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Ve AND oF BLOOLD

The Skaven and the High Elves clash in brutal combat
on the Island of Blood. Adam Troke and jervis Johnson
go head to head in this month’s battle report, using the
new boxed contents as the core of their armies.
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THE ISLAND OF BLOOD

The Island of Blood is the new Warhammer boxed game. Containing two complete
armies ready to assemble and put straight on the battlefield and a 200 page full-
colour rulebook, the Island of Blood has everything you need to play Warhammer.

TR 3 W T AR R )

WARHAMMED

Within The Island of Blood you'll find two
armies — High Elves and Skaven — 74
incredibly detailed plastic Citadel miniatures
that are ready to play with just as soon as
you can clip them from the frames and push
them together (they don’t even need gluing).

All of the models in the set are new
sculpts, each exclusive to this box, you won't
find them elsewhere.

Amongst the two armies you'll find all the
troop types in Warhammer, with infantry,
cavalry, monsters, heroes and wizards all
represented. This promises to make a full,

BM

exciting Warhammer gaming experience as
you and your opponent can delve into all the
rules and tactics Warhammer has to offer.

Exciting though they are, the breathtaking
new Citadel miniatures aren’t the only reason
to get excited about The Island of Blood. The
handy, small-format Warhammer rulebook is
a 200-page tome that contains all the rules
and characteristics you need to start playing
games. This is accompanied by a getting
started guide and templates, dice and range
rulers to start playing games against a friend
(or sworn foe).

THE ISLAND OF BLOOD
w$165 nz$190
Product code’ 60010299005

ON SALE SEPTEMBER 4TH

Pictures for ilustrative purposes only. Product contents may vary. Products soid 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
availabitity and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. retailers are for ining their own prices.

www.games-workshop.com 3
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The Island of Blood is bursting at the seams with finely detailed Citadel miniatures.
It contains two complete armies made up of plastic High Elf and Skaven models
that are exclusive to the new Warhammer boxed game.

Clanrat regiment
armed with spears.

Skaven Warlord

Skaven Rat Ogres
with Master Moulder

The Skaven army contains 47 miniatures.
Two large units of 20 Clanrats each provide
an impressive starting point for the force,
made even more ferocious by two Weapon
Teams including the never-before-seen
Poisoned Wind Mortar. Two Rat Ogres led
by a Master Moulder provide some serious
muscle to the force, which is overseen by
the heavily armed Skaven Warlord and his
Warlock Engineer ally.

The Citadel miniatures design team
have poured characterful details into these
models, such as the unlucky rat on the
Warpfire Thrower’s base, the mutated flesh
of the Rat Ogres and the comical look-out Clanrat regiment
perched upon the Clanrat’s banner pole. armed with hand weapons.

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 pricas. Prices quoted are for products sold by Games Workshop through its own stores, or website. retailers are ible for ining their own prices.
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HIGH ELVES

High EIf Prince
on Griffon

High EIf Mage
Ellyrian Reavers

The High EIf contingent includes 27 elite
warriors, led by the mighty form of a
Prince riding upon a Griffon — a
masterpiece of miniatures design, the
Griffon is dazzlingly detailed and yet has
only seven components. The prince is
accompanied by a High EIf Mage, a unit of
ten Sword Masters, five Ellyrian Reavers
and ten Lothern Sea Guard. Each of the Sea
Guard is intricately decorated, giving the
unit a diverse, ornate appearance.

- — - e ,.!

| TURN TO PAGE 14 TO SEE MORE OF

1 i

| THESE GREAT MINIATURES |

Sword Masters of Hoeth T ——— e

us for current Pictures for iiustrative 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, Pplease contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. retailers are ible for ining their own prices.

www.games-workshop.com 5
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The Children of the Horned Rat get some lovely extras this month with a handy

new Bitz Pack to turn those Skavenslaves into missile troops. Veteran Skaven
collectors will also recognise the welcome return of three familiar metal Rat Ogres.

SKAVENSLAVES UPGRADE PACK .«

Wherever you q.
= see this symbol, |
that product is
only available to
order. See page

118 for details.
QN
\ \ oLt
: : Pouches o
|| Sling arms (two of each supplied) (five of each supplied) (Examples of Skavenslaves upgraded with slings.
i Sculpted by the talented Mike Anderson, weapon arm, while the pouch is fixed into mﬁgﬁﬁx D
these Skavenslave sling arms are designed to place instead of a shield. .
transform Skaven from the Clanrats box set If you fancy having ranks of expendable. ’S”C“‘ld’;'”‘f‘d‘ggehi“e;”nﬁe"gg’
into sling-equipped Skavenslaves. The Bitz Skavenslaves that can fire two shots each -
Pack includes ten right arms and ten every turn, then the Skavenslaves Upgrade
- . . . uu SALE SEPTEMBER 18TH
pouches. The sling arms attach to the Skaven Pack is the right Bitz Pack for you!
RAT OGRES =
For years now these three Rat Ogres have S e A IRONCLAWS  w$37a$43  MAULERBLADES su$37 w43
lurked in the darkest corners of the Citadel B (AT Product code: 99060206089 Product code. 99060206090
archives, waiting for the moment to strike! Sculpted by Mark Bedford. AL LT neditaily Bak Pedion

Now we happily unleash three of Clan
Spikegouger and Ironclaws once again into
the Warhammer world!

These hulking metal models, sculpted by
Mark Bedford, are an ideal addition to an
existing pack of Rat Ogres, such as those
included in The Island of Blood.

Stitch Spikegouger Ironclaws Maulerblades

Pictures for illustrative purposes only. Product contenis may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to prass, please contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. retaifers are for ining their own prices.

6 WHITE DWARF NEW RELEASES




This month we are also releasing paint sets for Warhammer, Warhammer 40,000
and The Lord of the Rings. Each includes a painting guide, a brush, a selection of
Citadel paints from our range and some miniatures for you to hone your skill upon.
If you've never taken up a paintbrush, these sets are a great way to get started.

WARHAMMER PAINT SET

The Warhammer Paint Set contains 10 plastic Night Goblins, a
painting guide, a Starter Brush, a pot of Devlan Mud wash and the
following paints: Undercoat Black, lyanden Darksun, Knarloc Green,
Bleached Bone, Calthan Brown, Chainmail and Mechrite Red.

gres.

WARHAMMER  au$50 n2$57
PAINT SET
Product code: 99170299006

WARHAMMER 40,000 PAINT SET

The Warhammer 40,000 Paint Set contains a painting guide, five
plastic Space Marines, a Starter Brush, a pot of Badab Black wash
and the following paints: Undercoat Black, Calthan Brown, Mordian

314 n2b16 Blue, Burnished Gold, Skull White, Chainmail and Blood Red.
206091
derson WARHAMMER 40,000

PAINT SET

AUSS0 Nz857

FProduct code: 99770199008

THE LORD OF THE RINGS PAINT SET

The Lord of the Rings Paint Set includes 12 Moria Goblins, a
painting guide, a Starter Brush a pot of Devlan Mud wash and the
following pots of paint: Undercoat Black, Khemri Brown, Gretchin
Green, Codex Grey, Scorched Brown and Mechrite Red.

$37 na$43
206090

R 18TH

!.

us for current Pictures for Hustrative purposes only. Product contents may vary. Products soid unpainted and unassembled. Certain Citads! 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, or website. retailers are ible for determining their own prices.

THE LORD OF THE RINGS
PAINT SET

Au$50 ne$57

Product code: 99171499010

ON SALE SEPTEMBER 4TH

Each of the models in
the Paint Sets has
push-fit components
that don’t require
gluing. This means you
can quickly assemble
them and get straight
on to the painting.

www.games-workshop.com 7
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BLACK LIBRARY &

Black Library publishes a range of novels THE ISI.ANII nF Bl-nun

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

www.blacklibrary.com

When the Skaven hordes of
Clan Klaw invade the Island of
Blood, it falls to the High EIf
Prince Althran Stormrider to
lead a relief force to defend the
island’s precious secrets.
Before his mission is complete,
however, he must face the full
fury of the Skaven clan in a
massive battle that threatens
not only the safety of the Island
of Blood, but the entire world.

ISLAND OF BLOOD Au$8 N2$10
by Dariws Hinks

15BN 978-1-84416-852-1

‘ HUNT FOR VOLDORIUS TEMPLE OF THE SERPENT

Captain Kor’sarro Khan of the VAREIAREAAED After a series of failures, Grey

Seer Thanquol is offered a
chance to redeem himself by
embarking on a perilous
assignment to the jungle
continent of Lustria to slay the
Prophet of Sotek. Dogged by
assassins and stranded in a
foreign land of giant lizards,
temple-cities and endless
jungle, Thanquol must use all of
his cunning and magic if he is
to come out alive.

m White Scars is tasked with
| : hunding down the Daemon
Prince Voldorius, a warleader of
the Alpha Legion. Pursuing the
foe for over a decade, Kor'sarro
finally brings Voldorius to battle
on Quintus, a world in the grip
of the Alpha Legion. Together
with their Raven Guard allies,
the White Scars must fight an
entire planet if they are to slay
the Daemon Prince.

HUNT FOR VOLDORIUS TEMPLE OF THE SERPENT
Au$20 n2$25 by C.L Werner
by Andy Hoare A$18 n2$22

ISBN: 978-1-84416-513-1 18BN 978-1-54415-872-9

An exclusive print on demand
anthology of the best
Warhammer stories from the
past decade, featuring a whole
range of Warhammer races,
and a brand-new Mordheim
story by Darius Hinks.

Across the galaxy, the
Imperium and their defenders,
the Space Marines, fight an
endless war against the vile
xenos threat that assails
humanity. Featuring stories by
Dan Abnett, Juliet McKenna,
Aaron Dembski-Bowden,
Nick Kyme, C.L. Werner and
many more, Fear the Alien is
an unmissable collection for
fans of Warhammer 40,000.

e A0~

i War Unendmg is avallable
i to order ONLY through
. www.blacklibrary.com

FEAR THE ALIEN Au$18 nrS22
edited by Christian Dunn

ISBN: 978-1-84416-894-1

WAR UNENDING
adited by Christion Duna.

ISBN. 978-1-84416-210-8

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembiad. Certain Gitade! products may be dangerous if used Incorractly. Prices correct at time of yomy to press, pleasa contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. retailers are for their own prices.
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—;::)rge World makes a huge range of resin kits and accessories.
These include gigantic monsters, huge Daemons, upgrades for
Games Workshop’s plastic kits, scenery pieces and busts of some of our
most popular characters. These products are intended for experienced
modellers and are only available directly from Forge World.

www.forgeworld.co.uk

ORK STOMPA

Every Ork Warboss wants a Stompa or two in his Waaagh! and with the new
Ork Stompa upgrades from Forge World, there’s more choice than ever. Now
you can equip your beloved effigy of Gork (or possibly Mork) with a lifta
dropper, claw arm or alternate head with zappy eye.

Designed by Stuart Williamson.

You’ll find the
| rules for these
Stompa
upgrades in
Forge World's
Imperial
Armour:
Volume Eight.

Picturss for illustrative purposes only. Product conlents may vary. Products sold unpaintsd and unassembled. Cartain Citade! products may be dangerous If used incorrectly. Prices correct at iime of going to press, p{ease contact us for current
availabifity and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. retailers arg ible for ing their own prices.
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'THE SPIRIT OF WARHAMMER

As part of the rampant
enthusiasm for Warhammer that
continues to sweep the Studio,
the expert painters of the 'Eavy
Metal team decided to hold a
competition for the entire Studio
to enter, regardless of skill level.

Unlike most competitions
that the 'Eavy Metal team are
involved with, however, the
award in this competition would
not go to the best painted model.
Instead all the members of the
world-renowned team of painters
would vote on which miniature
most encapsulated the spirit of
the Warhammer hobby.

With 17 entries from around
the Studio, the team had a tough
job choosing a favourite, but in
the end they agreed that Martin

Footitt’s stunningly converted ) ;
Above: Martin Footitt’s model close up.

and p ainted Og_re Tyrant Right: Eavy Metal’s Darren Latham presents the
deserved the prize for pure prize to the triumphant Martin Footitt.
‘Warhammer-ness’. Below: All the entries collected together.

8% The Winds of Magic is a valuable
new resource for Warhammer
Fantasy Roleplay with a distinctly
sorcerous twist. The Winds of Magic
introduces the eight Imperial
Colleges of Magic into your perilous
adventures with rules and
background for each. It also
contains new spells and tips for
roleplaying as wizard characters, so
players will have plenty to get to

Extreme White Dwarf

Pictures of hobbyists reading White

Dwart in unusual places continue to " \ grips with. GMs are amply rewarded
stream in. Here Master Aircrew Weston too with rules for the ruinous magic
gets his Games Workshop hobby fix s HE WINDS GEMAGIC and diabolical servants of Tzeentch,

during a break in operations. and a complete adventure set in the

heart of the Empire.

10 WHITE DWARF NEWS
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THQ and Relic Entertainment were recently at
GamesCom in Cologne, Germany where they showed
off some stunning new content from Space Marine,
their forthcoming 3rd person-action shooter — you can
see some great in-game shots on this page. Space
Marine is due for release in 2011 on the Xbox360,
Ps3 and PC gaming platforms.

Set on a forge world that has come under Ork
attack, Space Marine lets players don their power
armour and take on the mantle of an Adeptus Astartes
in the battle against the savage Ork hordes. Can you
drive back the xenos filth and reclaim the planet?

Using a unique combination of visceral melee
combat and deadly ranged firepower, you can
unleash the full fury of the Emperor’s wrath against
the greenskin menace. Seamlessly switch between
your bolter and chainsword as you battle against the

enemies of Mankind, and experience what it means to

do battle in the grim darkness of the far future.

With the release of Space Marine drawing closer,
we'll keep a careful eye on our auspexes, and make
sure we share any more breaking news as it happens.

iﬁVﬂﬁﬁmﬂgﬂK5P517

AUSTRALIA: | :
GAMES WORKSHOP

1 GAMES WORKSHOP
BONDI -~ = ‘

o Jcamns
91 Bronte Road, . -~ | Shop 5 Oceana Walk,

Bondi junction. | . 55 {ake Street; Cairns.
Ph: Please see Storefinder on | Ph: Please see Storefinder on’
www games-workshop.com. -

CONELICT™

‘Game: Warhammer 40,000

Game: Warhammer

www.games-workshop.com

- 1,000 points. - 1,250 points.

Dates: Dates:

September School Holidays September 25th-26th &
September 18th - October 3rd. October 2nd.

Beginners Tournament
Conflict is an entry level
tournament that encourages gamers
to discover the exciting atmosphere
of a tournament.

YOUR CHANCE

TOWINA
‘BEST ARMY

TROPHY!

See pages 111 & 112 for the hobby
centre’s locations & check out
www.gamesworkshop.com for

more information.

T ——
¥ ] g

L

LTIt

www.games-workshop.com 11
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‘GOLDEN DEMON:

PAINTING COMPETITION
LIA & NEW ZEALAND

RTHIS MONTH!

September 4th, 2010- Tickets go on sale & Golden Demon Model on sale.
- Free entry with purchase of Golden Demon model.
- Free entry for Youngblood's & Demon Initiate Competition.
October 9th, 2010- Golden Demon Day (10am).
- Entries lodged in GW Hobby Centres
(and selected Independent Retailers, which will be published soon).
PLEASE ASK STAFF FOR MORE INFORMATIONOR GO TO:

www.games-workshop.com

Y ¥ By ot
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The Island of Blood Hobby Advice

If you're like us, you're probably champing at the bit to
get hold of your own copy of the new Warhammer
boxed game, crack it open and play a game with all
the stunning new miniatures. This month we've
dedicated our web content to making this as easy as
possible, with tips to help you get your models ready

REGISTER NOW =

Registering your details on the
Games Workshop website does a
lot mpre than just enable you to
purchase miniatures — registered
members are the first to get all the
latest news in the form of
Incoming newsletters. If you want to be the first to hear news
aboul your hobby, it’s the best way. Of course, there are other
perks too: registered members have access to the White
Dwarf Archive, a repositary of great articles that you can
download and keep. Best of all: registration is completely free.

Adam Troke: On the website this month we’ve
uploaded a deluge of articles to cover every aspect of
the new Warhammer boxed game. You will find a
wealth of painting and collecting advice, as well as an
online battle report, an ‘Eavy Metal gallery and a
‘director’s cut’ of the designer’s notes that offer an even
greater insight into the new boxed game. Go to the
Games Workshop website to see all the latest additions.

for battle. We're adding a series of detailed stage-by-
stage painting articles and there’s also an article
offering tips on creating and painting scenery for the
Island of Blood. That's not all, however; there’s
collecting advice, scenarios and a mouth-watering
gallery of the 'Eavy Metal miniatures.

Also on the Web...

Throughout the month there will be even more

Island of Blood-related articles uploaded to the

Astronomican including:

e Battle for the Island of Blood — the battle started
in the ‘Read This First’ booklet concludes online.

e Lifting the Lid — we open the The Island of Blood
box and delve into the contents.

o Althran’s Mission — a series of scenarios that track

the battles across the Island of Blood.

www.games-workshop.com

www.games-workshop.com 13
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I 5 he Island of Blood is located in the
] tumultuous seas south of the Old
World. Only the High Elves know
how to navigate past the deadly red mists
that hide the island’s jagged coastline from
intruders. For on the island is an artefact of
"'great power, the Phoenix Stone, a precious
relic that has been guarded by the High
Elves for centuries. In an act of typical
5kaven cunning, Warlord Skreet Verminkin
has bypassed the Island of Blood’s natural
defences and magical wards by tunnelling
under the seabed. Only the Skaven could
have achieved such a feat by virtue of a
near inexhaustible supply of slave labour
and a frankly callous attitude to their
underlings. There were many floods and
collapses during the mining of the tunnels,
but all that was lost were a few overseers
and thousands of expendable slaves — in
Skaven society, life is cheap!
With the ratmen’s arrival upon the
island, conflict was inevitable. The High
Elves had the foresight to call for aid and
bolster the small guardian force of Sword
Masters. Now the two sides readied their
weapons and prepared for battle. Not for
the first time, blood was to be spilt upon
the island, justifying its grim name.
And so the scene is set, the miniatures
and accompanying information in the
Warhammer boxed game allow you to fight

.-'I e red mist that shrouds the Island of Blood holds a deadly
secret, one the High Elves must keep from the Skaven at all
costs. Andy Hall sets sail to witness the looming conflict.

this desperate conflict between the noble
High Elves and malevolent Skaven. As
you'll see over the following pages the
miniatures contained within the
wonderfully illustrated box form two
exciting and dynamic forces. The Skaven
outnumber the High Elves almost two to
one, with two hearty blocks of Clanrats.
That’s 40 chittering Skaven ready to
overpower the foe through weight of
numbers and crafty thrusts from spear and
daggers. The mass of Skaven is supported
by two nefarious weapon teams designed
by Clan Skryre and a pair of Rat Ogres
supplied by Clan Moulder.

What the High Elves lack in numbers
they more than make up for in quality. A
High EIf warrior is more than the equal of
even the fiercest Skaven; they have spent
centuries honing their martial prowess and
military discipline to work as unified,
effective regiments. This, coupled with
their natural speed, prowess and
intelligence makes them sublime soldiers.
The High Elf force defending the Island of
Blood has noticeably smaller units than
their Skaven enemies but does have access
to proud cavalry and nothing less than a
mighty hero atop a winged monster — a
High EIf Prince riding a noble Griffon. Will
this be enough to tip the balance of power
on the island in their favour?

It’s very easy to get
distracted by all those
lovely Citadel miniatures
but let’s not forget that
The Island of Blood not
only contains plastic
models but some great
books as well. Most
notable is the pleasantly
compact full-colour
Warhammer rulebook.

Those familiar with
the Warhammer 40,000
rulebook included in the
Assault on Black Reach
boxed game will know
how useful it is to have a
smaller book to hand at
the games table. The
Warhammer version
contains an insightful
introduction section, the
complete rules for the
game and the reference
section full of troop
profiles (including
Skaven and High Elves!),
the eight battle magic
spell lores and rules
summaries. Don’t go to
war without it!

Big Book

Upon opening the box, experienced hobbyists will
surely make their way straight to the models with
Plastic Cutters in hand taking advantage of the simple
push-fit assembly to get them ready for tabletop action.
However, for others the sheer amount of stuff in

The Island of Blood can be a little overwhelming, but

that’s what the larger booklet is for. With a no nonsense
‘Read this First’ emblazoned across the bottom of the
cover, the full-colour guide is the obvious place to begin
your expedition to the Island of Blood. Within you'll
learn of the forces fighting on the mysterious island as
well as tips for assembling, painting and building up
your- fledging forces further.
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Prince Althran comes from a proud family,
one that can trace its ancestry back
thousands of years to the time of the first
Phoenix King. When roused to war Althran
fights his enemies with a silver-steel tipped
lance in one hand, while the other directs
Sharpclaw, his fearsome Griffon to swoop
upon his chosen foe and mercilessly kill

with talon and beak.

Ellyrian Reavers

The Dawn Riders are led by Eltheus Farsight,
Althran’s trusted lieutenant for many decades.
The Prince uses the Reavers to seek out the
enemy and harass them from afar with
unerringly accurate bowfire.
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The full rules for using
these powerful warriors in
Warhammer can be found
in the High EIf army book.
In its pages you'll not only
find details on how to use
your models but info on
expanding your force into
a mighty war host.

‘Choosing the armies that go in the
boxed game is one of those hotly contested
decisions that we have to make way in
advance,’ says sculptor Runtherd and
miniatures expert Ted Williams. ‘Everybody
has an opinion of a dream match-up and
we start narrowing it down from there,” he
adds when | ask how we select the armies
will go in a boxed game.

‘The High Elves have a very
established, seminal look,” explains
Dave Thomas, one of the many designers
involved in bringing the Island of Blood to
life, ‘while the Skaven are an iconic
Warhammer race. You also have a horde
versus elite army dynamic and you have
two races that offer a stark contrast — the
tall, proud High Elves and the hunched,
noisome Clanrats. Because they are so
diametrically opposed, it made them an
ideal match-up.’

16 WHITE DWARF THE ISLAND OF BLOOD
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As well as making great opposing
forces, the chance to do new plastic
miniatures for the boxed game was a
challenge the Citadel designers took to
with relish. ‘’'m unashamedly proud of
what the designers have created - it's the
best box set we’ve ever done,’ says Ted.
‘Like every project we do, it’s about
pushing boundaries, making the frames in
the box work as hard as possible. And
cramming in as many models as we can.
As evidence, you only need to study how
the models have been laid out on the
frame. The logical thing to do would be to
have a High Elf frame and a Skaven one,
but that doesn’t necessarily maximise the
space. When you look at the frames you'll
see that they are a delightful mix of Skaven
and High Elf components — laying it out
like this meant we could get more
miniatures into the game.’
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Unlike most High EIf )
regiments, which fight with
either spear or bow, the

Lothern Sea Guard are armed
with both, able to use either
weapon with equal, deadly ]
skill. This makes them a highly |
versatile force capable of
defeating a foe at range or
close quarters.

Sea Master Althin leads this
regiment and it is his emblem
that is displayed upon the
shields of his loyal soldiers.
When Prince Stormrider sails
to the island it is with Althin’s
warriors at his side.

;
l.

Sword Master of Hoeth Bladelord Kalaer

standard bearer

‘Having High Elves in the game was an
opportunity to look at the broader High EIf
range,” says Dave, when we ask him about
the residents of Ulthuan. ‘The primary aim
was to give the High Elves a cool-looking
iorce, but if we could give players new
versions of models then so much the
better.” Hence The Island of Blood contains
Lothern Sea Guard, Sword Masters and
Ellyrian Reavers. ‘The Reavers are a bit of a
first,” continues Dave, ‘they’re three-part
.cavalry miniatures. Like our previous
boxed games all the models are push fit, so
they go together really easily, even without

-'Sll{e, and allow you to get playing as
‘quickly as possible. The three-part Ellyrian
| Reavers are a great example of how we've
‘Nanaged to make great models in as few
‘Parts as possible. The less parts to
‘assemble, the more room on the frame for
“other figures ’

o R e e ————————
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Lothern Sea Guard

Lothern Sea Guard
standard bearer AA
P

Sea Master Althin Lothern Sea Guard

musician

Sword Masters
of Hoeth
Bladelord Kalaer has stood
| guard on the Island of Blood
'I for three centuries. He leads
- his retinue of skilled warrior-
ascetics, trained for decades
to master the martial skills
needed to wield their deadly
two-handed swords. These
weapons are fashioned in the
realm of Hoeth by skilled
artisan smiths. That such
weapons, and the warriors
that use them, have left the
isle of Ulthuan at all speaks
greatly of the artefact they it
must protect. \

Sword Master of Hoeth Q &
} N R P R oy

Sword Master of Hoeth
musician

! High Elf Mage
Like all the magic users of the
High Elves, Caladris is a Mage
of some power, able to fashion
the Winds of Magic into fiery
blasts with which to immolate
the enemy or construct
magical barriers that will
protect the troops under his
charge. Caladris has formed a
bond of friendship with
Althran after saving the Prince
from a pack of ravenous
Trolls. Ever since, Althran has
come to value Caladris’ sage
advice as well as his
exceptional talents. Together
the two set sail for the Island
of Blood in the hope of halting
the Skaven menace.
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n Warlord

Skreet Verminkin is a Skaven
Warlord who has risen to the
command of his vile army
through a mixture of devious. - .
cunning and ruthless savagery. ~
Skreet craves power and ’
anything that stands in his way-
has come to a nasty — often
squishy - end. Having secured
his rank, Skreet retains his
status by making sure his
underlings fear him more than
the foe. Those upstarts who
may one day challenge him

are sent on the most

dangerous, often suicidal,
missions. When on the Island

of Blood this is no different

and he already has a task in
mind for Ratchitt...

N R ==

; Weapon g
Warlock Engineer Ratchitt is accompanied to the Island of Blood by two
Clan Skryre Weapon Teams. Each team carries one of the clan’s many
unpredictable wonder-weapons. One pair of Skaven carries the Poison
Wind Mortar, a strange device that lobs deadly orbs of poisonous gas into
the heart of the enemy. The other team wields a Warpfire Thrower, a
weapon that spews green flame onto the unfortunate foes.

Paisoned Wind Mortar Weapon Team

WA “uu’u.v‘um'
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Of course, there is one miniature that
really pushes this feat more than even the
Reavers — Prince Althran Stormrider on his
Griffon. ‘We wanted a monster in the game
as a centrepiece for the High EIf host. Brian
Nelson took that one on and, as expected,
came up with the goods,’ remarks Dave.
‘With his typical attention to detail, Brian
tailored a Griffon specifically for the High
Elves. He merged a falcon and a jaguar
together — two sleek and fast animals that
mirror the characteristics of the Elves
themselves — so was a very fitting mount.’

The other High Elf character was a
Mage, designed by Dave. Like other High
Elf Mages released in recent years, this
model is in the midst of conjuring some
deadly enchantment. ‘You're always trying
to sculpt a miniature in the most dynamic
and exciting pose possible, and for magic
users that has to be when they’re casting a

A Skaven army can be as
unpredictable as it is
powerful - you can find
out more on how to
marshal such a force in the
Skaven army book. There
are also rules for all
manner of weird machines
and mutated monsters.

18 WHITE DWARF THE ISLAND OF BLOOD

Ratchitt is an ambitious Warlock
Engineer. He uses his array of
warpstone-powered machines to help
channel the Winds of Magic.

Warpfire Thrower Weapon Team
S

spell,” says Dave. ‘You're playing to the
strengths of the medium you’re working in.
In the case of plastic you're going to get
sharp and crisp edges, which is great for
spell effects. The plastic moulding process
meant | could have the Mage stood upon a
ball of magical fire.’

So, while the High Elves look
immaculate, the ratmen are altogether
more scrofulous but no less desirable to all
Skaven players or, indeed, anyone with an
evil glint in their eye and a penchant for
world domination. ‘The Clanrats are based
on Brian’s recently released models,
although they were worked on by a whole
host of us so are subtly different; for
instance, some have rats on their heads or
running under their feet, and all have
shields already attached.’

However, the Skaven do not rely purely
on outnumbering the foe; they’ve brought a




| Clanrais
The mainstay of any Skaven
force are the clawpacks of

to help Clanrats, and Skreet’s
expedition is no exception.
The Warlord has brought with
" him his two most reliable
Clanrat regiments — the
clawpacks of Qrztglll(
thsnapper and Skreem : o
Two:rptak(frl.’lndiVi dually Qretga%/g;gi;pmr Clanrat rmusician
Clanrats are not especially
brave, but when banded
( together they hurl themselves
' at any foe, overwl_ielming
. | them by sheer weight of ) d
numbers. Skreet has promised
every warrior riches beyond |
their wildest dreams if they
spill Elven blood - a promise
he fully intends to renege on. Clanrat standard bearer Clanrat standard bearer  Clanrat with hand weapon Clanrat with spear ‘
-— B -
e —. T
'f Rag Cgres
Clan Moulder are the masters of creating mutated
fighting beasts, from giant hideous rats to the hulking
Rat Ogres. Skreet has secured the use of two such
creatures, including a Master Moulder to keep them
in check. All it has cost the Skaven Warlord is half
his plunder, although he’s certain that part of the
transaction can be renegotiated as and when he next
encounters the Clan’s paymasters.
‘\
Master Moulder Greel Rat Ogre Rat Ogre
> the f_ew nasty tricks of their own. ‘It’s the first wanted Skreet to stand out,” says Dave,
rrking in time we've done Weapon Teams in plastic,’, ~ who sculpted him. He'd want everyone to Over the Page...
to get says Ted. ‘The Warpfire Thrower is a fresh know he’s the boss so I've placed him on a . =
1 Hosi . ' . i . h Battle is upon us! Skreet
sat for esign, complete with a smoke-belching jutting rock and given him a large banner. Verminkin’s Skaven army
process tI_h[mney and burning rat! And as the The way the torso is separate from the clashes with the host of
i upon a _fl’0lsone.:d Wind Mortar is a recent Clan body allowed me to create a real three- Althran Stormrider. Can
Skryre innovation, it is its first appearance dimensional character, with his halberd the High Elves defend their
On the tabletop. Both Weapon Teams were and cleaver splayed out in front of him.’ island outpost against the
‘her _d95|gned by Mike Anderson, who — as he Looking at the imposing nature of the verminous invaders?
sle to all proves here — has a real knack for sculpting  model, there’s no doubt that Skreet Adam Troke takes the role
with an Skaven technology.’ Verminkin will soon be leading many of E',"e“:"“ce ‘l’;’,l"le e
wnt for The Rat Ogres reflect the mutated Skaven armies to battle. {le‘"’:._s l(l) Saso" allies wit
e based Nature of their creation. These brutes have Reviewing the incredible contents of eFS:‘theri:;/: ':,;,e set the
s, Breat hulking bodies deliberately out of The Island of Blood you can see that the scene for an even larger
a whole ‘Proportion yvith their heads to give them a designers have really done their bit in conflict, one that will see
" | T\_f_E_!ry Un§ettlmg appearance. Seb Perbet was bringing two great-looking armies to the the Island of Blood truly
ieads ot {fEsponsible for these and, like Colin, he fore, but the rest is up to you. So choose earn its name. The armies
e 18s a real flair for sculpting the ratmen. your side and prepare for battle: will the will swell and epic war is
. To lead this motley pack, you need a Phoenix Stone remain safe in the hands of but a month away. See the
ly purely Stitably malevolent and downright devious the High Elves, or be whisked away to next issue for details.
»rought a Warlord — Skreet Verminkin. ‘1 obviously power some nefarious Skaven scheme?
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i he release of a new Games
Workshop boxed game is a great

. excuse to start a new army. Ask any
steran hobbyist, I'm sure we've all done
it. When Warhammer 40,000 sectnd
edition came out, | collected an Ork army,
“and when the third edition was released |
‘built up a Space Marine force, both using
the contents of the box as a foundation. In
fact, several of my armies over the years
‘were started with the contents of a
‘\Warhammer or Warhammer 40,000 boxed
_game — my long-running love affair with
‘the Empire, for instance.

