to do
battle against the range of dungeon
monsters we also made. Roleplayers
quickly realised that Citadel offered them a
range of figures of unsurpassed quality that
could really bring their games to life, and
they used them in increasing numbers.
Citadel Miniatures started to go from
strength to strength.

To war!

Although Citadel Miniatures were first
designed for use in role-playing games,
such was the quality of the models that
people very soon started collecting them in
their own right. The battles in role-playing
games are fought between a handful of
combatants, and most collectors quickly
found that they had dozens, even hundreds
of models, in their collection. This meant
they rarely got to use all of their models in
a game.

To help solve this problem a talented
games designer called Rick Priestley — who
at this time was running Citadel’s Mail
Order department — was asked to come up
with a set of rules that would allow people
to use their collection of Citadel Miniatures
to fight large battles. The game that Rick
helped develop was called Warhammer,
and it proved an instant hit. Almost
overnight Warhammer changed the whole
face of the Games Workshop hobby,
introducing people to the idea of
collecting, painting and fighting battles

Though the present
contains many a
glory, spare a
thought for the
wonders of the past,
and the heroes that
forged them.
Hearken as Jervis
reaches for the
ancient scroll that
contains the half-
mythical story of
Citadel Miniatures,
and reads aloud the
tale of its founding...
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CITATEL MNMNIATURES

Published in 1988, Fantasy
Miniatures was billed as the
authoritative guide to the
world of fantasy and sci-fi
miniatures. The book
contained hundreds of
photographs illustrating the
skills of the finest figure
painters to enter Golden
Demon. Jervis finds
inspiration in its pages now,
just as he did then!
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From Beyond the
Mists of Time...

...or at least Alan Perry’s
closet, come these
adventurers of yore.
Designed primarily as
characters and monsters
to populate the
imaginary dungeons of
role-playing games, these
models were the great-
grandfathers of the
models we use today.

Ye olde Goblin

with whole armies of Citadel miniatures.
But more than that, it freed up the Citadel
designers to create new models the like of
which had never been seen before. In
place of the claustrophobic confines of a
fantasy dungeon, they now had a whole
world to explore and, with the release of
Warhammer 40,000, a whole galaxy! The
handcuffs were well and truly off, and soon
Citadel Miniatures came to define the look
and feel of what have gone on to become
two of the most unique and important
fantasy and science fiction settings ever
invented: the Warhammer world and the
Warhammer 40,000 galaxy.

Right from the start Citadel Miniatures
were designed to be the very best metal
miniatures available anywhere in the
world. However, as the skills of the Citadel
designers developed, and the company’s
casting techniques improved, the detail of
the models approached the point where
they weren’t so much playing pieces as
miniature sculptures. And as the models
improved, so did the skills of the people
painting them...

The painting hobby

The precursors of Citadel Miniatures were
metal wargames miniatures. These
miniatures were usually based on historical
subjects such as ancient Romans, World
War Il or Napoleonic infantry, and were
mainly used as gaming pieces. They were
usually painted in simple flat colours using
oil or enamel paints. But a number of
collectors felt that more could be done
with these miniatures, and they began
developing new techniques for painting
them. One of the leading lights of this
group was a young artist called John
Blanche. Most of you will now know John
as one of the people that has helped to
define the look and feel of the Warhammer
world and Warhammer 40,000 universe
with his
inspirational
pieces of artwork.
However, what
first drew John to
Games Workshop
was not the
background we
had created for
our games (that
still lay in the
future) — it was the superbly detailed
Citadel miniatures, which were perfect for
painting in the greatest of detail.

John and his contemporaries had
already started to develop the advanced
figure painting techniques we still use
today, and he was asked to join the Citadel
team as part of what was later to become
the Games Workshop Design Studio. John
was_ joined by other figure painters, and
they quickly established very high
standards for others to aspire to. Painting
articles in White Dwarf magazine

WHITE DWARF STANDARD BEARER

introduced their new techniques to a
generation of miniature painters. The
painting of Citadel Miniatures began to
evolve into an art form.

Citadel Colour

Originally a number of different mediums
were used to paint Citadel miniatures, the
most popular being enamel-based paints.
However, enamels were not well suited to
the new ways of shading, highlighting and
blending that were being developed.

Acrylic-based paints appeared to offer
an alternative, and not only because they
were suited to these new techniques.
Acrylics had a number of advantages over
enamels: they were non-toxic for a start,
and as they were water-based they could
be thinned, and brushes cleaned, with
water, removing the need for smelly
thinners and solvents like turpentine. Most
importantly, they gave a bright finish that
didn’t chip or flake.

The problem was that acrylic paints
were not easily available. So, in what was
a truly revolutionary step, Citadel decided
to develop its own range of acrylic paints.
After all, if Citadel miniatures were the best
miniatures in the world, they needed the
best range of paints to bring them to life!
All of which is easy to say, but rather more
difficult to do. Months and months of effort
was required to develop the first small
range of Citadel Colour paints, but it
proved so popular that it was quickly
expanded, eventually growing into the vast
range of paints we have today.

The coming of plastic

Hard as it is now to imagine, those early
Warhammer battles were fought between
armies made up entirely of metal
miniatures. In fact, the first plastic things
made by Citadel weren’t miniatures at all —
they were Slottabases!

‘ ‘ From the start, Citadel

miniatures were designed to
be the best metal miniatures

anywhere 1n the world. ,,

When Citadel first started making
miniatures, they came with cast-on metal
bases. As Citadel’s technical abilities
improved, it became obvious that these
bases were a hindrance; they used up a lot
of metal, and they created moulding
problems that limited what the miniatures
designers could do when sculpting a
model. So, a (then) elfin-figured master
mould-maker called Alan Merrett was
tasked to come up with a suitably cunning
method of mounting Citadel miniatures on
plastic bases.
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Shown here are some of the products that
led to the evolution of the Games Workshop
hobby. Rogue Trader (A) — the original
Warhammer 40,000 rules by Rick Priestley -
% helped to drag miniature gaming to a whole
new level. Citadel Miniatures then
revolutionised miniatures production with
the RTBO1 box set (B) - the first plastic
models that came as a multi-part kit. The
plastic Rhinos (C) and Land Raiders (D) were
soon to follow.
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This might seem like a simple task, but
at the time nothing like it had ever been
attempted before. Alan knew that whatever
solution he came up with had to bear the
hallmarks of quality and excellent design
that had come to define Citadel. So
countless hours went into deciding the
perfect size of the base. Dozens of mock-
ups were made, tried out and rejected.
Even the best angle for the edge of the base
was carefully considered. At last, the final
design was ready. It is still in use, largely
unchanged, to this day.

Alan went on to help with the
development of the first plastic Citadel
miniatures. At the time plastic miniatures
technology could not replicate the level of
detail you could put on a metal model, so
Alan’s first task became finding a way to
improve this. The result was the
Warhammer Fantasy Regiments box set, a
ground-breaking set of high-quality plastic
models designed to allow players to
quickly build up regiments. For the first
time ever a player could happily combine
metal and plastic miniatures in the same
army without the plastic models looking
out of place.

However, it was the release of the first
set of plastic Space Marines (often referred
to affectionately as RTBO1 — “Rogue Trader
Boxed Set 01”) that set the benchmark for
the way plastic Citadel miniatures would
be made in future. The Warhammer
Fantasy Regiments set contained wonderful
models, but they came in one or two
pieces, so the regiments lacked variety.
With RTBO1 the miniatures were treated as

little plastic kits, with separate heads and
limbs and equipment, which could be
glued together in a huge variety of different
ways. The result was a set that allowed
collectors to make models that were both
highly detailed and incredibly varied.

The Eresent day
With release of RTBO1 all of the
elements that make up the Games
Workshop hobby today were finally in
place. Now, some twenty vears later, the
values that John, Rick and Alan helped to
establish still underpin everything we do.
This is hardly surprising, as they are still
here; slightly less youthful maybe, but still
passionately involved in the running of the
Studio they helped to create. Their aim is
still to make Citadel Miniatures the best
miniatures in the world, combined with a
commitment to total excellence, no matter
how difficult it may be to achieve, and
willingness to try out innovative new ideas.
This can be seen in such diverse things
as the new Citadel Foundation Paints we're
releasing this month and the amazing “dry-
fit” models included in the Warhammer

Battle for Skull Pass. Meanwhile, behind
the scenes there are new mould-making
and casting techniques being developed
that are going to allow us to create models

Write to Jervis at:

Jervis Johnson

we could only have dreamed of making c¢/o White Dwarf
back in the '80s. Design Studio
And with that I’ll close my copy of Games Workshop

Willow Road
Nottingham NG7 2WS
United Kingdom

Fantasy Miniatures and return it to the
Studio library where it belongs. The good
old days were great fun, but, you know
what, | reckon the best is yet to come...

www.games-workshop.co.uk
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The Lord of the Rings is very much a story about Heroes, but
not necessarily shining paragons of virtue. Adam Troke
embraces the darkness and shows us how the Lords of Evil
work in the strategy battle game.

hat I like best about The Lord of The key to getting the most from your
Wthe Rings game is how Heroes Evil Heroes is knowing at the start of the
interact, and how incredibly game what role you want them to achieve.
potent they can be when used Some, of course, can carry out more than
appropriately. That’s not to say that all one function, but even then you need to
Heroes are all-powerful killing machines, have a plan and stick to it. It’s all a matter
but that they all have a task that they can of planning ahead when you’re writing
perform effectively — from trampling the your army list.
enemy beneath their feet to filling the The roles that an Evil Hero can carry
warriors around them with bravado and out, in my opinion, are covered in the box
self-assurance. below. Just looking at the five categories, it
Gamers often focus on the Good might occur to you that some named
Heroes, and with the likes of Aragorn and Heroes fit comfortably into more than one.
Boromir swashbuckling their way around The Balrog, for example is a peerless
Middle-earth, it’s all too easy to see why. fighter, but also keeps the Goblin hordes in
Thle';.sr are powerful and charismatic. You line easily. Likewise, a Ringwraith is
— - know-what each should be-abie to capabie of Magical-Carnage; but-can-also = -
accomplish, because you’ve seen or read achieve Assassinations, Scattering the Foe
about their feats in the movies and books. and even Mass Destruction if you mount it
With Evil Heroes it’s a little less clear-cut, on a Fell Beast.
which isn’t to say that they’re any less If a Hero can multi-task like that, then
potent than their Good counterparts, just it's usually doubly important to your plans
that sometimes you need to look beyond so consider taking them. Likewise, don’t
their appearance and the stat-lines to really  take daft risks with valuable Heroes in
get into the meat of what they can your games — your plans will be doubly
accomplish for you. frustrated if he dies.
Evil Tactics
“Mass Destruction Compel and Sap Will, the magical
HPut simply, as if you need it explaining, carnage tactic involves using spellsto
- Mass Destruction is the no-holds-barred hamper your foe’s plans. And the Evil
~ elimination of enemy warriors by any side has access to a lot of spells...
and every means. o
Assassinations |
LE&dEI‘ShIp Couldn’t be simpler really — use your
‘Ew[ ‘Warriors are craven and cowardly Heroes to butcher the enemy’s finest
.g:pm pared to the stalwart Free Peoples, and most powerful models, wreck all
_and strong leadership can give you the their battle plans and pave the way to
ﬂhedge when the going gets tough. glory for the forces of Evil. -.
3 Mndprestlmate it at your peril.
AP Scattering the Foe
'Maglcal Carnage These Heroes can take advantage of a
0 Frum brutal spells like Sorcerous Blast broken foe, preying on the crumhllng_ ER

; '.md Bram Life to cunning powers like resolve of your fues.
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The Balrog, Sauron, Miimak, Troll Chieftain, Buhrdiir, Khandish King on
Chariot, Ringwraith on Fell Beast, The Spider Queen, Gilavhar, Uruk-hai...

f you want to use one or more of your r'%-.-r*wrf-f-u-ﬁ . e 7 T T g e DY TS T TS
Heroes in a mass destruction capacity, - 0 | |
there are a couple of basic principles { Shadow and Flame
that you should strive to adhere to. I The Balrog stands head
The first is to keep moving at all costs — 3 and shoulders above most

be the charger, not the charged. By doing . Heroes f'_"]_’“‘ the Mass LR
this, you are able to pick your fights; Destructmr! cdicgory. Hes got

ik - . i awesome Fight, Strength and Defence
s anel YOUR S D SeT IO HPS \ralues and 4 Attacks. There isn’t a single
with the enemy. There’s nothing worse

: Hero on the Good side who can last more
than hawr!g a potent HE:“? charged by a _ than a round or two of combat against the
lone Warrior (often a suicidal Citadel

‘Balrog unless he’s very lucky.
Guard or Royal Guard with the Bodyguard——5 = The Balrog’s-only-weakivess-is-his fack
rule, in my experience), who prevents you

ﬂf Might — he can’t call any Heroic
from unleashing your full force.

muves or combats. You can counter this
Keep moving by using Might points to

. by teaming him up with a couple of
call Heroic moves. If your Hero has the plucky Goblin Captains. They can follow
Trample special rule, or is a cavalry model,

~ him round, using their Might to make
it’s especially important. Count on

surE he’s getting where he needs to be. If
ﬂurb onent is slowing you down b

spending most of the Hero’s Might to do H PP a0 ) 2

Heroic moves.

chérging a single Khazad Guard against
The other principle is “don’t fight one

- the Balrog, get the Captain in there and
~ call a Heroic combat — that'll soon wipe
on one”. A Troll Chieftain or the Balrog, for % the 5m1le off any Dwarf’s face.
example, can easily take on (and generally = =
kill) two or three models a turn, so get him

stuck into that many enemies. You can do
this by calling Heroic moves, but also by
flanking him with suitable comrades. If you
can kill three models a turn with your R e, 7 ke
Balrog, you're using it right. G TR g S SRR A i SR AT
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The Heroic Mugging

e'fSumetlmes ynu'll find yourself wanting to
enetrate further into the enemy lines
hﬂ‘lan you could by making a normal move,
ﬂu’;r ou want to get several of your models
""'f'ghtmg more than once in a turn. Simply
~ administer a Heroic Mugging. Send a Hero
~ and as many Warriors as you can against a
. single enemy Warrior or Hero - ideally one
.of your models should have a higher Fight
value than the victim. Now declare a
“Heroic” combat.

In the ensuing fight, the poor Good
model is systematically butchered and
your jolly triumphant Warriors can skip
off to join other fights. This tactic is great
for dealing with minor Heroes and
Wizards, or simply for gaining ground,
since effectively all the models in the fight
get to move twice that turn. Used wisely
this tactic can be as decisive as any | know
of. A Ringwraith on Fell Beast, for instance,
can feasibly cover a distance of 24"/56cm
in a single turn.

www.games-workshop.co.uk/thelordoftherings 75
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Shamans

" These models have the
Fury spell —arguably the
~ most influential spell in
the game. While Fury is
in eﬂ'ect all friendly
models of the same type

as the shaman (Orcs, for ";;.

“example) automatically
pass all Courage tests.
Even better, it’s an

; ~automatic effect, so the

© Shaman doesn’t require
Ime of sight like a Stand
*Fast!, and it works even if

~ the Sharnan is engaged in
-.cluse cumhat' 7

Guthmng

Guthmng is a great Hero,
- able to crush Good
Warrmrs with relahve
- ease, and even match
swurds against many
~Good Heroes. His true

special rule, This skill

~ enables him to call a free
" heroic action of the same
type as any enemy Hero

- within 6'/14cm. Slmph,' :
devastating if used in the
correct way, this can '
frustrate the enemy’s
plans, and at the same
tII!'.IE leave Gothmog's

- own stash of Might free
tn spend as you choose.
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Sauron, The Balrog, Saruman, Suladan, Uglik, Shamans,
Easterling Kings, Gothmog, Barrow Wights and The Nazgil.

he most basic principle behind the

leadership tactics is to make your

Warriors do what you want them to
— in a nutshell, that’s stay and fight to the
last Orc! That’s a hard thing to ask when
you look at the average Courage value in
the Evil force. Fortunately, although Evil
Warriors are yellow-bellied cowards one
and all, their leaders are more than
capable of keeping them in the game.

Any Hero with a Courage value of 5 or
better is fit to be used in a Leadership
capacity. Courage 5, in my opinion, is the
minimum trustworthy Courage value, and |
always try to include one or more such
Heroes in my force. Essentially, once you
get to Courage 5, your chances of passing
a Stand Fast! test are better than they are of
failing. Simple really.

Networking

Here’s a simple tactic that works with
Shamans. If your force is at any risk of
becoming broken, make sure that your
Captains are within 6"/14cm of your
Shaman (see example). Normally, Stand
Fast! rolls are not passed on from one
Hero to another, but the Shaman’s Fury
spell works on every model of the same

race (Orc, Moria Goblin or Uruk-hai),
Hero or not. By keeping your Heroes
within 6"/14cm of your Shaman, you can
remove the element of risk from Heroes
taking their Courage tests, and *
effectively cover an area of up to
18"/42cm.That's a lot of Warriors you
don’t have to worry about.

Keep your leaders out of trouble and
central to your force so that they can affect
the maximum number of models. In such
positions they are ideally placed to issue
Heroic actions. The most common and
important of these are Heroic moves,
which will enable your force to seize the
initiative when they don’t have Priority, or
retain it if your opponent tries to take it
from you. Some Heroes have extra benefits
too; take Saruman for example — he has a
12"/28cm Stand Fast! range — that allows
him to affect a larger number of models
than most. This makes the fact that he costs
as much as three Uruk-hai Captains more
palatable, as he can hold a line firm more
confidently. If you're willing to sacrifice the
odd Orc Warrior, then consider taking
Ugltk for the same purpose.
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Sauron, Ringwraiths, Barrow-wights, Saruman.

ausing magical carnage involves

utterly wrecking your opponent’s

tactics with a barrage of spells.
From the uncomplicated power of
Sorcerous Blast, which can demolish
tightly packed formations and throw riders
from their horses, to the subtle will of the
Barrow-wights, who can Paralyse the foe,
“Magical Carnage” can take many shapes.
All of them can help you secure victory
for the powers of Darkness.

The most common use of spells is to
Transfix a Hero or Warrior, rendering them
almost totally helpless. It's a simple ploy,
but no less effective for it. A slightly harder,
but more effective, tactic is to Compel
them. This allows you to force the target
model to make a half-move of your choice
(with the restrictions that you can’t make
them leap off cliffs, or chop off their own
heads or anything daft like that). This
allows you to manoeuvre them into terribly
darigerous positions (see the diagram, top
right, for an example). Bear in mind this
spell can be used at any point during the
caster’s move, allowing him to cast it
before or during a charge if you wish. It
can also be cast on an enemy who has
already moved, so it's great for really
messing up enemy formations.

Ringwraiths

The Nine Riders in black have a dazzling
array of spells to unleash on the enemy,
and each of them has a specific purpose.
At first glance, it seems most of them are
designed to help you to kill off or weaken
single Heroes. But Ringwraiths can actually
unleash such an onslaught on the whole of
an enemy army that they certainly qualify
as belonging under the “Magical Carnage”
category. For example, a well placed
Compel spell can move a banner bearer
out of formation, so that he no longer
supports his comrades and is potentially in
the line of fire. A Black Dart can kill a
model in the centre of a line of bowmen,
preventing them from Volley Firing, or it
can kill off a crewman of a Siege Engine.
Even horses aren’t safe from the Black
Darts of the Nazgdl.

Using the Black Riders isn’t a mystical
art, as some people might have you believe
— just look at their spells and think up ways
to scupper your enemy'’s plans with them.
And remember — when you’ve only got
one Will point left, stop casting spells.
There’s never a good reason to sacrifice
your Ringwraith (more on that later).
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Here Saruman is positioned to
deal with the doomed Théoden.
By Compelling him forwards
5"/12cm, Saruman allows the
Uruk-hai Warriors to completely
surround the King of Rohan,

trapping him, and spelling
certain doom for the Good Hero.
This tactic is ideal for getting
enemy Heroes away from their
bodyguards, leaving the Warriors
stranded with no leadership.

Rohan (or Gondor, or Dol Amroth) Bowling

Sorcerous Blast is the business,
so it’s a shame that only
Saruman has the ability. Yes, it
can kill models, and that’s great,
but its real value is in knocking
things over - especially mounted
models.

Any model hit by a Sorcerous
Blast is immediately knocked to
the ground, even off their steed.
For mounted formations, this is
deadly.The best trick is to aim at
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a Warrior (who doesn’t have any
Will points to resist the spell
with) and blast him into several
of his friends. He, and they, will
all be knocked to the ground and
will lose their horses! Not only
that, but if you’ve not moved
your own models yet, they are
then free to make their own
moves and charge the downed
riders, making them sitting
ducks for your horde.
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. There’s nothing that says “your Hero is

~ dead meat” like the Paralyse spell. One
of my most heart-stopping moments in a
UK Grand Tournament was when my

- Dain Ironfoot model was paralysed right
at the pivotal moment of the battle. Since

~then, I've had a hearty respect for the

- Barrow-wights.

- The trick to us]ng them effectively
to pack them in amongst a wedge of

~ Orcs, so that they can advance
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The Hasharii

- These grim assassins have

h_ a respectable Fight value

. of 5 and 3 Attacks, but
- what really makes them
i dangemus is the Bane uf

* Kings rule, which lets
& them reroll any failed
o rolls to wuund Take care,

. however, not to pit them

‘too powerful for them to

. take on. Any Hero with a

~ Fight value of 6 or hlg_he_r. |

s just not worth fighting,

* but Captains of Gundor, _

ﬂ& Rangers of the North,

%* Wizards and Heroes of
Rohan are fair game!

Iagamst Heroes that are . ~f

unhmdered on the foe. Smce the range 'ﬂf:n ffw -hand
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| “': * Fight phase, so waste no time pul;pg u;;m

their spell is only 6"/14cm, they need tu e
get close. The spell is castona 4+,50 =
always use at least two dice to cast it. ._'=":-
The most important thing is notto
cast the spell until you have some 4
Warriors in position to take advantage of
it. A paralysed model automatically loses %

any fights, and is trapped, but he’ll get a :
- chance to stand up at the end of e.ach
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Shelob is just splendid for dealing with
troublesome Heroes. With her ability to
move fast over almost any terrain she
can generally get to where she needs to
be and, at 90 points, she’s a snip.

Ideally, use a Ringwraith to Compel
your intended victim into range of
Shelob, as in the example picture above,
and charge her in. She gets +1 Attack on
the turn she charges, and has the Knock
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illing an important Hero (or other
key model, like a banner bearer) can
often swing a game in your favour,
and the Evil armies in The Lord of the
Rings specialise at it.

Most forces feature one or two key
Heroes, and killing them can massively
increase your success rate. Consider an
army with Aragorn or Boromir in it. Your
opponent is relying heavily on their
combat prowess. If you bump them off
early on, then their plans are seriously
dented. Likewise, an army with lots of
bodyguard troops can survive even if it gets
broken. By killing the Hero that these
Warriors are protecting, you blow your
opponent’s plans out of the water.

The manner of the assassination is
really up to you, but as you might have
guessed it normally comes in one of two
ways: Shooting him dead, or hitting him
with sharp things. Sadly, the Good side
boasts many very tough heroes, so hitting
them in combat is often ill-advised, and
some subterfuge is required. Cue the
“Spider Surprise” (See below).
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Down special rule.This means that if she
wins she’ll deal out four Strength 7
strikes, and she can reroll failed wounds,
too! Not many Good Heroes will get up
from that.

The Spider Queen is just as good at
this devious tactic, and has the added
advantage that she can spawn little
Broodlings to keep enemy Warriors from
helping out the doomed Hero.
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Sauron, The Balrog, Ringwraiths, The Witch-king (and any other

Hero with Might points).

The Glory of 3/1/1

The Evil army has loads of Heroes
with 3 Might points (Lurtz,
Grishnakh, Ugluk, Sharku,
Vrashki and so on), and they're
just the dependable types you
want to have around at this point
of the game. They're ideal for
iIssuing Heroic moves and

tackling those enemy Heroes
who are best placed to declare a
Stand Fast! The“3/1/1’ers” are
cheap compared to better
Heroes, but that extra Might
point can really come in handy,
so consider taking them in your
force for this if nothing else.
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The Dark Lord

{ It would be wrong to end this article without

7 taking a moment to talk about the most deadly

1 and destructive Evil model in the game - the

. Dark Lord Sauron himself. There is simply

i nothing this armour-clad killing machine cannot
- do. He’s a wizard of incredible power, a close

~ combat specialist (matched only by the Balrog),

an excellent leader, and is brllllant at breaking

 the Enemy In fact, his only weakness is the

w:[lrrmrs he has to fight alongside.

. If you're including Sauron in your army, and
é |t'$ easy to see why you might, use him to
spearhead your attack. The trick is to make your
i ponent fixate on him and nothing else,
lgnurmg the other models in your force. Don't
orry if he sends dozens of warriors to fight the
& Daﬂt Lurd — that’s what we want. Use the rest
- of your ‘army to take objectives or whittle away
%‘r: at the edges of the Good force, while Sauron
. marches across their corpses swinging his

'i‘ pﬂw‘erful mace.
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the ways in which you can use your

Evil Heroes, and needs very little
explanation. Assuming that you’ve been
able to break the enemy force, you want
to ensure that as many of his Warriors as
possible flee the battlefield each turn.

This is where a special type of Hero
comes in. They generally have either the
Harbinger of Evil or Ancient Evil special
rule, and both are tremendously effective.
Any model in range of these villains suffers
a penalty of -1 to their Courage value. This
has proved the decisive factor in games for
me plenty of times in the past — a force
with lots of its models in range of a
Harbinger of Evil rarely survives for more
than a couple of turns.

With this in mind, it’s all the more
important not to just throw your
Ringwraiths away when they run low on
Will points. Hold them back, and use them
for this special purpose once the enemy
force has broken. A Ringwraith on his last
point of Will can be very effective when
used like this!

Another thing to bear in mind, is how
crucial it is to deprive Good Heroes of
their Stand Fast! ability. Any Hero with
Might points left at this stage can be a
game winner. If a model is already
engaged, it can’t make a Stand Fast! roll.

This is the most straightforward of all
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This month, Pete Foley takes a look at the Shooting phase,
considering the finer points of the art of archery. Heed these

words of wisdom and your Shooting phase will go with a
bang (or, at the very least, a twang).

Imost all Warhammer armies boast
A units that excel in the shooting

phase, and careful use of these
ranged killers can win you the game.

But shooting rarely works as a battle-
winner if you do not plan ahead. Firstly,
you need to decide where your missile
troops fit into your plan when you are
selecting your army. Including a few
missile troops in a combat-oriented force
will probably not yield much benefit as
including another fighting regiment, but
armies that rely on shooting as their
primary trick nearly always need some
hand-to-hand capability lest they be
overwhelmed in the Combat phase.
Successful generalship relies on developing
a plan, then choosing an army to fit that
plan. This could not be truer than when
trying to determine what ratio of missile-to-
combat troops to include in your army.
We're going to take a look at missile-heavy
armies, and how to counter them.

Deploying missile armies

Many armies have the opportunity to field
a missile-heavy force. Empire, Wood Elves,
and Dwarfs are but a few. Those that are
based around shooting rely more heavily
on careful deployment than any other.
Where combat-heavy, magic-heavy or
balanced forces need to manoeuvre to get

the best opportunity to use their strengths,
a missile army must be able to bring its
weapons to bear from the very start, as you
will have, at most, four turns of
uninterrupted shooting. Simply put, it's no
good if half your army cannot fire from the
first turn. Every shot unfired means
potentially more enemy crashing into your
fragile missile units. Before you place any
models on the battlefield, create a map of
where you expect your opponent to deploy
his units, then place your own units to
effectively combat his positioning. Save
your best units until last too, to make sure
they have the best spots. It is well worth
spending time doing this = more than for
any other type of army, deployment is
what wins the game for missile armies.

Maximising your arcs of fire are vital to
your coming victory. If your opponent’s
army is slow and not very manoeuvrable,
then combining your units” arcs of sight
will be more important than covering the
whole battlefield. Fig. 7 shows an ideal
formation for shooting at slow-moving
armies — here all your shooting units can
concentrate their fire.

If your opponent has a sneaky, fast
moving army, on the other hand, you need
to deploy differently, for he can skirt your
arcs of fire and remain unharmed. Dark
Riders, for example, are the bane of my




Threat-o-liser

Unit Threat

Solution

charge range

Chaos Knights Going to smash straight
through my infantry next turn

Furies About to charge my
war-machines

Marauder Infantry Two turns away from

Fire cannon and Handgunners at them
to reduce their numbers

Shoot them with remaining
Handgunners and bowfire, reducing
their numbers so that my crew will have
a better chance of fighting them off.

Fire the Mortar at them. It will be too
unreliable to kill off the other main
threats so the Marauder unit becomes
the best shot for this particular war-
machine.

life. However, these armies usually
comprise small units that do not require
maximisation of firepower. Fig. 2 is a
deployment that ensures wide coverage
rather than concentration of shots, so you
will be able to shoot no matter where your
opponent moves his units.

Terrain

Since all your missile units require line of
sight to their target, deploying in areas
where your troops can see a good amount
of the battlefield is of paramount
importance. Hills are key, for units on them
can see over their friends, and can fire in
two ranks. Don’t deploy troops behind
features where they can’t see anything, and
seizing a defendable obstacle early on can
make your combat-poor missile specialists
a little more durable. Putting your troops
behind difficult terrain is not an issue for
missile-armies, but a blessing. Anyone that
tries to come head on at you will be
slowed down. This does not matter to you,
as your troops will not be going anywhere.
Placing your units to take advantage of
terrain will either force your opponent to
face your guns head on, or leave you time
for a cup of tea while his cavalry wastes
time sneaking through terrain to avoid your
withering hail of missiles.

Remember that the same considerations
affect your opponent too. It's unlikely that
cavalry units will be planning to move

through heavily wooded areas or marshes,
whereas skirmishing units will be much
more likely to use these features as cover
for their advance. Think on this, and it will
give you clues as to where your enemy will
place his men.

Who to smite?