For this month’s battle report we
‘decided to show just how effective it is to
'build an army based around the contents

* of The Island of Blood boxed game.

Eager to get my greedy paws on the
new models, 1 opted to build a High Elf
force around Althran’s Stormriders. Studio
heavy weight and Games Workshop
standard bearer Jervis Johnson was chosen
to represent the Skaven in the game, and
so he and | set off to plunder the Studio’s
collection of miniatures to build our
armies. Between us we gathered up the
contents of two sets of The Island of Blood
and simply swapped the Skaven and High
_Elves between us. A lot of Warhammer
collections have probably started in exactly
the same way over the years (I know I've
done it twice before). Suddenly | found
myself with a plentiful supply of High Elves

i RRTR A S
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To accompany the release of
The Island of Blood, those talented
folks down in the Black Library have

Prince Althran’s mission to thwart
the Skaven invasion. Penned by
Darius Hinks, this is an essential
read for any collector who wants to
delve into The Island of Blood.

L.

The Island of Blood boxed game contains
{1 a booklet that explains the Island of
Blood itself and introduces the warriors
fighting there. Darius Hinks has also
written an action-packed novella all
about the Island of Blood and the
desperate battle between Prince Althran
and the malicious, conniving Skaven of
Clan Klaw (led by the cunning Warlord
Verminkin). There’s plenty of inspiration
out there to enable gamers to recreate
battles set on that cursed island.

An outpost of the High Elves, the
Island of Blood has been altered by
magical power; it's certainly not a place
of rolling green fields and peaceful
glades. The Island of Blood has been
warped and twisted by the magic of
Chaos, barely held in check by the
published a novella telling the tale of  counter-spells and sorceries of ancient
High Elf Mages.

With all that in mind Jervis and | set
out to create a battlefield worthy of this
magically imbued battleground. Because

and Jervis had enough Skaven to keep
himself quite busy. To that impressive
beginning we decided to add a
Warhammer Battalion box and another box
set — happily that gave us forces that could
easily be rounded out into a pretty
impressive 2000-point army.

Of course, everybody will use their
own methods to build their collections,
and there’s no one right or wrong way.
Having worked in a Games Workshop
Hobby Centre back in the day, and after
about 20 years of non-stop Games
Workshop hobby obsession, I've seen a lot
of armies collected, and I've found one
method that works well for a lot of people
is to collect their army in ‘blocks’. This
makes sets such as The Island of Blood and
the Warhammer Battalion box sets really
useful, accessible tools. Players who
already have existing armies can add a
sizeable chunk to their force at once, and
new collectors can use them as a
convenient jumping-off point.

With the backbone of our forces
worked out, Jervis and ! fled to opposite
ends of the Studio to make cunning plans,
fine-tune our armies and prepare for the
game. We had agreed beforehand to play
Blood and Glory for our scenario — where
you must protect your standards and
general while hunting down your foes.
Pausing only to play a quick practice
game, we readied ourselves for war.

The Island of Blood

'In this month’s battle report the High Elves and Skaven go to war as Jervis Johnson
2nd Adam Troke use the contents of The Island of Blood boxed game as the core of
‘their armies. Adam sets the scene for a titanic confrontation.

BATTLE
REPORT

Participants:

Skaven (Jervis Johnson)
versus High Elves
(Adam Troke).

Scenario:

Blood and Glory (see
page 148 of Warhammer
for full details).

Able Scribes:
Adam Troke,
Andrew Kenrick and
Tom Hutchings

we know that the Island of Blood has
been corrupted and changed, it's only
right to include a Temple of Skulls on our
board. In fact, we went one further, and
decided to create our own ‘Valley of
Damnation’, complete with Arcane
Ruins, Temple of Skulls and a large area
of forest (cheerily dubbed the Dire
Woods as we placed them).

With a great-looking board set up,
Jervis and | had fun working out why our
armies were there and what they were
fighting over.

With the Island of Blood novella, and
the booklet within the boxed game as
inspiration, it didn’t take us long to cook
up a ‘what if’ battle, centred around
Prince Althran’s mission to eradicate the
ratmen before they can overrun the
island and unlock its forbidden secrets.

The stage was set for the High Elves
and Skaven to clash in a contest of skill
and strategy upon the blood-soaked
slopes of the Valley of Damnation.
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Jervis Johnson is the
Standard Bearer, a near
legendary figure within
the Studio with decades
of gaming lore under his
belt. Normally the
commander of an
undead horde, Jervis has
been seen taking tactical
advice from Studio
super-beard Pete Foley.
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o there | was, happily minding my
S own business, when | found myself

flanked on one side by the White
Dwarf team, and on the other by Pete ‘The
Ratmaster’ Foley. ‘Hi Jervis,” they said
ingratiatingly, ‘You like playing
Warhammer, don't you?’ | nodded slowly
in reply, while trying to see if they had left
any escape routes open. Sadly, they had
me surrounded. ‘It’s just that Pete isn't
going to be able to command the Skaven
in this month’s battle report, and we were
wondering if you'd mind taking his place?

Now, normally | come up with a feeble
but plausible excuse to get me out of doing
any more work than | strictly have to, but
lets face it, playing a game of Warhammer
is hardly work now, is it?

In any case, | hadn’t yet had a chance
to command the Skaven using the new
Warhammer rules, and was quite eager to
give them a go. So, pausing only to extract
the promise of a bacon butty and a few
cups of tea as a reward for helping out

from the White Dwarf team, | agreed to
take the reins of the army from Pete and
assume command of the Skaven army.

Fortunately for me Pete is a highly
competent Skaven general and had already
picked the army using all the tactical
acumen that he is renowned for. He was
also more than willing to give me a few
tips on how to use it. Even so, it was just as
well that Adam and | decided to have a
practice game first. I learnt a lot in that
game, not just about how to use a Skaven
army, but also just how tough Adam’s High
Elves were if | tried to take them head on.
Sufficeth to say, in our first battle, | surged
towards the High Elves, relying on my
numbers of overwhelm the High Elf line.
Unfortunately the high Initiative and
Weapon Skill of the High Elves, combined
with the Speed of Asuryan rule (which
means they all have the Always Strike First
special rule) allowed Adam and his
immaculately presented High Elves to
make short work of my Skaven army.
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S0, | needed to go back to the drawing
Board. After some pondering | decided to
put the bulk of my army on one flank,

lile using a smaller screening force to
keep the High Elves at bay on the other.
From our first game | knew that Adam was
‘Wary of deploying his troops within the
I0rtest that lay in front of my right flank.
Apparently his fear of Wildwoods and
Venom Thickets has given him an almost
‘£omical aversion to sending high value
!fl)ops into Mysterious Forests. However,
Ve played enough games with the new
Mles to know that forests rarely slow
nfantry down very much or cause them
160 many problems, especially when

"Hhey're cheap troops that you’re sending in.

":GQOd thing I'm controlling the Skaven.

! lh_erefore set up my main attacking force
ilitont of the collection of forests we had
litled the Dire Woods, aiming to move

‘fllickly through it, brushing aside any

“Sistance, and then swing inwards to roll

4P the High EIf line from the side — a big

‘right hook’ as it were. In the meantime my
Giant Rats and Rat Ogres would romp
down the other flank, hopefully drawing off
some of Adam’s High Elves. This diversion
is doubly cunning because the Rat Ogres
and Giant Rats don't add to the fortitude of
my army, so | can sacrifice them without
fear of losing the battle — in our practice
game Adam had been prone to fixating on
the Rat Ogres in particular, so they make
for an ideal diversion.

For a bit of fun, I also intended to make
use of the Temple of Skulls to boost up
Ratchitt. In the practice game he found
himself with Strength and Weapon Skill 5 -
who knows what might come up this time?

With all those plans laid out, however,
this was still a high-risk strategy. If | could
pull it off it would give me an easy win as
my pink-tailed hordes romped along the
High Elves neatly ordered battleline. The
biggest risk was what kind of terrain |
might encounter as | goaded my Clanrats
into the leafy borders of the Dire Wood.

LORDS

Skreet Verminkin,
Warlord with halberd,
tail weapon and
Talisman of Protection
116 points

HEROES

Ratchitt

Level 2 Warlock
Engineer with warplock
pistol and Warlock-
augmented weapon.

153 points

Festerlung
Plague Priest with flail
and Plague Furnace.

254 points

CORE

[

Toothsnapper’s
Clawpack
40 Clanrats with shields,
spears, musician,
standard bearer,
Clawleader and Poisoned
Wind Mortar.

285 points
Sawtail’s Spear Rats
20 Clanrats with shields,
spears, musician,
standard bearer,
Clawleader and Poisoned
Wind Mortar.

185 points
Warptaker’s Horde
40 Clanrats with shields,
musician, standard
bearer, Clawleader and
Warpfire Thrower.

270 points

Boilnose’s Sneakers
20 Clanrats with shields,
musician, standard
bearer, Clawleader and
Warpfire Thrower.

180 points
Lashwretch’s Ratters
6 Giant Rats, Packmaster
and Master Moulder with
shock-prod

84 points

SPECIAL

£ g

T

Greel’s Ratbeasts
6 Rat Ogres,
Packmaster and
Master Moulder with
shock-prod.
306 points

Mangespore’s Monks

20 Plague Monks with
musician, standard
bearer and Bringer-of-
the-Word.

165 points

TOTAL

1998 points

www.games-workshop.com

23




Author of the High Elf
army book and more
tacticas than any man
alive, Adam Troke fancies
himself as something of
an expert at Warhammer.
Given Jervis’ reputation
as an unlucky general,
we’ve insisted that Adam
plays with one hand tied
behind his back.

this is a very good month for you -

The Island of Blood boxed game has
some of the finest plastic miniatures in it
that I've ever seen. When planning out the
army to use in this battle report, there was
no doubt in my mind that the contents of
the Island of Blood box was always going
to make a powerful core to the force.

By swapping the Skaven and High EIf
elements of the box with a friend you can
get yourself a great core to a force. In
addition to Althran Stormrider and his
mighty Griffon Sharpclaw, there’s the Mage
Caladris and a sizable contingent of troops.
18 Lothern Sea Guard form a powerful
defence unit, ably complemented by the
18 elite Sword Masters of Hoeth and two
units of five Ellyrian Reavers. For this game
I've opted to make the intantry units as
large as possible, rather than field them as
two smaller regiments. Ellyrian Reavers
rnake great flankers for the army, so
keeping them in small units is a good plan.

I t you're a fan of the High Elves then

24 WH!TE.DWARF BATTLE REPORT

On top of this impressive beginning
I've added the High Elf Battalion box. The
High EIf Battalion adds a solid chunk of
models into the force. 16 High Elf
Spearmen, 16 Archers, a chariot (in my
case a Tiranoc Chariot) and a Repeater Bolt
Thrower all ready to hack up some Skaven.
This bolsters the core of my army really
nicely, giving me some serious long-range
power in the form of the Archers and
Repeater Bolt Thrower. The Tiranoc Chariot
is a potent, low-cost, assault unit that will
support my Spearmen. Speaking of whom,
looking at the points that | had spent so far,
| decided to add a further box of High EIf
Spearmen into the force. This transforms
my 16 Spearmen into a deadly block of 32
warriors. Arrayed in a formation that’s eight
Elves wide and four deep, all the Spearmen
can fight in combat. Around the office
we’ve been calling this the High Elf Horde
— because it fights with as many attacks as
the hordes of other races. It kills Skaven
splendidly.
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Althran Stormrider

l. 2
! " W) Prince with lance,
1 g = " &%Griﬁon, Armour of

f &Y Fortune and Potion of

Foolhardiness.
396 points

HEROES

Caladris
Level 1 Wizard with the
Silver Wand.

110 points

CORE

Althin’s War Drales
18 Lothern Sea Guard
with shields, musician,
standard bearer and
Sea Master.

259 points
Erothir’s Silver Spears
32 Spearmen with
musician, standard
bearer, Sentinel and
Gleaming Pennant.

318 points
The Unicorn Company
16 Archers with
musician, standard
bearer and Hawkeye.

201 points

SPECIAL

The Blades of Hoeth
18 Swords Masters of
Hoeth with musician,
standard bearer and
Bladelord with
Potion of Speed.

305 points
The Dawn Riders
5 Ellyrian Reavers with
bow and Harbinger.

112 points
Orvael’s Coast Patrol
5 Ellyrian Reavers with
bow and Harbinger:

112 points
Glory of Ulthuan
Tiranoc Chariot.

85 points

RARE
% Death Talon

¢ Repeater Bolt Thrower.

1ng So, with my army worked out, it's time eyes on these new miniatures I've been 100 points

X. The to decide how to use it. My rough plan is practising with them and | feel that I've

ik of t0 use Erothir’s Silver Spears as the centre become quite adept at using them to delay TOTAL 1998 points
of my battleline — with 32 Elves, that's and misdirect the enemy. One unit will :

my 8oing to be a hard obstacle to overcome patrol each of my flanks, looking for the

iter Bolt and, backed up by Althin’s Sea Guard and chance to shoot errant characters, draw off

Skaven. the Blades of Hoeth on either flank, frenzied troops or perhaps shoot down a

sally | can’t really foresee Jervis’ ratmen breaking Weapon Team or two!

-range through that little formation. A formidable With all that established, it’s time to

d firebase of Death Talon, my Bolt Thrower highlight how | plan to win the scenario.

Chariot and the Archers of the Unicorn Company Generally speaking I've got an order of

at will will whittle down Jervis’ regiments, and target priority. The focus of my firepower

whom, maybe even nobble those Weapon Teams. will be weapon teams first, followed by the

it so far, Magical protection duties obviously fall Plague Monks, then any other units as

gh EIf to Caladris (who's going to use Drain opportunities arise. My overall strategy is to

rms Magic to make life harder for Jervis), while take down units with standards first and

k of 32 Counter-attack responsibilities fall to foremost — it’s the only way to win! Althran

t's eight Althran and the Tiranoc Chariot. These last will be more than a match for any filthy

earmen tWC} units will hold their place in the line, rat-thing hero that Jervis can field, so he’ll

ce waiting for the chance to get a sneaky wait patiently for the chance to lead

Horde charge off against any unit that over Sharpclaw into combat against the

icks as extends itself, Skaven’s loathsome leader. I need to get

wen Finally, I've got a special task in mind him to two flags or less to win the game, so

Tor the Ellyrian Reavers — since I first laid

there’s no point dallying. To war!

www.games-workshop.com
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Scenario I
Blood and Glory

This scenario is a bloody
affair with an unusual
‘sudden death’ element -
if at any point your
army’s number of
remaining standards
drops too low, you will
lose. To win you must be
both aggressive enough
to threaten the foe,
whilst savvy enough to
protect your standards.

Victory Conditions:
The first force to break
the enemy army wins
the battle.

Breaking Point:

Both armies have a break
point of 2 — the first
force whose fortitude is
reduced to this loses.

Fortitude:

An army’s fortitude is
equal to the current
number of standards in
the army (including the
battle standard), plus two
for the General. Fleeing
units and units that are
only temporarily off-
table still count.

DEPLOYMENT

Jervis and Adam rolled off to see who
would pick the board edge. Adam won,

_and opted for the hill featuring the Arcane

Ruins - not only would the ruins provide
his High EIf Mage with plenty of chances

- to channel more power dice, but it would
- also ensure that Adam’s High Elves could

establish a strong firebase on the hill.

Adam placed his two units of Ellyrian
Reavers on the extreme edges of his force:
the Dawn Riders held the western flank of
the High Elf force while Orvael’s Coast
Patrol were stationed amongst the woods
on the western edge.

Jervis placed the majority of his army
upon the eastern flank, planning on using
the ominous mass of the Temple of Skulls,
and the dark canopy of the Dire Woods as
cover from the long-ranged attacks of the
High Elves on the hill. Two hordes of
Skaven Clanrats, led by the restless figure
of Skreet Verminkin, prepared to enter the
woods, confident that they could brave any
horrors they faced. The Plague Monks and

their towering Plague Furnace deployed so
as to benefit from a clear path between the
woods and the Temple of Skulls, aiming
right for the heart of Adam’s force. Ratchitt
deployed along with Boilnose’s Sneaks,
ready to scramble onto the Temple of
Skulls and beg the power and favour of the
Dark Gods.

Before fighting the battle report proper,
Jervis and Adam enjoyed a practice game
to warm up, during which Caladris had
used the Curse of Arrow Attraction to
devastating effect — even though Caladris
didn’t have that spell this time around,
Jervis was taking no risks with exposing his
Skaven to the Elven arrows and bolts
unnecessarily and sought the cover of the
Temple of Skulls.

The last thing to do was to roll off to
see who would get first turn, Despite
outnumbering the High Elves more than
two to one, the Skaven finished deploying
first, and so received the +1 on the roll —
easily beating Adam’s paltry score of 2.

Arcane Ruins: Any Wizard within 6" of the Arcane
Ruin can roll four dice when channelling, however
should they roll three or more 6s then they have
inadvertently triggered a miscast!

Temple of Skulls: Champions and characters upon
the Temple of Skulls can beseech the favour of the
Dark Gods — will they be blessed with awesome

power or destroyed for their impudence?
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The Dire Woods: The outskirts of a sprawling cursed
wood, the nature of the Mysterious Forests will be
determined when a unit enters them — whether they
are merely a dismal, damp wold or a dangerous
Venom Thicket remains to be discovered.
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RMINOUS TIDE

he battle began with Jervis moving
I his Skaven into action. Across their
. lines the foul ratmen advanced,
scurrying towards the High Elf ‘army.
Ratchitt, cradling his powerful warplock
pistol, scrambled atop the Temple of Skulls
safe amongst the rats of Boilnose’s
regiment. On the eastern flank the rickety
mass of the Plague Furnace rumbled
forwards, pushed by the foul-smelling,
hooded forms of the Plague Monks,
Mangespore whipping them into a frothing
frenzy. Verminkin, the Skaven General,
seized command of Warptaker’s Horde and
marched them enthusiastically towards the
outskirts of the Dire Woods. As the first
Clanrats began to enter the forest, hisses of
despair escaped from their maws as Jervis
rolled on the Mysterious Forests table and
revealed a deadly Venom Thicket —
frustrated, Verminkin sounded the halit.
While the Clanrats in the woods tried
to summon the courage to press on
through the venomous foliage, Festerlung
drew upon the Winds of Magic. Festerlung
unleashed Plague upon the Lothern Sea

28 WHITE DWARF = BATTLE REPORT

Guard, scoring a 20 on his casting attempt.
Convinced he could easily dispel that,
Adam threw all of his dispel dice into the
attempt and was horrified to see that he’d
only scored 19, even with the +1 to the
dispel attempt for being a High EIf Mage.
Althin’s War Drakes were ravaged by the
virulent pox unleashed by Festerlung and
nine died in pestilent agony.

With no dice left in his pool to resist
the rest of Jervis’ magical onslaught, all
Adam’s High Elves could do was stand and
watch as Ratchitt caused the skies to cloud
over with the power of his Howling
Warpgale, buffeting the Elves and forcing
Sharpclaw to furl his wings and hunch low
against the magical hurricane.

The Skaven Shooting phase was
hampered by unluckiness as both of Jervis’
Poisoned Wind Mortars fired erratically,
one missed entirely and the other landing
by the Dawn Riders but causing no harm.

In the first High EIf turn both of the
units of Ellyrian Reavers moved forwards,
the Dawn Riders taking up a firing position
opposite Lashwretch’s Ratters. Orvael’s

A O
Adam: If anyone thought
that only having a couple
of lesser Wizards would
hinder Jervis’ Magic
phase, unleashing Plague
proved them wrong as
Festerlung ravaged
Althin’s War Drakes,
killing nine. This power
would prove to be a real
thorn in my side in later
turns as Jervis put it to
even greater use...

e T -

— — e = Crs
Festerlung and the towering

- Plague Furnace spearhead
" the Skaven advance.
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SINISTER M ACHINATIONS

T he Skaven’s second turn opened
with Boilnose atop the Temple of
. Skulls calling upon the power of the
Dark Gods. What probably seemed like a
good plan, and perhaps_a swift path to
power turned out to be a very'bad idea as
the irate gods dragged poor Boilnose
screaming into the ether. Undeterred by the
_ tate of the unfortunate Clawleader,
Warlock Ratchitt also tried his luck, and
was rewarded with a welcome influx of
mystical power from Temple of Skulls (and
+1 to his Strength characteristic).
Skreem Warptaker and his Clanrat unit
passed their Stupidity test and attempted to
charge against the Ellyrian Reavers
amongst the woods. The Elves effortlessly
fell back, leaving the Clanrats frustrated.
Lashwretch’s Ratters charged into the
waiting Dawn Riders, who felled one of
the Giant Rats with a flurry of arrows,
Wary of the Venom Thicket, Verminkin
and his Clanrats made a swift reform and
marched around the woods, rather than
brave the poisonous briars. The unit ended
up behind the Plague Furnace.
While Jervis had the rest of his army
advance, Adam braced himself for the The Wonders of Fast Caval ry
inevitable Magic phase. When it came, it
was devastating. Festerlung, perched atop
his infernal war machine again unleashed
Plague upon the High Elf army, this time
choosing the Silver Spears as his target. In
a terrible repeat of the previous turn, Adam
again failed to dispel the power by a one
and was powerless to
stop 17 High Elf
Spearmen dying in
plague-wracked
spasms.

Woods in Warhammer aren’t a big impediment to units, providing
you're willing to risk a little injury or incident along the way. That

meant that Adam had to rely on something else to slow down the
advance of Jervis’s hordes of Skaven. That duty fell to Orvael’s Coast
Patrol, who valiantly placed themselves in harm’s way, only to feign
flight when Warptaker’s Horde declared their charge.

Because Fast Cavalry can move and shoot in a turn in which they rally
from fleeing, the trusty Reavers were then able to get right back into
position to hound the Skaven once again.




The Plague then spread and, much to
s delight, he was able to transfer it
onto the Plague Monks — revenge

_od sweet as seven of them died.

ng back, Adam probably wished that
d chosen to end the spell rather than
back because having slain a kandful
“plague Monks it continued to rin
ant, infecting the Unicorn Company
killing 10 before finally dying-out. In a
e turn it had accounted for 26 High
tlves and seven Skaven!

* Jervis then cemented his Magic phase

asting Howling Warpgale again, once

e preventing Sharpclaw from taking

t and ruining Adam’s chances of

wyastating archery.

Thankfully Jervis’ own shooting was
‘miodest at best this turn as his Poisoned
\Wind Mortar slew three Sword Masters and
4 \Warpfire Thrower wounded Sharpclaw.

" The fight between the Ellyrian Reavers
and Giant Rats was brief and bloody. The
‘Elves killed two Giant Rats and wounded
Lashwretch, for only a single loss in return.
‘As the Giant Rats fled, the Dawn Riders
jave chase and ran them down.

In Adam’s second turn, he started by
rallying Orvael’s Coast Patrol (who, as Fast
‘Cavalry, could then move and fire) and
‘then positioning both units of Ellyrian
‘Reavers into premium firing positions. With
the Skaven close, but not near enough to
charge without over-extending the High EIf

End of High Elf Turn 2

CURRENT FORTITUDE

lines, Adam i d the jeeri lookers, -
m ignored the jeering onlookers END OF TURN 2

and declined to declare any charges.

The Magic phase brought a glut of
power as Adam rolled 11. Wasting no time
he cast Flames of the Phoenix on
Boilnose’s Sneakers (or, since Boilnose was
dead, they should be called Ratchitt’s
Sneakers). Despite scoring a staggering 21,
Jervis still managed to dispel it, using all of
his dice in the effort. This left him open to
Adani’s remaining spells, as Caladris used
the extra spell provided by the Silver Wand
to protect the Sword Masters with the
Shield of Saphery and finally, using his
training in High Magic, he drained magic
once again — not a bad showing for a mere
Level 1 High EIf Mage!

Adam’s shooting was less effective than
he had hoped as the Howling Warpgale
made accuracy impossible. Although the
Ellyrian Reavers loosed shots at enemy
weapon teams and the remmnants of the
Unicorn Company fired into the pitiful
handful of Plague Monks around the
Plague Furnace, they had no effect.

Althin’s War Drakes did better, slaying
two Plague Monks and the crew of the
Glory of Ulthuan killed another. The
Repeater Bolt Thrower Death Talon did a e

fourth kill on the unit and, because the unit '

had slain his first standard bearer.

champion must always be the last model s
standing in a unit, it slew the standard
bearer. Persistence had paid off — Adam ’

Orvael’s Coast Patrol
~ fall back in the face of
1 the Skaven horde,
drawing the rat-things
deeper into the
ominous Dire Woods.

7\ Lashwretch’s Ratters are
routed and overrun by
The Dawn Riders, the
fleet Elven Steeds easily
out-pacing the terrified
Giant Rats.

-G{)The Plague Furnace

=" advances at the centre
of the Skaven army,
unleashing powerful
magic and presenting a
tempting target to the
High EIf Archers and
Reapeater Bolt Thrower.




THE TiDE TURNS

o ATTE

Weapon Team
Jervis’ two Poisoned Wind
Mortars kept up a
persistent rate of fire
throughout the battle,
proving to be an effective
way of supporting his
main advance and
accounting for a fair
number of High Elves.
Because they can move
and fire, Jervis was able to
make sure they were in
position and shooting
each turn of the game.

2

e

OO it

ith Mangespore’s Monks all but
destroyed and the Plague
Furnace blocking the path of

the Skaven advance, there was a serious
risk of the once-intimidating Skaven
advance turning into something of a
confused log jam.

Jervis had only one viable charge this
turn, which was to send Toothsnapper’s
Clawpack against Adam’s Tiranoc Chariot.
Adam, confident that the Skaven would fall
short, cheerily declared that his Chariot
would stand and shoot, defiantly firing the
crew’s bows at the onrushing Skaven.
Jervis proceeded to roll a double-1 —
ensuring that the massive unit of ratmen
didn’t get anywhere near the Elven lines
this turn.

The remainder of Jervis’ army advanced
in a slightly nervous, disordered fashion.
The positioning of the Plague Furnace was
proving to be a bit of an obstacle for
Verminkin and Warptaker’s Horde, who
were forced to wheel to move around it.
Meanwhile, atop the Temple of Skulls
Ratchitt and the Clanrats he was with
dithered for a while, justifiably nervous
about moving within charge range of the

~ waiting Silver Spears and Blades of Hoeth.
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Ratchitt takes a break from
bothering the Datk Gods to
unleash Warp Lightning

This, however, left them blocking the way
of Greel’s Ratbeasts who were trying to
advance behind them. The Warptire
Thrower accompanying Ratchitt’s unit
found itself displaced by the larger
formations and had to move too and,
unwilling to put itself into too obvious a
charge position, it moved further down the
rocky surface of the temple.

In the Magic phase Jervis was hoping to
unleash yet another Plague upon the
awaiting High Elves and so he looked
positively ebullient when he rolled 10 for
the number of power dice and even more
delighted when Ratchitt successfully
channelled another dice. As expected, his
first spell he attempted this turn was
Plague, which he declared against the
Sword Masters of Hoeth. Despite rolling six
power dice to cast the spell, however,
Jervis only managed a score of 17 and at
last Adam was able to thwart him,
dispelling the power that had been
ravaging his army (but using all his dispel
dice into the bargain). This didn’t stop
Jervis from unleashing the Howling
Warpgale once again (Adam, who had
tesigned himself to never flying or having
accurate shooting could only grind his
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High EIf Mages are well-
versed in the magical

arts, and can choose from -

any of the eight Lores of
Magic in the Warhammer
rulebook or to use High
Magic. Adam’s decision
to use High Magic in this
game was informed
primarily by the fact that
he ‘knows what to do
with it’. Using Shield of
Saphery to protect his
Elves might seem
obvious, but he also
made things harder each
turn for Jervis, by using
Drain Magic every turn —
thereby forcing him to
use more of his casting
pool each time he cast a
spell. Why Adam cast
Flames of the Phoenix
needs no explanation!

o

to score a high enough charge roll (Adam
loudly cursing the Howling Warpgale as

they did so).

Elsewhere Adam manoeuvred his units
a little — the Ellyrian Reavers continuing to
menace on the flanks, and Caladris and the
Silver Spears making sure they would be
the most help possible to their comrades in
the following turns.

The High Elf Magic phase was
spectacular as Caladris summoned on the
cleansing fires of the king of the Elven
gods. Adam rolled a big fist full of dice in
an effort to cast the Flames of the Phoenix,
scoring a jaw-dropping 26, which Jervis
failed to dispel by a wide margin. As the
searing flames of the spell set the 41
model-strong regiment of Skaven ablaze,
everyone gathered around knew it was
going to leave a serious impression on
Verminkin’s adopted unit — in total 14
Clanrats were slain by the magical power.
Their nerve held firm though, as Verminkin
used menacing growls and a few slaps and
kicks to ensure that no Skaven dared even
consider fleeing.

Caladris, buoyed by his success, then
went on to cast the Shield of Saphery on
the Sword Masters again (who were now in
combat with the Skaven) and then ended
the phase by once again casting Drain
Magic. Twice in a row he’d successfully
cast every spell in his repertoire.

In the Shooting phase, the Unicorn
Company and Death Talon unleashed their
fury against the smouldering Clanrats

%
N
e g

accompanying Verminkin. Between them
they managed to slay six more Skaven. The
Sea Guard and Ellyrian Reavers fired at
Skaven Weapon Teams, but didn’t manage
to cause any damage, their arrows
hampered by the strong winds.

In the Close Combat phase Adam
started by resolving the chariot’s attack on
the terrified crew of the Warpfire Thrower.
Enraged by the damage the crude Skaven
weapon had wrought upon their beautiful
chariot, the crew took savage delight in
ploughing into the Warpfire Thrower crew
and crushing them beneath hooves and
churning wheels. Adam then used the free
combat reform to turn and face west, in
case Jervis advanced Verminkin and
Warptaker’s Horde towards Althran.

The Sword Masters crashed into the
Clanrats in a tidal wave of whirling blades,
massive two-handed swords that sliced
through limbs and severed arteries with
every slash and thrust. Their swords rising
and falling so fast that the eye could barely
follow them, they cut a bloody path
through the Skaven, leaving a dozen dead
and cutting down Ratchitt into the bargain.
Reeling, the Skaven felled a single
Sword Master in return, the Shield of
Saphery preventing any worse harm.

Unsurprisingly the ratmen fled, only to
be caught and run down, the jubilant
Blades of Hoeth crashing headlong into the
Rat Ogres as they pursued. Finally,
Sawtail’s Spear Rats, panicked by the
slaughter, turned tail and ran too.
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Atop the Temple of Skulls the

Sword Masters of Hoeth clash
with the twisted Rat Ogres.

Reaver Knights
Throughout this battle
the Ellyrian Reavers had
proven their worth at
running interference
along the flanks - two
small, 112-point, units of
Ellyrian Reavers had tied
up a 220-point Skaven
horde, killed a pack of
Giant Rats and both lived
to tell the tale - not bad
for the ‘expendable’
element of his force.

to make a strong counter-attack.

Toothsnapper once again tried to lead
his Clawpack in a charge through the
woods, this time against the Lothern Sea
Guard - but once again the dice cheated
Jervis as the Skaven stumbled and fidgeted
forwards all too slowly, suffering a casualty
from the War Drakes’ stand and shoot
reaction. Warlord Verminkin had more
luck as he led Verminkin’s Horde into
action against Althran and Sharpclaw, who
held their position in anticipation of finally
getting to grips with the Skaven.

Sawtail’s Spear Rats, managed to find
the courage to rally, turning around to face
the foe once again.

As the Winds of Magic roared through
the valley, Festerlung cast Plague once
again. With the Sword Masters about to
fight the Rat Ogres, Jervis chose them as
the target of the power and was rewarded
with a dazzling score of 22 on his casting
attempt. Once again Adam failed to dispel
the power by a margin of one, and had to
watch on as five Sword Masters
succumbed to the pestilence that ravaged
them. Jervis then used the rest ot his power
dice to dispel Flames of the Phoenix that
was still burning Verminkin‘s formation.

In the Sheooting phase the Plague
Furnace’s Fuming Death attack slew two of
the War Drakes. The Poisoned Wind

]‘ervis began the fourth turn determined
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Mortar on the eastern flank then misfired
dramatically and ended up hitting
Toothsnapper’s Clawpack - [uckily for
Jervis it only killed a single Skaven, despite
hitting 12!

In the combat between the
Sword Masters and the Rat Ogres, the
greatest warriors of Ulthuan clove into the
giant, mutated rats with venom. In all they
inflicted 10 wounds on the Rat Ogres and
a single wound on Greel, the Master
Moulder leading them. In return Greel and
his surviving Ratbeasts smashed and
mauled at the Sword Masters, but such was
their skill (and Adam’s jammy rolling for
the Shield of Saphery) that only two fell in
return. Beaten, the Rat Ogres broke and
fled with the Sword Masters in hot pursuit.

As Verminkin led his Clanrats against
Althran and Sharpclaw he blanched in fear
as the High Elf Prince cried out a challenge
against him. Even as he cravenly slunk
away to the rear ranks of the regiment,
Althran and his mighty Griffon tore into the
regiment. Between them they slew four
Clanrats (and would have managed
another pair, were it not for a couple of
parry saves). The Skaven attacked back
with ferocity, slaying Sharpclaw. Even as he
tumbled from the saddle, however, Althran
passed his Break test and held his ground.

With Prince Althran embattled against
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Festerlung has to claim

the award for the Skaven

of the match, not least
because he was the only
Skaven character to
survive the game intact.
By persistently casting
Plague on the High Elves
he wrought serious
casualties, while the
presence of the Plague
Furnace dominated
Adam’s attention. Next
time he simply needs
more Plague Monks to
push his platform!
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suggests. In fact, for the first two or three

. turns, if felt like | had things in the bag. My
. magic was devastating, and Adam had left

the forest wide open for my sweeping
advance along his flank. My plan to swing
through it and roll his line up looked like it
had a good chance of success.

Unfortunately, my advance on the lett
flank quickly devolved into a snarled up
traffic jam of units, stuck one behind the
other. My biggest mistake without doubt
was not advancing my main unit of
Skaven, led by Verminkin straight through
the Venom Thicket - I'd have only lost a
few models, and it would have meant that
my big block of Clanrats could have got
into the fight much more quickly.

As it was | dithered about and ended
up losing more models to High EIf magic
than | would have to the Venom Thicket if
I'd just crashed through the forest.
Changing my mind and deciding to
redeploy my Rat Ogres to the Temple of
Skulls was similarly badly handled. I had a
change of heart, and it didn’t really pay off
at all in the end. You really would think
that after all of these years of playing in
battle reports that I'd learn to stick to my
plan, come what may!

ell, although the final tally looks

‘ ~ f rather one-sided, things weren’t
o quite as bad for me as the score

This aside, my other big mistake was
ignoring Adam’s Sword Masters. These
sublimely skilled warriors are almost
unstoppable if you allow them to get into
combat in any strength, and my top priority
should have been to use my missile fire
and magic to whittle them down before
they could do so.

Foolishly | got fixated on weakening
the units in the centre of the High Elf army.
This looked very impressive, as | killed 16
Spearmen with a single spell and tore big
holes in his line, but the end result was
that the Sword Masters were almost at full
strength when they got into combat - and
you've seen what effect that had on my
army! This was foolish of me, as | had the
tools to take the Sword Masters out of the
game, and simply failed to use them. At
least I'll know better next time!

All this said, I'm still pleased with my
plan, if not its execution. With just a little
bit more luck my right hook could have
smashed into the flank of the High EIf
army, and rolled them up as | had planned.

I'd certainly relish a return match
against Adam-and his blasted High Elves,
as | know | could do much better with the
Skaven army the third time round. For now
I'll have to be content with the knowledge
that next month the Skaven will be back to
fight again, with a /ot of reinforcements.

WHERE ITWENT WROMGH
Adam: Although these things are
always the subjects of debate (and ifs
and buts too, for that matter), Jervis
and | both agreed that the Skaven
defeat could be blamed upon the
Great Rat Log Jam.

The woods, which normally aren’t
a hindrance to movement in
Warhammer, gave Jervis a real fright
when it turned out one of them was a
Venom Thicket — Mr Johnson had a
sudden bout of pity on his Skaven
minions and refused to traipse
through and risk all those casualties.

So, when my archery (and then
the rebounding Plague spell) left the
Plague Furnace immobile Jervis found
that he had a full-scale log jam
preventing him from advancing. Too
many rats in too small a space, and
the need to keep 1" between his units,
made for some serious problems as he |
advanced, and frankly let me win the |
game. Retrospectively, Jervis probably ;

i
i

should have been a little more callous
and thrown those Clanrats through
the Venom Thicket!
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ictory is mine. The High Elves have
turfed the Skaven menace off of the
island (or at least this particular
field) and conceded not a single

ry point into the bargain. . )

Of course it's never quite that simple, is
itq Jervis, by the game’s end, had actually
=d more than half of the models in my
y, including the poor feathery form of
‘Sharpclaw. I'd also had the advantage of
slaying through the practice game, which
ly helped me hone the weaknesses in
strategy the first time around (see the
‘hox below for more on that).

50, what went right then? Well,
sbviously quite a lot did. My plan of

5lding my ground and launching a

cious counter-attack certainly paid off,
but | nearly ran out of warriors as the
ifects of Jervis’ spells and shooting attacks
ook their toll. Skaven have some of the
‘most ferocious ranged weapons in the
‘same and, to my mind at least, some of the
hest magic too. While High Elf infantry is
i many ways anathema to horde

regiments such as Skaven, Goblins and so
o, they can only carry the day if there’s
‘enough left to do so and the barrages of
Poisoned Wind Mortars, Plague spells and
‘Warp Lightning that flew my way nearly
put paid to that. Retrospectively | should
‘never had placed all that trust in a mere
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ALTERN  HISTORY
Adam: Jervis and | played a practice
game before the pressure of the battle
report was brought to bear on the
proceedings. During that game Jervis
| had all but wiped out the
Sword Masters of Hoeth in the
| Shooting phase so it fell to the massed
| ranks of the Silver Spears and the skill
of Prince Althran (upon faithful
Sharpclaw) to turn the tide. They duly
did so, smashing through Verminkin
and one of his hordes in combat, but
not without dramatic losses.

I was helped in that game by the
fact that Jervis didn’t have Howling
'II Warpgale, so my shooting was more
| effective and Sharpclaw’s movement
| Was unimpeded.
|

Another thing worth noting from
that practice game was a little piece
of advice that Jervis offered to me: he
Pointed out that I shouldn’t bother
chasing after units that didn’t have
standards ~ advice that I took to
heart in the ‘official’ match, focusing
all my efforts onto the units that
would reduce the Skaven'’s fortitude.

BACK TO THE SEA, YOU RATS!

Level 1 Wizard. Don’t get me wrong,
Caladris did a sterling job all things
considered, but 1 definitely should have
upgraded him to Level 2 (and possibly
bought a Dispel Scroll). Several times one
extra pip on my dispel attempts would
have saved me some serious losses.

What occurred was a nail-biting few
turns as Jervis angled his army to his best
advantage and | prepared to spring my
devastating counter-attack. When it came it
was every bit as good as | could have
hoped — the Sword Masters hewed a hole
through Jervis’s army, dealing with Ratchitt
and the Clanrats he was accompanying
and then the Rat Ogres to boot (and
panicking the second unit of Clanrats
certainly helped matters to). Meanwhile
Althran and Sharpclaw managed to slow
down Verminkin and the remnants of his
horde (that would have been far worse if
Flames of the Phoenix hadn’t whittled them
down), until my Tiranoc Chariot and
Spearmen could wade in to even things up.

A special mention should also go to the
two units of Ellyrian Reavers — who
managed to deal with their respective
challenges admirably.

A final mention must, however, go to
Jervis, who played with style and chivalry
to the very end — despite that fact that the
dice really betrayed him at times.

*

FOTRL

One unit really stands
out as the finest fighters
in the game - the

Sword Masters. The
reason is clear: with nine
models wide and two
deep they are capable of
unleashing 28 Strength 5
attacks that re-roll
missed hits and go first!
There’s a lot of dead
Clanrats and Rat Ogres
that testify to their skill!

JHO4dTd FTLIVE
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BATTLE ¢ ISLAND o BLOOD

ST NER NN ‘ s

The Island of Blood is a mysterious place, its shores cloaked in red mist and its
interior protected by powerful magic. It is also the site of a mighty clash between
the forces of the Skaven and the High Elves. Jervis Johnson takes up the story.

The Island of Blood
boxed game sets up the
brutal story of this
troubled isle, including
miniatures for some of
the participants. This
article describes in detail
the background of what
happened when the
Skaven invaded the
Island of Blood in order
to steal the Phoenix
Stone. We hope it will
provide you with
inspiration for games and
scenarios based on the
events that took place
during the campaign, as
well as offering an
insight into just one of
the bloody chapters in
the history of the
Warhammer world. Next
month we are refighting
the final battle.

he Island of Blood is a cursed place
I that lies off the southern coast of the

Old World. When the High Elves
fought their first great war against the
forces of Chaos many millennia ago, a
powerful magical artefact was hidden on
the island. The High Elves have carefully
guarded the artefact ever since, and for
thousands of years it has remained
untouched and almost forgotten.

And so things would have carried on,
had not a half-crazed Skaven Warlock
Engineer named Ratchitt not tricked a pair
of feuding Warlords into invading the
island with a huge chittering army. In
doing so he started a chain of events that
almost destroyed the Warhammer world.

The P ix Stone

The roots of the Battle for the Island of
Blood stretch back thousands of years to
the time of the Aenarion the Defender.
Aenarion was the first of the great Phoenix
Kings, and it was he that led the fledgling
High EIf race to arguably their greatest
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victory, by defeating the first great invasion
made by the Chaos Gods. The story of this
first Great War against Chaos is described
in detail elsewhere, so suffice to say that
the High Elves were only victorious at the
cost of Aenarion’s own life and the near
destruction of the High Elves’ island
Kingdom of Ulthuan. Furthermore, since
then it is only the mystical lodestones that
the High Elves erected during that war that
have kept the forces of Chaos at bay.
Should they ever fail, the Warhammer
world would be swamped by a new and
even more terrible invasion.

However, while these are the most
famous tales of those ancient times, they
do not tell the whole story. When Aenarion
first came to power he personally trained
an elite body of knights. These mighty
warriors were amongst his most trusted and
able followers, and were both capable
warriors and powetful mages. It is likely
that they were Aenarion’s bodyguard, and
that they fought at his side in his early
battles against the forces of Chaos.




At some point, however, they were
~sted with a special mission. While the
. of the High EIf army fought against the
< invaders on Ulthuan, Aenarion’s
suard were sent far away, to the
%’that is now known as the Islapd ot
.od. That such powerful warriors were
tched to this far-off place could only
that something of vital impottance
d to be achieved there. Althbugh
» are no written records of what
tly transpired, the scant evidence
iable allows only one possible
clusion to be drawn. Caledor, most
ient and wise of the High Elf Mages of
realised that there was a fatal flaw in
’great spell he planned to cast that
uld drive back the Chaos hordes. This
.+ was focused on the mysterious Island
lood far to the south and east across
the ocean. The knights were despatched to
nvestigate further.
When the knights reached the Island
they found that it was the location of an
incredibly ancient temple, predating even
the legendary Old Ones, at the heart of
which was a rent in the very fabric of
space and time itself. Through this rift the
Siuff of Chaos was leaking into the
Warhammer world. Unless sealed it would
eventually flood the Warhammer world
with raw Chaos energy, and all of
Caledor’s plans would be for naught.
According to the ancient legends, the
Birotherhood of knights were able to close
the portal, but only by pouring their own
life forces into a powerful magical

ts talisman, the Phoenix Stone. As they used
the talisman to close the rift, the knights
veen S\ore to protect it for all eternity. This
noble sacrifice proved to be just enough,
! and the rift was closed.
~ Following the final defeat of the forces
t invasion 0l Chaos at Ulthuan, the High Elves
iy of this fElurned to the Island of Blood. They
escribed erected twelve great statues around the
ay that tsland of Blood, one for each of the
us at the Biotherhood of knights that had so
ie near Sélflessly sacrificed themselves, and left a

nd small force to garrison the ancient temple

3, since ~ and protect the Phoenix Stone from anyone
ones that that might try and take it. It is said that the
t war that staiues glow with an unearthly light and
ay. it a blood-red mist from where the
1mer iSland takes its name. It is also said that at
aw and ~ limes of crisis they awake to protect the
iSland from any attacker. Whatever the
most 1ilth of this, the Phoenix Stone remained
55, they Undisturbed and all but forgotten, until...
Aenarion |
trained e Coming of the Skaven

ighty _-;Bndreds of yeérs after the first great

usted and i Elrsion of Chaos, the Skaven emerged
»able #0m the warpstone-blighted ruins of

5 likely J8avenblight. In the millennia since they
ard, and Have carved out a vast Under-Empire that
aarly slfetches all across the Warhammer world,

o f Om Estalia to Cathay, and from the

Northern Wastes to the Southlands. Skaven
society is controlled by a structure of clans,
each of which is dominated by powerful
rulers that have risen to the top through a
combination of cunning, brute strength and
guile. Clan Skryre is amongst the most
powerful of all of these clans. The Warlock
Engineers that rule the Great Clan are
masters of an insane blend of magic and
science that has produced, amongst other
things, the dreaded Warpfire Throwers and
warpstone-powered Doomwheel. These
devices are much sought after by the
Warlords of the clans, and have served to
make Clan Skryre both rich and influential.

One of the rising stars of Clan Skryre is
a Warlock Engineer known as Ratchitt, a
crazed genius whose reputation for
inventing new and powerful artefacts is just
beginning to spread through the Under-
Empire. Unfortunately for the young
Warlock Engineer, Skaven society is riven
by discord and feuds, and a new talent can
often be seen as a potential threat or rival,
rather than an asset. Petty jealousy of this
kind forced Ratchitt into hiding, and he
sought aid from outside his own clan in his
bid to seize power.

o High Blves
The High Elves are an
ancient and proud race
from the island of
Ulthuan. Many
thousands of years ago
they almost single-
handedly stopped the
first great incursion of
Chaos. Since then their
fleets have travelled to
every corner of the
world, imposing their
will upon the younger
races. All High Elves are
expert warriors, making
up for their lack of
numbers by their sheer
skill and martial prowess,
natural speed and
superbly crafted weapons
and armour. Even after
all these millennia, they
remain one of the most
powerful of all the races
in the Warhammer
world, noble servants of
the Forces of Order.
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The Skaven are a
verminous horde of evil
rat-men, who inhabit the
underground of the
Warhammer world. They
gnaw at the roots of
civilisation, eternally
scheming and preparing
for the day when their
uncountable hordes will
overrun the surface
world. Although
individually Skaven are
cowardly creatures,
when they gather en
masse they draw courage
from their fellows, and
are transformed into a
deadly seething mass of
almost unstoppable
destruction. The only
thing that keeps them in
check is the constant
internal strife between
the clans that make up
their society. Should their
rulers ever be able to
unit the disparate
factions of the Skaven
Under-Empire, then it is
unlikely that anybody,
not even the mighty High
Elves, would be able to
stand in their way.

While still in self-imposed exile,
Ratchitt came across information about the
Island of Blood, and the fabled magical
artefeact known as the Phoenix Stone that
was hidden there. He knew little about the

_Phoenix Stone other than its name, but
became obsessed with the idea that it

would give him the power he needed to

~ rise to prominence in his clan. Once the

idea took hold he pursued it with a
maniacal cunning, first finding his way to
the Island of Blood, and then conceiving
an invention of rare genius that would
disperse the island’s magic defences and
allow him access to the temple that held
the Phoenix Stone. All he needed to fulfil
his plan was an army that could destroy
the High EIf garrison and leave him free to
seize the Phoenix Stone for himself.
Fortunately for Ratchitt, Clan Klaw - a
large and powerful Warlord clan in the
Under-Empire — was in the throes of a
vicious civil war, The conflict between
Verminkin and Spinetail, the Warlord and
Chieftain respectively, had been brought
about by an intense rivalry common to the
treacherous politics of the Skaven.
Verminkin had been the ruler of Clan
Klaw for some time, until he found his
position undermined by the machinations
of his arch-rival Spinetail. The two
powerful Warlords hated each other with
an all-consuming passion, and soon their
animosity broke into open warfare. The
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streets of Skavenblight ran red with the
spilt blood of Clanrats from the rival
factions, in a conflict that was vicious even
by the standards of that misbegotten realm.
However, neither chieftain was able to gain
an overwhelming advantage over the other.
As the conflict dragged on with no end
in sight, Ratchitt saw his chance, He
approached both Warlords in turn,
promising Verminkin the chance to gain an
artefact that would defeat his hated rival,
while promising Spinetail the chance to
ambush and kill Verminkin while he was
fighting the High Elves on the Island of
Blood. Both Warlords, their natural
cunning clouded by the hatred they felt for
each other, fell into Ratchitt’s trap, and
agreed to help him with his plans. Even the
sinister Grey Seers were lulled into a false
sense of security by Ratchitt’s promises that
his plan would result in the ovetly
powerful Clan Klaw being all but destroyed
in the coming conflict. None suspected
that Ratchitt’s real goal was to gain the
Phoenix Stone and seize power for himseif.

The Invasion

Initially Ratchitt’s plan went like
clockwork. The arcane device he had built
to drain the magic energy from the strange
statues that protected the Island of Blood
functioned perfectly. For the first time in
thousands of years the strange red glow
that the statues emanated disappeared, and
with it the magical wards that had stopped
the Skaven from using their tunnels to
reach the Island of Blood.

Ratchitt led Warlord Verminkin through
the tunnels to the island, their advance
being closely shadowed by Warlord
Spinetail’s Guiter Runners. It was at this
point that an incident occurred that was to
have a major impact on the campaign. As
the Skaven emerged blinking into the
sunlight, they encountered Kortharion, a
High EIf Mage, and Kalaer, a Bladelord of
the Sword Masters of Hoeth, who had
ridden to investigate the disturbance
caused by Ratchitt’s device. Although
terribly outnumbered, these two mighty
heroes cut a bloody swathe through the
Skaven ranks, and for a moment it seemed
like the invasion would be stopped before
it had begun. It was only when Ratchitt’s
warplock pistol cut Kortharion down that
the tables turned. !Jnable to stop the
Skaven on his own Kaelor fled.

However, as Kortharion lay mortally
wounded, he unleashed a magical cry for
help. The desperate plea was heard in far-
off Ulthuan and, much closer to hand, by a
young Mage named Caladris on board the
High EIf warship Flame of Asuryan. In both
cases the cry was heeded, and much
needed reinforcements started o make
their way towards the beleaguered island.

Ratchitt, Verminkin and Spinetail knew
none of this, of course. The tunnels they
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1 island. he Skaven Assault Begins

ail knew the Skaven were now within sight of their
Is they 89al. The temple that held the Phoenix

Stone was cut off from the mainland by a
stone bridge, that was in turn protected by
a curtain wall studded with fang-lined
turrets. As the huge Skaven army
descended on the plains around the
temple, the High Elf garrison rushed to
man this outer defence, unleashing a
deadly barrage on the Skaven from the
batteries of Repeater Bolt Throwers that
were hidden in the turrets.

As the Skaven continued their advance,
the fire from the Bolt Throwers was joined
by flights of arrows unleashed by the
archers that manned the serpentine walls
between the towers. The ground over
which the Skaven were forced to make
their attack was barren and devoid of
cover, and the High Elf missile fire quickly
started to exact a bloody toll on the poaorly
armoured Clanrats.

However, as the Skaven warriors
struggled to weather this storm of fire,
Ratchitt’s evil genius was once again to
make a difference. Aware of the fortress
walls that protected the temple, Ratchitt
had built a pair of Warp Lightning Cannons
of prodigious power — by far the most
potent of such devices ever built. As the
Skaven army sold their lives in an effort to
distract the defenders on the fortress wall,
Ratchitt supervised his Skavenslaves as
they prepared to fire the weapons. The
cannons started to shake and vibrate as
barely contained energy built up in the
weapons’ huge condenser coils, until with
a thunderous explosion they unleashed a
massive warp lightning bolt at the wall. For
seconds nothing happened, and then with
a terrible heaving groan the ancient wall
collapsed, hurling most of the High Elf
defenders to their deaths, and leaving the
way to the temple open.

The few dazed survivors fell back to the
narrow bridge the separated the temple
from the mainland, the victorious Skaven
chasing hard at their heels. Wheeling down
from the sky Prince Althran joined Kalaer
and a thin line of Sword Masters as they
prepared to defend the bridge against the
Skaven horde. Outnumbered by hundreds
to one, there seemed little chance that the
High Elves would be able to stem the
Skaven assault.

Fortunately for the High Elves — and
indeed all of the inhabitants of the
Warhammer world — help was just at hand.
To the west the billowing sails of an entire
High Elf fleet topped the horizon, and soon
regiments of High Elf warriors were
disembarking on the shore not far from the
temple. However, between them and the
outnumbered defenders on the bridge lay a
vast Skaven army, made up now of almost
the entirety of Clan Klaw. Huge regiments
of Clanrats and Skavenslaves lay in the
path of the High Elf reinforcements, their
ranks bolstered by a Screaming Bell and a
Plague Furnace, while everywhere units of

Clan Skryre

Clan Skyre specialises in
the blending of warp
magic and arcane Skaven
technology. Its members,
better known as Warlock
Engineers, constantly
experiment to create
new and more powerful
weapons of mass
destruction. This almost
always requires the
inclusion of warpstone-
based mechanisms that
increase the weapons
potential for destruction,
but also tend to make
them more unstable.
Some races might
consider such weapons
far too dangerous for
large-scale use, but the
Skaven have a different
attitude, accepting a few
losses from their own
weapons as acceptable
collateral damage. After
all, that’s what slaves are
for! Clan Skryre are no
less susceptible to the
internecine warfare and

. ‘'squabbling that plagues

every Skaven clan, the
Warlock Engineers
constantly trying to
outdo each other and
steal their inventions to
pass off as their own.
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Spinetail is Skreet
Verminkin’s rival for
leadership of Clan Klaw:
He is huge and obese,
and is infested with a
score of vile diseases,
any one of which would
kill a creature other than
a verminous Skaven.
Nonetheless he is a
deadly and shrewd foe,
who relies on
Machiavellian plots to
defeat his opponents °
rather than direct «
confrontation.

www.games-workshop.com

43




th f MNavy
The High Elves are a
seafaring race, and their
navy is the most
powerful in the world.
Even the Dark Elves are
unable to match the
expertise of the High Eif
fleets. The individual
ships that make up the
fleets are superb
examples of Elven
craftsmanship. Each ship
is made by artisan
shipwrights that have
studied their art not for
decades, but for
centuries. The resulting
vessels are sleek, agile
and fast, yet incredibly
durable and strong, able
to withstand the most
terrible of storms and
hideous amounts of
battle damage. They are
crewed by sailors who
are no less skilled or
dedicated than the
craftsmen that built them
and protected by
contingents of Lothern
Sea Guard, as adept at
fighting at sea as they are
on land. The ships are
organised into fleets that
range across the whole
of the world, imposing
the will of the Elves from
the shores of Ulthuan to
far-flung Cathay.

Prince Tyrion is known as
the Defender of Ulthuan,

and is the greatest of all
living High EIf warriors.
Some say that his

prowess rivals that of the

Phoenix King Aenarion,
though Tyrion himself
gives such talk short

shrift. His only interest is

the defence of the High

Elf realms, and whenever
danger threatens, Tyrion

is invariably there to
meet and defeat it.

/-:;. -
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Poisoned Wind Globadiers, Warpfire
Throwers and Skaven Jezzails emerged to
unleash their deadly missiles upon the
High Elves before scurrying back behind
the regiments that shielded them.

. Undaunted, the High Elves continued to

disembark with steely discipline, and then
marched forward in serried ranks to engage

‘the Skaven horde. Within moments a
" furious combat had erupted along the

shoreline, as the High Elves struggled to
reach the temple, and the Skaven fought
savagely to stop them.

Meanwhile, on the bridge the sheer
numbers of the Skaven were starting to tell.
Kaeler finally fell, his body torn in half by
the brute strength of a Skaven Rat Ogre,
and it was only the timely intervention of
Prince Althran and a contingent of troops
from the Flame of Asuryan that stopped the
Skaven from reaching the temple itself. It
was by now clear to Caladris that there
was little chance of the reinforcements
breaking through the Skaven army before
the vile ratmen reached the Phoenix Stone.
Although it might cost him his life, the only
chance of stopping the Skaven in time lay
in harnessing the power of the Phoenix
Stone, and using it to unleash a spell with
enough potency to drive back the Skaven
horde. Turning on his heel, he dashed back
into the temple to find the Phoenix Stone
and tap into its unearthly power.

The Final Battle

But, even as Caladris rushed to find the
Phoenix Stone, the dreadful tolling of the
Skaven Screaming Bell began to ring across
the battlefield. As it built in intensity it

drove the Skaven into a frenzied rage. The
High EIf reinfoicements on the beach
tound themselves being driven back by the
onslaught, while at the temple the Skaven
surged across the bridge and almost
reached the other side.

It was at this moment that two things
occurred that tipped the balance of the
battle. At the stone bridge Warlord
Verminkin was finally confronted by his
arch-rival Spinetail. Driven to berserk fury
by the sight of his most hated enemy, he
surged forward to attack him, only to be
cut down be a shot from Ratchitt’s
warplock pistol. With a gurgling cry
Verminkin fell from the bridge and into the
sea below, leaving Spinetail in command
of the entire Skaven army. Crucially,
however, this fight between the rival
leaders slowed the attack across the bridge,
buying Caladris vital time to reach the
Phoenix Stone.

As these events were unfolding, on the
western shore another High EIf ship had
arrived. It moved with supernatural
swiftness, and was superbly constructed
even for a High EIf ship. As it hove to the
shore, a great cry went up from the High
Elf army, for they recognised the craft as
that belonging to Prince Tyrion. Just the
sight of the craft caused the High Elves
fighting on the beach to take heart and
redouble their efforts. As they pushed the
Skaven back, Tyrion burst from his flagship
on the back of his steed Malhandir,
galloping across the beach and plunging
through the Skaven lines straight towards
the Screaming Bell. Cutting down ratmen
left and right, Tyrion reached the bell in an
instant, and proceeded to hew it apart in a
flurry of blows and magical attacks. With a
last terrible clang the Screaming Bell fell to
the ground, and then fell silent. The
ensuing quiet was shattered by a mighty
cheer, as the High Elves on the beach
drove forward and started to cut their way
through the stunned Skaven troops that
opposed them on the battlefield.

However, although the bell had been
destroyed, Prince Althran was now all that
stood between Spinetail, Ratchitt and the
temple that held the Phoenix Stone. They
both knew that whoever reached the
talisman first would be the victor, no
matter what happened to the rest of the
Skaven army. Spinetail urged Ratchitt to cut
down the High EIf prince with his
warplock pistol, but, overcome by greed,
Ratchitt instead turned it upon the Skaven
Warlord, determined to ensure that no-one
else should get to the Phoenix Stone bhefore
he did. Unfortunately for the Warlock
Engineer at this vital moment his pistol
malfunctioned, exploding in his hand and
leaving Spinetail unharmed. Ratchitt was
forced to flee from the battlefield, hurling
bitter curses at Spinetail and promises of
vengeance at Prince Althran as he did so.
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Ignoring the cowardly Warlock
Engineer, Spinetail ordered his bodyguard
of red-armoured Stormvermin to cut down
‘Althran and clear the way to the temple.
Prince Althran knew that not even Tyrion
€ould reach him in time, and steeled
Jimself to sell his life as dearly as possible.
' But then, miraculously, the Skaven stopped
_fl‘l_their tracks. Behind Althran a group of
Whearthly figures had emerged from the
Bates of the temple. At their head was

~ Caldris, his body suffused by magical
‘Ehergy, and beside him stood the spirits of
“he twelve knights, fulfilling their promise
10 protect the Phoenix Stone for all eternity.
As Spinetail gawped, Caldris and the
lh_rotherhood of knights combined their
‘Powers fo create a spell of unimaginable
Bower. It poured forth from Caladris and
Ihito the the Skaven Warlord, and then

rged on in a tide of cerulean fire to

ulf the rest of the Skaven horde.
erything the magical fire touched was
sumed, the few stunnied survivors

eing headlong from this terrifying display
Magical might. In an instant the entire
saven army had been destroyed, and the
Hbenix Stone had been saved.