Selecting the right target to rain death upon
is the most critical thing to get right in the
actual Shooting phase, so before you get
out your dice and start blowing apart one
of your opponent’s units, make sure you
are doing it for the right reasons.

The first thing to consider is which
units are threatening your army the most.
In the first turn, a slow-moving infantry unit
still in its deployment zone is probably less
of a threat than a Dragon that’s just landed
in front of your battle line. Likewise, don’t
be duped by decoys. Five Dire Wolves that
are racing towards you are not as much of
a threat as the Vampire Lord further back.
Consider which units in your opponent’s
army you need to remove the most.
Whittling down elite, expensive units — the
mainstay of many a combat army — or
destroying monsters are good choices.

In order to decide who | should be
targetting, | use the Pete Foley Patented
Threat-o-liser. If | have a shooty Empire
army and am facing a Chaos army, then
the threat-o-liser might look a bit like this
table (See above).

Even though the Wizard isa
_tempting shot for the cannon, &
those knights are going to
cause even more problems if
you don't deal with them.

. )

Not only do Empire Crossbowmen
have Strength 4, 30" range weapons,
but they can also form detachments.

Bretonnian Peasant Bowmen can
stand behind defensive stakes,
which makes them hard to shift.

Dark Elves have the repeater
crosshow which can fire a hail of
shots in quick succession.

With armies that have a minority of
missile troops, such as Orc Arrer
Boyz, great care must be taken
when choosing targets. They are
best used for destroying small

units, and causing Panic tests.



Adam Troke: My tactic was shamelessly stolen from a game against
Pete a few weeks ago. | liked it so much, | adopted it for myself.
Behold it in all its devious glory.

If a model or unit with a Unit Strength of 5 or greater is
destroyed in the shooting phase, then all friendly models within 6"
must take a Panic test.

“That’s nothing new,” | hear you cry. And you’d be right. Tips
don’t have to be new to be clever though... Before you open fire,
look specifically for those enemy units that have Unit Strength 5 or
better, and are surrounded by chums. By blasting the small unit
away (generally an easy task for those armies that like to shoot)
you can force a lot of Panic tests easily, sometimes before the
enemy has had a turn. The only requirement is that you completely
destroy the offending unit. The picture shown is an almost exact
recreation of the situation that Pete caught me in. All he did was
turn his Repeater Bolt Throwers against the Marauder Horsemen
and kill them. My blundered Panic tests did the rest.

Make sure you use the best tool for the S4) has a 50% chance of hitting a Skaven
job, too. If your line is threatened by a unit unit at half range, and a 66% chance of
of skirmishers then a bolt thrower is not the inflicting a wound. If there are 20 Skaven,
best countermeasure, but an Organ gun or you will need to fire at least 15
other weapon that doesn’t roll to hit will Crossbowmen in order to cause a Panic
make a mess of them. In the same vein, test. Half of them should hit, and two-thirds
small units of archers aren’t terribly of these should wound, killing five Skaven.
effective against heavy cavalry, but they But that’s assuming the dice scores match
can make short work of fast cavalry. the odds, so it is best to fire more.

Once you have your plan of action, If a unit has a high Leadership, or is
stick to it. Don’t be tempted by sudden immune to psychology, you will need to
opportunites unless they are truly destroy the unit to neutralise it entirely. As
outstanding (See Fig. 3). this is very difficult, it is best only to

reduce the unit’s numbers and thus its
Set yourself a target effectiveness. Removing a rank or two
Guessing how much firepower you need to might be the aim, or reducing it to a lower
concentrate on a unit in order to neutralise Unit Strength than your own unit. Once
it is complex, as it involves many variables.  you have done this, move on.
Therefore you have to decide what your Whatever your intention, stick to your
goals are in each shooting phase before plan. If you want to destroy a unit, destroy
rolling any dice at all. it, if you want to cause three Panic tests,

If the target has a low Leadership then keep on firing until you do so. Do not give
you should aim to cause enough casualties yourself too many goals, as you will split
for a Panic test and leave it at that. your fire too much and will achieve
Remember to calculate how many models nothing more than removing a few models
you will need to remove from a unit first, here and there. Make sure, too, that this fits
then consider how many shots you’ll need with your overall battle strategy. Don't

L bt o 4, to inflict this number. It's no good guessing decide that you must wipe out a unit of
The sling is a fiendish weapon - its . ) : : .
2 x multiple shots rule allows even NIy to find out that you needed to kill one elite warriors only to become distracted by
small units to pump out high rates more model than you thought. For your opponent’s skirmishers or fast cavalry.
of fire at short range. example, an Empire Crossbowman (BS3, That's what he wants you to do.
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War Machines

The positioning of your war machines is
extremely important. War machines can
cut a swathe through an enemy army, but if
they are left unprotected, they are a
painfully easy way for your opponent to
accumulate victory points, and can open
up your army to further attack. Even more
than missile troops, they need to be able to
fire from the game’s beginning — their
mobility is so poor that you want to put
them somewhere where they can spend the
entire battle. Hills, again, are perfect.
Centrally placing your machines to take
advantage of a wider field of fire is
generally preferable, but you can save your
war machines until last in deployment, and
set them up to directly counter enemy
units, not only in the first turn, but all the
way through the game. A good example of
this is placing bolt throwers or cannons on
your flanks to enfilade enemy regiments.

For the Shooting phase itself, you need
to decide what your war machine is best at
doing. For example, cannons, with their
high Strength and abilities to ignore armour
and destroy a whole rank of troops,
remove all of the defensive advantages of
heavy cavalry. Similarly, mortars and stone
throwers are well-suited to hitting large
blocks of infantry.

Defending your war machines

There are several common methods of
defending your war machines.

If you can’t find a hill, you might want
to consider embedding your war machines
in your main battleline (See Fig 4). There
will only be one direction that the enemy
can charge the machine from, and even
this may be difficult if the frontage of the
enemy unit is too wide to fit through the
gap between your infantry units. This will
not only protect the machine, but also
make the enemy commander think twice
about hurtling headlong into your centre.

Attaching a character to a war machine
is another way of ensuring it lasts. Very few
fast cavalry units or flyers will want to

The Tomb Prince resolutely =
* challenges any enemies to
- charge the catapult.
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charge a war machine joined by a great
weapon-wielding Hero (Fig. 5). The
character will more often than not win the
combat, sending the attacking unit running.
He can also stand and shoot if armed with
a missile weapon. Empire and Dwarf
Engineers excel in this role.

Incoming!

When you have no missile weapons, facing
an army full of guns is a harrowing
experience. Spending the first couple of
turns doing nothing but removing models
from the board is demoralising, but take
heart — there are ways to combat those foul
fiends who choose to shoot at you instead
of stepping forward for an honest fight.

Generally speaking, getting your head
down and running is a good philosophy,
especially if your army can cover the
ground between the armies quickly. Using
the terrain, where available, to limit the
amount of firepower coming towards your
prize units is advisable, but remember that,
until you start fighting, your opponent is
scoring all the victory points, so don’t get
too carried away in wending a tortuous
route to the foe.

If you have any expendable units, stand
them in front of your expensive troops.
Skirmishers are great for this. Your
opponent will waste his valuable shots on
your cannon fodder, leaving your heroic
killing machines free to do what they do
best. If you have any ethereal models in
your army, then all the better.

Last but not least, go for it. If you
bravely attack then it forces the shooting
army to roll dice, and if the fickle dice
gods favour you then all those misfires and
unreliable tests can go in your favour. Just
remember, if you cower behind forests in
your own deployment zone it means
neither player has fun.

So, whether you plan on packing as
many guns into your army as possible, or
looking for ways to get through the rain of
arrows, good luck. In the Shooting phase,
above all others, you'll need it.

www.games-workshop.co.uk/warhammer/gaming
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Guy Haley: Use units of
disposable infantry such
as Empire Militia to
redirect potential
charges by angling them
cunningly. Sending the
enemy where you want
them helps combat the
common failing of shooty
armies, which is to line
all their models up,
inviting a devastating
flank charge that will roll
up their line. This tactic
can also buy you more
time should you have a
disastrous Shooting
phase, allowing your
units to reform, shoot
some more, or even
redeploy elsewhere while
the enemy regiment
painfully reorders itself
for another charge.

Dwarf handguns grant a +1 to hit,

placing Thunderers among the

most effective shooters in the game.

Alessio Cavatore: I'm
sure that sprinkling
enemy units with a
shower of missiles
looking for Panic tests is
a valid tactic, but | tend
to prefer a different
approach when I use a
gun-line army. This
subtle scheme goes
under the title of
“Concentrate all
firepower on the super-
big thing!”. In other
words, pick a target,
normally starting from
the fastest and/or most
powerful enemy unit
advancing towards your
line, and shoot it. And
shoot it. And shoot it
some more, "til it’s dead.
Then pick the next
fastest/nastiest one and
keep going, and don't
forget your +1 to hit
against large targets!
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© Spellweaver
Level 4 Wizard, 2 Dispel
Scrolls, Divination Orb, A
Lamentation of Despairs.
350 points

© Noble
Light armour, Army
Standard Bearer, Banner
of Dwindling.

142 points

© Noble
Light armour, grear
weapon, longbow, Hail
of Doom Arrow, Talisman
of Protection.

126 points

O 5 Glade Riders
Musician, Standard
Bearer, Horsemaster.

156 points

© 10 Glade Guard

Musician, Standard

Bearer, Lord’s Bowman.
144 points

© 10 Glade Guard

Musician, Standard

Bearer. Lord’s Bowman.
144 points

€ 8 Scouts
Lord’s Bowman.
142 points

© 20 Eternal Guard
Musician, Standard
Bearer, Eternal, War
Banner.

295 points
© 3 Warhawk Riders
Wind Rider.

140 points

@ 9 Wardancers
Musician, Bladesinger.
183 points

@ 5 Waywatchers
Shadow Sentinel.
128 Pts

@ Great Eagle
50 Pts

2000 points

il o o

e g P -
P K l. = -.'. I-t‘ E d"_,- K
I Iek= Pl 1 AN .-.., e -

g TET L
B 4 e

b -l

i~ 1Y

-
b

w '

-‘?-.

"' _hr'-';.

R e
i g | | o e T - -
R e e
ﬂl o R l.,.!'f-f _" o

Oxy

.......

iy g

LS
L e

The basic archers (@ and @) are
really the heart of this force, and

ood Elves are rightly
renowned as the best

archers in the Warhammer  should direct their prodigious -
World. While other missile armed bowfire at the greatest threats in the #
troops must generally stay still to enemy army, all the time protected J
fire with any real degree of success, by the nearby Eternal Guard @. 4
the Asrai archers suffer no penalty One Noble has a Hail of Doom [
for moving before firing. With their arrow, which is quite capable of -‘
30" range longbows and a speedy seeing off a low-Leadership unit
Movement of 5, these deadly with one shot! The Wardancers 0,
sharpshooters can fire deep into the Warhawk Riders @ and Great Eagle :
enemy’s deployment zone from @ are there to work in concert, |
Turn 1. With Weapon Skill 4 and destroying softened-up units in one ;
Initiative 4, they are not as easy to or two devastating turns of combat.

Finally, the Scouts, Waywatchers
and Glade Riders provide mobile
firepower, picking off units and
harrassing the enemy’s flanks.

kill in a fight as other missile troops,
and can quite happily take a charge.
The army shown here

specialises in hit-and-run tactics.

WHITE DWARF WARHAMMER TACTICA: SHOOTING
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Lizardmen Skinks iy 4 /g
Ranged poison attacks can be very /il el 43 2
effective, and Skinks are amongst the

best troops with this ability (they
Skirmish and can swim, which is
handy). When using their Skink
blowpipes, make sure you do not get
tempted to use their multiple shot
ability if it means you will need more
than a 6 to hit. Needing a 6 followed
by a 4+, for example, will remove their
poison ability. A few Strength 3 shots
are unlikely to scare even the weakest
of units, whereas ten poisoned shots
will make even the mightiest Dragon
cringe. Having to take three or four

saves a turn is a daunting prospect RSt
for any monster. ﬁ"‘ﬂfﬁmf R
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Gnoblars

Ogre armies are not renowned for their ability to shoot
straight but hidden away in the depths of their army list
are some really surprising sharpshooters. No, not the
Leadbelchers, nor even the deadly Scraplauncher; there -
are a group of individuals in an Ogre army that are the i
bane to any Large Target. The sharp stuff fired by any i
ranked up unit of Gnoblars may seem insignificant to any "
infantry unit but when a large target lands in front of
these little guys, they better have a good armour save or
Toughness 6. Due to the rules for firing at large targets
the entire unit of Gnoblars can fire if they are in range.
With the +1 to hit for shooting a large target, the odds of
these little greenskins causing a few wounds becomes
fairly likely. In fact against a T5 Large Target like a Giant, a
unit of 20 Gnoblars should cause between 3 and 4
wounds on average. Quite a threat, especially if they get
to try again with their Stand and Shoot reaction when the
monster charges them next turn...
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Vampire Counts

The Vampire Counts army has no shooting
units other than the special scream attack
from the Banshee. Whilst extremely
vulnerable to magic missiles and Dwarf runic
war machines, the Banshee is still a terrifying
sight for any army general whose troops are
not Immune to Psychology. As long as you
keep these special ladies out of harm's way,
they can work their way across your
opponent’s army taking out small units pretty
much at will. An extremely useful way of using
them is to knock an extra rank off bigger units

you are about to engage. The extra combat
resolution can help your weaker troops win a
combat and could mean that the enemy unit is
now outnumbered by your Fear-causing
models, forcing them to flee.
3
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Month by month,
Painting Workshop
builds into a
comprehensive guide
to the subtle art of
painting Citadel
Miniatures.

o Top Tip

In part three of our ongoing painting series, we take a look at
layering paint — a quick and effective way of applying simple
highlights and shading to a miniature.

apply a coat, or layer, of a paint or ink

over a model’s base coat, to provide
either a shade or a highlight.

For instance, a dark colour such as
Charadon Granite can be highlighted with
Codex Grey and then Fortress Grey,
producing a dark grey tone. However,
Charadon Grey can also be used as a
shading layer for a Codex Grey base coat
to create an entirely different shade of
grey. The chart on the opposite page gives
some idea of what colours to use with
which to create a 3D paint effect — what
all painters aim for. Basically, the darker
the base colour, the darker the finished
tone will be. The new Foundation paints
are included on the chart. Remember that
these paints are great straight from the pot
for base coating, but will need thinning
down more than usual for layering due to
their strong pigment.

Layering Is a technique where you

Application of layers

Applying a layer is very simple — just paint
a strip of colour. You are trying to simulate
the effects of light falling on the model, so
try to follow the natural contours of the
miniature. Obviously, if you are
highlighting a base colour with a lighter
colour, then you need to paint on the
raised areas, whereas if you want to add a
shade to a colour, you need to paint into
the creases and folds. In either case, most
of the model should be left the original
base colour to create the illusion of light
falling onto the miniature.

The highlighting and shading processes
can be combined so, if you wanted to, you
could paint a model with Necron Abyss,
paint Black Ink into the cracks to give the

effect of shadows, and then highlight the
raised areas with Regal Blue. You should
end up with the the deep recesses painted
black, the mid areas painted Necron
Abyss, and the highest layers Regal Blue,
giving you a very dark shade of blue.

You can intensify the effect further by
adding more, even lighter, layers. Leave
some of the previous layer showing with
each application. This will mean that each
successive highlight layer will be finer than
the last. Continuing our example above,
we could add a fine highlight layer of
Ultramarines Blue. A highlight layer and a
shade is more than enough to give you a
handsome unit of models fit for anyone’s
battlefield, but the more layers you add,
the smoother the finish. The ‘Eavy Metal
Team might use a dozen highlight layers
on a particulary important model. In this
super-smooth ‘Eavy Metal style layering,
you need to dilute the paint you use for
the layers with about 50% water.

On the next page you will find two
models painted with layering. The painter,
Christian Byrne, has also used a wash
technique. Washing is where you water
down an ink or paint to get a thin mix that
will run into the crevices of a model. There
are many different types of wash, and we'll
be looking at those in greater detail in a
future issue. Christian has used some
Foundation paints as washes — remember
that these are very strong paints and will
require a lot of water to make into washes
— about a 20:1 mix of water and paint!
After mixing his wash on his pallette,
Christian painted the colour into the
recesses, exactly as he would a shade. The
advantage a wash brings is that it will not
overwhelm the base colour.

: Use a separate water jar for metallic paint

It is a good idea to keep two jars of water for painting, one for metallics and one for all
other colours. If you look closely at water that has been used to clean metallic paint off a
brush, you will see specks of metallic material - these will contaminate other colours.




Golour Ghart

This chart should give you some idea of the versatility of the Citadel
paint system. All the paints can be used straight out of the pot. However,
you can freely mix them to create precisely the colour you want.

BASE COLOUR

ADEPTUS BATTLEGREY

FENRIS GREY

NECRON ABYSS

MORDIAN BLUE

HORMAGAUNT PURPLE

MECHRITE RED

MACHARIUS SOLAR ORANGE

IYANDEN DARKSUN

TAUSEPT OCHRE

TALLARN FLESH

CALTHAN BROWN

GRETCHIN GREEN

KNARLOC GREEN

ORKHIDE SHADE

CHARADON GRANITE

KHEMRI BROWN
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SHADE

SHADOW GREY

CHARADON GRANITE

CHARADON GRANITE

BLACK INK

MIDNIGHT BLUE

BLACK INK

CHESTNUT INK

FLESH WASH

SCORCHED BROWN

DARK ANGELS GREEN

ORKHIDE SHADE

BLACK INK

BLACK INK CODEX GREY
BROWN INK KOMMANDO KHAKI BLEACHED BONE
FLESH WASH BLEACHED BONE SKULL WHITE

1ST HIGHLIGHT

l
z

SHADOW GREY

HAWK TURQUOISE

REGAL BLUE

ENCHANTED BLUE

WARLOCK PURPLE

BLOOD RED

BLAZING ORANGE
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DESERT YELLOW E,GOLDE'H" YELLOW | BAD MOON YELLOW
VOMIT BROWN BLEACHED BONE

VERMIN BROWN

CATACHAN GREEN

KNARLOC GREEN
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2ND HIGHLIGHT

SKULL WHITE

ULTRAMARINES BLUE

ICE BLUE

BLAZING ORANGE

FIERY ORANGE

CATACHAN GREEN
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Models painted with layering

Use standard brush »

PAINT METAL:
Boltgun Metal

&

PAINT GOLD:
Shining Gold

PAINT AXE HANDLE:
Calthan Brown
- PAINT AXE BINDING:
“ ' Dheneb Stone

PAINT HORNS:
Khemri Brown

STAGE 2

PAINT CLOAK:
Mechrite Red

PAINT FUR: Pl
Astronomicon Grey \.,J]__,f

PAINT LEATHER:
Charadon Granite

PAINT BOOTS:
Charadon
Granite

PAINT SKIN:
Knarloc Green

PAINT TEETH:
Khemri Brown

PAINT TROUSERS:
Calthan Brown

&

WASH METAL:
Charadon Granite

WASH GOLD:
509 Charadon Granite
50% Hormagaunt Purple

HIGHLIGHT

AXE HANDLE:
50% Calthan Brown
50% Vomit Brown

PAINT AXE BINDING: &
Khemri Brown

HIGHLIGHT
 HORNS:
Dheneb Stone

STAGE 3

HIGHLIGHT CLOAK:
Blood Red

WASH FUR:
Khemri Brown

HIGHLIGHT
LEATHER:
Khemri Brown

g

HIGHLIGHT
BOOTS:
Khemri Brown

&

WASH SKIN:
Orkhide Shade

- HIGHLIGHT TEETH:
. Dheneb Stone

HIGHLIGHT TROUSERS:
50% Calthan Brown/50% Vomit Brown

HIGHLIGHT METAL:
Mithril Silver

HIGHLIGHT GOLD:
Burnished Gold

HIGHLIGHT
AXE HANDLE:
Vomit Brown

HIGHLIGHT
AXE BINDING:

Bleached Bone

HIGHLIGHT HORNS:
Skull White

88 WHITE DWARF LAYERING COLOUR

HIGHLIGHT CLOAK:
Blazing Orange

HIGHLIGHT FUR:
Skull White

HIGHLIGHT
LEATHER:
Bleached Bone

HIGHLIGHT
BOOTS:
Bleached Bone I

HIGHLIGHT SKIN:
HIGHLIGHT 50% Knarloc Green/
TROUSERS: 50% Gretchin Green
Vomit

Brown HIGHLIGHT TEETH:

Skull White

&




Following the instructions below, you should be able to recreate the paint schemes on these models. Full explanations of
the layering and wash techniques are on the previous pages. Always keep your brushes’ points sharp by rolling the points
on some wet tissue between applications, and don’t dip them into the paint past the metal ferrule.

PAINT CARAPACE ARMOUR

. - ®

Adeptus Battlegrey

PAINT SWORD HILT: PAINT METAL:
Shining Gold Chainmail
PAINT HEAD:

Tallarn Flesh

PAINT BELT:
Calthan Brown
[

PAINT

PAINT GRENADES:
Gretchin Green

. CABLES:
Chaos Black

CLOTHES

Orkhide Sh.‘rrft; ‘

PAINT INSIGNIA:
lvanden Darksun

PAINT BOOTS:
Chaos Black

STAGE 2

WASH SWORD HILT:
50% Charadon Granite
50% Hormagaunt Purple

PAINT METAL:
Charadon Granite

Use detail brush »

WASH CARAPACE ARMOUR:
Charadon Granite

WASH BELT:
Charadon
Granite

WASH GRENADES:

HIGHLIGHT
CABLES:
Charadon
Granite

Orkhicde Shade ®

PAINT INSIGNIA:

CLOTHES:
See side bar

Sunburst Yellow

HIGHLIGHT BOOTS:
Charadon Granite

STAGE 3

HIGHLIGHT SWORD HILT:
Burnished Gold

PAINT METAL:
Mithril Silver

Use fine detail brush »

HIGHLIGHT CARAPACE ARMOUR:
Astronomicon Grey

HIGHLIGHT
BELT:
Vomit Brown

HIGHLIGHT INSIGNIA:
Skull White

PAINT CLOTHES:
BOOTS: see sicde bar
Chaos ﬂ.l';.'rL

B

S

HIGHLIGHT BOOTS:
Codex Grey

ill' L:-I|_|I .
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PAINT SKIN:
Tallarn Flesh

JueabJas -Iilllllll.llll.l.lllls

PAINT STUBBLE:
60% Tallarn Flesh
40% Charadon Granite

WASH MOUTH, EARS
AND EYES:
Charadon Granite

HIGHLIGHT SKIN:
50% Tallarn Flesh
50% Skull White

Over a base of Orkhide
Shade, add daubs of
Gretchin Green.

Paint Knarloc Green in the
centre of the Gretchin
Green blotches, leaving a
line of Gretchin Green
round the Knarloc Green,

www.games-workshop.co.uk 89
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DWARF
BATTALION

Contains: 24 Warriors, 16
Thunderers (can be modelled
as Quarrellers) and a Cannon
(can be built as either a
Cannon or an Organ Gun).

BRETONNIA
BATTALION

Contains: 16 Men at Arms, 20
Bowmen, 8 Knights of the
Realm and a Pegasus Knight.

LIZARDMEN
BATTALION

Contains: 24 Saurus Warriors,
8 Saurus Cold One Cavalry
and 24 Skinks.

TOMB KINGS
BATTALION

Contains: 8 Skeleton Horsemen,
3 Chariots,16 Skeleton Warriors
and 16 Skeleton Archers.

REATATIIXA LK
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SKAVEN
BATTALION

Contains: 40 Skaven Warriors,
20 Plague Monks, 6 Giant rats
with Packmaster, and 2 Rat
Ogres with 2 Packmasters.

HIGH ELF
BATTALION

Contains: 16 Spearmen,
16 Archers, 8 Silver Helms
and a Bolt Thrower with crew.

WOOD ELF
BATTALION

Contains: 24 Glade Guard

(can be made as Scouts),
8 Glade Riders and 12 Dryads.

OGRE KINGDOMS
BATTALION

Contains: 6 Ogre Bulls, 4
Leadbelchers, 4 Ironguts and
24 Gnoblar Fighters.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted a::a‘ unassemb!eﬂ Certain Citade! products may be dangam%mcmrmm Prices
Wo

correct af Hnw of going to press, pleasa contact us for current availability and Games Workshap prices, Prices quoted are for products sold by Games
stores, catalogue o website. Independent retailers are responsibie foRglelermining their own prices. ¥,
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Battalions contain enough plastic

miniatures to form the core of a
Warhammer army as well as offering
substantial savings. They are the

quickest way to get a force ready for
this year’s campaign!
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Contains: 10 Empire State Troops, 10 Empire State
Handgunners (can be assembled as Crosshowmen),
5 Empire Pistoliers (can be made as Outriders),

8 Empire Knights and 1 Empire Great Cannon (can
also be assembled as a Mortar).

edn s ll ORC & GOBLIN BATTALION o

T AR STREITMACH % & COBLINS &

Contains: 15 Orc Warriors, 10 Forest Goblin Spider
Riders, 20 Night Goblins and 1 Orc Boar Chariot.

Fictures for fllustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices
correct al lime of going fo press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by Games Workshop through its own
sitores, catalogue or website. Independent retaflers are responsible for determining their own prices. -



EANNEMIETAR
FAI NTrN G
ASTERCLASS

i
s
B
-
— —
= m
———
=
b

WARHAMMER

740,000,

With the awesome
new Master of the
Ravenwing model out
recently, we couldn’t
resist getting "Eavy
Metal to demonstrate
how to paint him and
his jetbike.

great addition to your army, both as a

centrepiece and as a game-winning
killing machine. Special characters like
this deserve special care and attention
when painting, so they look as good as
they can on the field of battle.

We dispatched our Interrogator-
Chaplains to quiz Anya Wettergren, 'Eavy
Metal’s Swedish painting machine, about
how the experts do it.

Sammael is an amazing model, and a

Preparing the Model

As usual, you need to clean up the
miniature using a hobby knife and a set of
files. When assembling metal models,
always check the pieces fit well together as
natural differences in the metal, cooling
times and numerous other factors can have

The finished Sammael. This is what you
will be working towards creating
vourself by following our guide. In
order for you to better see the deltail,
Sammael is shown here slightly larger
than actual size.

The 'Eavy Metal Technique

The ‘Eavy Metal painting style is
predicated on one important principle -
always water your paints down.“We
never use the paints straight from the
pot’; says Anya. "Although of course you
can paint straight out of the pot, it does
not give you the smoothness of finish
that ‘Eavy Metal miniatures require. This
smoothness is most important when
applying your basecoat.”

Anya says it takes practice to figure
out how much water to put into a paint,
as it differs depending on technique, the
colour used and the purpose to which it

SAMMAEL, MASTER
OF THE RAVENWING

had an effect on the components. File
these until they fit together as well as
possible. This is even more important on a
model like this, whose lines are the straight
edges of a machine. Additionally, with
large metal models, you might like to pin
the parts together using a pin vice and
some stiff wire — bits of a paperclip will do.
This will lend the model extra strength and
durability. Finally, fill any obvious gaps
with Green Stuff.

Anya decided to paint this model in
two pieces, as there are a lot of nooks and
crannies to get into. This is a useful thing
to do on any dynamic miniature, but you
don’t have to paint every part individually;
here Anya made two sub-assemblies — the
upper body of Sammael and the rest — and
that was sufficient to make painting easier.

is put. For example, when shading she
thins the paint almost to a wash, while a
basecoat might have a little water put
into it just to make sure it is super-
smooth, providing a good base for the
highlighting and shading processes.

The real secret to highlighting the
‘Eavy Metal way is to apply almost
translucent layers of paint. We can’t
show every single application, but on
page 92 we have used Sammael’s cloak
as an example to show you all the stages
applied so you can get a good idea of
how it is done.




Step 1: Painting Metal

All painters approach a project in a different way. Anya concentrates on finishing a particular area off before moving
onto the next. First she did the metal areas, mostly with layering, but with some washes. Basecoating here has to be neat,
so you do not end up having to go back to tidy up the black, which forms the main block of colour.

METAL BASECOATS

. SILVER: Boltgun Metal
. GOLD: Brazen Brass
. BRASS: Brazen Brass

. Sammael’s
brooch is
painted the

same way as the
rest of the gold
and then glued
on later.

METAL SHADES

SILVER SHADE: Black Ink

EXHAUST SHADE: 50% Chaos Black
50% Scorched Brown

GOLD SHADE: 50% Scorched Brown
50% Liche Purple

BRASS SHADE: Brown Ink

BRASS HIGHLIGHTS

‘ BRASS HIGHLIGHT: 50% Brazen Brass
50% Mithril Silver

BRASS HIGHLIGHT 2: Mithril Silver

GOLD HIGHLIGHTS

@ L EXHAUST SHADE: 50% Shining Gold
- 50% Mithril Silver

GOLD HIGHLIGHT 2: Mithril Silver

SILVER HIGHLIGHTS

. SILVER HIGHLIGHT 1: Chainmail

SILVER HIGHLIGHT 2: Mithril Silver

WpiopTip

Paint it all

Always check all angles
of the model when
painting! “If you don’t,”
says Anya, “you can miss
bits. When this happens,
there is no way that you
can get a good finish.”

BRASS AND GOLD

Though the gold on the
rider and the brass on the
bike both start off with a
Brazen Brass basecoat,
they are shaded and
highlighted differently.
After shading the gold
with a watered-down paint
mix (left), she applied a
Shining Gold layer, almost
as she would a basecoat,
leaving the shade showing
only in the deep crevices.

MULTIPLE HIGHLIGHTS

Anya applied several
layered highlights to the
metal areas, adding more
Mithril Silver to the mix for
each successive layer. As
you can see, she
highlighted only the very
edges of the metal with
pure Mithril Silver.

www.games-workshop.co.uk/darkangels 93



Step 2: Cloak, book and flesh

All these areas are a similar colour, so Anya decided to paint them together. She painted round the details that would
eventually be a different colour, leaving them black. You can pick them out in black again before painting them, but this
deadens the detail slightly, taking away from the crisp finish that ‘Eavy Metal painters are renowned for.