Aftermath

In the aftermath of the battle, the ethereal
knights vanished once more, their spirits
returning to the twelve statues that
continued to stand guard over the Island of
Blood. High Elf scouts later discovered the
device Ratchitt had constructed to disable
the Island’s magical wards, but it had
already been destroyed by an unknown
hand. With its destruction the magical
statues that protected the island began to
function, and the Island of Blood was safe
once more.

Warlord Verminkin somehow managed
to survive both Ratchitt’s attack and his fall
from the bridge. He returned to
Skavenblight, bitter but wiser, and now
rules Clan Klaw once more. Not that there
was much of the clan left to rule, of
course, as most of it had been annihilated
in the fighting on the Island of Blood.
However, although it will take some years
for Clan Klaw to rebuild its strength,
Verminkin takes comfort in the fact that his
greatest rival has heen destroyed.

Only time will tell if Ratchitt survived,
or whether he was the final victim of the
Island of Blood...

The shrine containing the
Phoenix Stone is guarded
by a powerful Mage,
Kortharion, whose
constant spellcasting
maintains the wards of
protection over the isle.
He is defended by a
garrison of Sword
Masters led by Kaeler, a
Bladelord famed even
amongst his own kind.
Only such dedicated
warrior-scholars could
be entrusted with the
defence of the Island of
Blood, whose corrupting
influence would have
broken the spirit of any
lesser men long ago.

b §7
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The Temple

Located on the Island of
Blood is an ancient
temple so old that no
one, not even the most
ancient of the Slann
Mage-Priests, know when
or by whom it was built.
The tower stands just off
the coast of the island,
connected to the
mainland by a narrow
stone bridge. Its outer
walls are ebon black and
encrusted with unsettling
carvings, while the
interior is filled with
serpentine corridors,
unnaturally shaped
rooms, and intricate
stone reliefs depicting
the exploits of a long-
dead but clearly once-
powerful race. Even
though the High Elves
have occupied the Tower
for many thousands of
years, it remains an alien
and unsettling place, that
fills those that occupy it
with a brooding dread
that, one day, its original
builders will return.

www.games-workshop.com
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BATTLEFIELDS

Next month we're refighting the climactic final Battle for the Island of Blood. A big
battle needs a big board, so we turned to Dave Andrews and his team of model
makers to create a truly epic battlefield worthy of the war to come.

Haittleheids Online

If you want to see more of
Dave Andrews’ awe-
inspiring Warhammer
battlefields, go to the
Games Workshop website
where our new
Battlefields series will
show them off.

The first in the series
features the King of the
Mountain battlefield,
where the Dwarfs must
defend their ancestral
home from the ravages of
a greenskin army. Go
online to see more:

www.games-workshop.com

Below: Here 1s Dave’s preliminary
concept sketch that would form the
basis for the the finished island of

Biood board.

¢ he Island of Blood is a strange and
l mysterious place in a world that has
already been touched by Chaos.
Upon the island is an ancient temple —
predating even the Old Ones — where a
rent in reality once existed through which
Chaos poured across the island. In time
this tear was sealed by the High Elves but
not before raw Chaos had warped and
twisted the island.

It is this place that will play host to the
battle for the Island of Blood. As the
Skaven scuttle through the sea-spanning
tunnels and invade, the High Elves will be
fighting many running battles with the
malevolent ratmen. However, for the final
climactic battle that will feature in next
month’s issue we decided that we needed
something a bit special. Luckily, we have
some of the world’s best scenery and
model makers that work but twenty feet
away and so they were called in.

‘A few months ago in issue 367 | talked
about how a gaming table is more than just
a vast expanse of green with a few trees
and the odd hill,” says hobby sage Dave
Andrews, ‘but is in fact the stage in which
you set your story of an unfolding battle.’
The Island of Blood board is a fine
example of this philosophy. Before the
team of Dave, Chad Mierzwa and Duncan
Rhodes rolled up their sleeves and brought
out the power tools they read through the
island of Blood novella. This gave them an
idea of where and how the climactic
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conflict was set and allowed Dave to draw
a rough concept sketch of the board. ‘We
wanted a strong coastal element to infer
the action was taking place on an island.
The battle, as described in the novel, was
also clearly happening right near the
coastline — you have the temple itself that
can only be accessed by a rocky isthmus,
and the arrival of Tyrion’s fleet via a beach
For us building the board, the coast was a
unique feature and an opportunity to flex
our modelling skills. | built a shipwreck out
of balsa wood to highlight the fact that
approaching the island without
circumnavigating the magical defences was
impossible. | didn’t want it to just look like
a few stray planks of driftwood so | built
the prow up-in such a way so that it looked
as though the ship had been smashed
apart,” explains Dave.

The coast was only part of what was a
massive undertaking. ‘It took us about three
weeks in all. It's a “four door” board,’ says
Dave, referring to his esoteric rating
system, basing how large a project is on
the number of internal doors used. ‘It’s
quite a recent thing,” he explains. ‘We've
found that cheap, internal doors bought
from DIY stores make the great basis for
our massive display boards. There is no
need for extra support such as wooden
batons, and they’re cheaper in most cases
that buying the raw materials you would
need. Placing two doors together
lengthways gives you a wide space but still
allows you to reach the centre so it's
practical to play over’ That last point was
key. Over the next few pages you'll see a
fantastic display of Skaven and High Elves
arranged in bloody conflict, but as the
primary role of the board is to host epic
battles then it had to work as a proper
gaming table as well. And that is typical of
how Dave works; not only can he make
brilliant-looking terrain but, as a gamer
himself, he knows how to avoid having the
aesthetics get in the way of gaming with
miniatures. ‘The actual playing area is nice
and big, to give the armies a chance to
manoeuvre. This area is not a flat artificial
surface — it undulates, giving it a natural
look, and, hopefully a great game.” You'll
see it in action not only in next month'’s
battle report but also at UK Games Day
this year.
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guilding a gaming board the size of the Island of Blood was a challenging prospect but one that didn’t faze Dave, Duncan and
Chad. They used four wooden doors placed together in an L-shape to get the footprint and started to build up from there. Cork
bark was used for the cliff faces, high-density foamboard and chea
assembly of the island. And let’s not forget skulls — lots of moulded skulls of different sizes were used alongside those from the
Temple of skulls kit, because, frankly; it's not Warhammer without them!
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0 The rolling plains were built up with foamboard
and then covered with white textured wallpaper.
Cork bark was used to create the cliffs.

e Chad built the temple using loads of components
from multiple Arcane Ruins and Temple of Skulls
kits to create an impressive ancient edifice.

9 Large brushes were used to basecoat the plains
with the brown paint from the Scenery Painting
Pack, while the cliffs were painted grey.

@ The sea was covered with textured wallpaper,
painted blue and then coated with gloss varnish.
Mastic was used to create the spume.

O The finished shingle beach. Note the attention to
detail such as the line of seaweed, and the wet
pebbles denoting the tidemark.

www.games-workshop.com 47
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THE ISLAND OF BLOOD

The red mist that shrouds the Island of Blood holds a
deadly secret, one the High Elves must keep from
the Skaven at all costs! ‘-

During September, our stores will be full of
Warhammer gaming and we’ll have gaming
scenarios based on the fantastic Island of Blood box
released this month. Drop into your local store to
have a look and find out about all the events they’ll
be running for the release.

If you want a look at the new rules, advice on army
collecting, painting and modelling, or even a game
of Warhammer - talk to the friendly staff in your
local store and they will be pleased to help you.

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




GHAOS DAEMONS

| The Fall of Absolom Reach

Liber Apocalyptica provides ideas and inspiration for your
. games of Apocalypse. This month Jervis Johnson and
Adam Troke unleash the Chaos Daemons upon the galaxy.

dark stain on the records of the

Imperium. Over the course of five
long days the Daemons of the Warp
ravaged a whole plaret, leaving nought but
death and despair in their wake. ..

A hive world, Absolom Reach was
ruled by a militaristic elite who dwelled in
the highest spires of the planet’s hive cities.
Some biame the excesses of this ruling
caste for the planet’s downfall. Certainly
the horrors that beset the planet originated
within the gladiatorial arena patronised by
planetary governor Vade Pince.

It was at the culmination of the
governor’s Supreme Tourney, a regal and
self-aggrandising event that was supposed
to determine the Supreme Champion of the
Galaxy, that the carnage began.

As Torias Flint, Governor Vade’s own
gladatorial champion raised his bloodied
fascina to the vaulted ceilings and roared
his supremacy, the fabric of reality tore
open. To the screams of the gathered
thousands, the social and political elite of
the planet, a glossy black cube banded and
locked with evilly glowing brass metal,
coalesed within the vast, blood-spattered
arena. Perched atop was the hunched form
of a being torn from the worst nightmares,
a huge misshapen beast with crimson flesh
and eyes as dark than the void itself. With
a voice that seemed both hiss and roar it
mocked the assembled dignitaries.

‘Champion?’ it asked, casting its baleful
gaze upon the quaking figure of Torias
Flint. ‘“My master sends one of his.’

With a wrench the Daemon tore the
lock from the vorpal container, and
unleashed a monster of destruction. Kharn
the Betrayer erupted from the container
with a guttural shout of eternal hatred, the
wailing teeth of Gorechild shredding
through Flint’s trident and carving up
through his left armpit and out through his
forehead in an explosion of bone and gore.

Behind the Betrayer emerged a coterie
of World Eaters, the vilest, most blood-mad
warriors of Angron’s get. With chainblades
howling their battle song they butchered
the assembled dignitaries and their terrified
warriors. Lithe-limbed killers stalked in
their midst, Bloodletters whose swords took
souls and reaved skulls with every thrust.
Flesh Hounds harried those that fled, while
amidst the carnage the Daemon Prince

The dying days of Absolom Reach is a

who had begun it all unleashed the
thunderous might of the Bloodcrushers.

Panic spread through the hive city like
wildfire and within hours the great gates to
the city rumbled open as panicking
soldiery and citizens fled into the salt
desert. The fleeing Imperials found
themselves hemmed in by a massive
assembly of Daemons ~ the Outriders of
the Brazen Host, a unified throng of the
servants of Slaanesh and Khorne. Swift
Seekers of Slaanesh herded the panicking
masses with unnatural precision into the
path of unstoppable Bloodcrushers who
stampeded through their midst.

The planetary defence force raced to
react, buoyed by regiments of Cadian
Shock Troops,dnd a force of Dark Angels
assigned to patrol duties in system. On the
fourth day a huge Imperial army assembled
to face the malefic menace. As twenty
thousand Impertal soldiers and ninety
Space Marines advanced on the burning
ruin of the hive, the Changeling played his
hand. Squads by the score, thought by all
to be loyal Guardmen, shed their mortal
skin and were revealed as gibbering,
insane Pink Horrors. Soldiers died by their
thousands, and yet the Dark Angels held
their nerve, fighting to reach one of the
planet’s remaining star ports. By the dawn
of the fifth day the skies were bleeding and
the fabric of reality was bruised and torn.

Some say that the Deathwing were the
last Imperial soldiers to fall as a phalanx of
Daemon Princes stormed their position.
Under the tutelage and guidance of
Kairos Fateweaver, the Council of Despair
ushered in the transmogrification of the
planet, witnessing its rebirth as a Daemon
world, the death of the Dark Angels a
birth-gift to the Dark Gods.

All units in the following datasheets must
be chosen from Codex: Chaos Daemons.
The only exceptions are Kharn the Betrayer
and the Khorne Berzerkers in the
Brotherhood of Blood datasheet, which are
chosen from Codex: Chaos Space Marines.

www.games-workshop.com
Need reinforcements? You can
download more Apocalypse datasheets
from eur website.
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Khorne cares not whence the blood flows. This adage is
seldom truer than when he unleashes the Brotherhood of
Blood. The name is perhaps misleading, for the only kinship
shared by the participants is the fove of butchery and war,
but Khorne needs neither approval nor consent to form
such an unholy alliance

|| Kaon's Hearteaters ¢

KHORNE BERZERKERS

THE BROTHERHOOD OF BLOOD

100 POINTS + MODELS

At Atsolom Reach Khorne put to use his most volatile
champion, binding Kharn and a few-score of his most
frenzied brethren and unleashing them upon the stunned
nobility. As the World Eaters wrought the carnage for
which they are renowned, the Daemons of Khorne joined
the slaughter, ever careful to avoid the axe of the Betrayer.

Korgel's Deathkindred

x 2483
1484

KHORNE BERZERKERS

IS Arkiin the Blooded B The Gore Feasters

DAEMON PRINCE

FLESH HOUNDS
OF KHORNE

| The Blades of Khome

BLOODLETTERS OF KHORNE

FORMATION:

e Kharn The Betrayer

* 1 Daemon Prince (must have Mark of Khorne)
e 0-1 Herald of Khorne

SPECIAL RULES:

Unholy Alliance: Xharn and any Khorne Berzerkers in the
Brotherhood of Blood have joined forces with their daemonic
allies, and are subject to the Daemonic Assault special rule

Raiding Force: All of the urits in this formation count as a
single unit when dividing your Daemon force into two groups

56 WHITE DWARF LIBER APOCALYPTICA

hc‘ Blood Sﬂmpeae

8 Gorebane's Ri ders

ahh

hE Slaughtermake

Blondrider's Death-host

® 8 units selected from the following types:
- Khorne Berzerkers
- Bloodcrushers of Khorne
- Bloodletters of Khorne
= Flesh Hounds of Khorne

during deployment for the purposes of Daemonic Assault.
When the formation arrives, Kharn and the Daemon Prince
must be deployed first, within 3" of each other, using the
rules for Deep Strike. All models in the Brotherhood of Blood
are then placed wiithin 12° of the Daemon Prinze or Khérn as
per Deep Strike, but will not scatier!




ile The gambits and tricks perpetrated by the Changeling are
st ondary. Echoes of his grandest deeds and most malign
inned apes reverberate constantly throughout the ever-changing
r ~orridors of the Impossible Fortress. + *

Oined -

trayer, 2ewarded for his ingenious pranks; and blessed by the

sower of the Changer of Ways, the Changeling has one
‘trick that is greater than any other - a sinister ploy that has
<ot the lives of millions and changed the course of
countless battles. The most famous appearance of the
hangeling’s Grand Dissimulation was at the Fall of
Absolom Reach where it led to the destruction of two full
regiments of Cadian Shock Troops. As they advanced across
the salt plains towards the daemonic horde, the Cadian
Guardsmen retained good order and strong discipline and
doubtless would have proven a formidable obstacle for the
paemons, were it not for the deceptive power of the
Changeling and his followers.

9

3

! The Changeling's Japesmiths

PINK HORRORS OF TZEENTCH

‘ FORMATION:
¢ The Changeling*
e 1 unit of 20 Pink Horrors of Tzeentch
e 0-4 additional units of Pink Horrors of Tzeentch

‘ SPECIAL RULES:
Grand Dissimulation: Weaving the power of the Grand
Dissimulation, the Changeling has disguised himself and the
' units of Pink Horrors under his command as troops in the
enemy army. The units in the Grand Dissimulation are not
deployed using the normal rules. Instead they are deployed
after all other deployment is complete, induding any
infiltrator or Scout moves. All of the units in the formation
muist be deployed in the enemy’s deployment area, at least 1*
15 away from all enemy models. Units within this formation may
| not be placed in reserve.

THE CHANGELING’S GRAND DISSIMULATION 100 POINTS + MODELS

With the Cadian firing line carefully arranged and orders of

battle passed out, the Guardsmen were horrified to see
that those they had mistaken as allies were in fact
Daemons of Chaos. False flesh sloughed away and
weapons disappeared like dust on the breeze to reveal Pink
Horrors intent on murder and destruction. Within moments
the Cadian command structure was eradicated and the
regiments were forced to turn their weapons inwards,
ignoring the numberless hordes bearing down upon them.

The Grand Dissimulation is only ever enacted as part of the
mightiest battles, but it has taken place many times against
both Mankind and the many alien races of the galaxy. For
example, the progress of Waaagh! Buzzgob was famously
stalled as Pink Horrors emerged amongst the greenskins,
causing much amusement for the Changeling as Buzzgob’s
famous Burna Boyz checked to see if the lads around them
were ‘propa Orks’ by setting them on fire.

The Cackling Band

PINK HORRORS OF TZEENTCH

l
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*The Changeling must be taken as part of the unit of twenty
Pink Horrors

Shedding the Disguise: The Changeling and the Pink Horrors
that make up the Grand Dissimulation shed their disguise and
reveal their true form in the first turn of the battle, be it the
enemy’s turn or their own. To represent the surprise and
confusion caused by the transformation, as well as the
debilitating effects on the Pink Horrors as they change shape,
units from the Grand Dissimulation may riot shoot or be shot
at until the second game turn of the battle. In addition, units
from the Grand Dissimulation may not assault or be assaulted
untit the sacond turn..
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' OUTRIDERS OF THE BRAZEN HOST

One of the most notorious daemonic warbands to taint the
records of the Holy Inquisition, the Brazen Host has a
hateful reputation that stretches back millennia. The Brazen
Host is a massive warband boasting thousands of Daemons
sworn (or bullied) into the service of a mighty Bloodthirster,
the Gore Lord. First prophesised by the scholar Cassalan
Fayre, the Brazen Host is well documented, both in their
appearanice and their method of waging war.

The Gore Lord | The Sons of Wrath

/.

90 POINTS + MODELS

Cassalan is not the only insane (and painfully executed)
scrivenor to write about them. Danth Rok, who notoriously
wrote only in blood drawn from his own veins, tells of how
the Qutriders of the host will ride for days to hunt their foe,
patiently waiting for the precise moment from which to
strike. While the seductive Seekers guide their quarry like
perverse shepherids, the Sons of Wrath wait atop their
heaving Juggernauts to deliver the death blow.

)l

BLOODTHIRSTER

The Sons of Wrath

DAEMON PRINCE

KEEPER OF SECRETS

SEEKERS OF SLAANESH

FORMATION:

¢ 1 Bloodthirster

e 0-5 Daemon Princes (must have Daemonic Flight,

and either the Mark of Khorne or Mark of Slaanesh)

® 0-1 Keeper of Secrets

® 0-1 Herald of Khorne (must have Juggernaut or
Chariot of Khorne)

® 0-1 Herald of Slaanesh (must have Steed or
Chariot of Slaanesh)

¢ 1-8 units of Bloodcrushers of Khorne

® 1-6 units of Seekers of Slaaanesh

SPECIAL RULES:

Raiding Force: The rules for Darmoruc Assault do not apply to the
Outriders of the Brazen Host ~ they have maternalised before the
battle begins, and so deploy fike any other urat. All models in the
Outriders of the Brazen Host must be deployed within 18* of the
Bloodthirster, or, if coming on from reserve, they must enter the
table within 18" of the point entered by the Bloodthirstar

Qutriders: If the Outniders of the Brazen Host are kept in strategic
reserve they may enter play from their own table edge on Turn 1,

from their own table edge or any neutral table edge on Turn 2, or

any table edge (including the oppcnent’s table-edge) from Turn 3
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Alrernatively known as the Midwives of Mayhem or the
\nfernal Creationiacs, the Fateweaver's Council of Despair
as oftimes been the means by which a planet has fallen
\rredeemably into the foul grip of €haos.

Able to draw on the skeins of.time that tell of both the
»ast and the future, Kairos Fatewegver instinctively knows
when @ world is ripe for change, ready to undergo a vile
sransmutation from a world of living creatures, mortals of
fiesh and blood into a Daemon world, a place of Chaos
unbound and horrors beyond comprehension.

Kairos Fateweaver

THE FATEWEAVER

' Festerbile the Fecund

DAEMON PRINCES OF CHAOS

FORMATION:
» Fateweaver, Oracle of Tzeentch
® 3-5 Daemon Princes of Chaos

SPECIAL RULES:

Confluence of Chaos: Only Fateweaver has the prescience and
guite to draw together so many powerful Daemon Princes to
a single location. In so doing he creates a rent in the fabric of
reality-that renders the normal natural laws redundant, and in
effect ransforms the battlefield into part of the Realm of
Chaos. Because of this, the Daemonic Assault rules from
Codex Chaos Daemons, and the rules for Summoning
Daemons in Codex: Chaos Space Marines are not used
during the battle. These models deploy normally

Kurzz'ak the Enchanter

To form a Council of Despair, Kairos must draw together
four Daemon Princes of the Dark Gods through whom the
transmogrification can be enacted. His part is to perceive
the right time, enabling the Daemon Princes to channel the
unholy power of their patrons.

Once the power of the Chaos Gods has been unleashed,
the world is wracked and sundered. The skies die and the
soil revolts. What is reborn in the carnage is a Daemon
world, a place where reality has no sway and the laws of
the Realm of Chaos have governing power.

Rulgor Soulrender

Councif of Despair: The presence of the Courncil of Despair 15
enough to make even the bravest opponent quail and give
up any hope of victory. Because of this, enemy units must
subtract 1 from their Leadership (down to a minimum of 1)
for each member of the Council that is within 24",

.

THE FATEWEAVER’S COUNCIL OF DESPAIR 200 POINTS + MODELS

1L YI0dY 438
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Daemons are horrific creatures of the Warp. They exist in the Realm of Chaos, ready
to flood into the material world to cause havoc, destruction and slaughter at the
whim of their dark masters. | |

Models from the Chaos
Daemons range come
supplied with both

\ square bases for

¢ Warhammer and

round bases for
Warhammer 40,000.
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BLOODLETTERS OF KHORNE
99129915001 au$41 Nz$47
This kit contains 10 finely detailed plastic Bloodletters of Khorne with options for a musician, standard bearer and Bloodreaper.

SEEKERS OF SLAANESH
99129915005 au$41 nz$47 .
This kit contains 5 finely detailed plastic Seekers of Slaanesh with options for a musician, standard bearer and Alluress.

Pictures for illustrative purposes only Product contents may vary Products sold unpainted and unassembled Certain Citadel products may be dangerous 1t usec uncortectly Prices correct at time of going 1o press, please contact s for current
3 avarabiiity and prices. Prices quoted are foi produgts snidf by Games Workshan through its own storss, or webstte Independent retailers are responsible ror dete their own prices




PINK HORRORS OF TZEENTCH
99129915006 Au$41 nz$47
This kit contains 10 finely detailed plastic Pink Horrors of Tzeentch with options for a musician, standard bearer and Iridescent Horror.

BLOODCRUSHERS OF KHORNE
99129915007 Au$90 Nz$103
This kit contains 3 finely detailed plastic Bloodcrushers of Khorne with options for a musician, standard bearer and Bloodreaper.

V

To view the entire
Chaos Daemons range
for both Warhammer
and Warhammer
40,000, head to our

! online store.

DAEMONETTES OF SLAANESH wwygames-workshop.com

99129915002 Au$41 nz$47 I
This kit contains 10 finely detailed plastic Daemonettes of Slaanesh with options for a musician, standard bearer and Alluress. ) 5‘

3 for current -~ Plcturss for ifusiratve purpases only Product 2ontenis may vary Products sold unpainted and unassembled. Certain Ciiadel products may ‘e dangerous Jf used incorrectly Prices correct at time of going to press, please contact us for current
ble for

availability and prices Prices quated are for products sold by Games Workshop thiough iis own stores, ique or websre retailers are i then own prices.
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recently spent an evening showing an
old friend how the War of the Ring
game worked. He is a long-time player

::,of the Strategy Battle Game so persuading

‘him to play was easy. The only issue was
that | had to provide the models for both
sides for our game. 1 used my Uruk-hat
army for one side and the other side was
composed of the next largest force'that |
own, a somewhat cobbled together and
less than optimised Mordor force. If | had
more notice 1 could’ve borrowed an army
or, with a lot more notice, | would've used
this game as an excuse to finish up my

Rohan force. . battles that |

still, necessity . find most Gondor is fortunate for

is the mather “ One of the thlI'lgS that sparked appealing are amongst its defenders it

of invention o 0 . the ones numbers many great

and before r;1y my 1mag1nat10n was each steeped in the Il;eroes,. ft;onll\ Faramir a:;d
friend arrived army’s classic foes and most history of rvahil. Focusios your

| had already : Middle-earth. games on some (g)fythese
come up with bitter grudge matches 99 While some Beracs’ exploits can make |
a plausible of these the basis for a great !

scenario (at least | think so, I've included it
later so you can judge yourself).

It was a thoroughly enjoyable evening
and, as we're both big fans of The Lord of
the Rings, our gaming banter was
intermixed with conversations about the
books, films and the many famous battles
fought in Middle-earth. As my friend
learned the game he asked about the
different armies and their advantages and
disadvantages. As a wargamer, there is
something appealing about discussing the
angles about your theoretical ‘next

#* GONDOR AND ARNOR

The most powerful of the realms of Men
has, perhaps, more natural grudge enemies
than any one of the other nations of
Middle-earth. Southern Gondor must stand
alert against the attacks of the Corsairs of
Umbar and the cruel Haradrim are ancient
foes poised to strike at all times. The
Easterlings, too, harbour a bitter hatred for
Gondor and the rival nations of Men have
fought many bitter wars over the long ages.
But for all those great grudge-matches, it is
clearly Mordor that takes the spot as the
nemesis for Gondor. Sauron has long held
a special hatred for the Namendrians and
their descendents, for those peoples have
thwarted his plans in ages past. Indeed, it
was none other than Sauron who stirred up
ancient rivalries and enlisted the Fallen
Kingdoms to fight alongside his hordes in
the War of the Ring.

If you want to fight out some classic
‘battles between Gondor and Mordor you
Are spoilt for choice in terms of game types
‘and background settings. There are
‘Countless ambushes and battles between
e Ranger-led troops of Gondor and the
Horces of Mordor in the forests of Ithilien.

collection’ — we talked about different
army builds, famous battles we'd like to
recreate, and who was each army’s most
hated enemy. Qur battle and discussion of
the many great gaming possibilities not
only got my friend hooked on the game
(hooray, another opponent!) but also got
me reinvigorated about War of the Ring all
over again.

One of the things that sparked my
imagination was each army’s classic foes
and most bitter grudge matches. In the
War of the Ring game any army can fight
any other army on the tabletop, but the

scenarios are one-off games recreating a
single instance (the Ents storming Isengard,
for example), most ot my favourite match-
ups involve long-standing feuds between
ages-old enemies. So who are the top
enemies of the foremost powers of Middle-
earth? Which armies are fated to clash time
and again? Well, here are my top picks —
you might agree or disagree with me, or
think of others that I've left out — but for
War of the Ring gamers it makes for an
interesting debate to have around a post-
game drink.

battle. Perhaps pitching
Faramir and a small group
of Rangers against a
column of Easterlings in
Ithilien, or seeing how
long Boromir and his men
can hold out defending
the’shores of the Anduin

--against Gothmog and his
Orcs. You could even use
a battlehost as the basis
for such a game.

As Faramir said, ‘there are no travellers in
this land: only the setvants of the Dark
Tower, or of the White.’

Perhaps an even more iconic
image is the two mortal enemies
endlessly duelling it out over the ruins
of the former capital of Gondor —
Osgiliath. The ruins of Osgiliath
provide scope for fantastically
evocative battles as the two
heavyweight
powers of \
Middle-earth
trade blows
over possession 8
of the now-ruined 0
city. Imagine a
battle over a bridge, an
assault launched by naval
landings or a desperate defence
amidst the rubble-strewn streets.

You could even delve into the
troubled history of Middle-earth,
refighting the Ruin of Arnor.
Malbeth and Arvedui making their
last stand against the Witch-king
sounds like a great game.
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& THE ELVEN KINGDOMS

Although dwindled from the time when
their race ruled supreme, the Elves are stil!
a power in Middle-earth. The Elves of
Mirkwood must hold their clearings against
the dangers of that land — raiding Goblins
from Moria, Warg riders and horrific giant
spiders. An ongoing campaign to control
the forest would make for an interesting
series of games. | can easily envision a
battle royale beneath the eaves of the
forest, with archers facing great masses of
spiders. However, when it comes to the
best and most embittered match-up, it has
to be the green might of Lothlérien versus
the black menace of Dol Guldur, Sauron’s
fortress in Mirkwood. This pits the brave
Galadhrim against the spectral-aided Orc
hordes. Throw in the White Council and
the Necromancer and away you go.

| Alternative Outcomes

A great What 1f? battle could take
. place if the Balrog had survived its
¢ fight against Gandalf. Imagine the
. Balrog joining the horde of raiding
| Moria Goblins in their pursuit of the |
i fleeing Fellowship of the Ring. Aragorn |
¢ would lead them all straight into the |
. forest of Lothldrien. There, Galadriel
i and Celeborn must pit their might

i against the flame of Udun and a horde
. of Goblins. 5

M THE KINGDOM OF ROHAN
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The Horse-lords of Rohan have long fought
against the hill men of Dunland and there
is much hatred between the two nations.
However, despite Dunland’s advantage of
being the older and more established foe,
in my eyes it is tough to top the Uruk-hai
of Saruman when it comes to listing out the
foremost enemy of Rohan. Saruman has
bred an army to overthrow the world of
Men and he’s going to start with his
neighbour, Rohan.

This might just be the setting that | find
most appealing for my own battles and I'm
working on being able to field large armies
for both sides. While every fan of The Lord
of the Rings knows the great culmination of
the war between Isengard and Edoras at
the Battle of Helm’s Deep, there are many
smaller battles that build up to this great
conclusion. River crossings, ambushes,
patrols and raids to burn the small
farmsteads and outlying villages of Rohan
are all common conflicts.

| was inspired by Adam Troke’s
Rohan/Isengard campaign featured in
White Dwarf 362 and | have an as-yet-

GRUDGE MATCH

unfulfilled ambition to march my hordes of
fighting Uruk-hai from the crossings of the
Fords of Isen to their ultimate battle at
Helm’s Deep.