SHADING

Anya used two different
shading techniques here.
She layered a thin line of
slightly dilute Scorched
Brown into the lines of the
face, whereas the cloak
had the Bestial Brown
shade blended into it. Of
note here, too, is the book
basecoat. This started as a
flat application of the new
Foundation Paint, Khemri
Brown, which provided a
good primer for a second
basecoat of Graveyard
Earth Citadel Colour.

BASE

U CLOAK BASECOAT: Bronzed Flesh

. BOOK BASECOAT 1: Khemri Brown

. BOOK BASECOAT 2: Graveyard Earth

. FACE BASECOAT: Bestial Brown

SHADE

. CLOAK SHADE: Bestial Brown

. BOOK SHADE: 50% Graveyard Earth
50% Black

. FACE SHADE: Scorched Brown

HIGHLIGHT

REALISTIC FLESH

Anya likes to highlight
flesh with very fine, thin
layers, usually taking four
stages in all. On this
model, halfway through
the layering process, she
applied a glaze of Purple
Ink round the eyes and
nose for definition.

BOOK
HIGHLIGHT 1: 50% Graveyard Earth
50% Bleached Bone

BOOK
HIGHLIGHT 2: Bleached Bone

BOOK
HIGHLIGHT 3: 50% Bleached Bone
50% Skull White

BOOK
HIGHLIGHT 4: Skull White

g:'f" FACE
3 HIGHLIGHT 1: 50% Bestial Brown

50% Dwarf Flesh
# FACF
' HIGHLIGHT 2: Dwarf Flesh

i FACE

&L, HIGHLIGHT 3: 50% Dwarf Flesh
50% Bleached Bone

FACE

HIGHLIGHT 4: Bleached Bone

The cloak, like much of the
model, was layered. As this

the more layers you apply,

1:1 mix with water.

HIGHLIGHT 2
Bleached Bone

W‘EX '

example amply demonstrates,

the smoother the finish. Each
layer used paint thinned in a

BASECOAT
Bronzed Flesh

Miee. —

it

"
i

HIGHLIGHT 3
Bleached Bone
and Skull White

*

SHADE
Blend a Bestial Brown
wash into the crevices

HIGHLIGHT 4
Skull White

HIGHLIGHT 1
Layer a 50% Bronzed Flesh
and 50% Bleached Bone mix

GREEN TRIM
See pg 88 for details
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Step 3: White

The white areas form a strong contrast to the black, and is important that they are clean. Make sure you are using pure
Skull White — always clean your paintbrushes thoroughly before dipping them into this paint! Also, make sure you do not
handle these areas too much when finishing the rest of the model, as this can make them grubby.

BASECOAT STRONG WHITE
WHITE BASECOAT: 50% Space Wolves Grey To achieve a good, even
50% Skull White basecoat, Anya used a 1:1

mix of Space Wolves Grey
and Skull White. She then
shaded the cracks with
watered-down Shadow
Grey paint. Note that this
is not a wash, but thinned
paint that is applied
directly into the recesses
with a fine detail brush.
Several highlights of
thinned Skull White were
then painted on very
carefully, building up the
colour gradually until the
result was a sharp,
luminous white.

SHADE

. WHITE SHADE: Shadow Grey

HIGHLIGHT

O WHITE HIGHLIGHT: Skull White
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Step 4: Final Details

The details on the model are a few different colours, so there is a lot to take in on these pages. Many of these areas,

though small, still require two or three highlights. Obviously, you are going to need your finest brushes and keep your
hand as steady as you possibly can to paint these very fine details.

GREEN & BLUE BASE

. GREEN BASECOAT: Dark Angels Green

. BLUE BASECOAT: Regal Blue

RED BASE

. RED BASECOAT: Scab Red

WHITE BASE

WHITE BASECOAT: 50% Space Wolves Grey
— 50% Skull White

DETAIL BASE

You need to apply two or V
three coats to get a
smooth blue, red or
green finish over black.
Alternatively, use one of
the new Foundation
Paints as a base.

BLUE AND GREEN

-~
-

. LEATHER BASECOAT: Dark Flesh

“ LEG ORNAMENTS BASE: 50% Codex Grey
50% Scorched Brown

. HAIR BASECOAT: Scorched Brown

GREEN & BLUE SHADE

. GREEN SHADE : 90% Dark Angels Green
10% Chaos Black

. BLUE SHADE : 90% Regal Blue
10% Chaos Black

RED SHADE

. RED SHADE : 90% Scab Red
10% Chaos Black

WHITE SHADE

. WHITE SHADE: Shadow Grey

DETAIL BASE

. LEATHER SHADE: 90% Dark Flesh
10% Chaos Black

. LEG ORNAMENTS SHADE: 90% Codex Grey
10% Chaos Black

. HAIR SHADE: 90% Scorched Brown
U{l.-"

10% Chaos Black

All the shades on

paints or paint
mixes that have

the model.

these two pages are

been thinned down
and painted directly
into the recesses of
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DETAIL HIGHLIGHTS

RED HIGHLIGHT

f_m' HAIR HIGHLIGHT 2: Bronzed Flesh

LEATHER HIGHLIGHT 1: 50% Dark Flesh
50% Bleached Bone

LEATHER HIGHLIGHT 2: Bleached Bone

LEATHER HIGHLIGHT 3: Acld more Bleached Bone

LEG ORNAMENTS HIGHLIGHT 1: 50% Bleached Bone
50% Basecoal mix

LEG ORNAMENTS HIGHLIGHT 2: Add more
Bleached Bone

HAIR HIGHLIGHT 1: Bestial Brown

HAIR HIGHLIGHT 3: Bleached Bone

RED HIGHLIGHT 2:

RED HIGHLIGHT 2:

RED HIGHLIGHT 3:

RED HIGHLIGHT 4:

| RED HIGHLIGHT 5:

50% Scab Red
50% Blood Red

50% Blood Red

50% Blood Red
50% Blazing Orange

Blazing Orange

50% Blazing Orange
50% EIf Flesh

GREEN & BLUE HIGHLIGHTS

GREEN HIGHLIGHT 1: Goblin Green

GREEN HIGHLIGHT 2: 50% Bleached Bone
50% Goblin Green

GREEN HIGHLIGHT 3: Bleachec! Bone

BLUE HIGHLIGHT 1: 50% Regal Blue
50% Shadow Grey

BLUE HIGHLIGHT 1: Space Wolves Grey

BLUE HIGHLIGHT 2: Shadow Grey

BLACK AREAS

. BLACK HIGHLIGHT 1: 50% Chaos Black

. BLACK BASECOAT: Chaos Black

. BLACK HIGHLIGHT 2: Codex Grey

50% Codex Grey

BLACK HIGHLIGHT 3: Fortress Grey

SWORD

. SWORD BASECOAT: 50% Chaos Black

O SWORD HIGHLIGHT 5: Skull White

‘ SWORD HIGHLIGHT 2-3: Add Fortress Grey

50% R E"g-ﬂ; Blue

SWORD HIGHLIGHT 4 Pure Fortress Grey
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Even though it is the
predominant colour on the
model, Anya left the black
until last. This needs to be
very subtly treated or will
become chalky. She first
tidied up all the black
areas a bit with a fresh
coat of Chaos Black paint,
then highlighted it three
times. These are hard edge
highlights -~ don't get
carried away here or the
armour and bike fairing
will look too grey.

THE RAVEN SWORD

The Raven Sword
is carved from a
block of obsidian.
To differentiate
this volcanic
stone from the
other black areas,
Anya added Regal
Blue to its
basecoat.She
then added
Fortress Grey to
the mix for two
highlights in
increasing
quantity, before
applying a fine
edging highlight
of Fortress Grey.
Finally, Anya
painted on a very
fine highlight of
pure Skull White.

How to Paint Citadel
Miniatures and How to
Paint Space Marines
provide an essential
reference for all the
techniques used in this
painting masterclass.
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| \/) Mordor Orc Heroes

N 7 u“[ Of all the Orcs of Middle-earth, the ranks of Barad-dir, Cirith Ungol and Minas Morgol
4
@B B

o boast the most infamous and cunning commanders.
L] &

Gothmog e

Gothmog’s armour is made from
beaten Mordor steel. He is armed
and equipped with the crude yet
effective wargear typical of Orcs.

.
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A fierce and brutal Uruk-
hai Captain, unswervingly
loyal to the Dark Lord.

Gorbag’s greed allows
Frodo and Sam to flee
into Mordor.
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Orc Captains e Orc Shamans e
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Shamans are
worshippers of the
dreaded Nazgiil.

[ORD#ERINGS

We turn our spotlight
onto the foul Orcs;
evil warriors that
hound the forces of
Good throughout
Middle-earth.

Captains are the most
vicious and cruel of
their race.

J"..L. ol "*_:T.-"J;‘l.ﬁ" e .
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Orc Warriors

Orcs are the most numerous of all the servants of Evil in Middle-earth. Infesting all the
dark and shadowy places of the world, these creatures are a menace to all that is good.

Mordor Orcs

These Orcs are belter

Trackers are good
equipped than their 8

shots — the best in the

weaker brethren. Orcish race.

MORDOR ICONS

The forces of Sauron
daub their crude armour
and weaponry with the
icons of Mordor.
Examples include the red
eye and sun, representing
the Dark Lord, as well as
the wraith-like faces of
Sauron’s feared servants,
the Nazgiil.

dOUAOW et

www.games-workshop.co.uk/thelordoftherings 99



Uruk-hai Heroes

The most cunning and savage of Saruman’s Uruk-hai were elevated to positions of power — champions of evil whose duty
it was to enforce the will of the White Hand upon the enemies of the Two Towers.

Lurtz is a powerful
warrior, and master of a
variety of weapons.

Uruk-hai Captains  Lurtz e

ALTERNATE LURTZ

Lurtz proudly displays the mark of
Saruman — the White Hand imprinted
on his forehead — symbolising his
loyalty to Isengard.

Vrashk( e

%

Ugluk’s ruthless
aggression makes him
a brutal leader.

This Crossbow-armed
Orc is an Uruk-hai
Scout Captain.

Uruk-hai Shaman Shatkas

Sharku is the chief amongst the Warg Riders, and the boldest of all that murderous horde.
His Warg is the largest and most fearsome of the pack.

Sharku rides to war on a
fearsome Warg. Of all the
Warg riders that inhabit the
bowels of Orthanc, Sharku is
the most accomplished.

Sharku on Foot @

Sharku is just as
dangerous and savage
on foot as he is in the
saddle of his Warg.
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At the height of Saruman’s power, tens of thousands of Uruk-hai were bred in the deepest pits of Orthanc to create an
army the likes of which had not been seen for an age, a violent horde with an inherent hatred of the higher races.

Uruk-hai
with pike

Uruk-hai with crossbow

Uruk-hai battering
ram crew

Uruk-hai
Banner Bearer

QAVONLSI] &

Feral Uruk-hai Uruk-hai Berserker

Warg Riders

Orcs ride to battle upon Wargs - gigantic, evil wolves. They are massive and dangerous creatures with a low cunning,
powerful hunters so swift that any prey they catch the scent of stands little chance of escaping.
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Moria Goblins

Like a plague, the Goblins of Moria have spread throughout the ancient Dwarven halls, filling every cavern and tomb
with their vile presence. Only the Balrog stops them from spreading further into the dark depths.

Durbiirz e—
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Durbirz rules over his dark brethren
with an iron fist, having used his size
and strength to bully his way into a

position of power.

Goblin Shaman e

The magic-wielding Goblin
Shamans are the tools through
which Sauron extends his infuence
to the depths of Moria.

Goblin War Drum
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’Ardcpat

‘ ter you’ve painted a lovely miniature, the last thing you want is
for it to get scratched. Luckily for you, we make varnish that
~ provides a protective coat for your masterpieces!

Purity Seal

Purity Seal is a satin varnish, the primary
use of which is to protect your models
from handling and the rough and tumble
of gaming (We’ve all knocked a few
miniatures over in our time as we
scrabble to make a decisive charge! -
Grombrindal). If applied correctly, Purity
Seal will provide a flat finish and
protective coat, but will not dull the look
of the models like matt varnish.

As with all aerosol sprays, many of
the problems people encounter are from
not following the instructions on the can
correctly. These are summarised here for
your convenience.

Good spraying technique

A

Do not apply too thick a coat to the

miniatures in one go. This will result
in a shiny finish. Apply the varnish as
several light dustings, and you will get a
protective coat with a light shine.

2If you want greater protection, apply
several light coats. Let the varnish dry

between applications.

35pray at about room temperature. All
sprays are affected by extremes of
heat or cold, and this can spoil the finish
— a potential disaster when varnishing a
lovingly painted model!

Purity Seal &

Shake the can for about two
minutes before you begin to spray.

When spraying, hold the can
approximately 12"/30cm away
from the models.

Move the can in a sweeping
motion across the line of models
for even coverage.

waﬁ'm%r' -_

PURITY SEAL
Sweden Kr100
MNorway Kr100

PURITY
SEAL

(Satin Varnish)

Always spray in a well-
ventilated area. Do not
inhale the spray.

Finishing Up

Once you are done
spraying, follow these
simple tips to get the
most out of your Citadel
Purity Seal.

=4 'Ardcoat

‘Ardcoat is a gloss varnish that forms

| a tough, shiny surface. Because of its

protective properties, some people
prefer to use ’Ardcoat in place of
Purity Seal. However, for most of us
’Ardcoat is primarily useful for
applying a wet-look finish to
appropriate areas of models. This can
be used to highlight drooling mouths,
glistening maws, deadly wounds or
slick, bloody areas. In the example to
the right it has been used on
Gobbla’s tongue to great effect.

N\

Hold the can upside down and
spray to clear the nozzle.

Store spray cans oul of direct
sunlight, in a safe, dry place.
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INDEPENDENT
STOCKISTS

The Most Convenient
Place to Shop!

e In Your Local Area

e Most Popular Boxes
and Hobby Supplies

e Official Sellers

With over 500 locations in the UK
there is never a local stockist far
away, making them perfect for that
quick resupply or hobby need.

They concentrate on stocking our
most popular products, meaning

you’'re more likely to find exactly
what you’re looking for!

All our stockists are official sellers
of Games Workshop games and
hobby products.

Find your local stockist using our handy map based store finder.

www.games-workshop.co.uk/storefinder




OBBYCRAF

Games Workshop products are now available in the
hobby and craft superstores — HobbyCraft! Available in
over 20 locations nationwide, they provide a convenient
stopping off point for hobby supplies and an excellent
range of our miniatures, games and hobby tools!
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To find your nearest store, check out the
HobbyCraft website at:

www.hobbycraft.co.uk

ot

1 HobbyCraft Basildon
Westgate Park, Tel: 01268 240100
2 HobbyCraft Bolton
Bolton Gate Retail Park, Tel: 01204 374300
3 HobbyCraft Bournemouth
Longham, Ferndown, Tel: 01202 582444
4 HobbyCraft Bristol
Cribbs Causeway, Tel: 0117 959 7100
5 HobbyCraft Chester
Chester Retail Park, Tel: 01244 650 110
6 HobbyCraft Coventry
Central Six Retail Park, Tel: 02476 234520
7 HobbyCraft Crayford
Tower Retail Park, Tel: 01322 552120
8 HobbyCraft Gateshead
Retail World, Tel: 0191 482 7410
9 HobbyCraft Gloucester
The Peel Centre, Tel: 01452 424999
10 HobbyCraft Greenford
Westway Cross Shopping Park, Tel: 0208 747 7500
11 HobbyCraft Leeds
Crown Point Retail Park, Tel: 0113 389 3020
_ 12 HobbyCraft Maidstone
\ St Peters Wharf, Tel: 01622 623750
; 13 HobbyCraft Milton Keynes
. Central Retail Park, Tel: 01908 308 330
: 14 HobbyCraft Northampton
- Weedon Road Id. Estate, Tel: 01604 591800
15 HobbyCraft Nottingham
v Lady Bay Retail Park, Tel: 0845 051 6549
” - 16 HobbyCraft Preston
Deepdale Shopping Park, Tel: 01772 661200
© 77 17 HobbyCraft Reading
Forbury Retail Park, Tel: 0118 902 8600
18 HobbyCraft Southampton NEW!
Gaters Hill, Tel: 0845 051 6521
19 HobbyCraft Stockport
The Peel Centre, Tel: 0161 429 5400
20 HobbyCraft Swindon NEW!

St. Margaret’s Park, Tel: TBC 3 18
21 HobbyCraft Tamworth ‘
Ventura Retail Park, Tel: 01827 300800
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Wood Elves Painted by Richard Sherlock

This month, we
showcase some of the
best painted armies
from last season’s
Warhammer Doubles
Tournament.
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Team: Dangerous Donuts

Painted by Stephen Bennett and Gregory Aston

) 90%
5

\
All models

shown at 90%
of actual size
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Below: Photographs from the event

Ben Johnson (Wood Elves)
Ben Curry (Lizardmen)

Andy Thacker (Bretonnia)
John Mason-Paul
(Wood Elves)

Pete Foley (Skaven)
Chris Taylor (Skaven)
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23rd-24th June 2007,
Warhammer World,
Nottingham.

Join forces with a friend to create a larger
Warhammer allied army.

- Mixed race alliances are encouraged, which
- offers a totally different Warhammer gaming
. experience!

ks ¥
#‘}'L“ You will need the following to take part:

& A 750 points Warhammer force for both
players in the team.

. & The combined forces will total no more than
1,500 points.

& Specific details are supplied in the
Warhammer Doubles Rules pack,
available online.

% Tickets cost £70 each and will be released on
g4 1st April 2007 - call 0175 91 40000

Tickets entitle TWO players to:

®™ Entry to the tournament..

&S 7 rounds of Warhammer Doubles gaming.

&N Lunch on both days, an evening meal on
Saturday, tea and coffee both'mornings, and
doughnuts on Saturday to get you started.

 ® Access to Warhammer World, including the
-L*"Eit&aél Mnf'fatﬂreSJJHall and Bugman S Bar._
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lnquls ) ":.ﬂ}r rogue agent uf thilrdu Heretic s,kh“qg‘i becu cnnsumed by his desire

- to expnse tlmft,emhle secret of the Darl»: Angels and'__"nwhﬂ helleugs the key to their secret

is located on a remote mining cnluny at the heart‘nf th& Barahtusa Nebula.

The Imperium is quick | to act, hupmg to curtail tha actwltles of the renegade Inquisitor.
However, Ghobi's actions have drawn the attentions of other races including the enigmatic
Eldar, the malicious Dark Eldar, fearsome Orks and the brutal forces of Chaos.

With the risk of their hidden past becoming exposed, the Dark Angels have little choice but
to respond, and with the Inquisition demanding answers, the Dark Angels find only enemies
on all sides...

To play, you will need a legal 1,000 points force and a 500 point reserve which when added
together make a legal 1,500 points force using the appropriate Force Organisation chart. You
will also require a Combat Patrol force for your chosen army that follows the army building
regulations in the rules pack. These can be downloaded from the UK Events Diary online.

Your ticket covers seven games across both days, lunch on both days and an evening
meal on Saturday. The event is being held at Warhammer World.

Age Limit: 16+ Tickets: £50 19th-20th May 2007

Please Note! There are 42 tickets for The following races are limited to only
Imperial players which include the 14 tickets per race:

following codices: Imperial Guard, Dark Angels, Eldar, Dark Eldar, Orks
Space Marines, Black Templars, and Chaos Space Marines.

Daemonhunters and Witch Hunters.

www.games-workshop.co.uk/campaignweekends
Tickets now available from Direct on 0115 91 40000




GCOMING THIS MONTH IN-STORE...

EASTER

\WAR“AMMER / ELDAR HARLEQUINS

40,000

a
From the depths of the webway come the Eldar \\ <« T |
Harlequins — a mysterious subculture of the Eldar “oof 200 Al 1}
whose every performance is a dance of death. Lo\ 32
Dressed in striking costumes of every colour, the /A '

Harlequins are a challenge for any painter. This

Easter, why not visit your local Hobby Centre to
see a preview of these amazing new miniatures

and find out why they are a painter’s dream!

WARDGANINER NEMESIS CROWN

This summer’s global campaign, the Nemesis \/\/
Crown, is fast approaching, and the Easter break ; 0 (
is the perfect opportunity to come into stores and AYA
prepare your armies for war on a scale never TN
before seen! All our store staff will be able to help \Q /\0/
you quickly paint your armies to a great standard! '
L ST RATFEJ‘];'FIIEE;\TTI E GAME S KHAZAD-DUM o *@Q? 3‘% ; ?@
Pl : / s W=

The latest Sourcebook for The Lord of The Rings }“; 2 U
Strategy Battle Game is soon to be launched. This ~ 7 w® > 1“5~

0 . S iy
Easter, come on down to one of Jour Hobby T R

s Centres and t%kh&mleblé . *tﬁ
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Upcoming Events

Are you a Hobby Centre,
Independent Stockist, GCN or
WPS club that’s running an
event? If you want to advertise it
for free in this fine publication
simply drop us an e-mail at:

whitedwarf@games-workshop.co.uk

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

e 1st April WD331 (July)
e 1st May WD332 (August)
® st June WD333 (September)

Please note all dates and details
are correct at the time of going to
print but are subject to change.

Events diary abbreviation guide

WH ohass Warhammer
1 | e Warhammer 40,000
BB Blood Bowl

WAB ....Warhammer Ancient Battles

WPS....Warhammer Players’ Society
WECW Warhammer English Civil War

EpiC. . Epic Armageddon
LOTR .. The Lord of The Rings
CW................Games Workshop
CT................Grand Tournament

#
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prepare for war...

QAWES WORESHOP, presents:

presents:

EASTERN EUROPE

IIISE oF KINcDomS: GRAND TOURNAMENT

THE RETURN TO KARAK

EIGHT PEAKS
WARHAMMER CAMPAIGN WEEKEND

Date: 14th-15th April

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: The Dwarf hold of Karak Eight Peaks
has seen many years of conflict, bloodshed
and horror. Now great armies rise to take
control of the mighty kingdom...

You will need a 1,000 point Warhammer
army and an an 800 point Reinforcements list
that can be combined to make an 1,800
point list. In addition, you will need a 500
point Border Patrol.

Tickets for this event cost £50. Follow the
weblink below for more details.

Contact: Hobby Specialists — 0115 9140000
Website: www.games-workshop.co.uk/
campaignweekends

presents ’M

RISE OF KINGDOMS:
THE TALISMAN OF

ULTHUAN
MORDHEIM CAMPAIGN WEEKEND

Date: 14th-15th April

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: The Dwarf hold of Karak Eight Peaks
has seen many years of conflict, bloodshed
and horror. Now great armies rise to take
control of the mighty kingdom...

The Mordheim campaign weekend runs
parallel to the Rise of Kindoms Warhammer
campaign weekend. You will need a 500
gold crown warband to take
part in this campaign.

Tickets for this event cost
£50.

Contact:

Hobby Specialists
0115 91 40000
Website:
www.games-
workshop.co.uk/
campaignweekends

Date: 14th-15th April

Venue: Warsaw

Age Limit: 16+

Details: The Eastern European Grand

Tournament welcomes more than 200

entrants from more than seven different

countries. This year will see teams coming

from Moscow, Siberia, Prague, Budapest and

Denmark to name a few. This is also the first

year that we will be introducing The Lord of

The Rings into the event to join the

Warhammer 40,000 and Warhammer games.
This event is strictly first come, first

served, as we sell out every year.

Tickets cost £10

Contact: Hobby Specialists — 0115 91 40000

Website: httpy/ne.games-workshop.com/events

OXINEEEER presents:

YIIIII(SIIIIIE
ROSEBOWL IV

BLOOD BOWL TOURNAMENT

Date: Sunday 15th April

Venue: Games Workshop Wakefield
Details: The Yorkshire Rosebow!
Championships are back. Have you got what
it takes to smash your opponents into the
ground and lift the fabled Rosebowl? To join
this Blood Bow! tournament you will need a
1,000,000 gold piece starting team with no
star players. Tickets cost £10

Contact: GW Wakefield on 01924 369431
for more details.

(Y presents

GRAND TOURNAMENT

Date: Sunday 21st-22nd April
Venue: Remisen, Blegdamsvej 132, 2100
Kebenhavn @
Details: The first of the new style Northern
Europe Grand Tournaments for both
Warhammer and Warhammer 40,000. 80
tickets will be available for each system —
book early to avoid disappointment. To
download the rules pack go to the Northern
European website listed below.

Tickets available from Northern Europe
Mail Order, Games Workshop Copenhagen

112 WHITE DWARF FRONTLINE

Event information correct at time of going to press. Games Workshop is not responsible tor events not run by Games Workshop.,
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All the latest from the UK and Northern Europe events scene.




and selected Independent Stockists. Call Mail
Order and reserve yours now.

Contact: +44 (0) 115 918 4040

Website: http:/ne.games-workshop.co.uk

(NI )?  presents:

BLOOD BOWL GRAND
TOURNAMENT

Date: 12th-13th May

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: To attend this season’s Blood Bowl
Grand Tournament, you will need a
1,000,000 gold piece starting team. Tickets
include six games over two days, lunch, tea
and doughnuts on both days, and an evening
meal and activities on the Saturday.

Tickets cost £50

Contact: Hobby Specialists = 0115 9140000
Website: www.games-workshop.co.uk/events

presents:

WARHAMMER 40,000

DOUBLES TOURNAMENT

Date: Sunday 13th May

Venue: Games Workshop Wakefield

Details: Pair up with a friend to battle against
others in this competition of deadly duos. To
play you will need two Combat Patrol forces
of 500 points and a friend to play with. Full
details of the rules will be sent with the event
pack. Tickets cost £15 per team.

Contact: GW Wakefield on 01924 369431
for more details.

GCN presents:

AFTERMATH 2007

Date: Sunday 13th May

Venue: Lazar House, 219 Sprowston Road,
Norwich, NR3 4HX

Details: Aftermath is a 2,000 point
Warhammer tournament that includes a
painting competition on the day. Tickets cost
£10 per player for the tournament and 50p
per entry for the painting competition.
Contact: Lee Lowe for more details on
lee.aftermath@btinternet.com

presents:

DARK STARS:

WHERE ANGELS LIE
WARHAMMER 40,000

CAMPAIGN WEEKEND

Date: 19th-20th May

Venue: Warhammer World, Nottingham
Details: A rogue Inquisitor has become
consumed by his desire to expose the secret
of the Dark Angels. His actions have drawn
the attention of the Imperium as well as the
Eldar, Orks and Chaos. The Dark Angels must
respond.

To play, you need a legal 1,000 points
force and a 500 point reserve which when
added together make a 1,500 points force
using the appropriate Force Organisation
chart. You will also require a Combat Patrol
force for your army that follows the
regulations in the rules pack. Please Note!
There are limited tickets for each faction.
These include: Imperials (excluding Dark
Angels), Eldar, Dark Eldar, Orks, Chaos Space
Marines, and Dark Angels. Tickets cost £50,
and include 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: Hobby Specialists — 0115 9140000

. Website: www.games-workshop.co.uk/events

QMIFTTIELD presents:

TIIE LORD OF
THE RINGS

DOUBLES TOURNAMENT

Date: Sunday 20th May

Venue: Games Workshop Wakefield

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 and
a friend to play with.

Tickets cost £15 per team.

Contact: GW Wakefield on 01924 369431
for more details.

WPS presents:

WPS CLUB
CHALLENGE

Date: 26th - 27th May 2007

Venue: Warhammer World Lenton

Details: Multi system club based tournament
— Warhammer, Warhammer 40,000,
Warhammer Ancient Battles and Blood Bowl.
Entry Forms available on the WPS website.
Contact: conrad.gonsalves@ge.com

Website: http://www.players-society.com

WWW.games-workshop.co.uk/events

A
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RISE OF KINGDOMS
GCAMPAIGN WEEKEND

THE RETURN TO KARAK EIGHT PEAKS

WARHAMMER

740,000,

DARK STARS

CAMPAIGN WEEKEND
WHERE ANGELS LIE

>

Event information correct at time of going to press, Games Workshop is not responsible for events not run by Games Workshop,

www.games-workshop.co.uk/events
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oIORE & GLUB HINDER

All the Games Workshop stores, independent stockists and GCN clubs, at your fingertips

GAMES WORKSHOPM 11111 I:antrﬂs

o

Our club list allows
you to find
independent clubs
that are a part of
the Gaming Club
Network. The clubs
listed on page 119
all have:

e A committee of at
least three members
to run their affairs
openly.

e Public liability
Insurance to protect
the members against
accident.

* A good standard of
club rules and a club
constitution.

* A child protection
policy.

¢ A policy of
submitting the
committee for CRB
Disclosure.

As part of our
commitment to
customer service and
safety we do not
promote any club
outside of the Gaming
Club Network.

look it up online at:
www.gcnm.org.uk

Monday - Friday: 12pm — 6pm
Saturday: 10am — 6pm
Sunday: 11am - 5pm

Except for:

* Stores in shopping centres still open
and close according to shopping
centre times.

e Some stores are not open every day.
Please ring the relevant store for
details.

e 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 Direct 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.

e FREE PAINTING & MODELLING ADVICE
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find out
something you never knew!

FREE GAMING & TACTICS ADVICE

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

FREE BEGINNERS PROGRAMME

Our special Beginners’ programme teaches
you how to play and helps you take your
tirst 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!

GAMING ROOMS

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

114 WHITE DWARF FRONTLINE
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Games Workshop products are sold by a large number of shops in 16 different
countries across the world. What follows is a listing of all the stores that sell
Games Workshop products across the UK, parts of Europe, South Africa and the
Middle East. Games Workshops are open seven days a week, with gaming into
the evening on certain nights. Call your local Hobby Centre for more details.

You can find a full list of our UK retail outlets and clubs on our website:
www.games-workshop.co.uk/storefinder.