Interesting Allies
i When | think about what I'd add to
. my (slowly) growing Rohan army |
mainly think about picking allies from
i the Forgotten Kingdoms list here.
| Towering Ents or a few Woses
i Warbands seems like a natural fit to
. the army of King Théoden to me,
¢ although you could happily add
i in all manner of unusual
¢ allies. Consider the
i relationship
| between
i Rohan and
' Isengard before
things turned
| sour...
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The Dwarves, especially those of Durin’s
line, are long-standing enemies of Sauron
and his forces out of Mordor, but these are
qot their only enemies. Towards the end of
the War of the Ring Dain Ironfoot léads the
pwarves of the Lonely Mountain against
fasterlings and Khandish Mercenartes —
races of Men that have long succumbed to
evil. While these are great games and
provide some outstanding battles, they
weren’t my top pick for most hated enemy.
For the top grudge match for the Dwarves |
had a real hard time deciding. A match-up
of Moria Goblins and a Balrog from the
Misty Mountains army list is undeniably a
foe that would make the bearded ones red
hot with anger. However, | had to pick
another entry from the same army list for
the most begrudged of enemies — the
Dragons. Drawn by their lust for Dwarven
gold, the ancient and enormous reptiles
have attacked many of the great Dwarven
halls, making them a foe unlike any other,

@MORDOR

Let's face it, the biggest of the bad guys has
declared major war on just about everyone
already listed in this article! There are still
a host of great What If? battles to set up
and play. A scenario depicting a Mordor
siege against Elrond and the Elves of
Rivendell would make for a fantastic game.
Then there are the raids into Rohan to take
all the black horses back to Mordor.

A largely unexplored arena of battles
are Evil against Evil fights. Don't forget that
Mordor has no real allies — others might be
beguiled or dominated into joining their
side, but Sauron shares power with no one.
All alliances are temporary, of mere
convenience for Sauron, that master
manipulator. It is logical to assume that
when the needs of such a truce no longer
suit him, the Dark Lord of Mordor will
make war on whomever gets in his way.
Imagine Orcs versus the Haradrim (Trolls
attacking M@imaks!) or an Easterling king
defying the will of the Dark Lord?

Of course, if you only own an army of
Isengard Uruk-hai and a lot of Mordor
Orcs, and you have a friend who is a long-
standing fan of The Lord of the Rings
showing up for a battle in a few hours,
then you’d best think of some solid reason
why the two forces might fight. As both
armies are fractious, evil and ultimately out
only to serve themselves, it will only be a
Matter of time before they turn upon each
other. Turn over the page to see the slight
variant on a well-known chain of events
that | turned into my scenario.

YV AUS T KTNSO

&2 THE DWARF HOLDS

Alternative Cuicornes
While the Dragon of Ancient Times |
is a Rare formation from the Misty
Mountains army list, it is possible
to set up a battle pitting just
Dragons versus Dwarves. The
easiest way to do this is to ignore
army restrictions on the Evil side
\  and just choose equal points of
Dragons. Three or four of the
great wyrms can take on a
substantial Dwarven host.
Different scenarios could
re-enact Dragons
ambushing an unwary Dwarf
stronghold, an army of
Dwarves mustering to take .
back their treasure hoard or |
other battles along similar
lines.
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THE RED EYE AND THE WHITE HAND

power of Isengard has been turned against the Free

Peaples of Middle-earth. While the Uruk-hai out of
Orthanc might cooperate in some-instances with the Orc
hordes from Mordor, each of the respective sides is only
too ready to fall out and fight! Naturally each type of Orc
considers the other to be inferiof and is waiting for a
chance to prove it.

In this What If? scenario, the forces of Mordor learn of
Saruman’s capture of the Hobbits Merry and Pippin at
Amon Hen and his plan to take them to Isengard. Led by a
Ringwraith, an army out of Mordor crosses the Anduin in
order to intercept the Uruk-hai before they can reach the
Tower of Orthanc. They wish to capture the Hobbits for
themselves in order ta return them to their dark master in
the heart of Mordor.

There, on the rolling hills of northern Rohan, there is a
clash of evil.

Saruman wants the One Ring for himself and so the

Movdor Porces

e A single Winged Nazgul (any except for the Witch-king).

e Grishnakh’s Trackers

e Up to 750 points of Common formations from the
Mordor army list.

* Up to 300 points of Rare formations from the Mordor
army list.

124

GRUBDGE MATCH

Isengard Forces

» Ugliik’s Scouts Battlehost (minus Grishnakh’s Trackers —
they go to the Mordor side!).

¢ 500 points of Uruk-hai Scout Warbands.

e 500 points of Common formations chosen from the
Fortress of Isengard army list.

o Up to 300 points of Rare formations from the Fortress of
Isengard army list.

The Battlefield

The scenario is played on a 6' x 4' board. It should contain
a few rolling hills, racky outcroppings and between two
and four scattered forest sections (each counting as
defensible terrain with a capacity of 3).

Deployment

The game is played down the length of the board. The
Isengard player deploys first, picking a short table edge and
deploying within 18" of it. The Mordor player then deploys
his forces, setting them up anywhere within 12" of the
opposite short table edge.

Victory Conditions
The side that can claim the two Hobbits at the battle’s end

will win the victory. If each side claims an objective then
the battle is a draw. The game lasts six turns or until one
4

\
Mordor Deployment
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<ide is wiped out, or manages to move both Hobbits off an
ppropriate board edge.

:";‘;pecial Rules

Alive and Unspoilt: During deployment, place a token in
any two Uruk-hai formations from the Uglik’s Scouts
pattlehost (Uruk-hai models carrying Hobbits are ideal).
Anyone attempting to shoot these Uruk-hai must place his
shot with unerring accuracy lest they hit a Hobbit! To
represent the marksmanship needed, both formations with
these tokens count as having a Defence of 10 against
enemy shooting attacks.

Moving Hobbit Tokens: Hobbit tokens can be moved by
any formation with no penalties. At the end of the Move
phase a Hobbit token can be moved to a friendly formation
within 3". Should the formation be beaten in close combat
(the other side inflicts more casualties) the victor can
automatically claim the Hobbits. This does not effect the
loser’s Panic test in any way. A formation with one or more
Hobbit tokens can move off the short board edge opposite
to the short board edge next to which they set up. They
cannot re-enter play but are assumed to be heading
towards their master’s domicile (Mordor or Isengard).

Isengard Deployment

So whe Won?

As 1 said in the beginning, my friend and I had a
fantastic evening and he left with a short list of two
armies he wanted to start. He also left as a victor —
some lucky rolling on the Hard to Kill! chart allowed
his Uruk-hai Warband with crossbows to bring down
my Winged Nazgiil. Of course that was all down to
beginner’s luck (who hasn’t seen “first game lucky
dice?’). Besides, we all know it is best to ‘take it easy’
on newcomers. Just wait until the re-match buddy, 1
feel a new grudge war coming on...

More Online

You can find all manner of articles online,
including the White Horse & White Hand
series of articles that Jeremy mentioned.

www.games-workshop.com

www.games-workshop.com



b

Although Jervis
habitually loses his
games, he still takes
great delight in
organising
tournaments. But
there’s more to a
tournament than
winning, as he
explains this month.

Below: The new tournament
system encourages players to take
characterful and fun armies.

WHITE DWARF

have something of a reputation as the
kind of player who's more interested in

the story that unfolds during a battle,
rather than in trying to prove how great a

‘general | am. This is probably just as well,

as those of you who've seen my poor

" showing in battle reports will know (see

this month’s report for a classic example!)
Considering this, you may be surprised to
learn that | helped set up the first Grand
Tournaments run by Games Workshop, and
more recently I've been helping with the
latest version of the tournament rules too.

So why would someone like me, who
is so poorly cut out to ever actually win a
tournament, be so interested in helping to
organise one? The answer is a
straightforward one really, and known to
all of those players that regularly attend
tournaments; simply put, tournaments are
less about ‘picking champions’, and more
about ‘getting together and having a good
time’. This was true when | helped set up
the rather grandly named ‘1st International
Warhammer Tournament’, and it is just as
true today. My aim with that first event was
to run a weekend long tournament around
which | could ‘attach’ other activities, all of
which would give me the chance to hang
out with my fellow gamers and ‘talk
hobby’. Fortunately for me, it turned out
that there are plenty of people who could
think of nothing they wanted to do more
than play Warhammer all day and talk
about Warhammer all night. Those early
tournaments, and the ‘Grand Tournaments’
that later followed them, proved a success
and have continued to this day.

STANDARD BEARER

SpapnE
A I\ 4\

However, although | was primarily
interested in running a tournament as a
social event, that didn’t stop me thinking
long and hard about the rules system |
would use to run the tournament itself. At
the time tournaments had a reputation for
being rather competitive affairs, dominated
by players who would do anything in order
to win, and where players would field
largely unpainted armies of miniatures. To
get round this | came up with a system
where you not only got points for winning
games, but also for how well painted your
army was, how ‘sporting’ a competitor you
were, and so on. Now that such things
have become commonplace, it's hard to
remember just how radical these proposals
were at the time. Nonetheless, they
changed people’s attitudes to tournaments,
and opened things up for the thriving
tournament scene we have today.

The success of the early tournaments
meant that | soon had to hand them over to
others to run, as | just couldn’t keep up
with the demand — well, not without it
becoming a full-time job anyway, and |
like designing games too much to do that.
Even so, | have a:soft spot for tournaments,
and have tried to keep up to date with
what’s been going on since. Over time,
though, | found | was increasingly
frustrated at not getting the chance to run
tournaments myself anymore. This reached
a head last year, when | got such an itch to
run a tournament that | went and held a
‘Warhammer Invitational’ for staff and
various ne’er-do-wells | know from the
hobby community.
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| had a great time, not least of all
pecause it gave me the chance to get back
to my old tournament system, and give. it a
bit of an update. | was aware that things
had changed since | had ran the first-
tournaments back in the early ninéties. In
particular, the growth of the Internet has
created an environment where armiy lists
optimised for tournament play are
common, and what’s more there is plenty
of good advice on how to use them. This
isn’t a problem per se, but it can lead to
players using a lot of very similar army lists
and tactics, and for some armies to be used
only rarely in favour of whichever army is
currently considered to be ‘the best'.

This isn’t a new problem, of course. In
the first tournaments we tried to ameliorate
it by giving out points for ‘army
composition’. Basically, a group of judges
went round and rated each of the armies
for their ‘composition’. Armies that were
characterful and fun and fitted the
background were marked up, while those
judged to have been selected purely on the
basis of min-maxing an army list were
marked down. Unfortunately these things
proved quite difficult to judge, and have
since either been ignored or replaced with
a system of pre-written composition rules
that [imit what players can and can’t use in
their army, with a resulting curtailment of
freedom and creativity.

| didn’t want to use any of these
solutions for my invitational tournament — |
just wanted to encourage players to bring
along a wide variety of characterful armies!
After a couple of false starts, | decided to
combine an old idea with a new one. The
old idea was to give out points for bringing
along armies that were ‘characterful and
fun’. However, rather than using judges to
decide this, I instead opted to allow the
players themselves to decide. | did this by
saying that during the final round each
player needed to pick the favourite army
they’d fought against. Rather than impose
any restrictions, | made it clear that this
was meant to be a subjective choice, and
that you could pick an army for any reason
~ it could be how well painted the army
was, or how much fun it was to play
against, or even how nice the player
running the army had been in the game.
Basically, the vote was there so players
could reward one of your opponents for
giving them the best game of the weekend.
I'then counted up the votes, and gave
anyone that managed to get two or more
Votes some exira points — well, quite a lot
of extra points, actually! After all, | wanted
players to take these things seriously. The
second thing | did was to say that I'd first
give out prizes to the players that scored
the most points with each army, rather than
Just for getting the most points overall. So

the best High EIf player won a prize, as did
the best Ogre Kingdoms player, and so on.
So far so straightforward. However, |
also wanted there to be an overall winner
too. After a bit of experimentation, I finally

decided that the overall winner of the
tournament would be the player that
managed to beat the average score for his
(or her) army by the biggest margin. |
know, | know, it's a bit complicated, but it's
actually quite easy to work out. For
example, if the average score for all of the
Empire armies was 3 points, and the best
player with an Empire army scored 7
points, then they’d have a margin of
victory of 4. And if that was the highest
margin of victory in the tournament then
they’d be the overall champion — huzzah!

Happily the system worked out very
well indeed, and succeeded admirably in
getting people to bring along a wide
variety of different armies, that were
characterful and fun to play against. In fact
the system proved such success that we've
decided to use it as the system in our
Throne of Skulls Grand Tournaments from
now on. And that, in my usual roundabout
and long-winded way, brings me to the
real point of this article, which is to
encourage you to give our new-format
Throne of Skulls Grand Tournaments a try.
Although I've gone on a lot about the rules
we’re using for the tournaments, our aim is
that they remain about getting together
with a group of like-minded individuals
who love the hobby, so you can have a
blast playing your favourite game, and then
talk about the hobby late into the night.
You never know, you may bump into an
ageing game designer who is intending the
same thing...

Above: A tournament in full flow
in Warhammer World.

Bql&w: The Throne of Skulls
tfophy, awarded to the overall
winner of the tournament.

Write to Jervis at:

Jervis Johnson
¢/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham

NG7 2WS

United Kingdom
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This month the
Painting Masters
series returns with a
look at the
outstanding work of
"Eavy Metal’s own
Joe Tomaszewski.

when | discovered
the hobby,” answers
Joe when we ask him
the now-customary
first question of how
he came to paint
miniatures. ‘l was
painting and gaming

I was about eleven

just like loads of others in my local store.

But it wasn’t until The Lord of the Rings
films came out that my primary focus
changed and I really started to concentrate
on my painting. I think purchasing

The Fellowship of the Ring boxed game
was a real pivotal moment for me. Those
miniatures turned me into a full-on painter.’

Over the next few years Joe practiced
and accrued new skills. This culminated in
his first entry in Golden Demon when he
was 17. The model, an Army of the Dead
figure, won silver in the UK 2004 Single
The Lord of the Rings miniatures category.
At the time, Joe had come from relative
obscurity to clinch a prestigious silver
award, marking him as one to watch. The
following year, he entered three large
models into the
competition but,
while they all
made it through
the first cuts, a
gold, silver or
bronze proved
elusive. ‘I learnt
a lot from that,’
admits Joe. ‘I
missed the point
somewhat in
that the Golden Demon is about quality,
not quantity.’

After finishing his art A levels, Joe found
himself working as a sales assistant in a
newsagent — not the most glamourous of
career paths and one of the drivers that
prompted him into full-time painting. ‘Even
when | was working at the newsagent | was
constantly getting commissions to paint, so
| just thought “why not do this full time?”’
And that’s what he did.

It was a brave move but it paid off in
more ways than one. Joe’s reputation as an
outstanding painter grew and so work
flowed in. This in turn drew the attention
of ’Eavy Metal, who are always on the look
out for new talent. ‘Darren Latham noticed
my stuff online and really liked the style as
it was very similar to "Eavy Metal’s own.
So, when a vacancy in the team came up |
was asked to apply, and, despite some
really tough competition, was lucky
enough to get the job.

It's interesting to note that Joe’s
approach was very similar to 'Eavy Metal’s
own house style even before he joined the
team. That's obviously in no small part to
’Eavy Metal being a major influence in his
formative years. But for the many laymen

“ With non-metallic .-
metal you decide
where the reflections
and shadows fall ,’

amongst us, what exactly is this style?
You’re showing off the miniature in the
best possible way,” explains Joe, ‘so you're
using bold colours, stark contrasts and
edge highlights. It's almost the opposite to
a zenithal lighting style.” A zenithal lighting
style? Well, that's this interviewer truly
baffled! Luckily, Joe is on hand to shed
some light (pun most definitely intended)
on the subject. ‘With zenithal lighting,
you're aiming for a more photo-realistic
effect. The light source is assumed to be
coming from directly above and colours
tend to be more muted. It can look very
effective, but doesn’t always suit the way
we display our models.’

Joe has been a member of ‘Eavy Metal
for a good few years now and in that time
he has painted some spectacular models,
some of which are featured on the
following pages. One of the things Joe has
really become known for is his grasp of the
non-metallic metal painting technique. ‘!
like the control it gives you; with non-
metallic metal you decide where the
reflections and shadows fall. This means
that it’s a great technigue for models on
display, when you
only want them
viewed from a
certain angle.
However, when
the models are not
in context —on a
gaming table, for
example, the
effect will not
always work. So
it'll never replace
traditional metallic paints, nor should it. [
don’t advocate one over the other, as it
depends on what you're after. I've just
become adept at non-metallic metal, so I'll
use that style more often than not.’

The 'Eavy Metal team are at the
forefront of developing new techniques —
some by design but often by accident.
That's not to say they have a massive
offshoot R&D department, it's more the
case that they all spend their working hours
with paintbrush in hand so will inevitably
discover new methods. The question is
what's next? What techniques will
professional miniature painters be using in
five year’s time? ‘I don't think anyone sets
out to deliberately discover the “next big
thing,” it happens by chance. It’s all about
experimenting — you’ll see something on
TV, and wonder if it can be replicated onto
a model. As an example, | was talking with
Keith Robertson about how to paint on a
model the high gloss reflective plastic
effect you see on the Storm Troopers in Star
Wars. So I'll probably try to find out. The
first attempt may not work, but from there
you can only improve. And, who knows, in
the next few years all armour panels may
have a reflective plastic look!
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Colonel ‘Iron Hand’ Straken

Joe painted this ‘Iron Hand’ Straken miniature to enter into the 2009 UK Golden Demon Open Category. The model is a
masterclass in colour placement, using cold and warm hues as contrasts. The green on the fatigues is a cool tone that
contrasts directly with the warm flesh shades above. The metal on the arm is also a cool tone and works well against
straken’s torso. Red is the easiest colour for the eye to pick out, so it has been used as a spot colour on the bandana; the
same shade has also been painted onto the strip of cloth on the leg. This helps balance out the colours on the model - if
the red had only been painted on the bandana, the colour balance would have been top-heavy.

Marneus Calgar

Joe won Gold in the Open Category at the 2008 UK Golden Demon
with his version of Marneus Calgar. Note the brilliant frechand design
on the back of the cloak, which helped him grab the award.

Skink Skirmisher

The Skink was an experiment inspired by
looking at animals in real life, in this case,
the crests on lizards, which are often
bright colours to show aggression. Joe
liked the idea of painting an orange crest
and contrasting this with a very light,
almost white, blue skin. The orange gives
the model a threatening appearance that
would work reaily well as part of a cohort.

www.games-workshop.com 71




Prince Sigvald the Magnificent

This model was one of Joe’s personal projects. Using non-
metallic metals, he wanted to experiment with teal and
cyan colours as they are placed opposite each other on
the colour wheel and so work well as contrasting tones.
The non-metallic effect on the armour is emphasised by
multiple light spots on the raised breastplate and along
the abdominal plates, which really keep the eyes busy as
you look over it. Joe is pleased with the face and shield;
the purple tints on the flesh and metal balance out the
cold blue turquoise of the body armour.

Prince Sigvald the Magnificent

As a comparison to the teal-attired Sigvald above, this
was the version joe painted for the ‘Eavy Metal
collection. Joe has used non-metallic metal to
exaggerate the model’s armoured form. Both figures
are exquisitely painted but when we ask Joe which he
likes best, he thinks the model above is more
successful, simply because it was painted two years
later and Joe has had another 24 months of
experience to call upon.
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Imperial Guardsmen

These miniatures were painted for the Imperial Guard
Codex. Joe’s aim with these was to show what you can do
with the Imperial Guardsmen kits in terms of subtle
positioning to set a scene. The Catachan is a great
example, with a pointing hand being upturned to give the
model a ‘shushing’ motion. The Cadian has been painted
in a cream and green scheme with warm tones added,
helping place the model in tropical surroundings.




Slann Mage-Priest

Joe painted this Slann Mage-Priest for the Warhammer rulebook, choosing the miniature as it’s such an iconic character.
He researched reptilian and amphibious patterns found in nature to provide inspiration for his own colour schemes; Joe
used a mottled effect on the back of the Slann that he copied from a picture of a real toad. Another noticeable element is
the lack of a flying base. The plinth is subtly held in place via the branch at the back of the base, which has a metal pin

'z

%\' running through it for extra strength and rigidity. Note also the Skink, painted in the same colour as on the previous page.
— T

Eldar Farseer

i, This Eldar Farseer was painted for the first Ask ‘Eavy Metal surgery, to highlight how to create a crystalline blade effect.
If you want to see how Joe achieved this stunning look then refer back to White Dwarf 362 or head online to the

White Dwarf Archive. The sword is just one aspect of an expertly painted miniature. Joe used very cool colours, such as
— light blues of different tones, to complement the crystal blades. A pale yellow was painted onto the exposed armour and
the bottom of the cloak to add balance to the whole look of the miniature. Note how Joe has used yellow on the base of
the weapon, creating the effect that the sword is translucent and the shoulder pad is partially visible through the blade.
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Brother-Captain Tycho

Joe’s Captain Tycho is a prime example of how accomplished he is at using the non-metallic metal technique.

For Joe, this model was all about refining the technique, making a real statement in how the effect looks and is
perceived. Where the Tycho model is really successful is how the light spots reflect off the armour, really showcasing
Joe's understanding of how light behaves on curved surfaces to give such a realistic effect.

This Dreadnought highlights how you can cram lots of
different paint effects onto a model with large plain areas
such as metal panels. The top half of the walker is painted
white — this is to do with colour balancing. The Chapter
symbol on the Dreadnought’s left panel was black, so the
surrounding area was painted white. This means that the
right panel had to be white too to keep the colours
balanced. Closer inspection of the Dreadnought reveals all
manner of details — a particular favourite is the grid on
the auspex lens under the right torso panel.

74 WHITE DWARF  PAINTING MASTERS




The digital-camo on the Ork Nob came about after a conversation the ‘Eavy Metal team had about whether it was
ossible to replicate such an intricate pattern on a miniature. Joe took this as a challenge and the results speak for
asing themselves. Each tiny square was p;instakingly applied to the area, using reference photographs found online as a guide.

Skaven Clanrats

These Skaven colour variants play up the lighter and darker tones of painting. The Clanrat on the left is wearing dark
clothing so has much lighter fur to contrast with his garb. The Clanrat on the right is wearing very light coloured
rags and is covered in pustules that have also been painted in light colours, so the bits of mangy fur that are visible

::ea have been painted in dark colours to provide contrast,

s
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Saurus Warrior

Joe was trying out a different way of painting blue on this Saurus Warrior. The area where the creature’s soft skin on the
front joins with the scales on the back has been deliberately softened by the mottling effect, which breaks down the
obvious boundaries between the two areas. The blade carried by the Lizardman has been painted as stone, making the
weapon look extremely hefty and therefore even more dangerous.

)

www.games-workshop.com 75




This month we re-open the ultimate painting surgery in the
pages of White Dwarf. The painting doctors are in and are

ready to answer your queries!

in White Dwarf back in issue 363

very popular. So it was a bit of a no-
brainer that we would once again hand
over some of our pages to the 'Eavy Metal
team and let them cure the nation’s
painting ills. This time we’re covering free-
hand banner designs, power weapon
special effects, and painting dead and
leathery skin. These and all manner of
other challenges that have confounded our
readers are addressed by our team of
accomplished painting experts.

The last Ask 'Eavy Metal clinic we held

As with the last session, this is more
than just a straight question and answer
affair. We wanted to get the most out of the
‘Eavy Metal team’s talents so we've used
the questions featured as a springboard to
address some common or challenging
painting issues.

If you have a query of your own then
write in to the usual address. We can't
promise to address every question but we’ll
endeavour to cover as many as possible in
this and future clinics. So, without further
ado, let’s make a start.

PAINTING POWER WEAPONS

The first question comes from John Brady
of Southport, Merseyside. He wants to
know how to achieve an impressive power
weapon effect. Joe Tomaszewski answers:

Joe: There is no definitive way to achieve
an energy field such as on a power
weapon. It’s very subjective, the colours
and style of which will depend on the look
of the model and your own predilections.

76 WHITE DWARF ASK 'EAVY METAL

The example I've done on the power
axe below works well as it suggests a focal
point for the energy with the effect
radiating outwards. This power field effect
works by first painting on strips in a very
dark colour and then filling them in with
progressively lighter and finer lines. A glaze
of the colour used for each layer may also
be brushed over the whole blade to give it
a glowing hue.

Step 1. Joe basecoated the power
axe Chaos Black and then added
thick lines of Regal Blue all over
the blade, concentrating a lot of the
paint around the raised nub that
was to be the focal point.

Step 2. Next, he painted a 1:1 mix
of Hawk Turquoise and Regal Blue
within the lines painted in the
previous step. This mix was also
applied to the raised circuit detail.

Step 3. Continuing to build up the
energy lines across the face of the
blade, joe then applied pure Hawk
Turquoise. Like the last step, this
layer was painted within the lines,
and was thinner than the previous
coat so the outline of the earlier
steps could still be seen.

Step 4. Next, a 1:1 mix of Hawk
Turquoise and Bleached Bone was
used in the same manner as
previously described. And, like all
the preceding stages, it was applied
in a mottled way — concentrating
around the focal point.

Step 5. Pure Bleached Bone was
applied, working up the intensity of
the energy lines and as a highlight
on the circuit and the focal hue.

Step 6. Finally, Joe used pure Skull
White as a fine highlight in the
centre of the power lines, on the
raised circuitry and on the focal
point. The further away from the
focal point, the less white he used.
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SPACE MARINE CHAPTERS

How to paint different Space Marine
insignia and colour schemes are questions
we often recieve so we're going to address
some of the more common requests.*
Gabriel Gonzalez from Renton, USA"and
Aaron Ewins of Hereford, England want to
know how to paint Blood Ravens. Ottar
tide of Norway wants to see a Disciples of
Caliban Space Marine while Shane Payne
and Fergus Bailey, both hailing from New
South Wales, Australia are interested in
painting Crimson Fists. Darren Latham
[ooks into the Codex Astartes:

Darren: Painting Space Marines is a real
joy and great for beginner and veteran
alike. I've always found Space Marine
models to be the perfect subjects for an
exercise in neatness. The clear portioning
of the armour plates makes them a very
useful way of practising brush control.
Another great thing about Space Marines is
that after the basecoat you only need two
to three line highlights and a shade, and
you’ll have an exceptional-looking model
ready for the gaming tabletop or to be
proudly displayed.

You can find much more
information about heraldry and
insignia in How to Paint Space
Marines. There’s also a detailed
section on how to design your

BLOOD RAVENS

=

Step 1. The cream areas
(chest eagle and shoulder
pads) were basecoated with
Khemri Brown. The red
armour started with a 2:1 mix  with Scorched Brown.
of Blood Red and Dark Flesh.

Step 2. The armour was then

shaded with a 1:1 mix of

Dark Flesh and Chaos Black.

Wy S
)

N

hw -

4

Step 3. The eagle and
shoulder pads were then
layered with Bleached Bone.

The cream areas were shaded The armour was given a line

DISCIPLES OF CALIBAN

N

Step 1. The green areas were
basecoated Dark Angels
Green. The bolter casing was
painted with Scab Red. The
black areas were left with the
Chaos Black showing.

CRIMSON FISTS

Step 1. The fist was painted
Scab Red and the armour
was basecoated with a solid
coat of Regal Blue.

Step 2. The casing was then
shaded with a 1:1 mix of
Scab Red and Chaos Black.
The armour was shaded by
giving it a wash of thinned-
down Chaos Black.

Step 2. A 1:1 mix of Scab
Red and Chaos Black was

highlight of Blood Red.

Step 3. The bolter casing was
given a line highlight of
Blood Red. The green was
line highlighted with Snot
Green. The black areas were
picked out with a thin
highlight of Codex Grey.

Step 3. A highlight of Red
Gore was applied to the fist.

used to shade the hand while  The armour was line

thinned Chaos Black was
washed over the armour.

highlighted with a 1:1 mix of
Ice Blue and Regal Blue..

own Chapter.

Step 4. Further highlights of
Blazing Orange followed by ¢
Vomit Brown were applied to
the armour. The cream areas
were highlighted with pure
Skull White.

Step 4. The green armour was
then line highlighted with
Goblin Green, followed by
Rotting Flesh. The casing was
highlighted with Blazing
Orange and then Vomit
Brown. The black areas were
highlighted with Fortress Grey.

Step 4. The armour was then
highlighted with Ice Blue
followed by Space Wolves
Grey. The fist was highlighted
with Blazing Orange and
then Vomit Brown.
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GRETCHIN SKIN

William Sutton of Tasmania, Australia
wants to know how to-paint Gretchin skin
in the Studio style. For this answer we
asked 'Eavy Metal new boy, Mark-Holmes:

Mark: When you’re painting skin, no
matter what the creature is, you'’re painting
something that’s alive (unless, of course, it’s
a Vampire or some Undead creature).

Skin needs to look vibrant to look alive and
the best way to achieve this is by using lots

of coats of thinned paint, applying it in
layers, so you get a smooth, natural blend.
The Gretchin we paint in 'Eavy Metal
unsurprisingly use lots of Gretchin Green
and so they have a yellowy-green tone
rather than the darker greens found on
Orks, and indeed, Orcs.

GALADHRIM BANNER

Maximilian Ost from Ebersbach, Germany
wants to know how we painted our
Galadhrim Banner. Back over to

Joe Tomaszewski for the answer:

Joe: We painted the banner to match the
palette found in the movies, which meant
using unconventional tones. This made for
quite a complex process. As good as it

looks, these aren’t the colours you would
necessarily choose if no external reference
existed, so feel free to paint the banner
with whatever palette you wish. The key to
success here is painting the different areas
in the right order. It's no good painting the
filigree first as this would make tackling the
banner area underneath extremely hard to
do — work from the bottom upward.

78 WHITE DWARF  ASK ‘EAVY METAL

Step 1. Over an undercoat of
Chaos Black, Mark basecoated the
skin Knarloc Green.

Step 2. Gretchin Green was then
applied, taking care to leave
Knarloc Green in the recesses.

Step 3. Mark then gave the skin a
wash of Thraka Green. Once dry,
he applied another wash of Thraka
Green, concentrating it in the
recesses of the model.

Step 4. Next, Gretchin Green was
layered onto the raised areas.

Step 5. A 1.1 mix of Bleached
Bone and Gretchin Green was
watered down and then layered
over the raised parts of the
Gretchin’s flesh.

" Step 6. Finally, Mark highlighted

the most prominent skin areas with
Bleached Bone.

Step 1. A 1:1:4 mix of Goblin
Green, Camo Green and Rotting
Flesh was applied to the banner,
the pennant was basecoated with a
1:1 mix of Fortress Grey and
Shadow Grey.

Step 2. A 1:1 wash mix of Thraka
Green and Devlan Mud was
applied directly into the recesses of
the banner. A 1:1 wash mix of
Asurmen Blue and Badab Black
was painted onto the recesses of
the pennant. The main colours
were blended back up using the
previous mixes, which were then
used to highlight by adding Rotting
Flesh to the green mix and Skull
White to the blue.

Step 3. A 1:1 mix of Snot Green
and Chaos Black was used to paint
the filigree and the strip along the
bottom of the blue pennant.

Step 4. The blue mix from Step 1
was used to fill in the central
circle. The inner circle was picked
out with Fortress Grey.

Step 5. A 1:1 mix of lyanden
Darksun and Sunburst Yellow was
then used to fill in the rest of the
central feature.

Step 6. The yellow areas were then
highlighted using the yellow mix
with Skull White added.
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ELDAR CRAFTWORLDS

The Eldar are popular subjects for our postbag. For use a white undercoat — both the examples below were
instance, Taylor Hobson of London wants to know how to sprayed Skull White before painting. You also need to be
, paint Saim-Hann Eldar, while Steven Neate from Victoria, careful when applying the wash. Overusing it can dull
'ﬁ\ Australia is after a method for painting his Eldar yellow in down the brightness, so use a Fine Detail Brush and apply
. e style of lyanden Craftworld. Mark Holmes investigates: it directly to the areas needed, usually between the armour
ol ﬂ th y 8 A aiy :
}* S plates. Eldar are usually painted with two main colours:
= Mark: When the Eldar go to warthey are anything but shy. one on the helmet and one for the body armour. This is
! They battle in intense, bright armour. To keep the vibrancy how all the main Craftworlds are painted.
o, IYANDEN GUARDIAN
then
s,
kin a
2 dry,
Thraka
e
7 was Step 1. Mark painted the Step 2. He then carefully Step 3. A highlight using a Step 4. Finally, Mark picked
armour with a liberal applied a line of Vermin 1:1 mix of Sunburst Yellow out the extreme edges of the
basecoat of Golden Yellow. Brown and Ogryn Flesh wash and Skull White was painted  armour with Skull White and
d The helmet was painted with  (a mix of 1:3 respectively) on the edges of the armour. the edges of the helmet with
-l Regal Blue. into the recesses. The helmet  The helmet had a similar Ice Blue.
red was then washed with treatment with a 1:1 mix of
thinned Badab Black. Regal Blue and Ice Blue.
» SAIM-HANN GUARDIAN
1s with
7
ting
ner,
with a
Step 1. After the white Step 2. A 1:3 wash mix of Step 3. Pure Blazing Orange  Step 4. Mark picked out the
undercoat had dried, the Red Gore and Badab Black was applied to the edges of extreme edges of the armour
X armour was basecoated was carefully painted into the the armour. Codex Grey was  with Vomit Brown. The face
fraka Blood Red with the face recesses. The helmet was applied to the face mask mask was similarly treated
y mask painted Chaos Black. washed with watered-down followed by a wash of with Fortress Grey. Finally, he
sfses o Space Wolves Grey. A 1:1 Shadow Grey into the re-applied Skull White onto
) " mix of Chaos Black and recesses of the helmet. the helmet to tidy it up.
1 £ Codex Grey was painted on
iso the edges of the face mask.
the
then
lotting
by ELDAR GUARDIAN SHOWCASE
en
» paint
g the
ap 1
icked
- was
the
e then
mix )
Alaitoc Guardian Ulthwé Guardian Biel-Tan Guardian Altansar Guardian Il-Kaithe Guardian
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Jonathan Dalecke, who has left it a bit of
mystery to where he comes from, asks
about an equally mysterious race. He
wants to know how to tarnish-his Necron
Warriors to make them look aricient. We
asked Mark Holmes how to do it:

Mark: The Citadel washes are :é,'reat for
weathering and creating a tarnished look

TARNISHING NECRONS

on your models. While in the early stages —
as I've done here — you can be quite liberal

with their application, you shouldn’t
continue in this vein and heap wash after
wash all over the model, as all you’ll end
up with is a very dull, brown figure. You
need to target specific areas with the
darker washes to keep other parts brighter
and create a more realistic effect.

PAINTING A CLOAK OF BATS

Alrick Babilon from France would like to
know how to paint Konrad von Carstein”s
dense cloak of flying mammals. Mark
Holmes was once again ready to provide
the answer:

Mark: The cloak, being made of bats, is

going to look quite dark. So, to begin with,

make sure the colour of the armour

ASK 'EAVY METAL

contrasts with the cloak or else the whole
model will look too dark. The method I've
used to paint the cloak starts with a mid-
tone and then works up to the highlight,
before using the washes to knock the tone
back down. This is simpler than starting
from a very dark foundation and working
up to the highlight, as you’re leiting the
washes do much of the work for you.

Step 1. After undercoating the
Necron Warrior Chaos Black, Mark
basecoated the entire figure with
Boltgun Metal.

Step 2. The model was then
washed with Gryphonne Sepia.

Step 3. Mark then applied Ogryn
Flesh over the model with the
recesses receiving extra treatment.

Step 4. Devian Mud was then
applied into the recesses of the
Necron Warrior.

Step 5. Mark then applied patches
of Thraka Green over the Necron

Warrior with exitra attention given
to the recesses.

Step 6. Finally, Mark picked out
the edges of the Necron’s armour
with Chainmail.

Step 1. Mark first painted the bats
with Adeptus Battlegrey.

Step 2. The bats’ fur was painted
Scorched Brown. To highlight the
wings, Mark then applied a 1:3
mix of Adeptus Battlegrey and
Kommando Khaki.

Step 3. Watered-down Bleached
Bone was applied onto the wings
and Bestial Brown was
overbrushed on the bats’ fur.

Step 4. Several thin coats of Badab
Black were then washed over the
wings and Devlan Mud was
applied directly onto the fur.

Step 5. Mark used thinned-down
Red Gore to wash into the recesses
of the wings. Bestial Brown was
then reapplied to the fur.

Step 6. The wings were once again
picked out with watered-down
Bleached Bone and Vomit Brown
was used to pick out the fur.
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R. ). Greenaway, who lives in Chesterfield,
gngland, wants to know how to paint dead
or leathery skin, specifically, the flesh coat-
worn by Fabius Bile. Joe Tomaszewskk took
up his brush: :

Joe: Rotting Flesh, as its name implié's, is
always a good colour to turn to when
you're painting dead skin. Its often used as
2 basecolour or even as a highlight, as is

'pAINTING DEAD FLESH

the case with Fabius Bile. Bile’s coat itself
is a patchwork or different bits of skin
stitched together, so | wanted to emphasise
this by using a slightly different basecoat
for each panel. The remaining steps are
then quite similar, no matter which
basecoat you started with. | found painting
one panel to completion, before starting
another, to be the most productive way of
achieving this look.

Step 1. The different panels were
first painted either Tallarn Flesh
and Rotting Flesh (1:1); Tallarn
Flesh and Fortress Grey (1:1);
Tallarn Flesh and Camo Green
(1:1); and pure Tallarn Flesh.

Step 2. No matter which basecoat
was used, a thinned wash of Baal
Red was applied, followed by a
wash of Leviathan Purple.

Step 3. The panels were then
worked back up to their original
basecoat colours, leaving the
recesses exposed.

Step 4. The different panels were
then highlighted using their initial
basecoat mix with Rotting Flesh
added (or increased) to create a
lighter colour.

Step 5. To further highlight the
panels pure Rotting Flesh was then
used, applied to the most
prominent areas.

Step 6. Finally, pure Skull White
was used as a fine highlight on all
the panels of the flesh coat.

Zombie

Liche Priest

Crypt Ghoul

Fabius Bile
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PAINTING A FREEHAND BANNER
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Neil Hodgson has designed this Valhallan banner especially for Jay’s request. Permission is
granted to photocopy this image for personal use only. You can, of course, cheat and use Joe’s
finished banner below but the dice gods will know!

WHITE DWARF

ASK 'EAVY METAL

Finally for this issue, Jay Magowan from
Waringstown, Northern Ireland would love
it if we provided a banner design for his
Valhallan regiment and then show him
how to paint it. Your wish is our command!
Joe Tomaszewski set out to paint it:

Joe: Painting a pre-designed freehand
banner is like any type of two-dimensional
painting. Good brush control will give you
a neater banner. And the neater it is, the
better it will look. The choice of colours is
totally up to you. If you follow the method
of first applying a basecoat, then shading,
blending back to a mid-tone and a final
highlight, it’ll look good.

Step 1. Joe basecoated the areas with the following
colours:

Scroll - Dheneb Stone.
Bear ~ A 1:1 mix of Bleached Bone and Desert Yellow.

Background — A 1:1 mix of Astronomican Grey and
Skull White.

Cross — A 1:1 mix of Scab Red and Blood Red.
Gold — Tausept Ochre.
Skull — Bleached Bone.

Step 2. He then shaded the different areas using these
paints and mixes:

Scroll - Scorched Brown.

Bear - Scorched Brown.

Background - Shadow Grey.

Cross — Shade with a 1:1 mix of Scorched Brown and
Chaos Black over very thin glazes.

Gold -~ Scorched Brown.

Skull — Scorched Brown.

Step 3. Next, Joe blended the areas back up to the mid-
tone and then into a highlight using the following:

Scroll — A 1:1 mix of Dheneb Stone and Skull White.

Bear — A 1:1:1 mix of Desert Yellow, Bleached Bone
and Skull White.

Background — A 3:1 mix of Skull White and
Astronomican Grey.

Cross ~ A 3:1 mix of Blood Red and Scab Red.
Gold - A 1:1 mix of Tausept Ochre and Skull White.
Skull — A 1:1 mix of Bleached Bone and Skull White.

Step 4. Finally, Joe added some fine highlights to really
lift the design off the banner:

Scroll — Skull White.

Bear - Skull White.

Background - Blend to pure Skull White.
Cross - Blend to pure Blood Red.

Gold - Skull White.

Skull — Skull White.
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FREEHAND BANNER SHOWCASE

Orc Battle Standard Bearer

Mordor Orc Banner Stormvermin standard bearer

Ultramarines 2nd Company
banner bearer

Blood Knight Standard Bearer High Elf Battle Standard Bearer

Gamling

Got a Question?

As the doors close on
the latest painting
clinic it’s worth
reminding you that the
’Eavy Metal team are
always willing to
answer your queries.
If you'd like to see
similar feature in a
future issue of White
Dwarf then send us
your question to the
address below.

White Dwarf
Games Workshop
Design Studio
Willow Road
Lenton, Nottingham
NG7 2WS$S

Unitied Kingdom
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I’IN'I' G ESSENTIALS

When your newly purchased army is crying out for a beautiful paint job, it’s nice
to know that the tools are available for the job. The Citadel range includes more
than 70 paints, a versatile Spray Gun and all the supplies and advice you’ll need.

QANES WORTSHOP
HOW TO PAINT

CITADEL
MINJATURES

CITADEL SPRAY GUN

The Citadel Spray Gun enables you to
quickly and effectively basecoat large
numbers of models in a single sitting.

Citadel Spray Gun Au§55 nr563

product code: 9923999490147

ARTERSEF

HOBBY STARTER SET

This set is great whether you’re new to the
hobby or looking to refresh your collection
of paints and modelling essentials.

WARHAMMER PAINT SET

This set contains a painting guide, eight
paints, and 10 plastic Night Goblins that
do not require glue to assemble.

Warhammer Paint Set AuS50 wrS57

product code: 1170299006

HOW TO PAINT CITADEL MINIATURES
This volume contains a wealth of good
advice on how to paint miniatures to the
highest possible standards.

How to Paint Citadel Miniatures
product code: GODA999 1 (1)

«oAuSa8 555

WARHAMMER BASING KIT

Containing resin components, brass-
etched details and chunks of slate, this kit
helps makes your bases extra detailed.

Citadel Warhammer Basing Kil w540 w546
product code: 99220294() 28

WARHAMMER 40,000 PAINT SET

This set contains a painting guide, eight
paints, and five plastic Space Marines that
do not require glue to assemble.

Warhammer 40,000 Paint Set ....
P"“[m_.l code: YT 9900E

«AUSS0 N2557

CITADEL SPRAY PAINTS

Citadel spray undercoat is the ideal
starting point for your painting, while
Purity Seal varnish finishes the job.

Citadel Spray Paints................ AUS22 w2528

product code: see online store (o details,

CITADEL BRUSH SET (WEB ONLY)

This Brush Set contains one of each
paintbrush in the range — perfect for
starting (or rejuvenating) your collection.

Citadel Brush Set

product code: 949 1 9uauy 57

AuS94 ».15!5-“?

THE LORD OF THE RINGS PAINT SET
This set contains a painting guide, eight
paints, and 12 plastic Moria Goblins that
do not require glue to assemble.

The Lord of the Rings Paint Set ...
product code: 99171499010

Au550 -usﬂ

Plctures for Hustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct af time of going to press, please contact us for current

avaitability and prices. Prices quoted are for products sold by Games Workshap through its own stores,

or website.

retailers are for determining thelr own prices.
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Citadel’s range of paints, metallics, washes and varnish provides you with a
comprehensive palette to paint your miniatures in any colour scheme or tone
you wish. Foundation paints provide the perfect basecoat, Citadel Washes are
fantastic for shading, while the Citadel Colour range contains great acrylic
paints, specially formulated for a host of miniature-painting techniques,

Citadel Colour Metallic Colour Citadel Foundation

Goblin Green Burnished Gold lyanden Darksun

; Sunburst Yellow

Golden Yellow

Blazing Orange

Scorpion Green

Shining Gold

Mach:arius Solar Orange

Dwarf Bronze Mechrite Red

Rotting Flesh

ol Blood Red Camo Green | Tin Bitz Tausept Ochre
-f_ ’

Red Gore Catachan Green Boltgun Metal Calthan Brown

le Scab Red Graveyard Earth Chainmail Khemri Brown

Dark Flesh Scorched Brown Mithril Silver Tallarn Flesh

g T "'
| Dwarf Flesh Bestial Brown : Dheneb Stone
! |£ Citadel Wash
- -
T Elf Flesh Vermin Brown Baal Red Gretchin Green
e
>
_.I Warlock Purple Snakebite Leather Asurmen Blue Knarloc Green
==
==
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Army Masters features the armies of some of the most talented hobbyists that we
can track down. This month Adam Troke collars White Dwarf’s own ace painter
Christian Byrne to talk about his collection of The Lord of the Rings models.

On any given lunch
break, Christian can be
found busily painting
miniatures. His painting
endurance is matched
only by the variety of
models that he’s working
on. Currently on his paint
station are Uruk-hai,
Empire state troops, a
Daemon Prince and a
mob of Ork Burna Boyz.

ARMY MASTERS

( :hristian has been a collector of

The Lord of the Rings Strategy Battle

Game for a number of years. His
expertly painted armies are a regular fixture
at the UK The Lord of the Rings Grand
Tournaments and he even won the award
for best-painted army at the Doubles in
2009 alongside his teammate, Nick
Bayton. [ caught up with Christian to talk
about his latest army, which he painted to
use at the 2010 Grand Tournament.

‘One of the aspects of tournaments for
The Lord of the Rings that makes it really
appeal to me,” Christian says, ‘is the fact
that players must bring two armies to the
event. You alternate which army you use
from game to game. This lets the battle
between Good and Evil play out in every
scenario, and means your collection can
have even more variety.’

For the 2010 Grand Tournament,
Christian’s two armies were the Alliance of
Arnor and Khazad-dim and the Scions of
the Dark Lord. In the events that Christian

has attended it's become a common sight
to see his armies gracing the nominees list
for best army. The 2010 Grand Tournament
was no different as he was chosen again.

‘That's always exciting,” he says with a
smile. ‘I really try to make all my
miniatures look their best, because it gives
me a chance of winning something! I'm an
OK general and [ work hard to build an
army that can win games, but I'm clearly a
better painter than a generall’

‘Over the years I've found the trick to
getting your army noticed by the judges is
to make sure the force looks “uniform”.
Choose a few sympathetic colours and
stick to them. Bright colours are best, in my
opinion, but try not to choose gaudy ones.
Make sure your bases are tidy and detailed
with some kind of Static Grass. As for the
actual painting, 1 tackle mine in batches of
five or six models at a time. I'll paint them
till they’re all done, then move on to
something else. Flipping between two
forces can keep things fresh for you.’
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Christian: This force is based around the rock-hard gaming
combination of Dwart Warriors, Iron Guard, Khazad Guard
and the spear-armed Warriors of Arnor. They're a really
good alliance, combining highFight values and Defence,
and a host of special rules.

They also help to create the look that | wanted for this
army, a solid, heavily armed shieldwall, and you can see
that in the choices of models that | have made. Plenty of
armour and shields all painted to look bright and clean.
On the tabletop it looks really quite imposing.

Durin’s beard is a
base of Dark Flesh,
highlighted up with
Bleached bone.

Durin, King of Khazad-diim

Arrich blue cape and striking gold trim on his
helmet, chainmail and beard rings make Durin
look suitably regal and eye-catching.

Khazad Guard

Clad in mithril armour, the Khazad Guard needed to look
impressive. Lots of areas of Mithril Silver, with Dwarf
Bronze for contrast, reflects their wealth and status.
Christian used an Ogryn Flesh wash to give the bronze a
rich, warm tone.

Iron Guard

By alternating the helm, robe and sleeve colours on the
Iron Guard, Christian ensured they all look distinct. There
are nine in the army, but no two look quite the same.

The Alliance of Arnor and Khazad-diim

When painting the force, | used a limited colour palette on
the uniforms and was careful not to deviate from it.
Essentially the colours of the army are blue and white cloth
with Chainmail and Dwarf Bronze armour. | used details,
such as the beards on the Dwarves, to add more variety,
without unbalancing the overall colour scheme of the
force. You'll notice there’s probably about seven colours of
beard in the army, but by mixing in Bleached Bone for all
of the highlights on both beard and cloth, it gives the
whole army a strong sense of uniformity.

This Captain’s beard is
Vomit Brown, washed
with Ogryn Flesh and
highlighted up with
Bleached Bone.

Dwarf Captains ;

These two Dwarf Captains use the same colour palette, but still look
quite different. While they both have off-white cloaks, for example,
the one has gold scale armour while the other has silver chain.

A single dot of Skull
White in the helm of
this Khazad Guard
makes eyes look like
they are gleaming.

Banner Bearers

By adding in a third colour to the banner on the left,
Christian made the flag very striking, while the clean white
of the other standard stands out on the battiefield.
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The Royal Court of Arnor
" Not everything in Christian’s army is short and bearded. The Warriors of Arnor bring some
< gy height to the force. The green-blue detailing, seen on their shields, banners and so on, is
+ clof deliberately chosen to make them sympathetic alongside the blue cloth of the Dwarves.
 clof -
ails,
Y, Most of Malbeth’s hair is Arvedui has been given
, ‘ g
’ painted with a Bestial | piercing blue eyes.
urs of Brown basecoat, save for Christian has painted
r all a few wispy strands of reflections onto the deep

green armout to make it

Fortress (Grey, highlighted , \
4 look highly polished.

Skull White

Yeard is

vashed

h

zv,';,nd Malbeth the Seer Arvedui Wiarrior of Arnor Banner Bearer
Erebor Alternatives

. While Christian typically

€ uses the army as an
alliance between Arnor
and Khazad-dom, he has
enough Dwarves painted
up to use the force as an
Erebor army instead. To
do that he replaces the
Arnor elements of the
force, along with Durin

e 4 and instead uses Balin,
Son of Fundin, Gimli, Son

of Skl of Gloin and Déin

~uard Ironfoot to lead the army.

ook like

ming.

j\ N Painting identical models in contrasting colours helps

e to create variety within the army.

Dwarf Warriors
Christian uses Dwarf Warriors to form the bulk of his battleline. They’re not the elite of his
thite army, but that didn’t stand in the way of him giving them an excellent paint job — keen Dain

eyes will spot a mix of plastic and metal miniatures, providing a wealth of different poses.
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Scions of the Dark Lord

Christian: When tackling my Evil army | knew that |
wanted it to include a strong mix of Orcish warriors and
the ghostly, supernatural elements found amongst Sauron’s
servants. | ended up choosing a quadruple-alliance of army
lists: The Nazgil, Cirith Ungol; the Black Gate and
Angmar. This gave me a wide variety of possibilities, such
as the powerful combat Hero Shagrat, tough Black Guard
warriors and the incredibly useful Shade.

Hawk Turquoise mixed
with Skull White was
used for the scripts of
Black Speech on the

Black iron, well rusted is probably the most striking colour
throughout the army. | wanted the whole force to look
dark, but not dull, so | used rust on the armour plates, the
Eye of Sauron on the Black Guards’ shields and the cloth of
the Morannon Orcs to tie the force together and highlights
applied to armour, hair and skin for spots of brightness.
Again, using Bleached Bone as my highlight colour across
the army did a lot to draw the colours of the force together.

Red Gore is used on The face was painted
the Eye of Mordor with Codex Grey,
symbol on Shagrat’s washed with Badab
brutish shield. Black and highlighted

with Bleached Bone.

Shadow Lord'’s robes.

The Shadow Lord

Christian rates the Shadow Lord as best-

Shagrat, the Warleader

Christian rates Shagrat as, point-for-point, the deadliest Evil Hero available.
With plenty of Might and stats to die for, this impressive centrepiece model
is a must-have inclusion in Christian’s combat oriented army.

looking Evil model in the range. When he
painted the Shadow Lord, Christian copied
the 'Eavy Metal team’s colour scheme.

Orc Taskmaster

The Taskmaster was brought along to
keep the rabble in line. Christian
painted the cloth and armour to
match the Morannon Orcs.

Astronomican Grey
washed with

Devlan Mud and

then highlighted with
Bleached Bone leaves
the brutish Taskmaster
with an unhealthy
bluish tinge.

Black Guard of Barad-diir

The combat elite of Christian’s army, the Black Guard have a lot of visual indicators that make them stand out. The blazing
eye on the shields was a chance to go mad with painting, and also ties them in nicely with the leering red eye on Shagrat
the Warleader’s shield. '

90 WHITE DWARF ARMY MASTERS

Shade

Christian made sure the Shade
stands out by using a mix of
Dark Angels Green, Regal Blue
and Skull White for the
basecoat, which was then
highlighted into the ethereal
colour you see here. As a tall
model, the Shade forms a
natural focal point for the army.

The eye was painted
with Blazing Orange,
highlighted with
Bleached Bone then
washed Baal Red.
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Tin Bitz washed with
Vermin Brown gives the
armour a tarnished look.
A drybrush of Boltgun
Metal spots of Mithril
Silver for chips adds
contrast and brightness.

Morannon Orcs

Morannon Orcs are the ‘mainstay’ troops of the army, tasked
with supporting the Black Guard. Not only are they great
models, with really sharp, nasty looking armour with jagged
tassets etc, but they’re good in a fight. Lots of Vermin Brown
stippled onto the armour and washed into recesses makes them
look worn and corroded.

-~

This Orc has a similar
skin tone to the
Taskmaster except with
more Skull White
blended in.

Not all of Christian’s
Orcs have pallid skin.
This Orc’s flesh is
reminiscent of
Uruk-hai flesh tones.

Mordor Orcs

Christian refers to the Mordor Orcs as his ‘chaff’. ‘I use these purely as grist for the
millstone of combat. These have a higgledy-piggledy look, with no unified colour scheme.
They’re an unruly militia unlike the elite Morannon Orcs.’ '

Ice Blue washed with
Devlan Mud gives this
Morannon Orc’s skin
-a deathly cast.

The Knight of Umbar

Christian picked the
Knight of Umbar for his
army specifically for the
advantage he offers in the
game. His extra Might
point really helps with
getting Heroic actions off,
and the ability to borrow
the statistics of his
opponent in combat can
make him a formidable
foe, especially against
powerful Heroes.

Christian has kept the colours
of his Nazgtl dark and muted,
which helps them hide within
the ranks of the army.
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Stutt to his will, Many
considler Michael a Tatter-clay
dlchemist, with epo
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This is the coloured model Brian
provided to the mould makers to
show them how to cut up the Giant
for the plastic frames.

TADEL

LL OF FAME

The Citadel Hall of
Fame is a collection
of the best miniatures
in the world,
nominated by the
Eeople who know
est: the illustrators,
figure painters and
designers themselves,

PV 5 . el

MICHAEL'S FAVOURITE MINIATURE

Michael: Sometimes there are miniatures
that make you sit up and take notice —
models that cause a giant leap (Groan — Ed)
in how we look at sculpting. One of the
models that stands out is the Warhammer
Giant sculpted by Brian Nelson. If [ am
going to nominate a piece for the Citadel
Hall of Fame, this has to be it. The Giant is
a towering masterpiece! Of course, | could
nominate any of Brian’s miniatures for
inclusion into the Hall of Fame with
confidence, but this is the miniature that
really stands out for me.

The reason for that is simple — at the
time that Brian sculpted the model it was a
daring move - he was sculpting it as a
three-up, which meant an overall model
that stood more than a foot tall! In spite of
the Giant’s massive stature, the miniature is
superbly conceived, it has the perfect
combination of intricate details and large,
flat areas that are so sensitively made that
they don’t require extra embellishment.

But there’s more to the Giant than just
that. One of the things that is so striking
about the model is that Brian has put great
care into creating a miniature that isn’t just
a man that is three or four times larger than
he ought to be. Brian has used odd
proportions and a genuinely surreal
physionomy to create a Warhammer Giant.

Brian has a real knack for working out
how to make models that, when
assembled, are incredibly natural in pose
and position. One thing that impresses me
most is how he created the front and back

of the Giant’s legs so that when they’re
joined together you can see the knees
recessed behind the torn trousers. That
might seem like a small detail to get
excited about, but it's very exciting from
the point of view of a sculptor — it's
innovative, and effective. The Giant looks
like he'’s wearing trousers rather than
merely sculpted detail and they look real.

I could talk for ages about the Giant
and how well sculpted he is, from his
huge, flabby barrel of a belly to the jag-
toothed mouth, but there’s more to the kit
than even that. It's overflowing with
accessories, a kit-basher and converter’s
dream come true, with barrels of ale, extra
armour plates, arrows, a millstone and
countless other extras. In short, it's so
custormisable and full of options that it’s
entirely possible to make many very
different Giants, from the horn-headed
monstrosity so popular with Beastmen
players to the shackled Giant common
amongst Ogre Kingdom armies. There’s a
squashed Goblin, a fleeing Empire peasant
and even a gibbet cage and a hungrily
waiting vulture!

| have a strong memory of the Giant
being manufactured. When the original
mould (so big it was made in a dustbin)
was opened for the first time, it took four
strong men to pull the mould apart, with
eager onlookers calling out ‘I can see the
legs!” and ‘it’s a boy’. The Giant took
months to make, but it was well worth the
wait. Brian should be a proud father.

Brian: | am very flattered that Michael would nominate one of my models as he has been a
major inspiration throughout my sculpting career. The bigger you make something, the
more effort and care you have to put into il. Large models will show your deficiencies
more starkly than small ones — there are less places to hide on a larger miniature.
Thankiully, when | was sculpling the Giant | wasn’t isolated. Instead | was able to pull
in expertise and experience from other miniafures designers. For example, | was exploring

ways to get the most detail possible, within the restrictions enforced by making a model in
plastic. The idea for the knees that Mike likes so much, was suggested by veteran
miniatures designer Aly Morrison. Collaboration like this is common with what we do; il’s
whal makes the Studio, and our team, such a great place to work.

Connecled to the fact that no. man works alene, I've got to share the credit for this one
with the ingenious chaps - the craftsmen in ‘brown coals’, so to speak - who lovingly cut
my hand-made Giant into pieces lo make the model you can see today.
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The milistone hanging around the Giant’s neck is often
used to identify an Ogre Kingdoms Slavegiant.

g_
a kit

'T's
extra

This horn-headed Giant head is one of four designs
included in the kit.

An Empire peasant trapped in a gibbet cage is sure to
meet a grim end as the Giant’s lunch - or the vulture’s.

A trussed-up cow and spare arrows are just some the extra details that allow

Orc & Goblin Giant for such a huge amount of variation to the kit.
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IMPERIAL GUARD TANK MARKINGS

PAINTING
WORKSHOP

How to Paint Citadel
Tanks is full of
indispensable advice for
painting vehicles,
including tips for adding
battle damage, weathering
and much more.

Every Imperial tank carries with it the history of its long
service to the Emperor. It wears the battles it has fought and
the victories it has won on its hull. In this article we take a
look at how you can adorn your tanks with their own history.

hen the Imperial Guard go to
war they do so en masse,
landing entire regiments of

infantry and companies of tanks. Within a
single theatre of war an Imperial
commander might have tens of thousands
of men under his command and hundreds
of armoured vehicles, potentially drawn
from dozens of separate regiments.
Quickly being able to identify and
distinguish individual squadrons of tanks in
the midst of battle is therefore paramount;
if a commander cannot quickly identify an
individual squadron, orders might be
dispatched to the wrong unit and
confusion will begin to reign.

To aid with this the Imperial Guard
uses simple yet distinctive combinations of
coloured shapes and symbols to
distinguish between tanks from different

WHITE DWARF  PAINTING WORKSHOP: TANK MARKINGS

companies and squadrons. Because the
Imperial Guard is such a vast organisation
drawn from thousands of different worlds,
these markings can vary greatly between
regiments. The Departmento Munitorum
have devoted entire libraries to the
recording of such symbols.

Faced with such an array of possible
tank markings and badges, it can be a
daunting prospect to begin applying them
to your own vehicles. We asked our own
pair of tank aces, Chad Mierzwa and
Duncan Rhodes, to show us some simple-
yet-effective ways of painting tank
markings. Over the next few pages we'll
show you a complete stage-by-stage
example of how to apply camouflage and
markings to a tank from start to finish, as
well as providing dozens of additional
examples of alternative markings.
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dedicated tank companies and attached

to infantry companies for the duration
of a campaign. A tank company compyises
three squadrons each made up of three
taftks, and one command tank. |

The majority of tank companies are
composed of Leman Russ Battle Tanks. A
company will often contain variant pattern
Leman Russ tanks, such as the
Exterminator or the Punisher — more often
these will be fielded alongside other
Leman Russ Battle Tanks within a
squadron, or they might be fielded in
dedicated squadrons of their own.

All tanks from the same company are
denoted by a distinctive pattern that can

I mperial Guard tanks are drawn from

be easily identified on the battlefield. The
colours of the bars varies between Imperial
Guard regiments, as each has its own
preferences and traditions.

The squadrons within a company are
also readily identifiable, although the
method used to do this varies greatly
between regiments. Sometimes the
squadron is identified by coloured bars, a
distinctive symbol or a number.

Upon reaching a new battlezone, the
Logisticers will issue the reinforcements
with appropriate manuals, some
numbering thousands of pages, detailing
the markings used in the conflict. Teams of
Servitors will then set about the long task
of repainting the company’s tanks.

Markings and Organisation

2nd

-

3:1 4lb

-

Slh 6ll|

-

The company markings of

the Mordian 89th regiment,
the Gloomblades. Colours

can vary between Imperial
Guard regiments.