If you're unsure where your nearest stockist is located, then call Direct on:

olore directory

GW BRISTOL:
AT The HMoceedalr, Tel: 0117 925 1533

GW BRISTOL (CRIBRS CALNSBEWAY)
Linit 129, The Mall, Tel: 0117 959 2520
BRISTOL, Area 51:

Tel: 17 9244455

BRISTOL, Habbyeraft:
Tol: 17 955 7100

GW BEDFORD:
10 Carsdriar, Tel: Q121 427 1663

LUTON, Final Fantaty
Tel: D1502 7259001
LUTON, Ottakers:
lel: 01582 486999

CRANFIELD, WIW Waorkshop:
Ted: 01 204 757870 2

* GW MAIDENHEAD:
Linit 2, 17 Marked Streed., Tel: D162 BRY 1747

GW READING:

209 Crxfrarl Roasd Ted: D1 1R 959 1691
GYW WINDSOR:

Linit 3, & Ceowge V' Place, Tel: 01753 AG10RT7
BRACKNELL, Ottakers:

Tel: 01344 488124

BRACKNELL, Toy Planel:

Tol: 01344 426262

READING, H

Tel: 01 18 907 800

SANDHURST, Toyworld:

Tel: 01252 AT3150

WINDSOR, W] Daniehs:
Tel: 01751 B2 106G

W BIRMINGHAM:

Lindt L16, Bullnng Link., Tel- 0121 G331 71493
VW DUDLEY:

Unit 26, Merry Hill Centre., Tel: 0138 448 16518
GW SOLIHULL:

B90 Warwick Road. Tel; D121 705 7947

= GW SUTTON COLDFIELD:

45-47 Birmingham Road., Tel: D121 154 3174
GW WOLVERHAMPTOMN:

O King Street, Tel: 0190 231 0456

GW WALSALL:

Linli 27, ©id Square Shopping Cefire

Tel: D92 272 57207

BIRMINGHAM, Consnle Games:

Ted: VI 20 47T (RD22

GREAT BARR, Gaming Crypt:

Tel: 0121 360 5080

SUTTON COLDFIELD, Digital Dragons:
Tel: 07941 637713

GW HIGH WYCOMDE:

Unit 29, The Oclagon Centre

Tel- 01449 451 1494

GW MILTON KEYNES:

Lintt 2. \West Frd Exfentlon, 502 Sifbuany
Boubevard, Shopping Céntre.

el 790 AT (LM77

AYLESBURY, Bear Necessities:

Tel: 012906 421078

RUCKINGHAM, Abacus Toys:

Tel: 01280 821815

GERARDS CROSS, Howard Marshall:
Tel: 0Y753 Dn2057

MILTON KEYNES, Hobbycradfl:

T 01904 108 330

FRINCES RISBEOROUGH, Treats:
Tel: 01844 344154

* GW CAMRBRIDGE:
54 Hegent Streed, Tel: 0122 331 31350

GW PETERBOROUGH:

1 Waentwarth Streed, Tel: 01713 890 052

ELY, City Cycle Centre:

Tel: 1151 66I1TY

HUNTINGDON, Sports & Fashions:

Tel: D400 4545410

PETERBOROUGH, The Gluey Gablin:

Tal: 01945 SR8 BOA

PETERROROUGH, Westgate Department Slore;
Tel: D173 SAT1 51 in
PETERBOROLUGH, Your Slary:

Tel:mM 733 321007

ST NEOTS, First Computer Games:

Ted: D480 IALGIR

ST NEOTS, Westgate Department Store:
Tel: D1400 473242

WISEECH, Wﬂr&ﬂr Department Store:
Tel: 01516 201525

WISBECH, The Gluey Goblin:

Tel: D145 588808

CHANNEL ISLANDS

JERSEY, 5T. HELIER, The Little Shop:

Tel: 01534 737187

GUERNSEY, 5T, PETERS PORT, Carousel:
Tel: DV4AT 720721

ST. HELIER, Bambals Lid:

Tel: DH04 298 1E

GW ALTRINCHAM:

Unit 1, 19 Grafton Street., Tel: D161 929 9894
o GW CHESTER:

112 Foregate Street, Tirl: D124 431 15967

* GW MACCLESTITLI):

Limit 38, Chederpate Mall, Grossenor Centre,
Tel: 0162 561 020

0115 91 40000

CW STOCKPORT:

12 Maerwsy Souare. Tel: 0161 474 1422
CW WARRINGTOMN:

Lindy 200, Tirmee Seuare. Ted: 0192 565 1904
ALTRINCHAM, The Gaming Crypt:

Tetl: 1AT 120 99110

CHEADLE, Fantauia:

Tel: 0161 491 1130

CHESTER, Hobbyerafi:

Tel 01244 50 110

CONGLETON, Deans Toys & Cycles:
Tel: D126 03T12TT

CREWE, ABC Model Sport:

Tel: 01270 505 04N

CREWE, Potters Madel Warld:

Tel: Q1270 350 0TH

CREWE, Jac in a Box:

Tel- 12T SAL 118

FIIP-UEHML Steve Wehbh Models & Hobbies:
Tel: 1920 715 12%

NESTON, Carowsel:

Tel: 0151 136 62}

NORTHWICH, Level 1:

Tol- D1ADG 45053

NORTHWICH, The Model Sihnp'.

Ted: 01606 A6 146

STALYBRIDGE, Hardcastles:

T:"!' 1L I"11|1"|,_’H

STOCKPORT, Hobbycrafl:
Tel- D16A] 429 54
HYDE, Goslings Toymaster;

Tol: 0161 437 J0r

WIDNES, The Hobby Shop:

Tel: D1514 241 947

# GW MIDDLESEROUGH:

Linit 13, 3% Dundas Street. Tel: 0164 225 4091
HARTLEPOOL, (Tusion:

Tel- 420 331 199

HARTLIPOOL, Westgate Department Store:
Tel: 01429 244 337

CW TRURD:

Linig §, Bridee Hotse, New Bridge Strost
Tel: 1A 332 004 ?

BODMIN, Bricknells:

Ted 07 20 JTOMAR

BUDE, Nitro RC:

Tel: D1288 151 A8

BUDE, More Value:

Ted: OV 2BB 352 162
FALMOUTH, Wonderland:

Ted 1126 312 571

HAYLE, Blewetts of Hayle:

T Q736 758 0002

HELSTON, Eddy & Son:

Tef: 0120 572 TRAT
NEWQUAY, Planet Habbywoao:
Tl 1637 BSH 941

ST AUSTILL, Adeba Tays;

Tel: 726 71125

ST AUSTELL, Mad for Miniatures:
Ted: 01726 72259

ST IVES, Dragon's Hoard:

Tel: 01736 T PA48

TRURD, Tovmaster:
Tel:NiA72 J72 452

COUNTY DURHAM

= OW DURMAM:

B4 Morth Bosd, Tel: D191 174 104
CW DARLINGTON:

70 Skinnerpate, Tel: D137 538 2463
BARMARD CASTLE, Toy Shop:

Tel: D183 637 394

RISHOF AUCKLAND, Windsock Moadels:
Tel: D1 388 LW 7id

SEAHAM, Games of War:

Telh 0195 A1 110

STOCKTON ON TEES, Stockton Modeller:
Tel: 01642 G GRAD

» GW CARLISLE:

Uit 2 Tacls Lane, Tel: OF 22 8509 #2141
BARROW-IM-FLIRMNESS, Heaths:

Tel: 01229 A 415
BOWNESS-OM-WINDERMERE,

Ernest Atkinson & Sons:

Tl 015170 443 DAT

COCKERMOUTH, The Toy Shop:

Tel: OO0 B25H5S

KESWICK, Lakeland Toye and Hobbies:
el T6R 775 275

PEMNRITH, I'I.'l'lrl"l"l Cyeles:

Teel: ) 7RA B ATS

LILVERSTOM, Sawelud “n Stilched:

Tel- 00229 5/2 284

WIGTON, Jackson Diecast Models:
Tel- 01697 342 557

DERBYSHIRE

CGW DERAY:

42 Saclior Gate, Tel: 0133 237 1A5T
ASHEOURNE, Lumbards Toys:

Tel: 01135 345115

BELPER, Children's Chaice:

Tel: 01773 B25845

BUXTON, Knowles Toys and Modeh
Tel: 0129 B24 203

CHESTERFIELD, Chesterfield Department Stare:
Tel: 01246 220 200

CHESTERFIFLD, Prak Rookstore:
Tel: OF 246 201 609

GLOSSOP, Wain Services:
Tel: 01457 85 548

ILKESTOMN, llkeston Co-op:
Tel: DY159 322 272
MATLOCK, Shawes:
Tel: RS 582 482

o GW IXETER:

P1a Sfidesll Steeet, Tal: 0130 249 0305
GW PLYMOUTH:

B Commrwall Steewt, Tl Q175 225 4121

CW TORQUAY:
12 Market Street, Tel; D180 120 1006

BARNSTAPLE, The Battlerone:
Tel; D121 321 344
DARTMOUTH, WG Pillar & Co:
Ted: D1A03 B32 119

EXMOUTH, Gamerone Models:
Tied: D1395 267 711

HONITON, Honiton Toy Shop:
Tel: 01404 41741

KINGSBRIDGE, The Trading Post:
Tel:- 11548 RS2 027

NEWTON ARBOT, Austins:

Tel: 01626 137 444

PLYMOUTH, Model Shop:

Tel: 01752 221 A5

TAVISTOCK, Kaleidoscope:

Fel: D182 615 216
TEIGNMOLUTH, ackmans Toyhox!
Ted: 1626 778 260

TIVERTON, Wings ‘N Wheels:
Tel: 01844 242 A10
TORRINGTON, Angling Pastimes:
Tel: DIROS 625 BRB

DORSET

LW BOURNEMOUTH:

24 Pent Ofice Road, Tel: 0120 231 9292
= GW POOLE:

Uit 12 Terwnepate Centie. Tel: 120 260 5634
ROURNEMDUTH, Hohbyeraft:

Tel; 01202 582 444

BRIDPORT, Frosle Toymasier;

Tesl- 01 308 422 20§,

DORCHESTER, Dorchester Toys:

Teel: 1305 200 152

SHAFTESBURY, Hardings:

Tel: 1747 AS2 156

SHERBOURME, The Cormer House:

Tel=- 01915 815 &15%

WEYMOUTH, Rarramatar:

Tel: 01305 780 601

GV CHELMSFORD:
Lieell 4L, The Meadonves Cenine,
Tel: 0124 549 D048

G COLCHESTER:

2 Short Whre Streel, Tel: 0120 676 7270
CW SDUTHEND:

12 Soauthe hurch Boad, Tel: 0170 246 1251
GW THURROHCK

Linit 41 581 F"'n_'E 1.1 akesicle 4'i-||.|l['u|"|i i st
Tel: 0170 BBGR 7131

SAFFROMN WALDEN, Game On:

30 High Street, Tel: 01799 5306 070
BASITMOM, Hnb&rtﬂﬂ:

Fel: 01268 240 100

RRENTWOOD, BEM Eytlﬁ:

Tel: D27 214 142

CHELMSFORD, Toymaster Kingdom:
Ted: Ii]'[]-l*; 493 155

CLACTON OM SEA, Clacton Art & Cralt Centire:
Tel: D255 4306 146

HARLOW, Marquee Maodels:

Tel: D1279 421 134

HOCKLEY, Hobbiton:

Tel: (702 200 100

LEIGH-OMN-SEA, Caliver Books:

Tel: O1702 471 96

MALDOMN, Colin Blivs Models:

Tel: Q1621 A% 3127

RAYLEIGH, Tovs N Tuck:

Tel: M1 268 775 510

GW CHELTENHAM:
16 Pimville Streel, Tel=-0124 222 8419
GW GLOUCESTER:
15 Clarence Street, Tel: D145 250 S017

BOURTOMN OMN THE WATER,
Bourton Model Railway:

Tel: 01451 &20 Gk
GLOUCESTER, Battle Honours
Teel: 01386 45075
GLOUCESTER, Hobhycraft:
Tel: 01452 424 999
STROUD, Antics:

Tel: 01453 Thd 487
STROUD, Psisoft Games:
Tel: DATO 242 7420

TEWKESRURY, Toy Zone:
Tel: OGB4 205 776

CW BASINGSTOKE:

1 Prtery Walk, Tel: 0125 6dh K050
GW PORTSMOUTH:

W Arundel Steeet, Tel: 0239 287 R2606
W SOUTHAMPTOMN:

23 East Street, Tel: 0218 033 1952
CYW WINCHESTER:

15 Jimry Streod, Tel; G196 ZAE 0199
ALDERSHOT, The Game Shop:

Ped: 01252 311 443

ALTON, Alton Model Centre:

Ted: 01420 542 244

ANDOVER, Hoggosaunns Toymaster:
Tel: 01264 352 263

GW Store

UK Hobby Stockist

NE Elite Store
NE Partner Store

SUTTON-IN-ASHFIELD, Bastion Gaming  New Store opening.

Trading Poist Shopjsing Centre, Outram
Strewl 2GTT AAX, Tel; O7TR1Z 157 1HE

*To be exactly sure they have what you want in stock, we recommend

calling the store first,

(#) Indicates Gaming
Room facilities.

Offers a hobby gaming
and painting service.
Stocks the complete
Games Workshop range.

Stocks most of the Games
Workshop range.*
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FLEET, Fleet Toys:
Tel: D125 261 1949

GOSPORT, IC Books:
Tel: 023591 580 %31

MILFORD ON SEA, Milford Models
anid Habhies:

Tl 000 590 642 112

NEW MILTON, Tays of New Milton:
Tel: G025 GYT BOS

FETERSFIELD, Fally Models:

Tel: 1710 267 931

PETERSFIELDS, Fun for All:

Tel: 1720 267 271

PORTCHESTER, Wicor Models:

Tel: 02392 351 1RO

RINGWOOD, Toys of Ringwood:
Tel: 01425 479 444

ROMSEY, Roundabaoun:

Tel: 01794 512 145

SOUTHSEA, Southeea Models:

Tel: 02192 733 s
WATERLOOVILLE, Forever Toys Lid:
fel: 2193 266 251

WATERLOOVILLE, Paul's Hobby Shop:
Tel: 01705 259 184

HEREFORDSHIRE

BARMET, Tovy Toys Toys:

Tel: 300 .ﬂT-'u-TET. Fiiz

HEREFORD, Hereford Madel Shop:

Tel: 1412 152 Ao

LEQOMINSTER, Mariin®s Models & Crafix:
Tel: DI56HR 611 782

ROSS ON WYE, Revolulions:

]HF: r]1'uﬂ.“] ":.F..:" ﬁ-‘tq

GW HEMEL HEMPSTEAD:

16 Prrlde Street, Tel: 0144 334 5753
GW ST ALBANS:

18 Heritape Close, off High Street,
Tel: 0172 7RG 1197
BERKHAMSTED, Hamlins:

Tel: 01442 BG4 B2

BISHOPS STORTFORD, Boardmam:
Tel: 21279 654 033
COCKFOSTERS, Murray & Brand:
Teel: 02084 490 027
HARPENDEN, Felicitations:

Tel: 01562 767 AT

MERTFORD, Marquee Models:
Tel: (1992 504718

HITCHIN, Mainly Models:

Tel: 01462 4$22 204
LETCHWORTH, Model Images:
Tel: 1463 (g A59

ROYSTON, Toyshop:

Tel- 0763 243 270

ST ALBANS, [ Rider and Son:

Tel: V727 A54 AIA

STEVEMNAGE, KS Models:

Tel: D438 746 616

WELWYN GARDEN CITY, Tovs Toys Tova:
Tel: 01707 191 110 r L b

DOUGLAS, Toymaster:
Tel: 16T 612 154

ISLE OF WIGHT

COWIES, Chivertom Newsagenis:
Tel: 0YD8Y 292 1013

NEWPORT, Toy & Models:

el 0190y 528 258

RYDE, The Sports & Model Shop:
Tel: D198) 862 454

RYDE, Fun, Fact and Fantavy:
Tel: D19RY 617 123

KENT

GW BLUBWATER:

Linit D528, Upper Thamss Walk, Bluswater,
Groenhithe, Kent, Tel: 0132 242 TRED
GW CANTERBURY:

Linit 5, feoey Rar Laee, Tel- 0122 745 JEB0O
GW MAIDSTONE:

74 Podding Lane, Tel: 0162 267 7415
CGW TUNBRIDMGE WELLS:

dA Camaden Streel, Tel: OTA9 252 578)
ASHFORD, GF Computers Ltd:

Tel- 01213 AGVING

BEXLEY HEATH, Kit Krary:

Tel:0208 298 7177

RROADSTAIRS, Time & Space:

Tol: 07843 Beh DO

CHATHAM, Maynes:

Tel: OT634 400 0315

CRANBROOK, Whites:

Tel: OY5E0 713290

CRAYFORD, Hobbycrafi:

Tel: 01580 713298

DOVER, Turners Models:

Tel: €11 3004 207 711

FAVERSHAM, Abacus Tays:

Ted: 01795 591 203

GRAVESEND, Steve's Collectables and Models:
Tel: 01474 564 465

GRAVESEND, The Stamp Cenlre:

Tel: D1474 514 165

HERNE BAY, Spearings:

Tel: 01227 374 (49

MAIDSTONE, Hobbyeraft:

Tel: 0162 B2 750

MARGATE, Toymaster Kingdom:

Fel: G143 225 408

ORPINGTON, IH Lorimer:

Tel; D16AS A23193

SEVENODAKS, JH Lorimer:

Tel: 1732 452 B0

SEVENOAKS. Manklows;

feli T2 454 952
SITTINGBOURNE, A] Blundell & Son;
Tel- (11795 424 17

TONBRIDGE, Kids Stuif:

Tel: 01732 353 1846
WOODCHURCH, The Madel Shﬁp:
Tel: 01273 BRD DDA

GW BLACKPOOL:

B Birley Streel, Tel: D125 375 2056

GW BOLTON:

Lindg 27, 35 Aceesflield Mall, Tel: D120 436 211)
GW PRESTON:

15 Milles Arcade, Tel: 0177 282 1855
ASHTON UNDER LYNE, Roundabout Tovs:

Tel: 01R13 412 344

BLACKBURN, Batcave:

Ted: 11254 (&6T 480

BLACKAURN, Mercer & Sons:
Tel: D125 458 700

BOLTON, Hﬂbhrnl"l
Tel: 01204 374 300
BURNLEY, Ca

Yol: 01203 457 DGO

RURY, Conways Toymaster:

Tel: 1017 61H 20

CHORLEY, Hampsoms Toys & Nurery World:
Tel: 01257 263 (445

CLITHEROE, Cowgills of Clitherne Lid:

Toel: 01200 423 SHT

KIRKHAM, RK Boyes:

Tel- 01772 671 900

LANCASTER, Micro Markets:

Tel: 1524 A0 4865

LEIGH, Toymaster:

Tel: 01042 6571 116

MORFCAMBE, Micro Markets:

Tel: H1504 476 306

OLDHAM, Ottakers:

Terl - O16H TG 205 543

ORMSKIRK, Taylors:

rl"l 'I'I' ‘lq.r '-r_! "Il‘l.l

ROSSENDALE, Rowsendale Models:

Tel: 1 70 250 DOT

PRESTON, Hobbycrafl:

Teli 1772 661 200

THORNTON-CLEVELYS, Tay2uve Collectables:
Tiel: 07 253 H5S 906

WIGAN, Wigan Maodel Centre:
Tl ﬂ1"l'4.’, 45 KR4

GW LEICESTER:

Linmit 2. 00°20 Sihver Stroet, Tel: 0116 253 0510
GW LOUGHBOROUGH:

22 Niggin Streed, Tel: 0150 923 8107
ASHRY-DE-LA-ZOUCH, Steve's Models:

Tel 1510 416 A2

COALVILLE, Geofis Toymaster:

Teli 01530 832 795

HINCKLEY, Punctillio Model Spot:

Tel; 01455 23FI5]

GW GRIMSBY:

7 'West 81 Mary's Gate, Tal: D147 214 7757
GW LINCOLN:

Linit SUA, Salereate (on outilde of Witeride
Centen), Tel: 0152 254 8027

BOSTON, Models and Computers:

Tel; 08205 365 02

GRANTHAM, Arbon & Walts:

Tel: D604 ASS D10

GRANTHAM, Portprince Models and
Habbies Lid:

Fed: 1476 592 D

LOUTH, Castaline:

Tel: 01507 (02 149

MARLETHORPE, Belas Toymatter:

Tel: 507 473 124

SCUNTHORPE, Shermans Model Shop:
el 0172 42 A%9

SKEGNESS, The Model Shop:

Tel: 01754 7A1 429

SPALDING, Mason's Models:
Tel: 01775 722 4%6

W BRENT CROSS:

Limit IS, Lowees Mall (near Fematckst Brend
Cross Shopping Centre, Tel: 0208 202 4979
* Y AROMLEY:

Unit 24, The Mall, Bromles, Tel; 0208 466 DATB
GW COVENT GARDEN:

Linit 33, The Macked, Tel; 00T 240 5104
GW CROYDON:

Limit 15, Dverrrmbed Crotre ioutbde e back of
e Centred, Keeley Bood, Ted: O208 A0 4600
GW EMFIELD:

15 Geenatin Roged, Teld: 0208 163 3238
CW HAMMERSWITH:

(%] Kinpg '_':1'r|"-|"-|'I Tisls OYR0UE fdBE 974

GW HARROW:

296 Station Street, Tel: 0200 &hT 2350
CW KFNSINGTOMN:

Shop 7, Lancer Sguare, Kenglngton Chunch
Lol Tel: D207 937 7011

CGW KINGSTON ON THAMES

13 Fote Bl Ted: D208 545 5204

GW LONDON (OXFORD ST

Linit F10, The Plara Shopping Centre,

1o Flowwr 1162128 Ohloer] Slroed

Tel: 207 436 DAAD

GW RICHMOND:

Limi1 B, Wiestmintter House, Kew Road,

Tel- 0200 948 6122

GW ROMFPORD:

1 F Orandrant Arcade, Tel; 01708 742 140
GW STAINES:

f Clarence Sieeet, Tel: B17R 445 D675

L1}

e e e e e e 1 111 110 |
locating Stores & independent Stockists »»

NE Elite Store

NE Partner Store
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GW SUTTON: L

Linit 20, Tinses Square Shopping Contiv,

Tel: G208 770 9454

® GW UXHRIDGE:

Limir 32, Cheguers Mall, The Pavilsons Shopping
Contre, Tol: D189 525 2800

LW WATHORD:

Linit O 1A Queen Sitoet, Hareguin Centhe,
Fed: D192 323 5386

BLACKHEATH, 2nd Impressions:
Tel: G208 852 61492

BLOOMSBURY, Jusi Games;
Fol: 207 323 3040
CLAFPHAM, Russ:

Tol; 0207 228 6319
CLAPHAM JUNCTION, Toystop:
Fel: 207 220 9079
DULWICH, The Art Slationers:
Vel : 200 693 5918
FINCHLEY, Leisure Games:
Tl 0208 346 2327
GREENFORD, Hobbycrait;

Fel: D208 747 7500
HAMPSTEAD, Happy Retums:
Tel: Q207 41% 24 -r

HERME HILL, Just Williamsz
Ted: Q207 T13 9955
KENIGHTSHRIDGE, Harrods:
Figl: D207 T30 1234

PLTMEY, 'lnrﬂujp:

Ted: 0208 TAS 9555

RUISLIF, Juhn Sandern:

Tel: 01895 634 B4B
WIMBLEDON, Elys:

Tel: 0208 246 91917

WOOD GREEN SHOPPING CENTRE, Toy Clly:
Tel: Q208 RET Q770

MANCHESTER AREA

GW MANCHESTER (central):

Lindl B35, Marsdien Way South, Amdale Cendre,
Tel: 0EY B34 GAT

GW TRAFFORD CEMTRE:

Ulgsir LAl fratfewil Centho

Tel: D10 755 065

ECCLES, Amazon Minkilures:

Tel: 0161 788 7650

» LW l.-l"l'lﬂf"ﬂﬂi: g i

1 31 Cendral Shopping Centre. Raneloigh,
Teel: 0151 704 Omsl

CW SOUTHPORT:

Lini K2, Marbile Mace Shopplng Centre,
Tel: 0170 450 1255

51 HELENS, I3 'E.'Irl'lingz

Tel: 01744 755 705

MIDDLESEX

EAST SHEEN, Play Imside Out:
Tel: 02088 785 224

EAST SHEEN, Pandemonium:
Tel: 020848 7D L6k

ENFIELD, Jennings Slores:

Pl Q208 804 TEDS

CW NODRWICH:

1 204 Exchange Streat, Ted: 0100 376 7050
EAST DEREHAM, Starlings Toymaster:
Tiel: 0 362 697 THY

EAST DEREHAM, Youngsters Waorld:
Tel: 362 698 350

FAKENHAM, Lou Lous Toys and Giils:
Tel:01328 851 118

GORLESTON, Toy King:

Tel: 01493 241 (7

HOLT, Starlings Toymasier:

Tel: 01263 713 101

HUNSTANTON, Hunstanion Models:
Tel: 01485 513324

KINGS LYNN, 8] Models:
Ted: 01553 771394

KINGS LYNN, Westgale Dfpmm 51&::
Telz D155 Tl GAT

NORWICH, Balllenet:

Telt 01601 765 595

RNOEBWICH, Kermsons:

Tl 016008 408008

NORWICH, Llﬂgftrl-:

Teli 01603 G21955

SHERINGHAM, Starlings Toymasier:
Tl 0 2% B2 2 3640

TAVERHAM, Norvic Models Lid;
Tol: 01603 865211

WEROXHAM, Poinl House Iupl'lup:
Tol: 01600 7046 B0

LW RORTHAMPTOM:

Sa-2h Abinglon Squane, Tel: 01604 636 687
CORBY, Wul:gah Department Store:

Teld: 01536 203 525

KETTERING, Battlemaster Games Lid:

Tel: 615336 414 6860

KETTERING, Green Angel Cands & Games:
Ted: 01 530 359 244

KETTERING, Toymaster Kingdom:

Tel: 01536 512 507

NORTHAMPTON, Hobbycrait:

fel: S 591 B

QUMNDEL, Oundel News:

Tel: 01832 273 518

RUSHDEN, Osborne Sports & Toys:

Teel: 41933 312 415
WELLINGBOROUGH, Software Scller:
Tel: 01934 440 861

NORTHUMBERLAND
ASHINGTON, Blue Box Models:
Tel= 01670 521279

BERWICK UPON TWEED, Berwick Compuler
Games and DVDs:

Tel: 012859 309 551

HEXHAM, Robbs Department Store:

Pl : 01434 02 1510

MORPETH, TG Allan:
Pel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

g Frigr Larnee, Tel: 0115 948 O0G51

GW WARHAMMER WORLD:

Williw Hood, Lesston, Ted: Q1 1S 910 8410
MANSFIELD, Inspiration:

Tel: 1623 746 570

MANSFIELD, The Games Emporium:

lel: b2 odid 022

NEWARK, Access Models:

Tel: G166 673 116

NOTTINGHAM, Hobbycraft:

Tel: GE45 051 G4
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tol: 07814157168
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tel: O1628 557 Bl

WORKSOP, Model Base:

Tiel: Q1904 501 752

GW OXFORD:
P Baish Mlowusae, MNow tinn. Hlall Sinel,
Tel: O1BAS 242 Y82

ABINGDON, Just Toys:

Tel: 00235 524333
BANBURY, Trinder Bros:

Tel: 01295 262 546

BICESTER, Denlons:

Tod: (MB6Y 1233 s
CARTERTON, Giles Sports:

Tt : 005593 B2 30

COWLEY, Dentons:

Tel: 01665 749 7db

DIDCOT, Dentons:

Ted; D235 BIO 566

OXFORD, Baswells Toymaster:
Ted: DVEGS 241 244

THAME, Pied Pedaller:

Tot: (844 260022
WALLINGHORD, Pettits of Wallingford:
Tol: 01491 635 2513

WITKEY, Rombkrish:

Tl : D03 F04 470

HAVERFORDWEST, Emiry's:
Tel: 01437 770 646

o GW SHREWSBLUIRY:

£ Alarket Streed, Tel: 0174 136 207
TELFORD, Sanda Games:

Tel: 1952 66 722
BRIDGENORTH, Hobby Horse:

Tel: D174 & 766 65Y

OSWESTRY, Funiayre:

Tel: DU&T ] 620 &t

TELFORD, Cruesting Knight Games:
Tel: D1952 417 TT.'-; e

SOMERSEY

« GW BATH:

310 Westgaie Bulldings, Avon Street
Test: D122 533 4044
BRIDGEWATER, Games Mart:

Tel: 0127 B 433 &7

BURNHAM ON SEA, GW Hurley:
Tedz (11278 THY 201

CHARD, Games Wizard:

Tk QY 00HD 239 ©50

FROME, The Ellenbray Press:

Tod: (01 173 dk2 139

FROME, Frome Model Centre:

Tl D137 3 465.M15
GLASTOMNBURY, Pedalers Toymaster:
Tol: D1458 B34 5Ll

MINEHEAD, Minehead Toys & Models:
Tel: Ol 3 705 550

TAUNTON, Krackers:

Tel: 016823 335 057

WELLS, Wells Models:

Tl DIT4% TS 252

WESTON SUPER-MARE, | Toys:

Tel: 01934 418 151

YEOVIL, Yeovil Collectors Cenlre;
Tel: 01915 431 724

YEOVIL, Wilch ine;

Tel: Di915 $2T077

= LW DUKETON ON TRENT:

Uit 8, Wreon Coud, Union Street,

Tel: 0128 153 SELS

GW STOKE:

27 Slaftord S Tel: 0178 220 52487

CANNOCK, The Gamers Cupboard:

Ted: 079506 62461

ALSAGER, Alsager Toys and Models:

TolDI270 .82 BF 1

LLEK, Chapler 1:

Tel: 01538 399 BAS

LONGTON, Mink-men:

Tel: U782 315 810

MNEWCASTLE UNMDER LYME, Sundowner

Maodels:

Tel: 01782 610 606

STAFFORD, Stalford Games:

Tiel: 01785 155577

STAFFORD, Tao Fal Gobling:

Tiel: D785 344 4494

STOKE-ON-TRENT, Balllezone Games &
clabiles:

Tel: Q1782 813 633

STOKE-OM-TRENT, Minimen:

Tel: DIFET 315 810

TAMWORTH, Geoff's Toys:

Tel: 1530 B12 795

TAMWORTH, Hobbycraft:
Tel: 01827 304 800

# LW IPSWICH:

49 Buttermarset, Tei; 01473 210 011
BECCLES, Tuy Box:

Tl (015002 ?lr_' FdS

BURY 5T. EDMUNDS, Model Junction:
fel: 01284 753 256

BURY 5T, EDMUNDS, Starlings Toymaster:
Teel: 01 204 761 GG

FELIXSTOWE, Wizards Taxis:

Ted: 01394 275 555

HALESWORTH, Halesworth Toy Shop:
Tiel: 01986 874 270

IPSWICH, Galaxy Models & Hobbies Ltd:
Tel: 01473 729 279

IPSWICH, Toyworld Ipswich:

Ted: D473 728 515

LOWESTOFT, Toymaster Kingdom:

Fel; 01502 565 bUR

NEWMARKET, Moons Toyland:

Tel: DT63E b&3 147

STOWMARKET, D | Collectables:

Ttz 01449 771 015

STOWMARKET, Simpson & Sons:

Fel: 01449 612 914

SUDBURY, FT Games:

Fied: D1 7HY Abb (&0

WOODBRIDGE, Toytown:

Ted: 01394 383 170

GW EFSOM

8 High Stroet, Tel; 01372 75188)

Gw GUILDFORD:

Ulnit 1, 912 Tursgeate, Tel: 01448 345 1793
G WOKING:

Uil 3 Cleary Cowart, Tel: U148 377 1675
CAMBERLEY, Marning Star:

Tk OV ZF 0 i 5 10

CATERHAM, Modeller's Laft:

Tel: D1GA3 341 818

COULSDEN, Taylors Toys and Sports:
Tl £12428 L.:.'n :.bEb:"rn Fort
CRANLEIGH, David Mann:

Tel: Q1483 273 777

DORKING, Dorking Models:

Tl: D130 BB 747

EPSOM, Otlakers:

Tel: 01372 742 533

EPSOM, Treehouse Toys:

Tel: 019232 252 2722

FARNHAM, Darkstar:

Tl 01252 Ha0 324

OXTED, JH Lowimer Lid:

Pel: Q2 656 6625

FLELEY, JH Losimer Lid:

Feed: OB G6O 9716

REDHILL, Gamers Guild:

Tel: 01737 789 12)

REIGATE, The Tuy Shop:

Tel; 01737 245 300

WALTON ON THAMES, Trechouse Toys:
Teli 01932 252 272

SUSSEX AREA

GW BRIGHTOMN:

Linit 7, Mile Pavilione, Tol: 0127 320 3331
GW CRAWLEY:

11 HJLuLin‘uh_ Tl Q] 2 155 772

CW EASTBOURNME:

13 Tenminus Rosd, Tel: 0132 364 1429
BOGMOR REGIS, Trains Models and Hobbies:
Pl D143 Bl 727

BURGESS HILL, Kig's Studf:

Tel: 014444257 724

CHICHESTER, Chichester Toys:

Tel: 01243 TAA OG5

EASTBOURNE, Phantaska:

Tel: 01323 721 388

EAST GRINSTEALD, Martells of Sullsn
Tl 07343221303

EAST GRINSTEAD, Ready To Run Maodels
Tel: D1342 300917

HAYWARD'S HEATH, Clarkes:

Doz D144 d57551

HORSHAM, Gentle Gallery:

tel: 01403 258 567

HORSHAM, Oltakers;

Tel: 1400 260 Ok

SEAFORD, Big Kids Toy Shop:

Tol; 01523 899 0

STEYNING, Genlle Gallery:

Tel: 1903 852 937

UCKFIELD, Kid's Stuif:

Tol: 01625 768 394

WORTHING, KC's Games Shop:

Fel: D193 237 183

TYNE AND WEAR AREA

= GW NEWCASTLE (Centrali:

Linit GA, Newgate Shopping Contre,

Telr D9l 232 2418

W METROD (METROD CENTRE):

Lirvit 2, Fimst Floor, The Arcade (near the
Meditorranean Village), Tel: 0191 461 0950
GATESHEAD: Hobbycrait

Tel: 01497 402 7410

MEWCASTLE, Fenwick Lid:

Tel: D191 242 510

NORTH SHIELDS, 5R Gladston & Son:
Tel: O1%12 570 235

SUNDERLAND, Joplings:

Tel: G195 102 1:':!

WHITLEY BAY, TAG Alln;

Tel: 01912 531 564

CW COVENTRY:

Limit 39, Upper Level, Cathidral Langs Shopng
Cenue, Tel: 0247 622 7311

GW LEAMINGTON SPA:

32 Kegent Strect, Tel; 01926 435771
BEDWORTH, Railway & Modellers Junclion:
Tel: 02476 316 285

COVENTRY, Hobbycrait:

Ted: 02476 234 520

KENILWORTH, Abacrail Arts & Pictures:
Tel: 01926 311 294

RUGHY, Joto Rallways & Models:

Tel; DI788 562 372
STRATFORD-UPON-AVOS,

Much ado about toys:

Tel; 01789 235 850

GW SALISBURY:

18 Winchister Street, Tel: 0172 233 0955
LW SWINDHIN:

16 Brunel Plaza, Tel: 0179 343 G036
CALNE, SP5 Slationery:

Tel: 01249 813 560

DEVIZES, Hoggosauns Toymaster:
Tel: 1380 721 641
MARLBOROUGH, H Duck:

Tol: 01672 512 170

MELKSHAM, The Toyshop:

Tel: Di225 76A 415

SWINDON, Spol On Models:

Tel: 0V793 522 098
TROWBRIDGE, The Toy Shop:

Tel: 01225 Told 415

= GW WORCESTER:
23 i'.l.'hp_,q.‘l! |"|L|.||_ Cathaoidral Plara.
Tel: D190 561 6707

DROITWITCH,

Look-rite Ltd T/A Toyworld:

Tel: 014905 772 403

EVESHAM, Battle Honours LIK:

Vel 0138 645 875

REDIITCH, Hogpesaurus Toymasler:
Tel: 0152 766 092

STOURPORT ON SEVERN,

TP Activity Toys:

Fed; D1249%9 872 BOO

YORKSHIRE

GW BRADFORD:

4 Piccaditly, Bradioed, Tel: 0) 27 473 9430
CGwW DONCASTER:

o High Strect, Doncaster, Tel: 0130 2332 0535
GW HARROGATE: :

51 Station Parade, Tel: D142 356 4310

GW HULL:

iy Faragod Siecl, Tel: D148 258 9576

GW LEEDS (Cenlral):

12-16 Condral Rosd, [el; 0113 242 0514

G LEEDS (WHITE ROSE):

Limig 2840, White Hose Centre, Teil 013 232 3470
CGW SHEFFIELD (Central):

16 Fitewalliam Gate, Tel: 01V 275 G114

GW SHEFFIELD

IMEADCWHALL CENTRE):

Limit 918, High Stroet, Upger Mall inext io
entrance near Boods), Tel; 01 14 256 98106
= GV WAKEFIELD:

Gl Mdshpade, thae Balings Cenbie,

Tel; D192 436 9431

GW YORK:

13A Lendal, Tel: D150 457 BiiT4
RICHMOND, Anything Goes:

Tel: 01748 8101 145

BEVERLEY, Mayfair Toymasler:

Tel: (4482 B02 777

BRIDUINGTON, Croppers:

Tel: M6 677 727

HALIFAX, Halifax Modellers World;

Tel: DI422 349 157

HALIFAX, Magarine Waorld:

Tel: DT4IT 330 547

HUDDERSFIELD, Games Emparium:
Tel: Qi4H4 512 838

HUDDERSFIELD, Something Wicked:
Tel: QY484 559 226

KEIGHLEY, ﬂbﬂ“i}u Toymasier:

Tel: 00535 604 (45

LEEDS, Hobbycrafi:

Tel: 0113 389 3020
MORTHALLERTOMN, T & FM Grover Lid:
Tl OGS 771 1534

OTLEY, Conways Toymasier:

Tl 11948 A2 065

PICKERING, Puifers of Pickering:
le; QY751 472 762
POCKLINGTON, Chylds Play:
Tel: 01759 304G 041
SCARBOROUGH,

Space, Myth and Magic:

Tel; Doda5h 441 113

SELBY, Al Sports and Toys:

Tel: l'}ll}'i?!!‘r'l;::]'n 115

SHEFFIELD, Wargames Emporium:
Tel: 01142 754 B26

SHEFFIELD, Wargames Emponum Gaming
Centre:

Tol: 01142 Su487

WAKEFIELD, Maodel and Crail Centre:

Tel: D1924 374 097

WHITBY, John Anderson - Toymaster:

Tiel: 01947 602 212

WHITBY, Models and Movie Props Lid:
Teel: D797 3 540382

CW CARDIFF:

31 High Sweet. Tel: 0292 064 4917

o GW NEWPORT:

25 Skinmer Street, Tel: D163 325 6295
GW SWANSEA:

45 Princess Way, Tel: 0179 246 35659
CARDIGAN, Helm's Deep:

Tol: 12309 621 G2
ABERGAVENNY, Richards of Abergavenny:
[el: VBT H52 466
.hEEII.'I'ETHI"I"IH, Albatross:

Vel: 01970 617 B3

BRECON, | Clark Toys & Giits:

Tel: 01874 622 845

BRIDGEND, Joust (or Fumn:

Feelz 015G 76T HED
CARMARTHEN, Good Mews:

Tel: 1267 217 789
CARMARTHEN, Hardings:

Tel: 012067 237 774 nge:
CHEPSTOW, Artists Cormer:

Tel: 01281 627 191

DOLGELLALL, Walerloo:

Tel: 01341 423 407 .
LLANDRINMDOD WELLS, Corven Arls:
Tl DB700 Gixd S04

LLANTWIT MAJOR, Kainbow Plaza:
Tel: D440 7594 118

MILFORD HAVEN, Foster Powell Lid:
Tel: 01640 697 111

PORTHCAWL, Game [0z

Tel: 165G 784 428

PEMBROKE. Dragon Alley:

Tel: 01 G465 G231 4%“& kT
SWANSEA, Comix Shoppe:

Ted: 1792 42 D07

SWANSEA, Wesl Coast Games Lid:
Tel: 01792 333 Jbd

TENBY, Clarice Toys:

Tol: 01834 843 4493

» GW ABERDEEN:

Lind |, ¥2-14 Lipper kirkgate.

Tl Q122 460 977

GW AYHR:

1O Arran Madl, Ted: 0129 261 0673
GW BRAEHEAD:

115 Braghead Shopping Contne,
Kirips [nch Road, Tel: 0141 085 9340
GW DUNDEE:

110 Commprcial Streest, Tel: 0138 220 2382
W EDINBURGH:

136 High Street, Tel: D131 220 6540
CW FALKIRK:

12 Cow Wynd, Tel: 0132 462 4553
® WY CLASGOW:

A1 Unbon Strewl, Tel: 0141 2210 1673
BANCHORY, Toy and Gilt Shop:
Tel: 01330 825 546

BRECHIN, Gardiners:

Tel: 00356 622 265

CRIEFF, Happy Craft Company:

Teel: DN 764 L5370

CUPAR, The Nappy Pin:

Tel: 01334 653 1)

DINGWALL, S!.mrh and Madel Shop:
Tel: 01349 862 336
DUNFERMLINE, Abbey Models:
Tel: O3B 711 116

DUMFRIES, Toylown:

Tel: 01387 48B4

EAST KILBRIDE, DTS Madels:

Tel: 01355 238 808

EDINBURGH, Marionville Models:
Tel;: 01305 127 000

ELGIN, Junner's Toymaster:
Telz0143 542 452

FORT WILLIAM, The Granite House:
Tel= 001 397 703 651

GLASGOW, Static Games:

Tel: 01412 263 418
HADDINGTON, Model Mania:
Tel: 01620 625931

INVERMESS, Junners Toymasler:
Tel: 01461 211 204

ISLE OF LEWIS,

A D MacDonald and Son;

Tl ; G150 705 GBS0

KILMARNOCK, T4 Tuys:

Tel: D563 520 262

KINROAS, The Hope Chest:

Tel: ME7T B62 516

KIRKCALDY, The Hope Chesl:

Tek; 01552 260 116

NORTH BERWICK, Laws Cycles;
Tel: 01620 890 641

ORKNEY, Mclennan-Toymaster:
Tel: 01856 877 T80

PERTH, Millars Models:

Tel; OF7Y 856 1815

PETERHEAD, George Donald Lid:
Tel: 01779 474 737

SHETLAND, Harrys Depl Slore:
Tol: 01595 691 (A7

STIRLING, Do It @ Your Lefsure:
Tel: 01786 826 975

THURSOY, Durrans:

el GEST B93 Tat

TURRIFF, E Rae and 5on:
el OIHEBR 567 GID

GW BELFAST:

S0A C b ©oiait | toss arts l.u.-l.L ol the L ondii)
Tel: G289 02330804

BALLYMEMA, Camerons:

23 Browughshane St Co Arrem,

Tel: 028-25048421

BANBRIDGE, Roger's Toymaster:

7 Brndge 5S¢ Co Down, Tel) 028-40622335
BANGOR, Replay Games:

57 High 51, Co Dosen, Tel: 028-91452210
COLERAINE, Toymasler Coleraine:

7-11 Church 5, Co Derry,

Tel: 020=-7034444

ENMISKILLEN, Modellers Comer:

22 Darling 5t Co Fermianagh.

Tel: 028-66322367

LISBURN, World of Wonder Lisburn:
Riverside Centte, Young SL Co Anbin,

el O20-9 2ELTYN

PORTADOWN, Jeffer's Toymasten:
8 Mundeville S, Cu Down,
Fed; 028-315350809

GAW BLANCHARDSTOWMN:

Limit 2495, Blanchardsiown Shaopging Centre,

Dabslin, Tel; 0035 318 223 668

W DUBLIN:

kel 35 Lower Lifley Sreet;

Tel=-00is 116 725 79

ATHLONE, Toy City:

MG Centre, Co VWestmaalh,

Tk D90 G587 SHS

BALLINA, World of Wonder:

Ditlon Tecrace, Co Mayo, Tel: 096 76676

BLACKPOOL, World of Wonder:

23 Northpoinl Bus P Cotk,

ey 20 2100 445

BREAY, ER Harris & Sons:

Cio Wickloaw, Tel: 012 L7 9935

CARRICK ON SHANNON, Mulvey's:

vl Streed, Ledirhimy Tel: 071 962 2915

CASTLEBAR, McDermaolis:

Cio Maye, Tel: 086 76676

CORK, Art and Hobby Shop:

Digiglas Shoppling Centre, Co Coek,

Ttz 27 &30 A58

CORK, Art and Hobby Shop:

Wikon Shopping Centre, Co Cork,

Tt D21 S434 F207F

CORK, Noddy's Toymasler:

1314 Cormmarkiet S1, Co Cork,

Ted: 021 S 27 95080

CORK, Other Realms:

Paul Strest t-.hui:lrnn:, Cenitie, Cork City,

Tel: 0210 4232 2224

CORK, World of Wonder:

G Gk, Tei: D21 4210245

CLONAKILTY, Coughlan Educational Supplies:

I} Rossa 5, Co Coek, Tel: (023 130686

CLONMEL, Hogan's Tuymasier:

14 I‘.urmil'*!-nl, Lo Tijagaesrary,

Tieh D52 23953

CLONTARF, Furlangs:

4 Vernon Avenu, Dublin

SIS v ety Dt
a ¥ i

Lt 15, Scateh Hall 5T, Cov Losith,

Tied: O3] QAT 1270

DUBLIN, Art and Hobby Jervis Cenlre:

winik 10 L, Rervis 540, Co ‘[]‘I.Il.l:ll'l.

Teli Q18 745 312

DUBLIN, Banba Toymasier:

48 Mary 5L Tel: D) B72 7100

DUN LADGHAIRE, Banba Toymaster:

Dun Laoghaire Shopping Centie, Co Dublin,

Tel: 012 804 01)

DUNDALK, Pick n Save:

Lowsg Walk SCoentre, Co Louth,

Tel; D42 932 7556

DUNGARVEMN,

Murphy's Toy and Cycle Specialists:

0 Main 5, Co Watormord,

Tl D58 41374

ENMIS, World of Wonder:

Woodgay Car Park, Co Clare,

Tul: 065 684 5697

ENNIS, Banba Toymaster:

Clearwater SContre. Dubilin,

Tel:; 01 Bb4 3910

GALWAY, Games RKealm:

B The Coen Store, Co Galway,

Tel: 091 563 G

GALWAY, It's Magic:

Evie Squane SCentre, Cio Galway,

Foad: CHFY 563 313

GALWAY, Model World:

146G Liwsbuan Bualness Park, Taum Rd,

Co Galway.

Tel: (41 765 G55

GALWAY, Toy Clty:

Linit 3, Wiellpark, Galway,

Tel: D91 764 9459

GOREY, John Webb:

Co Woealord, Tel: 055 211149

KILKENNY, Arl and Hobby Kilkenny

LS Cotles Howuse Lane, Market Cross, S0,

Tel: 056 71904

KILKENNY, Michael Crotty's:

77 High si Co Kilkenny,

Tl-l 1}5“ S10AE

KILLORGLIN, O'Sheas:

Limswd Hrickge S, Keny,

Tel: 006 976 1919

LIMERICK, Arl and Hobby Limerick

LY The et S0,

Tod: Gl 3DATRT

LIMERICK, Hollywood Empire:

$0 Thomas 8, Co Limérick,

Tel=061 31YAFTF

LIMERICK, ' Cal

ok Bd, Co Limenck,

Ped: GG 225 HB6

LIMERICK, The Gathering:

43 Lower Gaerabld Gritfin 54, Cuw Limenick

Feed: M3 315 111

LOUGHHREA, Beally:

Chicerch St Can Laabway, Tel: (il B4 S04

LOUCHREA, » Toymaster:

2 Main 5L Cao Eul'h_ h,']. O 42451

LOUGHREA, Murphy's World of Wonder:

115, Main 5L Co Cork, Tel: (122 21197

NAAS, Arl and Hobby Naas:

Unil 9, Moate 5C, Co Kildare. Tel: D45 874 322

NAYAN, Game Bandils

Unil 1, Trimgate Lane, Cn Meath,

Ted: UDd B0 504949

NEMAGH, JKC:

45 Pearse 54, Co Tipperary, Tell 067 11351

MNEWDRIDGE, World of Woander:

Mewlndge Ketall Fark, Kildane

SANTRY, Art and Hobby Santry:

Lot Park 50, Co Dublin, Ted: 010 (24 500

SLIGE, WA and AF Wouds;

Co Sligio, Tel: OF 1 914 202 1100 478

STILLORGAN, Nimble Fingers:

Co Dutelin, Tl 012 880 7340

THURLES, Toymaster:

Fredr 5L Co Vipperady, Tel: D62 51326

TIPPERARY, Hogan's Toymasler:

3 Parnell 58, Co Tipperary, Tel: 052 23973

TIPPERARY, Whelan's:

Bed=-B5 Main Street. Co Tria-pq_-l‘lr" |

Ted: D62 51326

TRALEE, A Caball and sons:

912 Bradge Stroet, Co Keny,

Tel: DGE 712 1847

TULLAMORE, Robbins:

William St, Co Ohialy, Tel: 0506 21541

WATERFORD, The Hobby Shop:

W The Quay, Co Waleriord, Tel: 051 852 227

WATERFORD, Fitomaurice Toymasier:

Fel: D51 A7 G S

WATERFORD, Tall Tales

10 Michael Strost, Tel: 051 873 967

WESTPORT, World of Wonder:

Bridge S, Co Maya, Tel: 098 25331

WEXFORD, Play & Learn:

8 Sedskar 51, Co Westoid, Tel:053 23188

WICKLOW, Hopklns:

Main Street, Co Wicklow, Tel: 0404 67225

INTERNATIONAL ACCOUNTS
BELGIUM

BRUGGE, Fair Mlay
SjEmiweesiiaal 10l Bl IJILLH;.;U
Ted: 500 38 53 d3

116

WHITE DWARF FRONTLINE

UK Hobby Stockist

e _Imw



AARSCHOT, Conect'r

Gasthuisstraat 47, 12080, Aarchor,

Tel=- 16 56 AR 10

ANTWERPEN, Celtlc Crow

Zilverimidstraat 9, 2000, Antwerpen,

Teel: 3 200 81 L5

DENDEMONDE, Tip Top Moens
it el atsaat 75, 9200 Deradernmonchs,

Tel: 5T 21 17 4

GENT, Lood &

Burgttraat 41, %00, Gent, Tel: 9 224 47 34
HASSELT, D5

Kutinperutormweg 41-45, 3500 ks,

Tel: 11 3281 55

LEOPOLDSBURG, NV Moeifermans
AaarechalkFochstraat 20, Y970 Leopsoldanrg
Tes: 10 39 I8 A

LEUVEN, The

Paripistraat 44, 1000 Lewven, Tel: 16 29 49 9
MECHELEN, De Spelfanast

Viesmokt 32, 2800 Mochelen, Tel: 15 3459 07
OOSTENDE, King Arthur

Alfons Pistersiaan 96, BE400 Oostende
Tel: 059 51 57 56

AALST, Hermelijn
hnleactraat 16, 9100 Aalst, Tel: 531 41 48 &6
ANTWERPEN, Red Games

S Katel st 55, 20060, Anbaerpen
Tl 3 23171 )

ASTENE, Mintatuurauto®s Feckhoul
Kapellestrnat 7, 9800, Tel: 0°F2 24 17 90
RLANKENBERGE, De Speelhock
Langeitraat 41, 8370 Blankenberge,
Tel: 30001 4% 2%

BRUGGF, Modelhorwoenter
Weat-Visanderen, Langearaat 163, 2000 Brugee,
Tel: 50 34 2071

BRLUISSEL, Intertoys Anderlecht

S Duplerisiaan 315, 1070, Brseed,

Tel: 2 52184 73

NRLISSEL, ln‘ll.'ﬂ? Laken

B-10 Avernue Muileygen, 1020 Mrossel,

Teli 2 268 71 41

DIURNE, The Gamestore
Ritschoppenhodlian 09, 2100 Dewuins,

Tel: 3 325 5% 35

GENT, Inhﬂnr- GCent

"q"-:u.'q'lP:"ﬂT..l.;lt 17, 9000 Cent, Tel: O 224 42 i
GENT, Red Dragon Games

Gt Cheerpooetiiraal 116, 9000 Gismd
HALLE, Mishra's Playground

W inootusiheervers 104, 1500 Halle,

Ted: 2 103 54 51

HALLE; Top 1 Toys

Batilickurast 6%, 1500 Halle, Tel: 2 35604 03
HASSELT, Oberonn

Kempische Steeenwes 27, 3500,

Hasselt, Tel: 11 351 158

IXELLES, Intertoys lvelles

108 Chanrsses o Toefles, 1050 ol

Tel: 2514 1700

KORTRIK, Baba ¥

Sint-Amanckplein 27, B5D0

KORTRIJK, De Concorde

Rrugsestraat 40, B500 Kok, Tel: 56 17 05 65
KORTRIIK, Albion

Doemiksestrant 52, B500 Kestrifh

Tel: 3243 Q7

NEERPELT, “t Spellenhuis

Fabsiekatmmat 10, 3910 Sevrpdi,

Tel: 11 7349 7%

ODOSTENDE, Timms

Viaanderemitraat 48, B4D0 Oxrtends,

Teel: 5% B3 4% 61

OVERIJSE, Intertoys Overijee
Brusselsedteenweg S02A, 30090 Oyl jae,

Tel: 2 GAT 42 51

ROESELARE, Black Rorder

Satiomudreed 68, BB Roeselarne,

Tel: 1 30 82 50

5T MNIKLAAS, HO)

Hendrik |'|-P1|."I1'|..1I"|}II|"'|H 24, 9100 Sr-Miklaas
Tel: 03T 76 315 45

TOURNAL Interfoys Tournai

19 Riee Royale, TS50 Tourmal, Tel; i 27 22 332

SOFIA, Magic Worlds
10000, Slavetkore wyr 9
SOFIA, Moria

1308, Seegdna Corag Str.1 33

SHANGHAIL Thanchui Store

Cawsregfu RO, 777, Tel: 86 31 52 3605X)
SHAMGHAIL Fark

4 77, DaMmg  The Lite Huh, No, 2008

OSIEK, Land of Magic

1000, Merkator Centar, Gacka 10

Tel: 385 31 275 M9

OSIEK, Landd of Magic

Pejacevicewa 5, 31000, Tel: 385 31 168 412
RIJEKA, Game Sadler

Kriramicewa 1c, Tel: 365 51 171 100

SPLIT, Land af Ma

Kralja Zvonimibrg 15, 21080,

Tel; 385 21402249

VARATDIN, Land of Fl"ilr,lr:

Kacicewa 5, 42000, Tel: 305 42200161
ZAGRER, Land of

10000, Frankooamska 22, Ted: 385 14570077
ZAGREB, Land of

100000, Raliceva 13, Tel: IB514921017

NICOSIA, ANT Comics
b Annis Koenbeiy Ste, 1080
Tel: 0 35 7990 597 &40

BRNO, Cerny Rytir

Chldionea 120973, 61800, Brmin
Tel: +420154 1 214 BGDH

CESKE BUDE)OVICE, Chantit
Pz o MWD 2R 50

HARADEC KRALOVE, Knih Valhalla
Mikupnl eentrum [irenka, Karla IV 430, 50002,
Hradker Krdlonad, Ted a0 J0E9 552 W0
KOPRIVNICE,

Sefinikova 154,742, Koprivmoe

Tel: +4 200552 20K

LIBEREC, Battle Games- Obchodnl Pavilion
Prazshd 10017, 460010, Liberec |

Tel: 4420777526154

OSTRAVA, Matrix knihkupectyi)

Fallamwa &, 70200, Oxdrdava - Mordwakd
Oxtrava x), Tell #0207 78 404 24

PRAHA, Ogri

Mikulandakd 4722, Mraha 1, 11000

Ted: <4202 24033811

PRAHA, I‘.'.'rmr E'rllr

o Powfekou Wearen 21 1TROO0. Praba A

Ted: =4 202220124561

PFRAHA, Crm'r Rytir

Fa Posledkng Branog 20, TRIENY. Praha B

Tel: 4420222712461

VSETIM, Allantis

Prikoed 42, 75500, veeting, Tel: o0 2007 141 1697

GW KOBFNMHAYMN

Frederiobotprade SKL, 1360, Tel: 3312 2207
AARHLS C, Dvaenns Lakr

et Kevinds Tare 3, BOOO Asrhiis

Tz dods 770 (000 6§

HIFLSINGON, Hobby oe Frithd

Hehingor, Rosenl ldeve) 2. 3000,

Tel: 49 21 45 42

MILLEBEIDY, Miabbw & Fritld

*hﬂ!ﬂrrﬂ-‘ﬂ 4, 1400 Hillersd, Teld: 48 25 26 16
KOIMESNHAYN K, Farao Ciearer

Skindergade 27, 1157 Kpbenhavn K

Tel: 33 32 22 11

KOMMESNHAY S NV, Arrna Kebembunm
Herfemestonee] B0 2400 Kobeahun NV,

Tel: 83 3570 0

SASTVED. Arena Nt

Ramabwerre] 17, 4700 Meudved, Tel: 55 54 &7 O
CHYENSE €, Dvagors Lair

Kongenspgade 71, o th, 5000 Ddense C,

Tel: 65 91 97 M

RODMIVEL, Mr Garmies

Bodoyre St lormoentes, 2610 Riscdlore,

Tel: 36 72 02 55

ROAKILDE, Famatke Eoakilde

Alrf-Ihlnﬁﬂ{:Jrl- 15, SO Rreekobrie,

Tl s 36 35 48

SLAGELSE, Famatic Slapeher

Shovaozade G6A, 4200 Slapelse, Tel! 58 54 40 BD
AABENRA, Legekarden Aabenrd

Goregade 17, 6200 Aabenrd, Tel: Y4 62 34 05
AALBORG, Aalhorg Hobhy Service

Morepade 1A, W Aslbore, Tel- 98 1212 15
AALBORG, Bog & idé Aa

Mytorw 5, G000 Aalborg. Tel: 98 11 5511
AALRORG SV, B.O. Boger Aa

Alborg St Center 108, 9200 Aalborg 5V,

Tel: o 7O 15 45

AALBORCG, Dragoms Lair

fohn F, Kempeadys, Plads 1, 2000 Aalborg,

T %R 1216 LA

AARMHLUS €, Goblin Gate

EKyutwepen 27, OO0 Asehas C, Tel: 86 1943 11
AARS, Ti ager

Fu'rr'rﬂwp:?“? HH0i Aars, Tel: 98 /2 45 52
ALLEROD, Bog & idé Allernd

84 D madesrmved B, 3450 Alletod,

Tel: 48 17 27 70

ASNAS, Bog & Ide Asnaes

Asrues Ut 2, 4550 Asnes, Tel: 596500 14
CHARLOTTENLUND, & idé Charlottenhund

eperbvee Alld 5 3930 Charlofendund,

T TIYELET

ISRITRG, Bunkeren

Jerrhaneade 2 BTO0 Eabderg, Tel: 7518 1199
[SRIIRG, B.O. B Fabj

Krrrermge mke H.-f!:.::f"! ['.l.tr:_l'ﬂ"., Ted: 751211 77
FSBRIERG, Adventure Commer

Sillezadke BO. G700 Edbdern, Telz 3511 11 56
[SPERCERDE, RO, Roger E

Fapwr=merle Comtred, Vietkisr Tore F, 3060
Fapergmeela, Tel: 4% 1) 1046

FREDERECIA, Juwl 2 Fun

Dasenerkse st TH T000 Foedlemcia

Tel 75 B2 2500

FREDERICIA, Rog & Ide Fredericia
Cxbengade 37, J000 Fredeticia,

Ted: Jh 24 59 59

FREDERIKSAERG, Legekaden Frederikahery
Corselttabbove; 16, 20000 Fredberivcheerp

Fel: 38K 19 70 25

FREDERIKSSUND, Legekarden Frederikssund
fermbanensde 11, 1600 Fredesikucomd,

Il 47 38 1% 55

GILLELEJE, Lillys Legetoj

Vevterteyaracis O 1050 ¢1I||l'rf‘,‘l"..