The Vostroyan 101st
Regiment, 3rd Armoured
Company, showing the
individual tank markings.
The coloured bars identify
them as belonging to the
same company, whilst the
squadrons are identified by
the numbers on the turrets.

Camouflage

The Imperial Guard is
called upon to fight
upon countless
different worlds in the
service of the
Imperium. As
regiments are
transported to
different theatres of
war, tank crews will
repaint the hull of
their vehicles to
camouflage them with
the dominant terrain.

Sulphur desert

Night world

Lirban sprawl

Ferrous waste Ash waste

Death world
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Whereas a Guardsman’s uniform is camouflaged to help him blend in with the surroundings, the
camouflage applied to a tank serves a different purpose. Tank camouflage is designed to help break
up the outline of a tank, making it difficult for the enemy to target specific areas of the vehicle.

Step 1. The entire tank is Step 2. Blotches of Dheneb Stone Step 3. A wash of Devlan Mud is Step 4. The grey areas are then
basecoated Charadon Granite. are then added. then applied to the recesses and drybrushed with Kommando
Blotches of Khemri Brown are panel lines. Khaki, the brown areas with a

drybrush of Dheneb Stone and the
cream areas with a mix of Dheneb
Stone and Skull White.

then painted on.

Step 1. The hull is first painted Step 2. A coat of Astronomican Step 3. A coat of Shadow Grey is Step 4. The pattern is edged with
Codex Grey. Pieces of masking Grey is then applied. The masking then applied. Once dry the lines of Fortress Grey and the rest
tape cut into irregular shapes were tape is then removed and replaced masking tape is removed, of the hull highlighted with a light
then stuck on. by a second series of shapes. revealing the pattern. drybrush of Fortress Grey.
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The hull was basecoated Bestial Brown, drybrushed Desert Yellow and then
drybrushed Bleached Bone. The camo pattern was then painted on by hand
in Shadow Grey and highlighted with Fortress Grey. Finally small patches
were painted on in Chaos Black.

Harakoni 103rd Regiment during the Antorro Conflict.

The hull was basecoated Astronomican Grey using the Spray Gun. Patches
of Space Wolves Grey were then lightly sprayed on, also using the Spray
Gun. Thin lines of Charadon Granite were then painted on by hand and
edged with Skull White.

Tallarn 215th Regiment during the engagement on Dreska.

A basecoat of Tausept Ochre was first applied followed by a Bubonic
Brown highlight. Horizontal stripes were then painted on with Charadon
Granite and highlighted with Graveyard Earth. The pattern was then edged
with Space Wolves Grey.

Catachan XVI, the Swamp Devils

The hull was basecoated Gretchin Green and then highlighted with
Bubonic Brown. The camouflage pattern was painted on with Charadon
Granite and then highlighted with a mix of Graveyard Earth and Fortress
Grey. They were then edged with Charadon Granite and Chaos Black.

Pintax Vith Regiment during the Rebellion on Skaroth,

A basecoat of Mechrite Red was first applied, followed by a highlight with a
mix of Blood Red and Dwarf Flesh. Blotches of Scorched Brown were then
painted on and highlighted with a mix of Scorched Brown and Skull White.
Finally stripes of Codex Grey were painted on and highlighted Fortress Grey.

Mordian 89th Regiment, night camouflage on Arrus.

Paiches of Adeptus Battlegrey were painted onto the hull, leaving Chaos
Black areas showing. The pattern was highlighted with Codex Grey and

then the entire hull drybrushed Fortress Grey. Thin lines of Mechrite Red
were then painted on and highlighted with Blood Red.

Vidar Reserve Armour, ash camouflage.

A basecoat mix of Mechrite Red and Scorched Brown was applied to the
hull. Bands of Mechrite Red and Dark Flesh were then painted on, followed
by stripes painted on in Bleached Bone.

Valhallan 212th during the liberation of the tundra world of Valric.

The hull was basecoated with Astronomican Grey and then highlighted
Fortress Grey. The camouflage pattern was then painted on with Catachan
Green and highlighted Camo Green.
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Company Markings “

Bright, readily identifiable markings are used to distinguish between companies and squadrons,
typically taking the form of vertical coloured bars. Squadrons that have performed particularly
heroically or tanks belonging to aces might also customise their company markings.

Step 1. Masking tape was applied Step 2. The marking was then Step 3. The masking tape is Step 4. But to create a more

to the edge of the marking. The masked off, leaving a central band removed and the markings unique company marking, thinner
marking was then painted with showing — this was painted revealed. For most tanks, you can strips were applied at an angle to
Mechrite Red. Astronomican Grey/Skull White. stop at this stage. the main design.

wy

Step 1. Using the masking tape as Step 2. Thin, jagged strips of Step 3. The lightning bolt pattern Step 4. The white areas were

guidance, guidelines are painted masking tape are cut out and was carefully painted in using a shaded using Graveyard Earth and
on. These will form the centre of applied to create a pattern, using mix of Astronomican Grey and then drybrushed Skull White.
the lightning bolt pattern. the guideline for reference. Skull White.
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Alternative Company Markings

Elite Leman Russ belonging to Captain Thrax, 6th company.

A vertical band of Mechrite Red was first painted on and highlighted Blood
Red. A diamond pattern was then masked off and a band of Tausept Ochre
was then painted down the middle. Tausept Ochre was used to outline the
diamond pattern. The skulls are simply transfers, denoting victories.

Harakoni ‘Ash Barons; 1st company.

Company markings of the Pintax 4th company, 3rd squadron.

The company markings on this tank are painted on in thinner bands to the
rear of the hull. A thick band of Chaos Black was first painted on, followed
by a slightly thinner band of Skull White. The lightning effect represents an
honorific accorded to the squadron and is painted on by hand.

Mordian 3rd company markings.

A block of Orkhide Green was first painted on and highlighted with Goblin
Green. A band of Mechrite Red was then painted, followed by a highlight
of Blood Red.

Tallarn 5th company markings.

The squadron marking was first painted on using Regal Blue and then
highlighted with Ultramarines Blue. The central line was painted on using
Skull White. The rectangular shape was simply masked out until the pattern
was finished.

Leman Russ belonging to an elite squadron in the Catachan XVI.

The company markings on this tank look a little bit more complicated but
are simple in practice. Mask out the corner of the hull and paint in
Mechrite Red. Then mask out an L-shape and paint it Skull White. The
lightning bolts can be painted on by hand or masked off as before.

A block of Tausept Ochre was first applied, followed by a highlight of
Golden Yellow. A band of Mechrite Red was then painted and highlighted
with Blood Red.

Leman Russ belonging to Captain Voshk, 2nd company.

Rather than a vertical pattern, this tank has stylised wedge-shaped markings
— personal customisation by an elite tank crew. The wedge is masked out as
normal and then painted on in Tausept Ochre and highlighted Golden
Yellow. The central band is painted on with Regal Blue.

Valhallan 6th company markings.

The company markings on a tank vary in placement between regiments.
This tank has its markings displayed to the rear of the hull, painted on in
Tausept Ochre and Chaos Black.
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Personalisation !

As a battle tank earns glory on the field of battle, its crew will display its victories by painting
honorifics onto its hull. These might take the form of kill markings, campaign badges and even the
personalised heraldry of a particularly famous tank ace.

The skull in the centre of this tank’s squadron marking denotes it as the
command tank of the Tallarn 5th armoured company. Note how the crew
keep count of the kills the tank has scored on the marking too. The wing
symbol is a campaign badge shared by all units fighting in the campaign.

The turret of this tank is adorned with all manner of honorifics, from the
campaign badge painted in the same manner as the squadron marking, to
the individualised kill markings. The lightning bolt marking is shared by all
members of the Harakoni spearhead unit known as the Ash Barons.

The flame pattern painted onto the barrel end denotes the Fradicator Flame
of Valhalla as being an elite tank crew. The squadron marking is painted
onto the rear of the turret, matching the 6th company markings displayed
on the previous page.

The mfhite bands painted onto the gun barrel of this Vanquisher identify it as
a dedicated tank hunter. Each band marks a notable kill during the Night
War on Arrus, with the thicker band representing a super-heavy-class kill.

100 WHITE DWARF  PAINTING WORKSHOP: TANK MARKINGS
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Putting it all Together

Duncan has painted this Leman Russ Demolisher to showcase the various markings discussed
throughout the article, as well as to show you how you can use the markings together to create a
centrepiece model for your army with a history of its own.

Russ Demolisher belonging to the
famed siegebreaker Commander
Varus Kant. The company markings on the

side of the tank denote it as belonging to
the Cadian 1st Armoured Company, the
Fighting Firsts, during the Siege of _ ;
Demalith. As befits an elite tank crew, the e W et \ KNIGHT or
markings have been heavily customised. | VENGEANCE
The Leman Russ earned its fame during | —

the fall of the traitor hive, Demalth
Inferior, destroying the heavily entrenched
Word Bearer garrison and punching a hole

through the outer defences, allowing the This tank belongs to a notable tank ace, Commander Varus Kani, and its name is proudly
rest of the regiment to break through. displayed on the side of the turret. The campaign badge is shared by every Imperial unit fighting
in the campaign, whether Imperial Guard, Space Marine or Skitarii,

.The Knight of Vlengeance ié-tHe Leman

The kill markings on the side of the sponson were A diamond pattern was created with four pieces of masking

painted on by hand. The smaller lightning bolts i tape and then blocked in with Mechrite Red. The number
represent destroyed vehicles, the larger bolts destroyed denotes the squadron.

bastions or super-heavies.
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» On the battlefields of the 41st Millennium tanks are
the lords of battle, and none can field so many as
the Imperial Guard. Tanks are war machines that
boast devastating armaments and unparalleled
protection from damage. You can find loads more
tanks for other armies at:

www.games-workshop.com
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Chimeras are al the farefront of any armoured assault, The Sentinel is a one-man all-terrain walker used for
transporting squads of Guardsmen deep into the action, reconnaissance, scouting and flanking roles.




I%l1d fitted to suit numerous battlefield situations.

The Manticore is a mobile multiple rocket launcher
“capable of firing barrages over incredible ranges.

Valkyries are twin-engine assault eraft that can be armed

The Demolisher is the ultimate line breaker, carrying the
shart-ranged bul powerful demolisher siege cannon.

Fast and deadly, the Hellhound is designed to flush out
entrenched enemy positions with its inferne canhon.

Mounting the devastating earthshaker cannon, the Basilisk
is the core of any Imperial Guard ordnance battery.

The powerhouse of the Imperial Guard, the Leman Russ is
an iron behemoth that can operate in any theatre of war,




GuardCon 2010
Date: .~ .
September 18th-19th .
Venue:
Freemans Bay Community Centre,
52 Hepburn Street, Ponsonby,
| Auckland, New Zealand.

| Details: :
GuardCon 2010 incorporates the
Fields of Blood Warhammer Fantasy
Battles tournament, an invitational
Warhammer 40,000 event and
multiple demo,games. Fields of
Blood is a2 day, 2,250 point, 6
game event, which will be one of
the first tournaments in the country
running under the Warhammet
4 Fantasy 8th edition rules. -
We invite players of all ages and
abilities to partake in New Zealand's
‘premier Warhammer event.
Cost: - .
$40
8l Contact: »
Nick lrvine, guardcon@gmail.com
Website: i
_http;’/homepages.xnet.co.nz/~nick.i
rvine/Fields_of Blood_2010.htmi

We have a great venue close to the Au kland
CB, with space for over 100 gamers, and lood
and drink for sale on site.

The aimi is for a friendly event where everyone
can enjoy a weekend playing with toy soldiers,
on our greal tables and terraim.

We will be making special efforl to encourage
newer gamers into the tournament scene, 50 if
vou've never Iried a tournament before, this is
vour chance!

Theie are lots of prizes for top spots in each
tournament, as well as spot prizes throughout
the event. All registrations by 4th September.

GuardCon is the Auckland City Guard's annual wargaming
convention. This year we have the following events:

£ Fields of Blood fantasy lournament.

* A small invitational Warhammer 40,000 tournament.
A Lord of the Rings tournament.

* Demo games + more.
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DIRECTORY

A Directory of everythmg you need to get involved in the
Games Workshop hobby community!

The Events Diary 106-109

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

Store Information 110-117

® Games Workshop Hobby Centres

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

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

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

Available to Order 118-120

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

@ High Elves and Skaven Available To Order!
This month we're celebrating the release of The Island of Blood!
With the addition of fantastic new plastic miniatures, we revisit some of the classic
models from the High Elf and Skaven ranges.
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EVENTS DIARY

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

two years ago, we've covered the

promotion of over 130 individual
tournaments of wildly different types, and sizes.
On average, there have been over 16,000
individual games of Warhammer, Warhammer
40,000, The Lord of The Rings or specialist
games played over that time...
When you think of it in that light, that's a huge
amount of games being played by keen
enthusiasts just like you. All around Australia &
New Zealand, the tournament scene is growing,
and if you've never played in a tournament, now
is probably the best time to start!

Since we started the Frontline section over

Upcoming Events

Are you a Hobby Centre, Independent
Stockist, or Club that’s running an event? If
you want to advertise it for free in the
magazine & on the web, simply drop us an
e-mail at:

mes-workshop.com.au

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

¢ st October’10 WD 373 (January 2011)

e fst November'10 WD 374 (February 2011)

» 1st December’10 WD 375 (March) 2011)
Please note all dates and details are correct
at the time of going to print but are subject
to change. Games Workshop is not
responsible for the content, timing or price
of events not organised by Games Workshop
Oz Pty Ltd.

: A GUIDE TO THE INFORMATION REQUIRED

TITLE OF EVENT (A bit obvious)
Date..............When it will take place
Venue Where the event will take place
Details A brief description of the event
Cost .......How much for entry per person
Contact . . .. .Who is the main public contact
Their email address

Their contact telephone number

The correct URL For the event
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Event Calendar September 2010

-GOLDEN DEMON-

Date: Entries open September 4th. -
Venue: Your nearest Games Workshop Hobby Centre.
Details: The Golden Demons are the most prestigious miniature painting
| competitions held in the world
' Hundreds of the best painters will enter, but only one painter will
receive the coveted Slayer Sword at each event.
' PLEASE CHECK OUT WWW.GAMES-WORKSHOP.COM FOR
CATEGORY DETAILS.
Cost: Golden Demon Model on sale. (Prices for model & ticket will be
published at a later date)

- Free entry with purchase of Golden Demon model.
- Free entry for Youngblood's & Demon Inittate Competition

Website: For more information, check out the Community & Events
ksection at www.games-workshop.com

September 18th-19th

GuardCon 2010
Date: Septmeber 18th-19th

Venue: Freemans Bay Community Centre, 52 Hepburn Street, Ponsonby,
Auckland, New Zealand.

Details: GuardCon 2010 incorpotates the Fields of Blood Warhaimmer
Fantasy Battles tournament, an invitational Warhammer 40,000 event and
multiple demo games. Fields of Blood is a 2 day, 2,250 points, 6 game
event, which will be one of the first tournaments in the country to be run
under the upcoming 8th edition rules. Inviting players of all ages and
abilities to partake in New Zealand's premier Warhammer event

Cost: $40
Contact: Nick Irvine, guardcon@gmail.com

Website:
http.//homepages xnet.co. nz/~n|ck |rv1ne/F|eIds of_Blood_2010.html

September 25th-26th

Gencon 40k
Date: Septmeber25th-26th .
Venue: Brisbane Convention and Exhibition Centre.
Details: Warhammer 40,000, 1500 points, 5 rounds.
Contact: Adam and Ben Nordberg
Email: events@alphahobbies.com.au

Website: www.alphahobbies.com.au

September 26th-27th

Outpost 6030 SKULLS Tournament
Date: September 26th-27th
Venue: John XXIII College in Mt Claremont, Perth

i
Details: Six, 2,250 point games of Warhammer Fantasy Battles. l
Prizes for sportsmanship, generalship, painting and the unluckiest player! |

|

Cost: $30-$40
Email: Adrian - outpost6030@hotmail.com

Website: www.westgamer.com !

September 11th-12th

§ Spacehead 2010 Warhammer 40,000- Planetstrike
| Date: September 11th-12th, 2010.
i

{ Venue: Harold King Community Centre, 11 Groveland Drive Westfield
’ Western Austrahia

i

i

Details: 6 Planetstrike Games, 3 as attacker 3 as defender.

. 2000 points lists, you may tield up to two lists, one as attacker the other
as detender Tiophies and prizes foi the tollowing categories

Overall Champion, Generalship, Sportsmanship, Best Army, Painting &
Best Planetstrike Battlefield

Cost: $30.

Contact: Gary Danaford on 0439945576.

Email: armadale@westgamer.com

Website: Tournament & Events Forum at westgamer.com (Thorhorsemen) |
\L ) Y ;

September 25th

Ace 40K Gaming Day
Date: Septemker 25th

Venue: Ace Comics Annerley, 18/478 Ipswich Rd, Annerley. |
Details: Warhammer 40,000, 1,750 points,3 missions, 2hr games.
Cost: $5 entry. |
Contact: Michael on (07) 3848 7362 J

Email: acecomicsgaming@gmail.com

September 26th

| WW40k "Standfast' Youngbloods 40k

Date: Septmeber 26th i

Venue: Kapooka Community Centre, Sturt Ave Kapooka, NSW, 2661 |

Details: Warhiamrer 40,000. 1,000 Point Youngbloods (15 and under) - ‘
H
H

: Rules Pack available from WW40k. For accommodation advice for
gamers travelling to Wagga please contact WW40k.

Cost: $10 per person. Registration is a must - 20 Places available
Contact: Ty Casey 0435809167
Email: ww40k@hotmail.com

Website: www.ww40k.com

\. J

EVERY WEEKEND IN SEPTEMBER

1 Weekend Hobby Workshops
| Date: Every weekend in September.
Venue: Games Workshop, Miranda Hobby Centre

If you would like to know more about collecting, gaming and painting
and are new to the Hobby, then today is the perfect day for you to come
in!

Qur staff are expetienced hobbyists and are more than happy to help you
out!

Bring: Your models if you have already started, if not, then bring a friend
or two to find out more about the Games Workshop Hobby.

If you've never painted a model before, we'll give you one for free!
Time: 10am to 4pm Saturdays and Sundays
tContact: Franz Schrammel (Hobby Centre Manager) (02) 9526 1966

Event information correct at time of going to press. Games Workshop is not responsible for independent events not run by Games Workshop.
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October 2010
October 17th

Orctober " WW40k Spring Painting Competition Comics Compulsion Conquest
! Date: October 2nd-3rd 2010, ' | Date: October17th, 2010. Date: October 23rd-24th, 2010. |
Venue: Mt Maunganui Cricket | . | “Venue: Kapooka Community Centre, Sturt Ave Venue: St Albans Shirley Working Mens Club, 269 |
& Hockey Society Clubrooms, “Kapooka, NSW, 2661 Hills Road Chch. |
;At rl\Aa:nganw, Tauranga, New Details: Details: |
g Ef" - Catagories and Rule Packs available from W40k - 1,750 points Warhammer 40,000,
Details: Registration is a must - 40 Places available 195 T
-1,9 er.
2250pt Warhammer Fantasy Cost: $3 per person then $2 per catagory. You may pom. e i
tournament. only enter once in each category. - The Lord of The Rings 500pts, One Army. i
5 games over two days ! !
‘ E B Z Previous WW40k Painting Competition winners - 1500 points War of the Ring i
| Sos:: $B0 )(Entnes close 17 and Golden Demon Winners may only enter in the - EPIC tbd.
eptember
c ptact A Masterclass category. Cost: $25 (Includes FREE T-Shirt).
ontact: Chris Cool .
. ] Contact: Ty Casey 0435809167 Contact: Tim Driver or John Davis at Comics |
Email: ccook72@gmail.com Email: ww40k@hotmail.com Compulsion (03)379 7866.
Website: www.t3gc.org.nz kWebsite: www.ww40k.com Email: Email comics@xtra .co.nz
\ PP . S
October 24th October 30th
Critical Mass Games Workshop Camberwell’s 1st Birthday!
| Date: October 24th, 2010. Date: October 30th.
Venue: Tabletop Gamers Association, Central Higgins Patk Tennis Club, Venue: Games Workshop Camberwell,
East Victoria Park, Perth, Western Australia. 752 Burke Road, Camberwell, VIC. )
Details: Warhammer 40,000 1,500 point tournament, Details: ) s !
Four games over one day. Players pack available from the TGA forum at Camberwell has been open for a whole year and we here at Games

www.westgamer.com Workshop are always looking for a reason to hold a party!

Cost: $20. Some discounts apply So we will be celebrating the Viciotian Battle Bunkers mile stone in true
Games Wotkshop tashion with lots of crazy games, painting
competitions, plenty of prizes and lots of general craziness and oh yes
there will be cake!!!!

Contact: Cameron Sheridan 0424 167 820,
Adam Jones 0404 949 289

Email: tgaperth@live.com.au So come along with your armies and a few friends and make this a |
Website: www.westgamer.com birthday to remember!

Y, The Rattle Bunker party starts at 10am and wraps up at 5:30pm

Hobbyists of all ages and experience welcome

October 30th-31st G Tt s
Stouthammer 40k w;ll)(s:}t‘z:pi};erﬁizut ‘Community & Events’ at www.games-
Date: October 30th-31st 2010. v
| Venue: Good Games Canberra, Conder ACT.

' Details: Warhammer 40,000. 1,750pts, 5 Games, §
| Cost: $40
Contact: Kathy Williams on 0448 557 885. Hemsii=
Email: Vanilla_Dice@hotmail com

| Website: www.mandollies.net

\:;.__‘7_”" e —— T T AL s 4

|
|

October 30th-31st

Northern Alliance Cost: $35/person or $60/team. !
| Date: October 30th-3 st 2010 Contact: Scott Fergusson
| - P i/ 0211341878 or Andrew Field

enue: Onerahi /community 02102411046

| Hall, Church Road, Onerahi, . |
l Whangarei, New Zealand. Email: the_skux@hotmail.com or i

‘ Details: andyfish@ihug.co.nz

Warhammer 40,000 Doubles Website: :
| Tournament. http://wargameswhangarei wikisp |

2500 points played over 2 days. aces.com/

ST

Event information correct at time of going to press. Games Workshop is not responsible for independent events not run by Games Workshop.
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November 2010

-

MADGROT 2010 <
Date: November 6th-7th,2010 .
Venue: Masonic Hall, Wood $t, Mackay 4740.

Details:

Warhammer 40,000: 2000pts,
3 Games on Saturday,

2 Games on Sunday

Prizes and Trophies
Cost: $35 per Player.

Contact: Damon Counsell,
The Games Room, Mackay

(07)49578055
Email: damon@games-room.com.au
N —

November 7th

Mithril Kingdoms
Date: November 7th, 2010,
Venue: Tabletop Gamets Association - Central

Higgins Park Tennis Club
East Victoria Park, Perth, Western Australia,

Details:
War of the Ring 1,250 point tournament. Four games over one dav.
Players pack available from the TGA forum at www.westgamet.com

Cost: $20. Some discounts apply.

Contact: Cameror: Sheridan on 0424 167 820 or
Adam Jones on 0404 949 289

Email: tgaperth@live.com.au

Website: www.westgamer.com

L . /

November 6th-7th

WW40k "Wagga Warbosses Big Bash" Veterans 40k |
Date: November 6th-7th, 2010 f
Venue: Kapooka Community Centre, Sturt Ave Kapooka NSW, 2661

Details:
1750 Point Veterans (16 and over) - Rules Pack available from Ww40k,

For accommodatior: advice for gamers travelling to Wagga please contact
WWwW40k

Cost: $25 per person i
Contact: Ty Casey 0435809167
Email: ww40k3hotmatl.com

Website: www.ww40k.com

| S

November 27th-28th

Irresistible Force Warhammer Fantasy Masters &

Irresistible Force MiniMe Warhammer
Fantasy Tournament
Date: November 27th-28th, 2010
Venue: Castle Hill High Scheol,
Castle Hill (Sydney) NSW

Details:
2250 points, 6 Games, Prizes include, 1st 2nd 3td, Overall, Best Painted,
Best Sports, Best Army, Generals for all Armies

Cost: $55.
Tickets can be purchased at www.rankingshq.com
Capped at 100 players only!

Contact: Gavin Clarke on (07) 3458 4324

Email: gavin.clarke@irresistibleforce.com.au

p

November 21st

Battle In The Vines: Fantasy 2010
Date: Sunday, November 21st, 2010.
Venue: Cessnock Rugby League Supporters Club

Details:
- 4 games 1,500 points Warhammer Fantasy Battles,
siandard pitched battle

Cost: $20.
: Contact: Jan Cherie on 02 4938 7674
Email: j.nc7csg@bigpond.net.au

Website: Follow the BiV forum on
www.wargamelau.com/forums

November 26th, 27th, 28th

ADF Gamers Championship 2010
Date: November 26th, 27th, 28th, 2010.
Venue: Wally Thorapson OAM Club, Blamey Barracks Kapooka, MSW.

Details;

2000 Point Warhammer 40,000 (ADF and AP5 members only)
Rules Pack available trom WW40k. For accommodation advice for
gamers travelling to Wagga please contact WW40k.

Cost: $25 per person.
Contact: Ty Casey 0435 809 167.
Email: ww40k@hotmail.com

Website: www.ww40k.com
. S

RUMOUR MILL: EVENTS BEYOND NOVEMBER 2010

DECEMBER
® Geelong Heresy
December 4th-5th.
2011

FEBRUARY

e BattleCry 2011:
February19th-20th
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OPENING TIMES

Mon-Fri: 9am - 5:30pm
Saturday: 9am - 5pm
Sunday: 10am - 5pm

Except for:

e Stores in shopping
centres still open and
close according to

‘ shopping centre

i times.

Some stores are not
open every day.
Please ring the
relevant store for
details.

For more information
about local store
opening times and
locations, use the
online storefinder or
give them a call!
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GAMES wm&rsm? Hobhy Centres

Hobby Centres are Games Workshop’s own retail outlets. Each store provides gaming and

painting facilities and is staffed by expert hobbyists! Hobby Centres are marked in red in
the store listings.

FULL RANGE OF PRODUCTS

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

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.

BEGINNER WEEKENDS

Every Weekend all Games Workshop Hobby
Centre’s run hobby workshops designed for
beginner hobbyists. This involves participating
in activities designed to develop your skills in
painting and gaming. If you wish to participate

in this activity, contact your local hobby
centre and let the professionals help you out!

¢ BUNKER STORES
Like regular Hobby Centres, Bunker Stores
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.

QLD: MT Gravatt
NSW: Parramatta, Sydney City
VIC: Camberwell

ONLINE STORE FINDER

THE ONLINE STORE FINDER IS A SIMPLE TO
USE TOOL FOR LOCATING GAMES
WORKSHOP HOBBY CENTRES AND
INDEPENDENT STOCKISTS OF GAMES
WORKSHOP PRODUCT ANYWHERE IN
AUSTRALIA AND NEW ZEALAND.

FOR HELP LOCATING A STORE IN YOUR
AREA VISIT:

Www.games-workshop.com.au/storefinder
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STORE LISTING

Rtember 2010

CAPITAL TERRITORY

GAMES WORKSHOP HOBBY CENTRES
AMOBESHOP TUCUERANONG:
L2t 8, 306 Anketell Stect Tosgrarng Square
{02) 6393 23R8~

GAMES WORKEHOP WO
Shoj LG6HC Wostficld Stppingtov
Keltie Sret
\12) 6232,5231%

INDEPENDENT STOCKISTS
GOOD GAMES

UNIT 1-2, 15 SIDNEY NOLAN STREET
CONDER, 2906

(02) 6294 7770

MIND GAMES

38 GAREMA PLACE
CCANBERRA CITY, 2600
(02)6248 7722

TOYWORLD

5 BARRIER STREET
FYSHWICK, 2609
(02)6280 7150

GAMES WORKSHOP HOBBY CENTRES
3 WORBKEHDY BANESTIWN:

, Centro Bankse vn

Dankstow o She 3 Canire

(02) 2730 414

Do 50

Shurg @ Custl Tou
Castl. Steai
192} 9599 8188~

Cog Crees Strect & Pack Bad

()2) 9585 BG40
S5 UV
Shojingtam
102) $734 30307
GAMES WORKSHOP MUSCAKTHUR, SOUIARE

Shop LOT €025 Macarthur Sy
('llv:b*lu Drive
2) 5673 4538

Shap 10, 155157
2) 9929 2650°

Shap 2+ (Cor Horood I & Mucquarie S
222 Church

{02) 9659 1.