Tel: 48 30 10 W)

GRENA, Bog & idé Grend

Tonwet B A5 f.rr"ﬁ_ 'I['-l: A 37 1% 313

GREVE, B.O. Bager Hundige
Myrdiee Stoacentes, Mol Gieyve

Tel 471 20 &0 08

HELSINGE, B.O, Boger

atereade 17 - 19 1000 Helkingn,
Tel: 20 7% &0

HELSINGE, Teaterhiven
fredeniobonseed 10, 1200 Helsingo,
Tel: 2R 92 L 77

HELSINGOR, Hll:-hh‘r' & Fritid
Eimanb ey 2 TR0 Fleduirmpes,
Tel: 3% ¥) £5 42
HELSINGOR, B.O, Boger Helsingr
Shrres Flach |, W00 fdeliinpor
Tl 40 21 vy (K]

HERNING, Buddy L egeto]

Herming Centrif, Merkurve] 17, 7400 Hernlmg.

Teel: AT 22 [t £

HERNING, Farrges Kxlder

Crnallepache 12, 7400 Herming, Tell 331018 57
HERNING, B.O, Boger H

Areghgards & T400 Homing, Tel: OF (2 0F 47
HILLEROD, Legelarden Hillerad

Shdweade 37 1400 Hillered, Tel: 48 24 &1 51
HIORRING, Rossels

" ."'oh':'il.i_"‘ I_l.‘__u]l. A QRN +|i|1-.|'rl‘|'|:.‘

Tel: 2R 92 17 44

HOLBAK, Storkiell Bog & idé

Abtesds 31, 4300 Hothaed, Tel: 5943 00 74
HOLTE, Legetofabutitien

flokes mikBramikt 731 1. 7840 Halle,

Tel- 45 46 |7 82

HORSENS, Legekaeden Horsens
Honpetaligads 15, B700 FHorsems,

Tel: 75 &1 60 11

HORSHOLM, GAD Hersholm

Hovedpaden 535 0 2970 Hensholm

Teel: 4% AL 4 QA

HUMLIBTK, Rodes

Toipanye] £, 1050 Hemleboek, Tel: 49 19 12 20
KALUNDBORG, Koch's Boger & Papir
Eoichaade O, 4400 Kilinefien,

Teli 549 51 00 54

KJELLERLUIP, Ide & Hobby

Sondergade 12, B620 Kiellerup

Tel: B BB 13 26

KOBENHAVN K, Fantnk

k1, Pedentrande 35, 1453 Kobenhavn K,
Tel: 33 93 A5 IR

KOGE, Koge & Papirhandel

Norregsde II.;?I;-I-{H'_I Kiverr, Tiel: Sh RS 00 B2
KOLDING, Good Games

l_‘.hlh-gmju 13, GO0 Koldins, Tel: 75 50 03 D4
KOLDING, B.O, RBoger Kolding

Kolding Storcenter 51, BDDO Kolding,

Tiel: 75 50 38 14

LYNGBY, B.O. Reger L

Lymghy Storcenter 54, TR0 Lynelw,

Tel; 45 67 04 45

LYNGRY, Faraos Cigarer

fernbanepladien 63, 2880 Lyrpby
NYKOBING F, Hundehuset

jenbaresgade 33, AR Nylotong F,

Tel: 34 BAH DR 2hH

NYKQRING M, Marse Roghandel

Alpade 1, 7000 Nykiohing M, Tel: 97 72 07 DO
ODDER, Lepekeden Odder

Roens Gade 32, RI00 Cxder, Tol: 86 54 42 70
ODENSE C, B.O. Boger Odense C
Visterpache 59-01, 5000 Odene C,

Tel: 66 11 40 33

ODENSE SO, R.O., rdicentred
Roeenplndwentret 51 Gul Glgade,

2220 Oderree 303, Teli b 15 99 28
RANDERS, Bog & Ide Randers

Drodregade G, K900 Randens,

Tel: B6 43 08 10

RODOVRE, B.O. Boager Rodovre

Riutanma Contrum 116, 2610 Bodlivre,

Tel: 30 41 D4 A5

RONNE, Dorthe's Hobbystue

Lifietrire 14, 37000 Rowrees, Ted: 56 G5 94 49
ROSKILDE,

Alpacke 200, 4000 Roskildde, Tel: 46 32 34 63
SKAGEN, Legekarden Skagen

=k I:..nn-;n.'ir'.w A1, WA SRapen,

Ted: 98 44 54 65

SKANDERBORG, Schmidt Bog & idé
Adelgade B2, 8660 Skanderborg,

Ted: 51‘1 5200 27

SKIVE, Jydsk

Morrepads 19, 7800 Skive, Tel: 97 .51 25 '
SLAGELSE, Uldtolten

Mygade I, 4200 Siapelee; Tel: 58 53 50 35
AT HEDDINGE, Hnl'.lhrﬂllﬂrﬂ

Lefrtaftewve] 19, Lefrotte, 4660 51 Feddinge,
Teel: 56 50 Bk 10

SVENDBORG, Farve & Hobby Hjornet
Klostemlads 7, 5700 Svendlong.

Tel: 62 2131 11

SVENDBORG, B.0O. Bager Sven
Ceorvitsgadle 28, 5700 Svendboeg,

Tel: 62 137 22 90

TASTRUP, mnban:hn;n

xm-'ul 'IIfL :" 1“ J'lIHJT.. If'-t' 43 71 F.FIF 15

THISTED, Buddy l.rquul
1 | i

Vistorgade 4, 7000 sted, Tel: 97 92 19 13
VEILE, B.0. Boger Vejle

Ascontnt 10, Somdlergacde 24.26, 7100 Veile,
Tel: 75 B2 D05 44

VIRORG, Batile Bunker

Langdamrmen 1, B8RO0 Viborg, Telt Bo 60 17 40

YORDINGRORG, l:%l'kdﬂl "d"urdh‘r;ban
Algacke 13, 4760 Vordingbong Tel: 55 34 (4 11

STANLEY, Falkland Collectibles
The Cienecal Stoae, Tel; 050021174

GW HMILSINK]

Simankate 9, O01060, Tel: 975 154 525
HELSINKLY, Fantaviapedil Melserki
Vilhonkatu 48, 00100 Helinki,

Fi=l - OF RS 0803

LAHTI, Punlenbunm Felil

Ratarienkaby 16, 15010 Lalvi, Tel: 03 751 5151
PSP, Pelimesta

Ulnppakatu 1, 02320 Fepoo, Tel: 09 A11 128)
JOENSUL, Fantasiapelit foensen
Kaupoakaty 312, 80100 |owermang,

Tel: 0113 284 1144

IYVASKYLA, Fantasiapelit Jyviskyld
Kauppakatu 2, 40100 Jyvaikyla,

Tel: 014 21 6629

KUOMO, Fantalapelit K

Tulfipostinkatu $h-48, 701 10 Kuogpin,

Tel: 7 36117145

OULY, Fantastapellt Oulu

Koulukan 28, 90100 Ouly, Tel: 08 37 4906
TAMPERE, Fantaslapelll Tampere
Kurinkaankatu 5, 13100 Tampore,

Tel: 03 222 5200

TURKU, Fantasiapelit Turku

Yiopistinkats 13A, 20000 Turkowu,

Tel: 02 232 B413

FORSSA, Fun Stufi & Cards

Himesntle T Toolskim, 30101 Foses

Tel: 0% 435 A3RS5

HAMEENLINNA, L

Palokumsiankatu 17, 13100 Himeenlinna,
Tel: 07 GB2 1950

HEINOLA, Talpusmuaovi ja lela

EKauppakats 19, 18100 Heinola,

Tel= 01 F15 1905

HYVINKAA, Royal Toys

Bluvadikatii 5, DSA30 Hywmkad,

Tel: (943 9370

ISALMI, Taikalalo

Siwvonkatu 12, 74100 lealmi, Tel: 017 82 6358
IMATRA, Kirja-Lahja Alex Ky

Mansikankuja 2. 55120 Irutra,

Tel:05 431 9555

Vilithe 1, 42100 [inwd, Tol: 014 7497215
IARVENPAA, Askartelutarvikeliike
Tahaville, Helangintie 13, 048400 Pirvenpid,
Ted: QS0 413 4764

KFRAVA, Antikvariaatti Kersa

Torikeaty 1, 4200 Kerava, Tel: 09 294 4210
KOTKA, Eagle Card

Kedeudeatu 25, 48100 Konka, Tel: D0 521 4238
KOUVOLA, Muoviepax

Valakatu 3. 45100 Kowvoda, Tel: 05 311 79455
KULUSANKOSK], Kirja Savinen
Kauppe-aiikio 1, 45700 Kuuvanknki,

Teed: 035 374 B2TH

MAARIFHAMM, Dillen

Tompgatan 7, 22100 Maarlshamn,

Tel: (B 15578

MANTSALA, Papado

Lahdentie 50, 04600 Mantsala,

Fel: 017 B8R 1911

MIKKELL,

Baahwerrankan T4, 50100 Mikkeli,

Tel: D15 06 THDY

ORI, Porin Pitkis

MesttuanTos 2 Ky, JHIO0 Past|

Tel: 02 A3 3 2800

PORI, Porin Askartelu

Yrjonkatu 7, 20000 Porl, Ted: 02 6312 0471
PORVOO, "Pualenkuun Pelit Porvoo
Aanmaheiminkabe 10, DG 100 Ponona

Terd; €179 S3ARATT

RAAHE, Raahen Astartelu ia Paperi
Labdhekonaontie 32, 37130 Raahe,

Ted: D 223 BB2S

RAUMA, Wanhan Rauman POP-peli
Saoetarmonbatu 14, 26100 Rauma,

Tel: 02 823 4040

ROVANIEMI, “iFl:l.'l‘t'IH Jasnd

Rowakaiu 28, 965000 Raovaniemi,

Tl D0 156 (0525

SALD, Salon Harraste

Vithonkatu 21, 24240 Sals. Tel: 016 356 0345
SAVONLINNA, Savonlinnan Antikvariaatti
Olavindata 51, 57100 Savonlinna,

Tel! D15 53 4417

SEINAJOKI, Pitkikickko

Alvar Aallonkand, 1Seindlokl, Tel: Of 217 THMY
SEINAJOKI, Famtasialinna

‘n.-".'rlp.tuﬁ*nlm 51, BO1OO Seindjoki,

Fiel: 0141 5R1 G314

TAMPERE, Info Koskikeskas

Kmbilealyie lobers 20 11100 Tamipere,

Ted: 00 225 1850

VAASA, Nirunara

Ravhankatu 17, 65100 Vaaxa, Ted: 06 212 7027
VALKFAKOSKL, Kaskiviihde

Valtakatu B-11, Koakikara 2 ey, 3TN0,

Tl OF 584 7O07

VAMMALA, Info - Tyrviin Kirjakau
Marttilankat 18, Vammala, Tel: 03 512 7113
VEHMAA, Vanha Kaarti

Kikenkyliatie 254, 23210 Yiehmaa,

Tt D50 577 AN

ATHENS, Action Hobbies

RANDERS, Byrge Sorensen Hobb Cholangos, Tel: 0030 210 6564515

Ridhuritorvet 4, K900 Randers, Tel: Db 42 58 14 ATHENS, Fantasy : Peristeri

RANDERS, Randers Hobby Import Themidokleous 52 & Theolritoy,

Adelgade 13, 8900 Randers, Tel: B6 43 1923 Ted: 0000 210 5774354

RINGKOBRING, Buddy Legetnj ATHENS, Fanlavy Shop: Halandri

Algade 4, 6950 Ringhnbing. Tel. 97 12 08 06 Kolokntroni & ﬁ-‘tr B, Tel: D030 210 685719

RINGSTED, Buddy Legelni ATHENS, Fanlasy Shop

Mamegade 15, 4100 Eragsted, Tel: 57 67 14 Bl ¥ Septemvriog &5, Tel: 0030 210 #231072
e ——

NE Elite Store

ATHENS, Fantasy Shop: Ag. Paraskevi
Aghnt loannou 248, Tel: D00 210 RDO5 31T
ATHENS, Fan Shop: ati

K 1:44% o _‘ll.ﬁ',m.‘m
ATHENS, Fantasy Shop: Kifisia

Erosind & 1 Keylakiou 1,

Tael: E3 3 2100 BOTHOADN

ATHENS, Fan Shnpt Melraian

Yimdlanton 116, Tel: 0030 20 43 15757
ATHENS, Fanlavy : Exarcheia
Themindotbooim £ =485, Tel; (O30 210 3828677
ATHEINS, Kaissa Amarowsiou

Enrdili 7, Toli D030 210 K141675
ATHENS, Kabwea Chess & Games
Kalliebermibon 8 & Ippoboatous 114 72,

Tel: (030 210 IA64NH

ATHENS, Kakea Glyfadas

Wewrikon 4, Tel, (K30 210 k6982 O57
ATHENS, Kaksa Halandriou

Deubhii Plakentias, Tel: 000 210 800485
ATHENS, Kaiva Kallidromiou
Kallkhromioul & Ippohrows 114 72,

Tet: 0030 210 VG280

ATHINS, Kafvia Monokeros

Tritis Seprermerboin, Tl GO0 3 10 813 990
ATHENS, Kaissa Neas Smirnb

. Vienipelo| 0, 17121 Ted: 00 30 210 981 7044
ATHENS, Kalssa Pagratiou

116 34, Pl Sdessologion 3-8, Pagratl,

Todz O0) B0 2100 7218 318

ATHENS, Katisa Peiraia

Ipstlamton 174076, Tel: D030 210 4 200 i
ATHENS, Startegy Hall

Ipkiladous 116, Mraeus, 1R532

Tel: DO 302108135757

CHANIA, Kaiswa Chanion

73 10, 109 Kydhonias 56, Tel: D00 282 1038996
CRETE, Fantasy Shop: Herakleion

Idomenes I, Tel: 0030 2810 301312
HALKIDA, CD Comer

Mlaouli 24, Tel; 000 J221 ORFITS
KALLITHEA, Fantasy Kallithea
Irakleous 1104, Tel: D030 210 959 2523
LARISA, Kafesa Larisas

Koumsrnclaunss 22, 0010 2400 518555
MAROUSH, Bafile Bunker

Moy sou 9, Tel: 0030 102528718
NAPPLIO), Minfature Shop

21100, Andrea Flouds 9,

Tk 0 R0 275024004

PATRA, Fantasy Shop: Patra

Fantanasiaks 75, Tel: 0030 2610 Z21014
PATRAS, Kakina Patras

Conmar & Siirmi 34, Tel; DO 2610625612
PERISTERIOUS, Kabsea Peristeriou

Ethrikis Antistaseos G52, 121 35 Peristerd,
Tel: (30 21O57RGT0F

FIRELIS, Dragons Eye Slore

Fleming 42, hﬁaw;{ Ted: D002 106929169
THESSALONIKIL, Kaissa Thesualonikis

Gl 32 Skra 4 Tel: 0 10 2310 257 397
THESSALONIKL, Underworld

Navarinou square 2 & Dimitnl Coounar,

Tl DO 2010 2401 97

VOLOS, Fantasy Shop

Cilavam| - 100 & Galias,
Tel: D340 242000 2RARS

HONG KONG, Fun Atelier

Shap 121, drd Flooe, Hopewell Cenire,
183 Cuirens Road Fast, Wan Chai

Ted: 00 11 A852 9162 HOFB

HUNGARY

BLDAPEST, Silverland
1006, Lajos 140, Telt D036 12 504157

BLIDAPEST, Trollba

1005, Nagymeso w29, Tel; 00 36 1 3213279
MISKOLC, Deron

3530, Aranwy Lo T1-13, Ted: 0036 46 411520
STEKESFEMERVAR, Caarnoka

B0 Kiroly [, w7, Tel: DO 700 IR 20
STEGED, Ceillagves

622, Gopol w15, Tel: DG 20 1571501

ICELAND
REVKIAVIK, Nexus
HVERFISGATA 1PO3 125, Tel: 552 9011

INDONESIA

JAKARTA BARAT, Camlce N Games
a3l Taman Angarek 13 no 3204,
Tel: 021 5061855

JAKARTA SELATAN, Fanfawy N Games
i Sultan lkanchyr Moda Mo 7
SURABAYA, Fantasy N Games

47 Perack Batat Street, Tel: 031-500-50343
SURARAYA, Fantasy N Games

Taman CGapura Rava biock A 12,

Tel: 031-740-2475

ISRAEL

HAIFA, Kitaro

Haila grand mall, Teli 00972 48503232
HERZLIA, Freak

Soknlay M. Tel: (0972 YOSR00F 7
RAMAT HASHARON, Taruh
OSISHKIN 33, Tel: DDO72 154047113
RAMAT HASHARON, Tapuah Fantasy
Sovkenlas I,

TEL AVIV, Freak

Fuven Cevin! 60, Tel: 00972 160981826
TEL AVIV, Kitarn

Werkar bhaaled Hamiedacha T2n

Teel: DNFIT 2 I6Z99320

MALRYSIA

KOTA KINABALL, SABAH, Just Wargame

1.Xg Inobong lalan Tambunan,

Tel; (01X = DRSS 5267

KUALA LUMPUR, Comics Mart

Midvalley Megamafl, Tel: 00 - 2387 626
KUALA LLUMPUR, Mﬁ-l:iFiFln Onitpiost

JImcd Flr, Cinebeisone, AMutiara Damansa,

Ted: 060 008 - 982 1500

PENANAG, Comics Mart

Mo Mart 03064 Plara Gurnmey,

Tel 04 - 22, 25AR

PETALING JAYA, Waoll's Game

T1 L2 16, Amcosp Mall, Tel: 012 2599952
PETALING JAYA SELANGOR, The Games Circle
MR, lalan 55 22 0 25, Damanasn [ava,

Tieels d OVLE - 851 (¥0440

SHAH ALAM, SELANGOR, Dakka Dakks Games
B Jatan Keeeral LTV LSeksven 7,

Tel: R O17 <292 0525

MALTA, Farbidden Power

BT Tebey Migral I-Barriesl, Aairs,
Tl OI56 21 2279940

MALTA, K Hobbies Lid

Mpewch Road, Fgura Pla 1],

Ted: 56 21 RSS2

GW AMSTERDAM

Bobln A6, 1012 KT, Tel: D20 637 TREL

CW DN HAAG

Cohumalstraat 1202511 AN, Tel: 070 392 TRYA
GW HAARLEM

Cientrast 29, 2011 GA. Tel: 021 550 ThT
W ROTTERDAM

Van (Hderbarmesseldplaam 452, 3012 AP,
Tel: D10 280 D2HH

4

ARNHTM, Spelbwartier Amhem
Cheemitraat 4, GO2JA CL Amhem,

Tel: 026G 350 20208

DEN BOSCH, De Dobbelideen
Hinthamerstraad 90 5211 A5,

Tel: OF 3 6145530

LIEUWARDIN, Spellekifn

Vioorstrek B4, 5911 TH, Levwwanoen,
Ted: O5B 212 1112

LEIDEN, Viiepershe

Turfmarkt 2, 2112 L0, Lesden,

Tel: 071 513 27R)

VAASTRICHT, Vifeg-erami
Armasloestrant 70, 5211 P, Mansirichil
Tel: 043 325 16/5)

TILBURG, De Dobhbeliteen

Lappestraat 176, 5008 SH, Tilbum,

Tel: G113 544 4700

PWOLLE, Games neShufl
Dicrerpoodenplay I8, 8011 VX, Swalle,
Tel: D18 421 BIRS

ALKMAAR, Bookers & S1

Botorstrant 19, 1811 HP, Alkmaar,

Tel: D72 512 1.21)

ALMERE HAVIN, Fantasia

Ketheracht 47, 1354 AF, Almwere 1M aven
Tel: O36 531 K017

AMERSTOORT, Spellenwinchel
Scherhientrast 4.6, JRT1 EA, Arwersfonet,
Tel: D33 AT0 0322

ASSEN, Mok

Siationatraat 1, 9401 KV, Axen,

Tel: 059 231 1292

RERGEN OF TOOM, Big Bova Toys
Livvevrouweitraat 73, 4611 ) Neppen op Soom,
Tel: D64 35 0OR4H

DEN HAAG, Spellenhuls

Foarmamstraat 94, ISTA GT, Den Haag,
Tel: 070 364 4782

ENSCHEDE, Pijplines

Pijpenstraot 34, 7511 OM, Ersghiede,

Tel: 053 450 5727

GRONINGEN, Krikke's H.

RNimmn Wieg 28 9711 TE, Gronlngen,
Teel: D050 312 9314

MIDDELBEURG, De Burcht
Lorsdermekast 19, 43310 )G, Middelburng,
Tel: 06 2BI0 1895

MNIIMEGEN, Moenen & Mariken

Van Weldesematrant 70, G511 MM, Mijmonen
Tel: 024 3210119

LITRECHT,

Sotinpwer 1, 3511, Lireche,

Tel: Gk 2104177

VENLO, Modelhouw Luthart

Oude Markt TA, 59171 ML, Venlo,

Tel: 077 354 1683

WORMIRVITR, Minl-Wonders
Antitlenstrant 1. 15321 AT, Womenwnt,
Tel: 075 G40 1617

TOETERMELR, 'RCJ"‘Jlﬂor

Daopestraal 179, 2712 Al Zoetermnoet,
Ted: 07 3160560

ALMELOD, Somberg Moadelbouw
Grotestraal 116, 7607 COW, Almelo,

Tel: (54 (A 20A1

ALPHEN AAN DEN RIIN,

Top 1 Tays Arie vd Panne

Hooftstraat h0-68, 2406 GL, Alphen aan den
Rijn. Tel: 1172 47 2254
AMSTILVEIN, De Grool Tay Special Store
Rembrandthof 42, 1101 71, Amitelveen,
Tel-020 347 1344

AMSTIIVEEN, Het Ganrenbard
Parlevipier 5%, 1186 FA, Amidtelveen,
Fol: 020 641 2552

APELDOORN, Top 1 Toys - De Kinderdroom
Cranjerke V50 7311WGE, Apeldonim,
el 055 570108

APELDOORN, Vieemde Taak
Asueloratraat 27, 7101 EC,

Ted: 057 55171504

BERGEYK, Woulers Tec

Fankemsiraat 31, 5571 CP, Bengevk,

Tel: 040 755 (248

RLARICUM, RC-Fun

Te Molewwes 20, 1261 TX0. Blaricum,
Tel: O35 5230049

BREDA, Modelbouw Rliek

B batrast 21, 4RT1 GA, Brxls,

Tel- O 321 D596

BREDA, De Dobbelsteen

Moechstraat 110, 4617 GE, By,

Tol: 076 5204700

BUSSUM, Baky Modeltreinen

Laander T, 1400 B4, Rutsum,

Tel: 035 6591 #4110

DELFT, Top 1 Toys Speldorada
nirm!*-.-.m Wt 21,25, 2011 1M, Deif,
Tel: 015 211 4514

DEN BOSCH, Gamelorce Den Rosch
Virghtertraad 60, 5311 GK, Den Beach
Tel: 073 75058481
DEN HAAG, EIf Fanlasy Shop
Noomisinde 91, _-_:'s:?.'m. Dhen Maan,
Tel: 070 ASAKTAST

DEVENTER, Knibbel Comics
Misnvsiraat 3, T4 L, Devsmer,
Tel: 057 061 K87
DORDRECHT, Hobby Modetbouw Dordrecht
Voorstraat 360, 1111 CX, Dioadeecht,

Tal: Q78 H3Y 2711

IDE, Tinnen Soldaat

Cowrnballaan 12, 6712 AL Ede,

Tl DTTR AS 3206

EINDHOVEN, Gameforce Eindhoven
Visserstraal 18a, 5612 BT, Tindhoven,
Tel: 000 2487030

EMMEN, Spirithoes

Dreriovtraut 154, 7011 AL Emmen..

Tel: 0591 57AT

GELEEN, Tactica

Apdellprdraat 3, H16% C], Catdewn,

Tod: 46 474 1018

GOES, Fantus Fantasy Store

Groene Weldje 16, 4461 (W, Gos,

Teel: 1Y 325 3174

GORINCHEM, Nelten Modelbouw
Kwekoldrast 10, 4201 |V, Goninchem,
Teel: 18 36T GO

GOUDA, Intertoys v/d Wal

Mimmaw Akt 70, 280 GP, Gouda,

Tel: 1R 251 31525

GOUDA, The Mavie Stare

Langs Groenencdaal 114, 2801 LY, Couda
Tl Q1R 252 2550

GRONINGEN, Wirwar

Diecke Kajk in "0 latstemat 40, %772 EL, Gromingen
Tel: 050 374 K424

HARDIEWT

Top 1 Toys Volgers Spel & H
Hondegatitrast 4. I8 CG, Hirderaw,
Tel: 0341 41085

HEERENVEEM,

Top 1 Toys V 5pl| & Hobby

Van Harepspead G014, B442 CL), Hegremaeen,
Teel: 3511 LLADEY

HENGELD, Top 1 Toys van Wezel
Burg, linwenplein 14.17, 7557 EC. Henpelo,
Tel: (74 297 220

HOORN, Het Gele Teken

et Dot 15, 1621 BR, oo,

Tel: (22021 8GtY

LEFLUWARDEN, Brattinga Speelgoed

S, Jacobsstraat 4, 5911 HY, Lecwwanden,
Tel 058 212 5682

LEIDEN, Tolkiemwinkel

Lirrechiie Jasengd 2. 2513 KW, Leiden,
Tel: 071 541 2324

LELYSTAD, Treinenhoek

Bottor 44-15, 1247 [E, Lelvtad,

Feel: D02 025 3RO

_ e e e e R ONTLINE

NE Partner Store

www.games-workshop.co.uk/storefinder
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MAASTRICHT, Hounjet
BurgenesstenConenstr 18, 6226 GV, Maastriche,
Tel: 043 363 6778

NUENEN, Schellens Igued

Parkstrdat 24, 5671 GG, Mueien,

Tes: 40 263 2984

OUD-BEJERLAND, Mourils Model-Hobby
Croasnisndsu 32, 3261 BC, Owud-Beljerfand,
Pael: Vi 6.2 19310

PANNINGEN, Top 1 Toys Marc Janssen
Markt TH, 4981 AN, Panningen,

Tel: 077 4634506

ROERMOND, Bloemboetick Hermien
Massauntraal &b, G043 ED. Rosmmend,
Tel: 047 512 1710

ROOSENDAAL, Jadin

Chude Markt 58, 4701 PM, Koosendaal,
Tel: D165 55 7904

ROTTERDAM, Freelime Warrios

junker Fransstraat 122-A, 3031 AX, Rometdam,
Tel: 010 2709233

SCHIEDAM, BTS

Groenelaan 449, 3114 CB, Schivdam,

Tel: 010 471 8755

SCHIINDEL, Top 1 Toys Annick
Hooldetraat 133, 5481 AD, Schipadel,
Tel: OF 3 4777548

SITTARD, Alomik

Stalasnsiraat 19, 6130 AX, Siitard,

Tol: 046 4515074

SLUIS, Top 1 Toys E v/d Vijver

Oiache Werkstraal 7, 4524 CT, Sluiy,

Ted: Q1Y 746 1191

SOEST, Top 1 Toys Soest

V Weedestraal 16, 3761 CE. Sue,

Tel: 035 629 (44

SPIKENISSE, Lord of Magic

Spuisliaat 7, 3201 AR, Spijhacridsse,

Tel: O1AT 61906

SURHUISTERVEEN, Spiritvault

e Dellen 55, 9231 EA, Tel; 06YGO7 22060
TIEL, Goblincave

Lonnebloematraat 12, 4001 0Z,

Toed, Ted: 0344 654 LEY

LDEN, Goblin

Brabantpiein 164, 5401 GS, Uden,

Tel: 041 327 D662

UTRECHT, Subcullures

Cuade Gracht 194AWERF, 3511 NR. Utrechl,
Pol: A0 2901123

UTRECHT, EIl Fantasy Shop

Oude gracht 207, 1511 NH, Utrechi,

Tel: O30 261 7157

UTRECHT, Never Never Land (Wieder &

Oude Gracht 202, 3511 NE, Uinechy,
Ted: 030 233 219]

VELSERBROEK, Mol Flastic
Ladelmakentraat 64, 1991 JE, Vielserbmook,
Tol: 023 5375392

WASSENAAR, Top 1 Toys Kouwenhoven
Langstraat 79, 2242 KK, Wassonaas,

Tel: 070 515 021

WINTERSWIIK, Top | Toys Winterswijk
Aisterstraat 60, 7100 EX, Winterswijk,
Tel: 054 35] 2827

ZUTPHEN, Vreemde Zaak

Coroiene markt 2, 7201 HX, Zutphen,

Tel: 57 551 1566

IWOLLE, Boekenhalie

Assondurpentraat 103, 8012 DI, Zwolle,
Tel: 008 422 1077

ZWOLLE, Top 1 Toys - De Wil
[Nezentrast 47099, 1011 RD, Swolle,
Tel: 048 42171706

NORWAY

GW O5SL0

.'-I'.p.ll.ln.:':ﬂ;.\".&- 7, 0079, Tel: 220329
Krisliansand, Hobby Husel

Hennik Wergelandigt 26436, N-461 2,
Keidtiansand, Tel: 18020310

Trondheim, Gotham

Kongens gate 21, 7012, Trondhwim,

Fedt 251 20088

ALESUND, Krenunerhusel

Langelands v24, Sppebicavil,

Pe-B L, Adesund, Tel: 20143770
AREMNDAL, Norli Arenasenter

Torvet 10, N-4800, Arendal, Tel: 37025454
BERCEN, Outhand Bergen

Fortunen 4, 50017, Bergen, Tel: 22313304
BERGEN, Ringo Lekeklossen

Chirg MNesttunves 16, N-53221, Mestun,

Ted: S5U22650

BIORKLANGEN, FX Hobby

FX Hobbry &S, Bjorkevelen 2, 154,

Tel: 63 85 11 95

BODO, Underholdningsmagnelen
Sandygr. 3, N-8006, Bodu, Tel: 75525070
DOKKA, Yeu vi leker Dokka

Berploss senderet, M-2000, [lokka,

Taeds Gl 1 1 200000

DRAMMEN, Krealiv

Tomite Gaten 29, N1012, Drammen,

Tel: 328714900

FAGERNES, Lekesenterel

Giensidige Gdrden N2%00, Fagernes,

Tel: b1 160692

FAUSKE, Ringo Smart

Storgl. 72, N-B200, Fauike, Tel: 75646022
FLISA, Ringo Bamsefar

Flisa Stoemarked, N-2270, Flisa, Tel: 62958290
FORDE, Ringo Leikchuset

Stiehagen 9, N.GEOD, Foide, Tel: 570200102
FREDRIKSTAD, Leketorvet

fBrock Gt 7-11, Fredridstad, Tel: 69315630
GIOVIK, Leke-Olsen

Stort. 10, N-2815, Gjavik, Tel: G1 108210
HAMAR, Lekehuset Maxi

Asdak Bolts g1, 48, N-2116, Hamar,

el 62533606

HARSTAD, Smdti og Rait

Strand Clata , W9-400, Harstad, Tel: 77005774
HAUGESUND, Nodi

Haralds Gt 132 NS00, Haugesurnd,

Tel: 52721333

HITRA, Ringo Hitra

barton Kpopsenter N7240, Hitra,

Tel: 72441245

KONGSBERG, Ringo Holf Liane AS
Kokegaten &, Ne3b1h, Kongibwerg,

Tel: 33731161

KOMNGSVINGER, Ringo 'G.\Eil.l Leker
lernbanegt, b, N-2211, Kongivinges,

Tel: 62817611

KRAGERD, Brio Karis

Towrwel 4, MIZ0, Kragem, Tel: 55900404
KRISTIANSAND, Qutland Kristiansand
Marhonsgl 24, N-461 1, Keistiansand,

Tel: 38099420

KROKSTADELVA, Helmax Leker
Buskerod Siorsenter Sandstrands 34

M 3054, Krokstadelva, Tel: 32879910
LANGESUND, Tarangers Eitf. Per
Torvet 4. N-3970, Langeund, Tel: 3597 3662
LARVIK, Ringo Sokrates

Thakliingt Wesien 30, 3263, Lok,

Ted: 14185417
MO | RANA, Lekehjornet Mo

Nordabl Griegs G, 6, N-8622,
Mo i Bana, Tel: 75151717
MOLDE, Yes vi lekher Leke Jamet
Torget | NG4E13, Modde, Tel: 71219363
MOSJOEN, Hobbysentret
li_. ]-1- Hdwimagl. 16, N-8L51, Mo foen,

ol 7517070

MO355, Brio Frisenieldl
Dyonmdngénigl. T, N-1530, Moss,
Tel: 592512490

MYSEN, Brio Saker og Ting

bernbane gaten 13, N-1850, Mysen,
Tl HOES0I 94

NARVIK, Ringo Barnas Verden
kiostgicngt, bb-T0, M-B514, Minvik,
Tel: 7694 Eﬁ:-l:ﬁ

NESHRU, Ringo Holmensentrel
Vogelund Velen & N-1394, Nabru,
Tet: 66 77 94 10

0510, Brie CC Vst

Lille Akerveien 16, N-0183, Calo,
Tel: 22701777

O5L0, Brio Nolabene Lambertseter
Langbaigen 5, N-1150, O,

Ted: 22280551

O5L0, Ouiland Paleet

Karl johais Gate, 37-43, Oslo,

Tei: 22330410

SANDNES, O Saeland

Langgriten 44, N-3031, Sandned
Tal: 51661509

SANDVIKA, Hobby Larsen

aandhvia Storsenter, N-1300, Sandviks,
Tel: 67540107

5K1, Brio Titt-lnn

lernbanesyvingen 6, MN-1401_ Ski.

Tel: 64857777

SKIEN, Sokratis Hobby Glirden
Skiviredet 7, W-3707, Skien,

Ted; 15528764

SOLA, Ringo Sola Gaver of Leker
Solabrosien, NS0350, Sola

Tel: 51651761

SONGDAL, Ringo Sogndal G

St iggen Stonenter, N«&B51, Songdal,
Tel; 5767 1880

SORTLAND, Ringo Bamse Leker
Skibawirden, N-8400, Sonfand,

Toed: 7183374

SPIRKESTAL, Trollmannen Leker
Torsoud vesen 40 NA040, Spikhestal,
Fel: 47265119

STAVANGER, Outland Stavanger
Rirke gt 2, N-4006, Savanger,

Tel: $T938080

STAVAMGER, Veilefrikk

Skagen 12, N-4006, Savanger,

[ed: S18US21S

STOKMARKNES, Stokmarknes Aktietrykkeri
Mukedupl, 12, N-8455, Seokmarknisg,
Ted: 76117750

SYKKLYVEN, Ringo Blindheim
Kytheveen, 6219, Sylkiyvven,

Ted: F0251029

TEONSBERG, Gledeshuset

O Langeate 47, N-3110, Toosberp
Tolk: 32231707

TROMSO, Tromes Brukibokhandel
Kirkegt. &, M-S008, Tromao, Tel: 77686974
TRONDHEIM, Outland Trondheim
i'~.1uni.|:-|5:|lf:11 38, TOIV, Trondbeim,
Tel: 73520545

TRONDHEIM, Tronderirim

3Ol GE 1T, 27012, Teoodhoim,
Tel: 71520040

TYNSET, Ringo Tynsel Bokhandel
Hrugt. A, N-2500, Tynaet, Tel: 62480018
VADSD, Brio Vadwo

W. Andersensgt, 4, N<SB1 1, Vadsa,
Tel: 709422240

PHILLIPINES

QUEZON CITY, Neutral Grounds
123 Toveting Strevt. Tel: 00 11 63 2634 B9A2

BIALYSTOK, Department Gler

ul, Legionowa 97, lok..153, 15 - 241,

Tel: 0048 8574433060

BIELSKO BIALA, Gnom

wl. Srkolna 15, 43 « 300, Yol U048 33 51 24580
GDANSK, lskra

ul, Miszewshiego 16, 80 - 239,

Tel: DO 58 5200952

CDANSK, Spider Games

ul, Dywaspony 303 nr. 2, BO = 462,

Tel: D048 58 551 93 1)

GDYNIA, Fulurex

il Wialeriana Srciki 2dkbha, 01 - 572,

Tel: 0046 58 7811180

GLIWICE, Game Slalion

ul. Boh, Getta Warzawskiega 12, 44 - 100,
Tel: D088 504 255 194

KATOWICE, Bard Centrum Gier

ul, KosCizki 0, 40 < 049, Tol: 0048 32 2571817
KIELCE, SHI.'F- RPFG Grace

ul, Wada 12 fw beamig), 25 - 300,

Tel; 0048 507013387

KRAKOW, Bard Cenlrum Gier

ul, Balorego 2017, 31 - 135,

Tek: 0048 12 6320735

KRAKOW, FHU Smok

ul. Rogrywka 2204, 31419, Tel: +48 bU451 4851
LODZ, *Aik’ Firma

ul, Nawrat 8. 90-060, Tel: 0048 22 6390301
LODE, Gamelord

ul. Piotrkowska 101, 90 - 425§,

Fol: OB 42 G111 1GT

LUBIN,
Ul Corodigera 9, 59 - 300, Tel: G048 602714810
LUBLIN, 3

ul, Kagadyrnha &, 30 - 009,

fol: (=48 A1 53122906

ROWY SACT, Hobhii

Wl laghellooska 503, 33 - 100,

Ted: G048 G 4133612

OPOLE, Hims Il Compulers

ul. Krahowska 26, 45 - 075,

Tel: OOHB 77 4547410

PILCHOWICE, Imperalor FF

ul. Sadow T, 44-145, Tiel: «<48 1221860684
POZNAN, Bard Centrum Gier

ul. 5w, Marcina 41, 6)1-B04

Tel: D048 &1 8530277

POINAN, Dom Gier

ul. 5w Troscy 2, 01477, Gall & Country Club
Tel: O 48 616658300

POEINAN, Sklep Wilczek

ul. Selons | Tel: 0048 61 504 652 888
PRUSZCZ CDANSKI, Feniis

ul. Owkang 1, 83 000 Tel: 0048 60O A0 005
SWIEBDDEIN, i

h. Poludiniowes 39, b - 20K,

Tied: 48600229457

TORUMN, Sklep Fapierniczy

ul, Sevroks 4G, 87 < 100, Tel: 0048 56 6522593
WARSIAWA, C

Al Kurnisjl Edubac)l Naodowe] 98, 02 - 777,
Tod: )48 22 BS52700

WARSZAWA, Faber & Faber s.j,

LL Pulawsis 10, 0F - 515,

Tol; D048 221 8491265

WARSZAWA, Ksiegarnia Bellona - Matras

ul, Krakowikie Procdmeescie 11, 00 = 068,
Tel: G048 22 B2G1 707

WARSZAWA, Skelp Morion

ul. Postancow Slaskich 124 Paw. 72, 01 « 49,
Ted: U8 22 L235020

WARSZAWA, Wanaw Model Centre

ul, Bitwy Warszawskiof 1920 1, e 4,

Ted: 048 22 H2XZ 46 3

WARSZAWA, Waruw Model Cenlre

ul. Ostrobramaka 75 ¢, Tel; 0048 22 611 37 46
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WARSZAWA, Warsaw Model Centre

W Moswsimidea 42083, 02 - G113,

Tel: 0040 22 602 305 070

WROCLAW, Bard Centrum Gier

ul, Ruska 46C (Pasar), 50-079,

Tol: () 48 &1 64658300

WROCLAW, Ogryn

ul. Srewika 75T,

SDH *Fenda”™ 4 pacdro, 50 - 121,

Tal: DO4R 71 3271070

WROCLAW, Pracownia Fantastycina
ul. Spholniczca 717, 51 - 676, Pawilon 12,
Tel: +48 71 354 41 44

ZIELONA GORA, Avalon DY Centrum

[3T1 Centien,

ul; Bohdlerow Wsicrplatiec 21A, 65 - 00,
Ted: () 48 1GGLSBMK)

BUCHAREST, Hobby Games
S5ir Popd Hu:lua.ﬂ_ Sector §,
Tel: OO 40 21 3231 411

KRASNODAR, Alegris-lug (South)
Kiasraya oL B4 3, Tl JOA5928 0147
MINSK, Valahanovich ent

lahn Kolas st Exhibdtion contee OLYMP,
Pl : OB0TS GA58212

MINSK, Valahanovich enl

Masherova av b4, Paliace of Spons, second (oo,
Tk OB GE40406

MOSCOW,

Matio station Akt jewshaya
Prospeekt Mira 104, Tel: 70952168126

Mﬂﬂ:ﬂwp “T
Metio stabion Lubiianka, Miasnickaya 58 2000,
Tol: 70959283317

MOSCOW, Urfin Juice

Mletro "Uata 1905 poda®

Iveniporodsiogo shosse 4, Tel «79057846355
NORLISK, Na Styke Mirow

Komsomoalihaya o, second oo,

Do Byta, 127 474, Tel: 008029 6548426
NOVOSIBIRSK, lcechummer

Krasnuy av, 50, Dom Byta

SARATOV, Detskiy Mir

Ky av, 43, Detsiiy Mir, second floor, gallery,
Fel: 64 5840

ST PETERSBURG, Art-Miniatures

Seckova al; B, thivd Nooe, trade conie Eyvrika,
Tel: DOE12 3127828

TAMBOV, Hobby and Igrushki
Internassionalnaya 2, b54 - b, Torgovy Mir
Tel: QOFS 2726811

SERBIA-MONTENEGRO

BELGRADE, ANET Hobbystore

Visegiradska 6, 1 1OO0, Ted: (0 381 11 3612 525
BELGRADE, ANET Hobbystore

11000, Zvecanika 1a, Tel; 00 381 11 2652230
BELGRADE, EXIT Hobby sture

Cika Ljubing 1, Tel: 00381 11 62 70 27
BELGRADE, White Dragon

1100, Vajvude Milenka 44,

Tel: (0 381 63827222

NOVI SAD, Dragon

21000, Kralia Adeksandia 4,

fol: 00 381 11 616 24018

NOVI SAD, Valhala

21000, Maswikova 18, Tel: G0 381 21315538
PFODGORICA, Neutron Podgorica

Trg Republike, Tel: 00 381 69 0460 669
ZRENJANIN, Takeda

23000 Sarajlijina 5, Tel: 00 381 2364572

SINGAPORE

SINGAPORE, Comics Mart PTE Lid

(13402 Cathay Cinoleisune Orchand,

Tel: 6836 9049

SINGAPORE , Comics Mart FTE Lid

0311 Ranles City Shopping Centte,

Tel: GHES 2724

SINGAPORE , Comics Mart PTE Ltd

10 Lalan Serone, 0205 Seiene Centre,

Tel: is5 Bda2 2751

SINGAPORE , Forgeworks Hobbies

2o Lovong Telok #01-00, Tei: 65 6438 5973
SINGAPORE , Par Infinitum Pte Lid
220 Orchard Koad #01-01, Tel: 55 £714-1858

BRATISLAVA, War Gaming

fel: s 4 2152015155

KODSICE, Draco

Krivd 18, Koskee 04001, Ted: +4 21557296557
w42 1055 1 noed)

BELVILLE, The Boys and Mens

Shoo 18 Carden Lvel, High Street Shopy ETUrE,
FEM0, Tel: G027 21 914 Bikd 3 8 -
BLOEMFONTEIN, The Dungeon

1) Shawrt Strewt, 9300, Tel: 0027 51 447 2004
CAPETOWN, Wizards Books and Games

Shop C19, Stadiem on the Main Road

Tel: 0027 21 &8) 0360

DORINGKLOOF, Battle Planet

LESwarthout Siniet, 0157,

Tod; () 27 0245 239710

DURBAN, Wirards Books and Games

Shop L6, Windermere Cenlre, 11177
Windermere Koad, Morningside, 4001

Tel: (027 31 212821

JOHANNESEURG, Esswex Relail

Shop 21 Northelifl Comer Shopping Cenlre,
Cotrwr of Beyers Naude Dilve & Lawley Averiue
Tel: 0027 11 6881619

JOHANNESBURG, Wizards Book and Games
Shop LG4 Colony Shopping Centre 34 Jansmuts
Avenue, Craighatl, Tel: 0027 11 890 9251
JTOHANNESBURG, Wizards Books and Games
Lower bivvel, Eden Mall Shopging Centre, Van
Bieboek Avinioe, Edonvale, 1610,

Ted: D027 11 454 3010

JOHANNESBURG SOUTH, Dragons Den

I3 Viorder Avenue, Clenanida_

Ted: D027 11 432 199G

PRETORIA, Insanity Comics

237 Lynmwood Bosd, Tel; DO2F 12 3620417
UMLANGA, The Hobby Specialists

ahop F174, Galeway Shopping Cenlre, no, |
Palm Boulevard, Umhlangs Ridge,

Mew Town Centre, Tel: 0027 31 566 4806

SWEDEN

CW GOTERORG

Kungsgatan 28, 410 19, Tel: 311 31 958
GW STOCKHOLM

Hegeringsgatan 30, 110 53, Tel: 8 213 840
GAVLE, Hubbyshopen

Mora Rhdmansigitan 2, 80§ 11 Gasle,
Tel: 26186259

LIAAE -:L Falilaied

Morgatan 44, W03 20 Umed, Tel: 0261862540
ESKILSTUNA, Lasses Leksaker

Kungigatan 21, 632 20 Eskilstuna,

Tedt 0161 30335

KARLSTAD, Spel ach Fantasi

it atady B, 05204 Karliiad,

Tel: 054 55 10 70

KRISTIANSTAD, Spel P4 Vallgatan

Ontea Vallgatan 2, 291 31 Kristianstad,

Tl Dl BER1CF

MALMO, Utopia, Malmi
wmerdsgatan B, 2110 42 Malma,

Tel; 040 127250

NORRKOPING, Hobbyhdman

Drodtrungs T8, G2 24 Noencooing.

Tel: Gl1362120

NORRKOPING, Lekhuset

Lrngatan 21, 6U2 23 Noorkoping,

Tel: 001 287070

STOCKHOWM, Dragons Lakr

Rungahodmstong 0, 112 21 Stockholm,

Tel: 08 654 &0 50

STOCKHOLM, Soence Fiction Bokhandeln

Visterbdng Gatan 48, 111 27 Swackhalm,

Tk DA2I3052

SUNDSVALL, Orionspel uch bicker

Kopmangatan 23, 852 32 Sundsvall,

Tel: (0155547

LIPPSALA, Ptid]-rhdurl

Kunigsgatan 39, 753 21 Uppnala,

Tel: 018306607

\FAS-“:F'.AS. Zetlerlunds

Moragatan 13, 733 12 Vasterds,

Tel: 021 10 44 91

VAXJO, Helges Hila

Sandgandsgaten 13, 3152 10 Viajo,

Tael: OATIS 25 01

ANGELHOLM, Brio

Frambidegatan 1,262 84 Angelholm,

Tel: (31 BOR2T

ARVIKA, Perry Data

Kﬂrﬁuuphn 4 671311 Arvika,

Dz 005 700D Ohads®)

ASARUM, Lek & Fritd

Cranvagen 1, 374 57 Asaram,

Tel: 04543 295900

AVESTA, Vega Video

hunpsgtatan 1o, 704 30 Avesta,

Tel: 02 IGBOOTH

BDE*S, Hobbex

Saraborgy b2-b4, 506 10 Bords,

Tel: 013418360

DALARO, Butiken Svanen

Oxdinsvapen 25, 130 54 Dalao

ESKILSTUNA, Barnens Hus

Folkestaleden 40, 635 10 Eskilstuna,

Tel: 063811210

FALKEMNBERG, Brio

Statpatan 35, 311 31 Falkenborg

Tel: 344 BOT w0

FALKOPING, MysPys

Morgatan 2226, 521 41 Falkoping,

Ted: D51581150

FALUN, Tv-spelibonen

Falugatan 2, 791 71 Falun,

TEE: (23137775

FARJESTADEN, Le

Olands Kopstad, 386 31 Fisjestaden,

Tel: 048534570

GALLIVARE, Brio

Meactall Vagen 14, 982 38 Cillivare,

fel 09 F066R502

GISLAYED, Brio

Sidra Storgatan 10, 332 13 Gisaved,

Tel: 037110733

HALMSTAL, Brio

Swrmyatan &, 302 60 Halnwitad, Tel: 035159175

HAPARANDA, Barnens Hun

Moy, 4, Tel: 0092 7 36600

HELSINGBORG, Spel PA

Kullugatan 24, 252 20 Helsingbong,

Tel: 042 121091

HUDIKSVALL, Albins Leksaker

Siowgatan 24, 824 30 Hudikaswall,

Tel: ORS055S082

JONKOPING, Play Planel

W Cdransviagen 40, 55454 Jonkoping,

Ted: 036122814

KALMAR, Kalmar Lek & Hobby

Sondra Linggtatan 32, 392 32 Kalpar,

Tel: G4HU2ATTT

KALMAR, Ojloy

Skeppabwog. 12, 392 11&almar,
Tel: (MBO22002

KARLSHAMN, Brio

Ronnbyg 37, 374 35 Karlshamn,
Tk AS410300

KARLSKOGA, Leklidan
Bergsmansg 17, 691 31 Karhaoga,
It-i?ﬂiﬁﬁ-.’iiﬂ‘l

KARLSKROMNA, Brio
Fallgrsiedisgl. 5, 37 154 Katlskeona,
Tel; 0455240482

KARLSKRONA, Fact & Fiction

Noerd Kungsgatan 7, 37133 Karlikrong,
Fel; 45516710

KATRINEHOLM, Brio

vigrmangsian 19, 64130 Kawinoholm,
Ted: O 50 79720

KIRUNA, Urio
Box 20010, 921 02 Kiuna, Tel: S80EF550
Hﬂﬂﬂﬂ MD

Schellegatan 7, 71732 Koping,

Tud; O7 304 21788

KUNGALY, Lek & Hobby

Vistra Gatan 62, 442 31 Kungaly,

Tel: 030313940

KUNGSBACKA, Bho

5. Torggatan &, 434 30 Kungaacka,

Tel: DIGDT141 36

LAHOLM, Brio

Tradgdrdsgatan 14, 31222 Laholm,

Tel: G43070069

LANDSKRONA, Brio

immermansg 45, Tel: U418107490
LIDKOPING, Brio

Framnds City 531 54 LidkOping,

Tol: 00 446 510 2849 00

LIDKOPING, Game Mandacs
Fabelkagatan 4, 531 30, Tel: 0705 190274
LINKOPING, Alltilek

Gooran Dykagata 1A, 582 23 Linkogpring,
Tel; 013101970

LINKOPING, Sagoland

wedengatan 18, 56273 Linkoping,

Pl DR 122290

LINKOPING,

Barnhinsg 5a, 582 20 Linkbping,

Tel: 31 3124006

LIUNGBY, Brio

Eskilsgatan 1, 343 30 Ljanghy, Tel 037213401
I.l..ilH., Barnens Hus

Bamiw 25, 973 20 Luled, Tel: 09202 20055
LUND, Spel pd Clemenstorget
Clemenstorget &, 22221 Lund, Tel: 046127610
MALMO, Spel pa Djdknegatan
Diaknegatan 2a, 211 35 Malma,

Ted: 040 120410

MORA, Lek & Hobby

Swakmiyisv, 33 Nored Koocemtimem, 792 10 Mora,
[el: 02507 1626

MACKA, Amusar

stroccogatan 10, Termunalgatan 3, 131 24
Macka, Tel; 086810540

NYKOPING, Laka TV-spel

Coalleria Aned, Vistra Storgatan 13, 61130
MNyhopang, Tel; D155281000

OREBRO, Brio

Nypatan 32, 70211, Ovebeo, Tel: 0196114983
OREBRO, Modellex AB

Engelbiekisgatan 30, 702 12 Orebio,

Tel: 019 611 15 34

ORMINGE, Happies

Lyminge Centrum, 132 00 Saltsjoboo
ORNSKOLDSVIK, Lajbans

MNygalan 10, 891 33, Orakoddy ik,

Tod: Qa0 33 G0

OSKARSHAMN, Brio

LIkl torpet 572 30 Oskanshamn,

ol 0491 170 G

OSTERSUND, Hobbyboden

M-li.i-l'l'u.l'wﬂ.ln .}T, a3t 30 Eh.:m}mﬂ‘.

lel: DHASIAI0

PITEA, Barnens Huy

Bachaw 55, %41 47 Pued, Tel: 051119910
SATFLE, Bergers Lek & Bowditning

VA Storgatan 1, 661 30 33ffle, Tel: 053310345
SALA, Elons Leksaker

Radhusgatan 10, 733 30 Sala, Tol; 022410314
ﬂuH:IEL Lek & thh]-

Nynatan 49, 93] 31 Skellefied, Tel: 09101 2980
SOLENTUNA, Bamens Hua

Bollstandaay, 1, 192 78 Solentuna,

Ted: 086269540

STENUNGSUND, Bria

Stenunguorg, 444 10 Stenungsand,

Teel: 3036018

STOCKHOLM, Arcane

Hagag. &

STOCKHOLM, Happies Hammarlyy Sjtstad
Harmumarty Allé 88, 120 b4 Stockhalm
STOCKHOLM, Brio

Hogdahgdngen 13, 124 54 Suxckholm,

Tel: DE7A9 1146

STROMSTAD, Kjells Lek & Hobby

Saddia Mamngatan B, 452 30 Srbemsbad,

fol: (5261 5985

STROMSTAD, Leksaksbutiken

Mardby Ropoenter, 452 92 Stromatad,

Tel: 052640131

SYEDALA, Brio

Siprg 40, 233 31 Svedala, Tel: 040400118
TABY, Hobby & Prylar

Vallstorp 1F, 18752 Taby, Tel: 0851050426
TOMELILLA, Alfs Leksaker

Poarregadan b, 273 30 Tomeell s, Tel: 041710008
TROLLHATTAN, Partaj

Ladugdrdsvigon 12, 461 70 Trollhatan,

Tel: 0520794949

TUMBA,

Tumba Torg 7, 147 30 Tumba, Tel: 0853018000
TUMBA, Kom & Lek

Bryggary, 3-7, 147 30 Tumdss, Tel: 035306001 )
UDDEVALLA, Parta]

Torp kSpoentrum, Tel 053209104
UPPLANDS-VASBYEN, Barnens Hus
Kanalvagen 18, 193 61, Tel: 086209940
VALLINGBY, Hobby for Alla

Bounkullegrand 18

VARBERG, Spqhul.en

Morrgatan 10, 432 41 Varborg, Tel: 0140678610
VASTERVIK, Brio

Hamn Catan 38, 5895 10 Yaderak,

Tel (49036171

VASTRA FROLUNDA, Toys

Murkonigatan, 421 21 Vasra Frofunda,

Tel: A1 4594010

VETLANDA, Brio

Lasaretisgatan 21, 574 40 Vetlanda,

Tel: DB 19950

VIMMEREY, Brio Vimmerby

S0c Indusnigatan 15, 598 40 Vimmedry, Tel;
N2 R TR

VISBY, Lekstugan

Pistgaten 18, 621 57 Visby,
Tel: O9E2 15050

Y5TAD, Tv Spelshdienan
lobaksgatan 16, 271 4) Yaad,
Tel: 041 1664080

TAIWAN 806, Games 'R* Us
No 18, Lane 1M, Gaunglang Jrd Strset,
Tel: 001164 9489 2750

BANGKOK, Fantasla(TS Toys)
Room 322 - 123 nd Noor, 989 Siam Chscovery
Center, Tel: 66 89771 1379

BAKIRKOY, Sihir

Leytindiic Mb. Yahut 55 Seranogly Pasaji ng: 30021
34140, Tel: DO 90 212 543 4964

ISTANHBUL, Coltage Unigue Hall

Kavaklachn, Bindokar Sk J4/17.

Tieli 00 90 312 417 5889

ISTANBUL, Sihir

Beailtas, Sinanpasa 235, Tel: 00450 212 227 9955
ISTANBUL, Gerekli Seyler

Tewwikdye, Kalsol Sk 101, Tel: 0090 212 291 D689
ISTANBUL, Ureten

Incitili, Bahoesaray Sk, GA Tel: 0050 212 650 B
LEMIR, Excalibur

Alancak, 1447 Sk 4, Tel: 0000 232 464 766

UKRAINE

KHARKOV, Aladdin Toy Slore

Sufmskaya 8 84

KIEV, Budinok Igroshek

162 Ahanatows 51,

KIEY, Budinok Igroshek

Corodok Shopping Contre, AMoscow Avenue,
KIEV, Budinok |

Maddan Negabepingi, Shopping Centre Globus,
Teel: (60 380 4457 851121

KIEV, Budinok Igroahek

Malishias Sarevt, ol

Tel= G0 180 4457 1397

KIEV, Budinok Igroshek

Prosgpekl Coroery Stalingpada, 1041072
KIEV, Charge

Lagorma sir 40 (Metio Beresbistha, Apl 29,
Ted: D02E 0442567071

KIEY, Kinder Land

Yo Flooe, Shopping Mall *Ukrabne®,
Podwati Bubvar,

ODESSA, Mashtabniye Modell

5, Rikeheakaya St

ODESSA, Maugli

9, Grinikevich Prospect

UNITED ARAB EMIRATES
DUBAIL, Bishops Trading

Shop 10 Al Show Bullding, Kuwait str. Al Ralia
999, Tel: 00971 50 6525901

UK Hobby Stockist
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1st Company Velerans

(Warhammer World)

Contact: Chris and Scott

E-mail: info@1 stcompanyvelerans.net

Aftermath (East Anglia)

Contact: Lee Lowe

Phone: 07921 859 581

E-mail: lee.aftermath@btinternet.com

Armageddon.inc (Bucks)
Contact: James Schoficld
Phone: 01494 865 905

Battlenet (Norwich)

Contact: Richard Miller

Phone: 07710 702297

E-mall: richard@batllenet.co.uk

Batilescar (Poole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-mail: paul@battlescar.co.uk

Blackfish (North Walsham)
Contact: Dave Hicks
Phone: 07877 312 874

Bracknell Forest Gamers
Contact: Danlel Currey
Phone: 07951 816 613
E-mail: chair@bfpgclub.om.uk

BRBBA (Bognor Regis)
Contact: Frank Hill

Phone: 07896 119683

E-mall: mrfrankhill@yahoo.com

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

E-mail: velvetfiend@yahoo.co.uk

Brighton Warlords

Contact: Peter Cooke

Phone: D797 409 4240

E-mail: peter.cooked 23@ntiworld .com

Cellar Dwellers (Huddersfield)
Contact: Richard Ambler

Phone: 07984 113974

Email: ubersquack@yahoo.co.uk

Chelmsford Bunker

Contact: Gareth Williams

Phone: 01245 348542

E-mail: cdgareth@fsmail.net
Website: www. bunkerassault.co.uk

Clapham Wargames Guild (London)
Contact: Thomas Petit

Phone: 07966 969 309

E-mail: info@claphamwargamers.org.uk

Clayton Warlords (West Sussex)
Contact: Roger Smith

Phone: 07711 556 296

E-mail: roger_gs_smith@hotmail.com

Coppull & Chorley Knights
Contact: Jonathan Taylor-Yorke
Website: www.cack-warpamesclub.net

Colchester Games Club
Contact: Colinn Wilson
E-mail: info@colchestergamesclub.omg.uk

Cross Swords Gaming Club (Devon)
Contact: Anthony Cross

Phone: 01752 837 133

E-mail: enquiries@cross-swords.co.uk

Crypt K (Beccles)
Contact: Christine Worster
Phone: 07913 606 549 (after Gpm)

Curious Dwarf (Beccles)
Contact: Giles Robinson
Phone: 079222 36600

E-mail: gizartious@tiscali.co.uk

Da Wat Notts (Nottingham)

Contact: Scott Miskin

Phone: 07815 449875

Email: scott miskin@btopenworld.com

Dice and Dagger (Bude)
Contact: Kurt Baker
E-mail: eeltofkernowi@aol .com

Dudley Darklords
Contact: Paul Sheldon
Phone: 01384 288 360

Dursley Games Club
Contact: Dan Bishop
Phone: 01453 549 377

Dyzartes (Sheffield)

Contact: Nick Johnson

Phone: 07743 388081

E-mail: webmaster@dysartes.com

Edinburgh League of Gamers
Contact: Andy Meechan
E-mail; leagueofgamers-owneriyvahoogroups.co.uk

Gambit Games UK (Brighton)
Contact: Gareth Wynn
E-mail: gareth. wynn8o8@ntiworld.com

Games Club Cannock

Contact: Richard Brice-Nye

Phone: 01543 459 229

E-mail: lornrich@bricenye.fsnet.co.uk

Gatekeepers Wargames Club (Shrewsbury)
Contact: James Sherry
E-mail: info@gatekeepers.me.uk

Gobstyks (Lincoln)

Contact: Anna Delafield

Phone: 0124 643 1896

E-mail: adelafield@btopenworld.com

Halton Daemons (Runcomn)

Contact: Janette Fleming

Phone: 01928 715 351

E-mail: janette.fleming@halton.gov.uk

Hammer N Ales (Milton)

Contact: lvan Butler

Phone: 07752 533462

E-rail: hammer_n_ales_portsmouth@hotmail.co.uk

Hyde Clarendon Strategy Games Club
Contact: Paul Mather
E-mail: paul.mather@tameside.ac.uk

Jersey Privaleers Gaming Club
Contact: Paul Noel

Phone: 01534 738192

E-mall: noelwarlock@aol.com

K.LA (Kirkby in Ashficld)
Contact: Che Webster
E-mall: blackfalcon@bruxx.net

Kirriemuir Wa Club

Contact: Dale D, Smith

Phone: 01575 574 128

E-mail: www kiriemuirwamgameclub.co uk

Last Stand (East Anglia)

Contact; John White

Phone: 07861 136140

E-mail: whitewater0034@hotmail .com

Leeds Night Owls
Contact: Steve Nolan
Phone:; 0113 225 0461

Liverpool Gaming Guild
Contact: Leon Lynch
E-mail: club.leon@hotmail.co.uk

Maccwa (Macclesfield)
Contact: Duncan Harradine

Phone: D1625 612 579

E-mail: harradine2002@yahoo.co.uk

(Maidenhead)
Contact: Francis Jose
E-Mail: fjose@limey.plus.com

Middleshorough Gamers Club
Contact: Colin Wilson
Phone: 0794627 27 37

Mitcham Marauders (Mitcham)

Contact: Jason Fowler

Phone: 0776 3403472

E-mail: mitchammaravders@hotmail.co,uk

mnm nrkt;ﬂﬂt;mt;f

argames Socie

Contact: Chris Peachey
Phone: 07967951289

E-mail: nktdwar@hotmail.com

Northampton Warlords

Contact: Mark Peat

Phone: 077010 482 57

E-mail: markysparky30@hotmail.com

North West Warriors (Kendal)
Contact: Adam Turner

Phone: 07905 410 067
E-mail: orc@hotmail.com

Northumbrian

Adventurer’s Guild

Contact: Mark Anderson Coulter
Phane: 0772 766 7398

E-mail: nagonline@hotmail.co.uk

Nuneaton Model and
Gaming Club

Contact: Brian McCormack
Phone: 07866 707 127

Old Buckenham Bone Crushers
Contact: Paul Girling

Wehsite: www.banhamandthebucks.co.uk
fwargames

Oxford Gamin«g Club
Contact: Mike Sharp

Phone: 07802 764143 .
E-mail: mike.charpd@btopenworid.com

Phoenix Gaming Club (Rushden)
Contact: Darrell Lee

Phone: 01933 411 559

E-mail: darrell, leel @ntiworld . com

Plymouth Association of Wargamers
Contact: Orlando Murrish
Phone: 0175 251 1402

Portbury Knights

Contact: Alan Vowles

Phone: 07771 985488
E-mail: alanvowles@men.com

Rainhill Wargames Club
Contact: Paul Tennant
E-mail: paultennant@hotmail.com

Roval Guild of Minted Boards (Cheshire)
Contact: Chnistopher Fry

Phone: 07976 878732

E-mail: chris_fry@{ryupfilms.com

Redcar Ironbeards
Contact: lan Widdowson
Phone: 01642 503207

Sad Muppets Society
(Basingstoke)

Contact: David Offen-James
E-mail: david@sadmuppets.org

The Spiky Club (Reading)
Contact: David Cole
E-mail: spikyclub@hotmail.com

Southend Toy Soldiers Club
Contact: Paul Gayner

Phone: 07891 666 641

E-mail: elubenquiries@holttum.com

South Oxfordshire Wargamers
Contact; Darren Bassett
Phone: 01865 300 160

STAGS (Teliord)

Contact: Carl Evans

Phone: 01952 597927

E-mail: phoenix22@blueyonder.co.uk

5t Aidans Warriors Club

Contact: Alan Maxwell

Phone: 0141 6371963

E-mail: randomwords@hotmail.co.uk

Stanhope Gaming Group

Contact: Simon Cannon

Phone: 01233 663 996

E-mail: simon@cannon kent,uk.net

Stirling Wargamers

Contact: Paul Brooks

Phone: 01786 450 062

E-mail: paul@trecandleai plus.com

Bishop Stortford Stormers

Contact: Richard Bower

Phone: 01279 467 688 or 07867 807 627
E-mail: rb@stortfordstormer.co.uk

Suffolk and Essex Gamers
Contact: Mark Aldhouee
Phone: 01440 785589

Swarmm Wargames Club (Ipswich)
Contact: Matt Flolden

Phone: D1473 B27 208

E-mail: man@holdenhouse freeserve.co.uk

Swindon and District Wargamers
Contact: Paul Nettle

Phone: 01793 700600

E-malil: nettle tribe@ntiworld . com

Tanelorn Wargames Club (London)
Contact: Martin Turner
E-mail: martin.turner@hess.com

Tempus Fugitives (Thurrock Lakeside Shopping Mall)

Contact: Stuart Mackaness
Phone: 07787 155668
Wehsite: www.tempusfugitives.co,uk

TGC (Tamworth)

Contact: Phil Hannigan

Phone: 01827 287446

E-mail: phithannigan2002@yahoo.co.uk

That Dam Gaming Club (Newmillerdam)
Contact: Matthew O'keeffe
E-mail: matt_okeeffe@hotmail.com

Tolworth 15t Founding
Contact: Peter Corps
Phone: 07788 790136

Tunbridge Wells Wargame Society
Contact: Colin Stone

Phone: 0175 340 0211

E-mail: colin@castone. freeserve co.uk

Walberton Wargamers

Contact: Mike Roddham

Phone: 01245 554185

E-mail: walbertonwargamers@yahoo.co.uk

Watford Wargames Federation
Contact: Robert Phipps
Phone: 0792 112 6094
E-mail: r-phipps@gotadsl.co,uk

Warlords of Walsall

Contact: John Davis

Phone: 01922 627 277

E-mail: warlords_of_walsall@hotmail.com

Warzone: Southend

Contact: Michael Ryan

Phone: 01269 694805

E-mail: swampy8s@blueyonder.co.uk

Woking 1st Founding
Contact: Ashley Homewood
Phone: 0193 278 7445

York Garrison (York)

Contact: Robey lenkins

Phone: 07967 277994

E-mail: garison_wagaming@yahoo.com
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NE Partner Store

www.games-workshop.co.uk/storefinder
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Online Store, Army Sets and Advance Orders

URDERING DIREGT

Fast, secure and straight to your door!

Games Workshop Direct is a fast
accurate and convenient service
that allows you to order your
miniatures and other hobby
products from the comfort of
your home.

* We aim to despatch all orders in three days,
straight to your door.

* You can order ANY Games Workshop product.

e Our Advance Order service lets you order
models and products before they are released,
guaranteeing you’ll get them on the day of
release.

e Available now are a range of models only
available through Direct. Check out what’s

HOW YOU CAN ORDER!

e On the internet: Visit our secure Online Store at:
www.games-workshop.co.uk/store

* In-Store: Order from any Games Workshop Hobby Centre at the
in-store order point.

e By Phone: Call the Hobby Specialists on: 0115 91 40000 (UK),
opening hours, Monday-Saturday: 10am-6pm, Sunday: 11am-5pm
0115 918 4040 (Northern Europe)

e By FAX: Fax your order on: 0115 916 8002 (UK) or 0044 115 916
8162 (Northern Europe)

By Post: Or the traditional way: Games Workshop Direct Sales,
Willow Road, Lenton, Nottingham, NG7 2WS

on offer this month.

HOW 10 PRINL...

With a new range of Foundation Paints with which to paint your models, why not add a
copy of our acclaimed How to Paint Citadel Miniatures and How to Paint Space Marines
reference books to your collection?

HOW TO PAINT CITADEL MINIATURES
How to Paint Citadel Miniatures is an introduction and general guide to
assembling and painting both metal and plastic Citadel miniatures.
Filled with lavish, full-colour examples and diagrams, the painting
methods detailed concentrate on the most popular Games Workshop
ranges, but are applicable to all similar models.

HOW TO PAINT SPACE MARINES
el Our second painting guide in the series is packed full with tips on
7200 4 painting Space Marines in the various colours of their Chapters and
sy suggestions for creating your own Chapter colours. This book is a
' GBl great source of information for any hobbyist who enjoys painting
the Emperor’s finest.

L
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e

These books are equally suited for beginners seeking painting
advice and veteran hobbyists looking for that special technique to
finish their Golden Demon entry.

save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. www.games-workshop.ct

Pictures for illustrative purposes only. Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used
incorrectly. Prices carrect at lime of going to press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by
Games Workshop through its own stores, calalogue or website. Independent refaifers are responsible for determining their own prices.
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FINDING GITADEL PAINTS ONLINE

As the new Foundation Paint Set becomes available for Advance Order we thought we would
show you how to use the Online Store to buy your paints. In this example we are using the
‘Flesh Tones’ range of Citadel Paints.

‘I Go to the Games Workshop
Online Store at: www.games-
workshop.co.uk/store and click
the ‘Hobby’ tab at the top of the
screen.

fr—nn-nm-m:m I

Price: €300 Frebaarnac Ot Fiow
Pown Fyper Hobiy Part Code: Tt R T

amp

Mo porvation  Add 1o Cam
Drevanf Flesh Palm G003 range)

Peleane Ot Mver
Port Coadaz #9 B399 9110

4 Click ‘Add to Cart’ on the colour
" you wish to buy. To choose a
another colour, click ‘Painting’ in
the left navigation again and
repeat the steps 3 and 4.

_
f Wom Type: Hobby

o Accassoties ey
o Cases | CITADEL
O GCollectors' Guides
¢ Convershun Kinic
© Events

© Glue & Flock

< [nfemnol

o Painting Army Figure Case
o Scenery

¢ Tools Price: £50.00

o Warhammer Comic Rtem Type: Baxed Set

Welcome Guest (Log Oul
View Your Car

d Feamei: 006

999115 Valoe: £12.00
Postage: €400

- —— -

Click “Painting’ on the left
navigation.

A CLAL ST Wi

QanES WORESHOP

GARMES IRATAEYS

Byl pinrna 1 i Teng Kot

Shopping Cant

e e e S W ——

WHITE

ﬂﬂI‘RF

\ Mo Information  Add 1o Car

5 _ Once you have chosen the paints
you wish to purchase, move to
the final stage and payment by
clicking ‘View Your Cart’ at the
top right of the screen.

TAP el Ve F et £ 200 ) sprutet 200 A3y Ca
B Mgpon TeRe Pl (7070 09l E300 Asi g
F Candel Cofowr Figsh Toeay
Earh [3rih Faend GO0 Do 200 Apdie Ca
1ooorg Posh oot (000 rerge’ 200 Ao Cod
Cenet Flwaly Ppod (0Q) taned) 200 Aod e Cad
Bronces Fledt Pt Q003 paed) 200 Asdw Cuf
EDiewh Pard 2000 ra00e) €200 Apzig et
BaSn Fiedh Panl (0] fee) E300 Acd o Cart
P Cowsel Coforr Mt pilecs
TPl 00 ) neatl £3 00 Agd i Cort
Pl Medy Myef (2001 rdeor] £300 s33% Caet
Chpeymad Paird 000 ] SR 200 Mgkl &2 Tt
My Sy Pl (2000 rpnet 200 B e S
Pracen Braey Pang 000 rasas) E200 A% Cond
Derart Brooce Pnd (2001 renos: £200 Aot S
D Cephd Pyt D0ET) e E100 Aaxtip Cad
Brurreibeted Cuobd P gl SO0 raee) €200 Ada % Caet
CExil Cobowr inb g
B e aerg (006D rRhae) €200 Aga i ¢ 3
B i Pt (200 e} £200 Aga e Cyt
B i Py (000 el E200 Ag3im Cl
LEeuired il Pyt 200] ranert 200 Azzm Gt
Lhark Qopan i P pd (2001 tara) 0200 Acd ik Can
E2eah Yeyan Greent 2000 Fanetl £200 Acdis Cot
Sty v P (003 et £200 Andio Gt
W Durnis ok Part 000] oo 1200 Apae Cud S

Scroll Down and click the ‘Flesh
Tones’ This will then display the
available shades with a colour
chart example for that range of

colours.
r —_—— "ﬁ
1 [Coack Fiedh Pad 1007 100 K2
e
i 7 [t Fiegh Pt O00) THETIIIIE £2 00 iem
el
r—-.'m:::mmﬂmm N EFITINY t:'m! €2 00|
b i)
7 [Tt sl Find (2500 FET T {zml TT
II e I
Tetab£1200

————————
mmwmh
Uik Dt | [opapBakee |

Prncend vy e ekt |

ey iy ¥ T [l D wm PO T N
Fyaming sy Wil e = Bprs e - W) 1P = e i)
L ely

e il I e e T I B L. g pr P Sy e
IMCLUTEE f 4 VR @ 17 1Y EgSessi e bde' el il S odia S Pl U7 Dt e gieey gl oba)

bow Erwd e B o M e @ G )

6_ If you want multiples of any
items or have too many listed,
change the number under
‘Quantity’ and click ‘Update My
Cart’. Then click ‘Proceed’.

y e
Dot foret that B you oot Check the number of items to make sure all is correct and then
F“EEP" ST your order o £100 1t wil 19
be sent reepost!

click ‘Proceed’. Enter all information requested and you will
receive your order number at the end.

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).

We do not accept the following cards:

Quantity Description Part Code Price
| 1 [QarkFlesh Paint (2003 69189989115 £2.00 e200] American Express, Visa Electron, Solo.
[ange) |
| 2 [DwarFlesh Paint (2003 |99189999118 £200 £4.00|
ranaey
| 1 |Bronzed Flesh Paint (2003 (99189999119 £2.00 £2.00f VeriSi ign
e | Secured /|
| 2|I8nned Flesh Paint (2003 (99189998176 £2.00 £4.00
[ange)

store.. save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. www.games-worki

Pictures for Mustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used
incorrectly. Prices correct at time of going o press, plaase contact us for current availability and Games Workshop prices. Prices quoted are for products sold by
Games Workshop through its own slores, catafogue or website, Independent retailers are responsible for determining their own prices.
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I] ﬂ I] 1 ﬂ | : [I-I I] | H i I-] save time, shop online.. www.games-workshop.co.uk/store... fast, secure and

BIIY TIIIS MIINTII’S BATTLE

ADES OF

. 2 —— = -

seers and Watchers: Aspect Warriors: Harlequins:

* 1 Prince Yriel, Autarch of lyanden ....£9.00 * 2 Shining Spears box sets................£36.00 ¢ 1 Harlequins box set* ..........c......... £18.00
o1 Eldar Farseer s vmmansinmmine £7.00 | * 1 Dire Avengers box set.................. £18.00 | e 1 Harlequin Shadowseer .................. £6.00
® 1 Rangers boX Set.....ccccceeererrnnnsonenees £15.00 ¢ 1 Howling Banshees box set .......... £18.00 e |1 Harlequin Death Jester .................. £6.00
* 1 Wraithlord box set ...................... £25.00 | < 4 Howling Banshees ...................... £12.00 e 2 Harlequins with Harlequin’s Kiss ..£7.00

¢ 2 Howling Banshee Sword sprues ....£3.50
e 1 Striking Scorpions box set............. :
e 2 Striking Scorpions .........cecceveeeennee... £6.00

e 1 Striking Scorpion Sword sprue ......

*In this issue’s battle report, Phil
Kelly took a wide selection of Eldar
Harlequins.

To best represent Phil’s army
selection, while at the same time
keeping costs down, we have
included a single Eldar Harlequin box
set, supported by additional
Harlequin characters and weapon

variants sold separately.

Pictures for illustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be

122 WHITE DWARF ORD ER[NG DIRECT dangerous if used incorrectly. Prices correct at time of going to press, please contact us for curent availability and prices, Prices quoted are for

products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their
CWiN PRICes,
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REPORT ARMIES ONLINE!

THE LEGIOD OF

R s ST R
Daemons: Chosen of Bhaelphron: Fire Support:
* 1 Daemon Prince box set*.............. £18.00 [ * 2 Chaos Space Marine box sets ...... £30.00
* 1 Keeper of Secrets box set ............£30.00 * 1 Chaos Havoc Heavy Bolter............ £6.00
e 2 Daemonette blisters .................... £14.00 e 2 Chaos Havoc Autocannon .......... £12.00

e ? Chaos Havoc Missile Launcher...
* 1 Chaos Dreadnought

*Like all great Chaos generals,
Christian converted and assembled
his own Daemon Prince to represent
Bhaelphron.

Here we have included the
Daemon Prince box set for ease but,
like Christian, there is nothing
stopping you from creating your own
lord of the Ruinous Powers, either

_from the spare components you get
lsbundle, ut b nrtlering yq;.ln
:*“; m Dits and pre es rom 1 D !'."mﬂ_

|’
sl

ALl , i
L AL '.‘-.I-I n‘-'" -"'I.I nnﬁ

Www.games-workshop.co.uk/store/ cnaossnacemarines

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be

clangmm?:ﬁ it used 1:1f'ﬂrrr-t.'ll~,r. Prices correct atttimu of going h_:l press, please Eﬂf‘lT.‘!t! us for current ﬂ?-rnrlahlhfy and prices. Prices qulufu-rj arEII’Dr WWW.gﬂﬂ'IES-WDI'kShUP.ED.kaStDI’E 123
products sold by Games Waorkshap through its own stores, catalogue or website, Independent retailers are responsible for determining their
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IRDERING DIREG save time, shop online.. www.games-workshop.co.uk/store... fast, secure and:

WARHAMMER ARMY SETS

Available to Advance Order now!

CONTENTS
« 40 Dwarf Warriors
(can be assembled as Longbeards or Rangers) 88

e 40 Dwarf Thunderers ey

(can be assembled as Quarrellers or Rangers) §
* 20 Dwarf Miners i
* 2 Dwarf Cannons

(can be assembled as Organ Guns)

FIRST CHANCGE TO
GET THE NEW
PLASTIC DWARF
MINERS KIT!

e

L b e
e i 1 S el e Y
M MR e N

=

* Against buying the contents separately

CONTENTS

¢ 1 Orc Warboss

¢ 1 Orc Battle Standard Bearer
e 35 Orc Warriors

« 20) Black Orcs

* 20 Night Goblins

* 3 Fanalics

* 10 Forest Goblin Spider Riders
¢ 1 Boar Chariot

FIRST CHANCE TO
GET THE NEW
PLASTIC BLACK
ORCS KIT!

Pl

.. [ e - . L
: 34 Ly

. = ...‘.1._.‘-{ |l-lII -

At ;-,-n,*.fﬁﬁﬂ

TR T 1 S I EAT

* Against buying the conlents separately

www.games-workshop.co.uk/store/warhammer

ave time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. www.games-workshop.co.uk

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Centain Citadel products may be
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faight to your door.. www.games-workshop.co. ulstre,.. save tlme slmll oniine.. I] 1 ] 1 H l : [I‘I I] | Hil—] .

BLACK ORC REGIMENT

o arethd Biggest, strongest and meanest of all the Orcs.
SCHEAIONIEDINT Contains 20 Black Orcs

l'lf:f-t"-lt"-'l'ﬂﬂ muw £25-00

Sweden Kr300 Denmark Kr250
Norway Kr300, Euro €35

BLACK ORCS BOXED SET

Reinforcements for your Black Orc Waaagh!
Contains 10 Black Orcs

£15.00

Sweden Kr180 Denmark Kr150
Noerway Kr180, Euro €20

- -
MO

GORBAD IRONCLAW

AATADRAARARALC ) |

sl D € The greatest Orc Warlord that ever lived.
WD e k) Contains 1 Gorbad Ironclaw miniature
£20.00

Sweden Kr270 Denmark Kr225
MNorway Kr270, Euro €30

i» ﬁ‘ ’q
a““

; n..‘!'{-lr.l ki ?T'-T

TROLLS NIGHT GOBLIN BOSS ON GIANT SQUIG
Hideous creatures possessing the power of regeneration. Ferocious beasts with voracious appetites.

Contains 1 Troll miniature Contains 1 Night Goblin Boss on Giant Squig miniature
£12.00 £8.00

Sweden Kr140 Denmark Kr115 Sweden Kr115 Denmark Kr100

Norwoy Kr140, Euro €15 Morway Kr1235, Euro €12.50

Www.games-workshop.co.uk/store/orcsandgohlins

ore.. save time, shop online.. www.games-workshop.co.uk/store.. fast secure and straight to your door.. www.games-workshe

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

save time, shop online.. IWM.!IHIIIES-WI]I‘RSIIIII].BI].IIK]SII"E... fast, secure and st

Available to Advance Order now!

KHAZAD-DUM SOURCEBOOK

126 WHITE DWARF ORDERING DIRECT

THE WARDENS
OF THE WEST GATE

The Wardens of the West Gate Battlehost
boxed set contains:

« 24 Dwarf Warriors

* 24 Dwarf Rangers

¢ 8 Iron Guard

* 1 Dwarf Ballista with 2 crew
* 1 Dwarf Standard Bearer

* 1 Dwarf Lord with throwing axe
and shield

* Against buying the contents separately

e . T

Pictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
dangerous if used incorrectly. Prices correct at time of going 1o press, please contact us for current availability and prices. Prices quoted are for
products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their
own prices.




ight to your door. www.games-workshop.co.uk/store.. save time, Shop online..

PRINT SET FREEPOST!

ANY ORDER CONTRINING THIS ITEM WILL BE SENT FREEPOST WHEN BOUGHT
FROM THE ONLINE STORE DURING THE ADVANCE ORDER PERIOD"

**Save £6 against buying individual paints — that’s 3 pots for free!

o " =" T . .
: “ﬂ"; CITALIE] 11.1%1; LTADEY

.8 L CITADEL TALJE]
. IHDATION [OUNI FOUMDATION HODATION
R . iy

e — B CTTATSE TITADEL  CETAE

’;.&LTJ.“]EI. CITADEL -.ﬁITL\HEL hlﬁl;ﬁh SRS PO UNOKT:
H l“nH rﬁu" bnﬂu_" UM HATI oM AATTHAMN _:-:ﬂ HAMIUS s Bl ABA
ADEFTUS MECHRAITE " ORANG

LATTLEQATY “m. — nED BROWN

CITADE)L CITADEL
"OUNDATION fOumpaTION

TALLARN CALTHAN
FLEAM nRowH

CITADE) CITADED CITADEL

FOUNDATION FOUNDATION "OUNDATION

MECHRITE _Macuantus TAUSEPT
RED “OLan onANGE OCHRE

Mechrite Red  Macharius Solar Orange  Ivanden Darksun  Tausept Ochre Tallam Flesh Calthan Brown

CITADEL CITADEL

FOUNDATION FOUNDATION

HommaQAUNT MORDIAM
PURPLE nLUE

Cl EL
FOUNDATION

FEMAIS
anEy

CITADEL
"OUNDATION

HECHROM
Anvyas

CITAPEL
FOUNDATION

Homagaunt Puple  Mordian Blue

; CITADEL CITADEL
"OuUNDATION FOUNDATION

KHAnLOC GnETCHIMN
GrEEN QRAEEM

CITADEN
FOuUNDATION

CHARADOMN
ORAMNITE

CITADE]

FOuNDATION

ORKHIDE
SHADE

Dheneb Stone Khemr Brown  Charadon Granite  Orkhide Shadle Knaroc Green  Gretchin Green

JRDERING DIRECT

Can’t wait to get your hands
on the latest releases?

* Get the latest products and models for your
armies on the day of release, delivered to
vour door, with our Advance Order service,
via the Online Store, by calling Direct, or
by post.

¢ Choose from loads of models and products
not yet released in our Hobby Centres.

 Postage for Advance Orders is only £2*,
so you can afford to get more models for
your money.

Advance order now:
10th March (released 21st April)

e Dark Eldar Wyches ........cccovuvneee. £20.00
e Eldar Guardians (incl. Weapons
Platform) iiassnaiimuasinnibaia £18.00
e Eldar Harlequins box set ............ £18.00
e Eldar Harlequin Troupe Master ....£6.00
* Eldar Harlequin Shadowseer ........ £6.00
 Eldar Harlequin Death Jester ........ £6.00
* Eldar Harlequin with Harlequin’s Kiss ..
.................................................... £7.00
 Eldar Harlequin with Fusion pistol£7.00
e Foundation Paint Set .................. £30.00

Advance order now:
24th March (released 5th May)

o Khazagsdlim i icaitad Saficisacaieiss £10.00
o Dwarf WArITIOrs .....ccccviivivinneinenss £15.00
e Dwarf Rangers........ccccummarmrennianeas £15.00
e \Wardens of the West Gate Battlehost ....

................................................. £50.00
O HON I GUANA . i o it b vis i svicaiss £7.00
e Vault Warden Team ......ccccevnisinennns £6.00
o Dwarfi Ballista ...icciinaansniniies £12.00
o Durin and Mardin ..cisfscsasinseiss £12.00
¢ DIAgon oiiinasdicicaasissnivscieiien £30.00
* Moria Goblin Shaman .......cc..c.c.... £6.00
 Moria Goblin Prowlers ................ £7.00

Advance order now:
7th April (released 19th May)

o Black Orcs DOX S0t ..ccivsrsesssessasen £15.00
* Black Orc Regiment .......ccccceunes £25.00
o Gorbad IronclaW ivcirisisiviviaes £20.00
* Night Goblin on Giant Squig........ £8.00
o Black Orc Boss <. lnsmaniaiai £8.00
[0 | [ e e e S £12.00

*£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.

www.games-workshop.co.uk/store/foundationpaints

/store... save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. WWw.games-works

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be
dangerous if used incorrectly, Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for
products sald by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their
own prices. *"While Stocks Lasl

www.games-workshop.co.uk/store
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GET WD FOR ONLY £2.90!

s But you only get it for this price

WJH liliE when you take out a subscription!
EMWAANERE=|| Subscriptions guarantee you will

: B not miss an issue, and offer savings
Q over buying individual copies. There
oS ore 2 number of ways to subscribe.

D
FOUNDATION

i
-

PAINTS 2

e Call Games Workshop direct on
0115 91 40000

* Log on to
www.games-workshop.co.uk/store/whitedwarf/

e Visit your nearest Games Workshop store

e Complete the form below and return to:

GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM, NG7 2WS

SUBSCRIPTION OFFER 1 SUBSCRIPTION OFFER 2

Take out a year’s subscription for just £36 —  Take out a two year subscription for just
saving you a great £12 off the cost of the £60 - saving you a massive £36 off the cost
cover price, effectively giving you three of the cover price, effectively giving you

issues free! That's £3 per issue. nine issues free! That's £2.50 per issue.

| would like to subscribe to White Dwarf starting with issue number: WD[_]_][]
| would like to subscribe for:
1 YEAR 12 issuesmosuni £36.00 [_] 2 YEARS 24 issues mosusn £60.00 []

| am an existing subscriber [ ] | am a new subscriber [ ] (please tick a box)

MY DETAILS

T TV U611 1T S F O MaAMIB: wrrnisereerrsensasnsesessssnsassrasnsnss I ERVRAITIRS . o cstrrorssrrrassss rosssstbssraans

EREE s (o R b o POt s e e ek ad

TOLGINGE STD COUBY! ...oovvicaserssnivsssssnsssssssnssrssisanmsrsssninensors vssssussessissvanssssaanss

The subscription is a gift for the person detailed below [] uick box if appropriate)
SIENAMIE: civsusismeisissivisianssnanans ;
AAAPESES: ....oemeeeeonenensnsrssrarsassssomerssssasnarsmssersmansessnsesssssasssssssasasssesssosssasssannnnss Postcode: ......vummmrerreennrereanneeenn, .
CRUMIY L e i matisamiiiizas .
Tl GRC STE OB tuvsvivisssirnivivuanssvesnsiissvasiinesissnsssasssnssssssmsesi (rasensvsssivassss

METHOD OF PAYMENT
Postal Order (UK only)/Cheque [_] (made payable to Games Workshop Ltd)

VisA| ] 0 Bl 0~ 000000000000 0000000
Valid from: EIEIEE] Expiry date: HEnN Issue No: (0]

Cardholder’s Name;

T |11 e Rt el b en e s D p Sl A LAy RO TRy L 1 -1 |l PP S
(signature of parent or guardian required if recipient is under 16 years ol age.)

Reply by the 30/04/2007 to take advantage of this oller.

Ofier only applies to subscriptions delivered to UK addresses, overseas customers please call for more details.

!
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STRATEGY BATTLE GAME

KHAZAD-DUM

“WARHAMMER®:

40000
» "

o TAGTIGA: TANKS

o NEW ORES & GOBLINS

'.,;, Black Orcs, Gorbad and more! Get the most out of your
- armoured vehicles with
A ‘_w e © TRIBES OF THE NEMESIS WAR this comprehensive guide

Playing with themed Orc & Goblin to tank battle-tactics in
armies in the Nemesis Crown campaign  Warhammer 40,000
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