AES WURKBHIOP pVINEY CITn
22 Claranec Stret
{02) 9267 w026*

: DURMIOY WOLLOMWOONG:
Shop 2 (%3lobe Lati)

231 Crown Strict

{02) 4225 806+

INDEPENDENT STOGKISTS- SYDNEY AREA
BLACKTOWN: UNLIMITED HOBBIES
UNIT 2,94 KILDARE ROAD

BLACKTOWN, 2148

(02)8814 8700

BONDI JUNCTION: B. AMUSED

SHOP 12 WAVERLEY ST MALL, 237-239 OXFORD ST
BONDI JUNCTION, 2022

{02)9386 5399

BROOKVALE: GAMES PARADISE
SHOP 520, WARRINGAH MALL
BROOKVALE, 2100

(02)9939 4100

BROOKVALE: HOBBY HEROES ({\i3v)

549 PIFTWATER ROAD
BROOKVALE, 2100
(02)9907 3933

BURWOOD: GOOD GAMES

SUITE 2, LEVEL 1, 195A BURWOOD ROAD
BURWOOD, 2134

(02)9715 3229

EPPING: BATTLECRAFT GAMES
76 BEECROFT ROAD,

EPPING, 2121

(02)9876 8099

MARSFIELD; GAMES EMPIRE
SHOP 6/1 TRAFALGAR PLACE
MARSFIELD, 2122

(02)9876 8988

MORRISSET: THE HOBBY SHED
31 GATEWAY BOULEVARDE
MARSFIELD, 2122

(02)4973 6990

NEWTOWN: MODERN TIMES BOOKSHOP
199A-201 KING ST

NEWTOWN, 2042

(02)9519 6191

PARRAMATTA: INFINITAS (i
SHOP 22 CIVIC ARCADE, 48-50 GEORGE STREET
PARRAMATTA, 2150

(02)9633 5682

PENRITH: MEGA GAMES TRADER
388 HIGH STREET

PENRITH, 2750

(02)4722 9975

PENRITH: TIN SOLDIER
SHOP 1, 488 HIGH STREET
PENRITH, 2750

(02)4731 4623"

RICHMOND: TOY BARN
6 WESTMARKET ST
RICHMOND, 2753

(02)4578 1264

RHODES: HOBBYCO

SHOP 60 IKEA LEVEL, RHODES WATERSIDE SHOPPING
CENTRE, 1 RIDER BOULEVARDE

RHODES

(02)8765 1165

ROSEBAY: RED ROCKET TOY STORE
674 NEW SOUTH HEAD RD

ROSEBAY, 2029

(02)9388 3144

SYDNEY: GAMES PARADISE
343 - 357 PITT ST

SYDNEY, 2000

(02)9267 2069

SYDNEY: GOOD GAMES
LEVEL 1, 857 GEORGE ST
SYDNEY, 2000

02)9281 1760

SYDNEY: HOBBYCO

SHOP 50/53 LEVEL 2 QUEEN VICTORIA BUILDING, 429-
481 GEORGE

SYDNEY, 2000

(02)9264 4877

SYDNEY: TIN SOLDIER
BASEMENT LVL 40 YORK STREET
SYDNEY, 2000

(02)9279 2668

SYDNEY: MOVIE MODELS

& MILITARY MINIATURES

SHOP 2, CHAMBERS ARCADE, 370 PITT 5T
SYDNEY, 2000

(02)9267 3833

WETHERILL PARK: SEROPECO PTY LTD
UNIT 10/369 VICTORIA STREET

'WETHERILL PARK, 2164

(02)9757 3222

ALBURY: MIND GAMES
538 DAVID STREET

ALBURY, 2640

(02)6041 2448

ARMIDALE: NEW ENGLAND HOBBIES
211 BEARDY ST

ARMIDALE, 2350

{02)6772 0194

BALLINA: TOYS AND GAMES
53 RIVER STREET

BALLINA, 2478

(02)6686 2114

BATEMANS BAY: TOYWORLD
30A ORIENT ST

BATEMANS BAY, 2536

(02)4472 5673

BATHURST: GAMES AND PUZZLES
SHOP 19, 210 HOWICK ST

BATHURST, 2795

(02)6331 5000

BOWRAL: TOYWORLD
SHOP 2, 320 BONG BONG ROAD
BOWRAL, 2576

(02)4861 2038

CHARLESTOWN: THE GAMES SHOP
SHOP 204, CHARLESTOWN SQ
CHARLESTOWN, 2290

{02)4947 8848

COFFS HARBOUR: LITTLE EINSTEIN
SHOP 74 CITY CENTRE SQUARE

COFFS HARBOUR, 2450

02)6651 7777

CONDONG: SCRAP DRAGON
(02)6672 8211

COWRA: TOYWORLD
SHOP 3, 18-30 MACQUARIE ST
COWRA, 2794

02)6342 1407

DUBBO: UNCLE PETE'S TOYS
CNR MACQUARIE & ERSKINE STREETS
DUBBO, 2830

(02)6884 0722

ERINA: CASEY'S TOYWORLD
24 KARALTA ROAD

ERINA, 2250

02)4365 1131

GOSFORD: GOOD GAMES
135 MANN STREET

GOSFORD, 2250

(02)9828 1760

GOSFORD: GOSFORD HOBBIES
SHOP 3/4 BROOKS AVENUE
WYOMING, 2250

{02)4329 2066

GOULBURN: TOYWORLD
206 AUBURN STREET
GOULBURN, 2580

(02)4821 2333

LISMORE: ARMAGEDDON GAMES
79 MAGELLAN ST

LISMORE, 2480

{02)6621 5432

LITHGOW: SIMDRA PET & HOBBY MART
99 MAIN ST

LITHGOW, 2790

(02)6352 4422

MERIMBULA: TOYWORLD
9 MARKET STREET

MERIMBULA, 2548

(02)6495 1967

MUSWELLBROOK: GHQ COMPUTERS & GAMES
SHOP 3, MUSWELLBROOK MARKETPLACE,

22 SOWERBY STREET

MUSWELLBROOK, 2333

(02)6541 0606

NELSON BAY: H P HOBBIES
SHOP 20/23 STOCKTON STREET
NELSON BAY, 2315

(02)4984 4776

NOWRA: HIGH PERFORMANCE DIE CAST
MODELS M
1/90 KINGHORNE STREET
NOWRA, 2541
(02)4422 5331

NOWRA: UNCLE PETE'S TOYS
77 JUNCTION STREET

NOWRA, 2541

(02)4422 9911

ORANGE: ORANGE HOBBY & BABY
KINGDOM

239 SUMMER STREET

ORANGE, 2800

(02)6362 0331

PORT MACQUARIE: TOYWORLD
SHOP 8, SHORES RETAIL CENTRE

PORT MACQUARIE, 2444

02)6584 0322

TAMWORTH: WOOPI DOO VARIETY
372 PEEL ST

TAMWORTH, 2340

(02)6766 7779

TAREE: MAL'S TOY SHOP
66 CHATHAM AVE

TAREE, 2430

(026551 3613

TWEED HEADS: TOYWORLD
34-36 MINJUNGBAL DR

TWEED HEADS, 2486

(07)5524 5090

Store information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.

b HOBRY (ENTRE

cotid ele,’bhone number

(%) Indicates Thursday night Gaming;

{®) Indicates Friday’ night Gaming.

LOCATION, & Name of Trade stockist

contact telophone sumber

*To be sure they have what you want in stock, we
recommend calling the store first.

VINCENTIA: TOYWORLD
1 BURTON STREET
VINCENTIA, 2540

(02)4441 5181

WAGGA WAGGA: LOGICAL CHOICE
199A BAYLIS ST

WAGGA WAGGA, 2650

02)6921 9800

WALLSEND: WORLDS END MILITARY
DISPOSAL

79 COWPER ST

WALLSEND, 2287

(02)4951 5725

WARRIEWOOD: TREASURE ISLAND TOYS
SHOP 27, WARRIEWOOD CENTRO SHOPPING CENTRE
WARRIEWOOD, 2102

029970 7199

WOLLONGONG: GOOD GAMES
290 CROWN STREET

WOLLONGONG, 2500

(02)4243 1069

GAMES WORKSHOP HOBBY CENTRES
GANES P CAME

BENTLEIGH: MILSIMS
311 CENTRE ROAD
BENTLEIGH, 3204
(03)9576 5851

BRIGHTON: MIND GAMES
141 CHURCH STREET
BRIGHTON, 3186

03)9593 3311

CROYDON: HAYNES GAMES
SHOP 9 HEWMART ARC 3-5 HEWISH RD
CROYDON, 3136

03)9723 2293

CROYDON: REALM OF LEGENDS
1 HARRY LACEY LANE

CROYDON, 3136

03)8215 9344

DANDENONG: GOOD GAMES (<i4V;
SHOP 6, 106 FOSTER STREET

DANDENONG, 3175

(03) 8774 7998

FRANKSTON: GAMES WORLD
SHOP G3 BAYSIDE TOWN CENTRE
FRANKSTON, 3199

(03)9783 a500

FRANKSTON: GAMES BY THE BEACH
9 OLSEN STREET

FRANKSTON, 3199

(03)9781 0579

HAWTHORN: MIND GAMES
760 GLENFERRIE RD

HAWTHORN, 3122

(03)9818 8593

MALVERN: MIND GAMES
275 GLENFERRIE RD
MALVERN, 3144

(03)9509 3174

MELBOURNE: GOOD GAMES
LEVEL 1, 365 LONSDALE STREET
MELBOURNE, 3000

(03)9670 0102
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contact telephone uumber
+® Indicates Thursday night Gaming.
(®; Indicates Friday night Garning.

LOCATION, & Name of Trade
stackist
contact telephone number

* To be sure they have what you want in stock, we
recommend calling the store first.

MELBOURNE: MIND GAMES
244 SWANSTON ST

MELBOURNE, 3000

(03)9663 4603

NORTHCOTE: THE BATTLE BUNKER ¢
388 HIGH STREET

NORTHCOTE, 3070

(03)9489 6939

WARRAGUL: DREAMS AND DISCOVERIES {1547}
SHOP 4, 12 NAPIER ST

WARRAGUL, 3820

{03)5622 1447

WERRIBE: CORNER OF THE ATTIC
12 BARNES PLACE

WERRIBE, 3030

©3)9749 7799

VICTORIA - REGIONAL

BALLARAT: GOOD GAMES

1 LYDIARD STREET SOUTH, ENTRANCE FROM STURT ST
BALLARAT, 3350

(03)5338 8806

BEEAC: BEEAC BRIC - A - BRAC
51 MAIN STREET

BEEAC, 3251

(03)5234 6588

BENALLA: TOYWORLD
35 BRIDGE STREET
BENALLA, 3672

(03)5762 2272

BENDIGO: GAMES WORLD
35 MITCHELL STREET

BENDIGO, 3550

(03)5442 9909

ECHUCA: TOY KINGDOM
141 HARE STREET

ECHUCA, 3564

(03)5482 2172

GEELONG: MIND GAMES
167 RYRIE STREET

GEELONG, 3220

(03)5222 2133

HORSHAM: HOBBY ‘N TRONIX
9 FIREBRACE STREET

HORSHAM, 3400

(03)5382 2319

MELTON: ROFL CAFE
SUITE 8/3, ALEXANDRA STREET
MELTON, 3337

(03)9971 5151

MILDURA: TOYWORLD

LIME PLAZA, CNR EIGHT STREET & LIME AVE
MILDURA, 3500

(03)5023 4494

SALE: EPIC HOBBIES
10 MARK AVENUE

SALE, 3850

(03)5144 7333

SWAN HILL: TOYWORLD
194-196 CAMPBELL ST

SWAN HILL, 3585

(03)5032 1508

TRARALGON: GAMES & MORE
61 SEYMOUR STREET

TRARALGON, 3844

(03)5176 5033

WANGARATTA: TOYWORLD

SHOP 3 PARFITT PLAZA, 14-24 PARFITT ROAD
WANGARATTA, 3677

(03)5722 9117

WAURN PONDS: MIND GAMES
WAURN PONDS SHOPPING CENTRE, PIONEER ROAD
'WAURN PONDS, 3216

(03)5243 3200

'WARRNAMBOOL: TOYWORLD
SHOP 1, OZONE CAR PARK
WARRNAMBOOL, 3260

(03)5562 7362

'WARRNAMBOOL: DE GRANDI'S SPORTSGOODS
178-182 TIMOR STREET

WARRNAMBOOL, 3280

(03)5562 2325

NORTHERN TERRITORY

INBEPENBENT STOCKISTS

ALICE SPRINGS: TOYWORLD
1 GREGORY TERRACE

ALICE SPRINGS, 0870

(08)8952 3949

CASUARINA: COMICS NT

SHOP 3 CASUARINA PLAZA, 258 TROWER RD
CASUARINA, 0810

(08)8945 5655

112 WHITE DWARF DIRECTORY

WESTERN AUSTRALIA

GAMES WORKSHOP HOBBY CENTRES
(m'\ﬂ: WORRSHOP MORIEY.

o0 2,138 Cenlrn Go!
f) 5 Coller Rl
(07) 3375 6294

L6 WORKSHOE PL
Swp 41 Carilh-an City

207 Muszay S

i) F22 32

IRDEPENBENT STOCMISTS- AREATER PERTH ARER
ARMADALE: GAMES WORLD

SHOP 2 65 ARMADALE SHOPPING, JULL STREET
ARMADALE, 6112

(08)9399 7777

ARMADALE: TOYWORLD
4/40 FOURTH ROAD
ARMADALE, 6112

(08)9399 7080

BOORAGOON: GAMES WORLD
SHOP 95, GARDEN CITY SHOP. CTR
BOORAGOON, 6154

(08)9316 0330

CANNINGTON: GAMES WORLD
SHOP 17, CAROSEL SHOPPING CENTRE
CANNINGTON, 6107

(08)9358 2355

CLAREMONY: GAMES WORLD
LEVEL 2, 225 CLAREMONT QUARTER
CLAREMONT, 6010

(08)9384 8004

JOONDALUP: LAKESIDE CARDS, GIFTS & GAMES
SHOP 40 LAKESIDE SHOPPING CENTRE, 420 JOONDALUP
AVENUE

JOONDALUP, 6027

(08)9300 0272

JOONDALUP: THE GAMES & HOBBY SHOP
SHOP T19 LAKESIDE SHOPPING CENT,

420 JOONDALUP AVE

JOONDALUP, 6027

(08)9300 0208

KARRINYUP: GAMES WORLD

SHOP F102, KARRINYUP SHOPPING CENTRE
KARRINYUP, 6023

08)9244 1159

MANDURAH: GAMES WORLD

SHOP 70, 330 PINJARRA ROAD, MANDURAH FORUM
SHOPPING CENTRE

MANDURAH, 6210

(08)9355 3526

MIDLAND: GAMES WORLD

SHOP T096 MIDLAND GATE SHOPPING CENTRE
MIDLAND, 6065

(08)9374 0888

MY LAWLEY: STANBRIDGES HOBBIES
23 RAILWAY PARADE

MT LAWLEY, 6050

08)9271 8929

PERTH: TACTICS
LONDON COURT BASEMENT,
ST GEORGES TERRACE END
PERTH, 6000

(08)9325 7081

WHITFORDS: GAMES WORLD

SHOP 249, WHITFORD CITY SHOPPING CENTRE,
MARMION AVENUE

WHITFORDS, 6025

(08)9403 6622

ALBANY: ETHERAL REALMZ
2 LOCKYER AVENUE
ALBANY,6330

(089842 1981

BUNBURRY: ENCHANTED WOODS OF EVERMEET
SHOP 7/33 CLIFTON STREET

BUNBURY, 6230

(08)9791 6112

BUSSELTON: SOUTHWEST HOBBIES AND
GAMES

106 QUEEN STREET

BUSSELTON, 6280

(08)9751 3900

ESPERANCE: GAMES WORLD
SHOP 4, 75-79 DEMPSTER STREET
ESPERANCE, 6450

(08)9071 6111

GERALDTON: LORD OF THE THINGS
51 MARINE TERRACE

GERALDTON, 6530

(08)9964 9848

KALGOORLIE: HOBBYWORLD
116 BROOKMAN STREET
KALGOORLIE, 6430

©08)9021 2041

ROCKINGHAM: GAMES WORLD

SHOP 112 ROCKINGHAM SHOP CTR, COUNCIL AVE
ROCKINGHAM, 6168

(08)9592 5442

WAIKIKI: GREAT WESTERN TRAINS
SHOP 15-16, WAIKIKI VILLAGE SC READ STREET
WAIKIKI, 6169

(08)9528 2219

GAMES YYORKSHOP HOBBY CENTRES
GAMES W ")l{hr o nRHH’\I\

ANNERLEY: ACE COMICS AND GAMES
SHOP 18, 478 IPSWICH ROAD

ANNERLEY, 4000

(07)3848 7362

BEENLEIGH: DAFT CRAFTS & MAD MODELS
16/69 GEORGE STREET PO BOX 810

BEENLEIGH,

(07)3807 3001

BRISBANE: ACE COMICS AND GAMES
LEVEL 2, 121 - 123 QUEEN STREET

BRISBANE, 4000

07)3210 0939

CAPALABA: TOYWORLD
SHOP 3, 123 REDLAND BAY RD
CAPALABA, 4157

(07)3245 6099

CLONTARF: RED RACER HOBBIES
UNIT 7/23 HUNTINGTON STREET
CLONTARF, 4019

(07)3284 4888

IPSWICH: UNDERWORLD GAMES
201 BRISBANE ST

IPSWICH, 4305

(07)3812 0298

MOUNT GRAVATT: HOBBY ONE
SHOP 3 GREENMEADOW CRES, 489 CREEK RD
MOUNT GRAVATT, 4122

(07)3343 8655

ROTHWELL: TOYWORLD

SHOP T4.04 - THE ZONE, 757 DECEPTION BAY ROAD
ROTHWELL, 4022

(07)3204 1488

SHAILER PARK: IRRESISTIBLE FORCE
SHOP A, 147 BRYANT ROAD

SHAILER PARK, 4128

(07) 3458 4324

BROADBEACH: GAMEATRON
THE QASIS SHOPPING CENTRE
BROADBEACH, 4218

(07)5538 1711

BUNDABERG: BUNDY MINIATURES & GAMES
36 QUAY STREET

BUNDABERG, 4670

07)4151 5236

CAIRNS: TOYWORLD CAIRNS
556-560 MULGRAVE ROAD

WOREE, 4868

(07)4054 2212

EMERALD: MCKENDRY'S NEWSAGENCY &
BOOKSHOP

79 CLERMONT ST

EMERALD, 4720

(07)4982 1866

GLADSTONE: TOYWORLD

SHOP 158, THE NIGHTOWL SHOP CENTRE, CNR PARK
STREET & DAWSON ROAD

GLADSTONE, 4680

07)4972 4405

GYMPIE: MERLINS MANTLE
193 BRISBANE ROAD

GYMPIE, 4570

(07)5483 7421

KINGAROY: OPTIONS GIFTS
AND TOBACCO STAT

183 KINGAROY STREET
KINGAROY, 4610

07)4162 3014

MACKAY: GAMES ROOM
139 VICTORIA ST

MACKAY, 4740

(07)4957 8053

MARYBOROUGH: FRASER COAST
COLLECTABLES

175 LENNOX STREET

MARYBOROUGH, 4650

(07)4121 7244

MOUNT ISA: MATHEW BI-RITE
26 MILES STREET

MOUNT I5A, 4825

(07)4749 2255

NORTH LAKES: GAMES WORLD
WESTFIELD SHOPPINGTOWN,

SHOP 1110 / 1 NORTH LAKES DRIVE
NORTH LAKES, 4509

(07)3482 3271

NORTH ROCKHAMPTON: TOYWORLD
341 YAMBA RD

NORTH ROCKHAMPTON, 4701

(07)4926 8226

PIALBA: MIND GAMES HERVEY BAY
SHOP 6, CENTRO, 6 CENTRAL AVENUE
PIALBA, 4655

(07)4194 0141

ROBINA: PUZZLING PTY LTD NI}

LEVEL 2 ROBINA TOWN CENTRE, ROBINA TOWN CENTRE
DRIVE

ROBINA, 4226

(07)5593 3055

ROCKHAMPTON: CAPRICORN MODELHOUSE
57 EAST STREET

ROCKHAMPTON, 4700

(07)4922 1507

SOUTHPORT: TOYWORLD

AUSTRALIA FAIR SHOPPING CENTRE, SCARBOROUGH ST.
SOUTHPORT,

(07)5591 6255

TOOWOOMBA: BATTLESTATION
103 RUSSELL ST.

TOOWOOMBA, 4350

©7)4639 1999

TOWNSVILLE: COMICS HAVEN
157 CHARTERS TOWERS RD, HERMIT PK
TOWNSVILLE, 4812

(©07)4779 2408

TOWNSVILLE: FORTRESS GAMES (V3¢
CNR ROSS RIVER ROAD & ANNE STREET
AITKENVALE, 4814

(07)4725 4661

TOWNSVILLE: TOYWORLD TOWNSVILLE
216-230 WOOLCOCK STREET

CURRAJONG, 4812

(07)4728 8895

YEPPOON: CAPRICORN COAST SPORT AND
HOBBY CENTRE

SHOP 42 KEPPEL BAY PLAZA JAMES STREET

YEPPOON, 4703

(07)4939 2463

W

%]

“TASMANIA

BURNIE: STEVE CHARLES ELECTRONICS
4 ALEXANDER ST

BURNIE, 7320

(03)6432 2644

HOBART: AREA 52
90 LIVERPOOL ST
HOBART, 7000
(03)6231 0271

LATROBE: MERSEY MODELS®
84 GILBERT STREET

LATROBE, 7307

(03)6426 3113

LAUNCESTON: BIRCHALLS
118 - 120 BRISBANE STREET
LAUNCESTON, 7250

03)6331 3011

LAUNCESTON: TIGER MODELS & HOBBIES
124 5T JOHN STREET

LAUNCESTON, 7250
(03)6334 5754

SOUTH AUSTRALIA

GAMES WORKSHOP HOBBY CENTRES

INDEPENBENT STOCKISTS- GREATER ABELRIDE AREA

ADELAIDE: INFINITY GAMES (Mt
92 CORRIE STREET

ADELAIDE, 5000

(08)8410 2404

CHRISTIES BEACH: GAMERS GUILD
SHOP 2, NO 33 BEACH ROAD

CHRISTIES BEACH, 5165

(08)8326 8809

HINDMARSH: MILITARY HOBBIES
300 PORT ROAD

HINDMARSH, 5007

SUNDAY (08)8346 1312

SOUTH RUSTRALIA -nesonn

KADINA: PENINSULA TOYWORLD
29 GRAVES STREET

KADINA, 5554

(088821 2662

Store information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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LAURA: COUNTRY ELECTRICAL &
NEWSAGENCY

31-35 HERBERT STREET

LAURA, 5480

(08)8663 2564

MILLICENT: TOY KINGDOM
DAVENPORT ST, MILLICENT, 5280
(08)8733 3500

MT GAMBIER: TOY STAMPEDE
30 COMMERCIAL STREET WEST,

MT GAMBIER, 5290

(08)8725 4264

MURRAY BRIDGE: TOYWORLD
29 BRIDGE STREET, MURRAY BRIDGE, 5253
(08)8532 1111

PORT AUGUSTA: TOYWORLD
92 COMMERCIAL ROAD

PORT AUGUSTA, 5700

(08)8642 3277

PORT LINCOLN: TOYWORLD (4}
16 PORTER STREET

PORT LINCOLN, 5606

(08)8682 4450

RENMARK: DICE AND DECK
SHOP 2, 138 FIFTEENTH STREET
RENMARK, 5341

(08)8586 4538

VICTOR HARBOUR: TOYWORLD
SHOP 3 & 4, 66 VICTORIA STREET
VICTOR HARBOUR, 5211

(08)8552 1282

NEW ZEALAND NORTH ISLAND

GAMES WORKSHOP HOBBY CENTRES
CAMES WO OP LOWER HUTT:

REE 2 OH

INDEPENDENT STOCKISTS- GRERTER AUCKLAND ABER
AUCKLAND: VAGABONDS GAMES

SKYCITY METRO, 291-297 QUEEN STREET

AUCKLAND,

(09)303 2750

TAKAPUNA: VAGABONDS GAMES
SHOP 6, 62-78 HURSTMERE ROAD
TAKAPUNA,

(09)4892750

INDEPENDENT STOCKISTS- GREATER WELLINGTON ARER

JOHNSONVILLE: TOYWORLD
16 BRODERICK RD, JOHNSONVILLE
©4)477 3115 .

PARAPARAUMU: TOYWORLD
COASTLANDS SHOPPINGTOWN
PARAPARAUMU

. (04)298 7161

PORIRUA: TOYWORLD
7 COBHAM COURT, PORIRUA
(04)237 6958

UPPER HUTT: ] & N GIFTS AND TOYS
106 MAIN ST, UPPER HUTT
(04)528 3456

WELLINGTON: WARGAMES SUPPLY
SHOP 38 DOWNSTAIRS BNZ CENTRE,

1 WILLIS STREET, WELLINGTON

(04)473 7350

NORTH ISLAND - REGHONAL
HAMILTON: MARK ONE

551 VICTORIA STREET, HAMILTON, 3204
(07)839 3728

HAMILTON: VAGABONDS GAMES

65 BRYCE STREEF GROUND FLOOR, BEATTIE RICKMAN
BUILDING, HAMILTON

(07)834 3041

TAURANGA: BATTLEZONE LTD
77 GIRVEN ROAD

MT MAUNGANUL , 3116

(07)574 9405

NEW PLYMOUTH: TOYWORLD
467 DEVON STREET EAST

NEW PLYMOUTH, 4312

(06)757 5912

PALMERSTON NORTH: HEROES FOR SALE
35 KING STREET

PALMERSTON NORTH, 4410

(06)356 6779

PALMERSTON NORTH: MR MODELS
256 CUBA STREET

PALMERSTON NORTH, 4410

(06)355 5515

ROTORUA: THE OILY RAG MODEL SUPPLIES
1306 AMOHIA STREET

ROTORUA

(07)347 0379

ROTORUA: MARTINS TOYWORLD
1206 ERUERA STREET

ROTORUA

(07)348 2448

CAMES

WORKSHOP

¢ In Your Local Area

* Most Popular Boxes and Hobby Supplies

e Official Seller

With over 200 locations Australia and New
Zealand, 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

TAUPO: TOY CHEST
28 HOROMATANG! STREET
TAUPOQ, 2730

(07)377 3385

TAURANGA: THE GATEWAY CYBER CAFE LTD
50 DEVONPORT ROAD, BETWEEN DYMOCKS & TRADE AID
TAURANGA

(07)571 1112

WANGANUI: BOOKS AND TOYS
126 DUNCAN STREET

WANGANUI EAST, 4500

(06343 2172

'WARKWORTH: REDZEED GAMING FANATICS
LIMITED (MEWY)

5 GREAT NORTH ROAD

'WARKWORTH, 0910

09)422 3410

WHANGARE!: ONE STOP MODELS & HOBBIES
10 JOHN STREET

'WHANGARE

(09)438 8778

NEW ZEALAND SOUTH ISLAND
INDEFENJENT STOCKISTS- GREATER CHRISTCIWRCH ARER

CHRISTCHURCH: COMICS COMPULSION
181 MANCHESTER ST

CHRISTCHURCH

(03)379 7866

MARSHLAND: TOYWORLD
HOMEBASE UNIT D/199 MARSHLAND ROAD
MARSHLAND

(03)982 8697

RICCARTON: TOYWORLD
TOWER JUNCTION MEGA CENTRE,
CLARENCE STREET

RICCARTON, 8011

(03)343 0330

DUNEDIN: AARGON HOBBIES (MEW)
50A FILLEUL STREET

DUNEDIN, 9016

(03)477 7027

DUNEDIN: TOYWORLD

301 VOGEL ST, CNR OF CUMBERLAND AND VOGEL ST
DUNEDIN

{03)477 6614

GREYMOUTH: TOYWORLD
79 MACKAY STREET
GREYMOUTH, 7805

(03)768 5758

INVERCARGILL: AREA 51
155 DEE STREET
INVERCARGILL, 9810

(03)218 4314

Store information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.

contact telephone number
(*) Indicates Thursday nizht Gamina.
(*) Indicates Fricay night Gaminz.
LOCATION, & Name of Trade
stockist

contact telephone number

* To be sure they have what you want in stock, we
recommend calling the store first.

NELSON: TOYWORLD
199 HARDY STREET
NELSON, 7010

(03)548 0959

NELSON: HOBBY CENTRAL LIMITED
240 QUEEN ST

RICHMOND

(03)544 8079

TIMARU: TOYWORLD
79 SOPHIA STREET
TIMARU

(03)684 8540

GAMES WORKSHOP HOBBY CENTRES
GAMES WORRSHOP 1 RO
Nickiil:cbukuro 3-32-6 15, Teshima-Yu, Tokyo
+81 3 5391 7546

GAMES W

fiswtrcwiin 1-7 1F, chxyuda-xu Kands, Tokyo
813 3296 2733

RASHIWA:
va-5hi, Chiba

+81 47167 2125

VORKSHOP K
'|(ho 1-11-20, Mu:sash:

Tokyo

PORKEHOF MA

el 1A
Foremachida 6-10-17 1F, Machis'a-Ehi, Tolvo
48143 711 835%

T
, Nekino- Nokan 552 15, Tokya

OR A
M.yadm 2115, Saama- sh- B! u, Saitama

+81 48 775 8019
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CANBERRA

ANU Wargaming Society

Venue: Mo;lbn G0O7/8, Australian National University

{building 26b

Meseting times. 8pen Sundavs

Details: The cluf runs an annual Warhammer tournament in

Autumn (ANUWTE) and an annual Warhanmmer 40,000

toumament in Spring (ANUCON).

Games. Warhammer 40,000 and Warhammer Fantasy,
Specialisi Games.

Cost oi membership: Free

Contact: Luke Ngiryen-Hoan 0422265626

Email. anuwargai l.com

Website address: hi v proboards

Canberra Games Socmy Inc
Location: Canberrs

Address W{lﬂdgedub,&t}uﬂﬂau,l’nhnm
Meetigs. 7pe to Midnight, Thursd:

Cosi of Membership: Yearly Msnbenhlp & §16 and nightly
room hire 15 $5.

Club cantact phone number: Tim Sleigh 0408253549
Email address. cgsinc@tpg com au

‘Wehsite Address: www cgs.asnaun

ARAHE

Armidale Gaming Club

Location: Ammdale PCYC, 176 Rusden Street, Armidale.
Mutmgﬂmn S:cnmhm Fmrﬂlsﬂunhvafwegnm
40,000,

Mmdhelm ans Apocalypse
Cost: PCYC membush-p, 55 under 18, $10 over 18, $4/ day.
Email: smegitall@hy

Website-hitp. hn7skelisl/s
L

phpzpd.zmsm 37199

Ba‘llmwt Raleplaymg And Wargaming League
(BRAWL)
Location: The Unlbal, Building C4, Charles Sturt
UnversityAddress: Panorama Ave.
Meeting timies; Everv second Sunday, 10:30am - Bpm
Dehnll Open to all gamess m the Bathurst region:

es: Warhammer 40,000, Warkammer and Spemlnt Games.

Cnn !5 membership pec year (5.2 for CSU students)
Chub contact 02 63329933 (Slmkm Gallery Conmics)
Email: brawlcl

Website address| htip: l/www brawiclob.tk

CRMIDER

Area 37 Gaming Club

J Address: Comner of Anderson and Anzac Drive, Smeaton
Grange. Catering tor Camden, Campbelltown, Narellan
Meeting times:
Every !ndweek(pluureterhuhbem‘ordaw
Fredays: 6:30pm to Sundays: 12pmt to Spm
Details; We ofter mﬁvm Iegnne’:smh Warlords),
Asmy hat writing advice, Tactics and Tournament
mquua., quality painting advice , modelling and terain

Losts. §5 ior & First Trmer or Member or $7 tor a non membes
{attex first

Yearly Menl 15 830 andl covers free entry (jor the day),
free enfry into club events and discount for toymamens.
Contact: Adam Jenkmson 0412983023

£mail contact address. area_37@lve-com au

Webste address

ttps/ . P

CENTRAL COAST

Central Coast Corsairs.
J  Venue Tuggerah Hall, Anzac Road, Tuggerah. (Opposite
MitDDan:;)’ rday of every month
Meetmps' 2nid Saturday of
Games: Warhammer 41),01!0, Warhamme: Fantasy and some
Specialist games.
Contact: 0417 479 909.
Wehuite: http://corsains reehostia com/index php
LRSS
Cessnock Slayen, the Cessnack Wargaming Club
Venue: Cessnock Rugly League Supporters Club
Meetings: Mast Sundays

http: 0.Com
Email. jnee igpond.-net.au
% HARBOUR
Cnﬁs Coast Eternal Warriors
‘Venue: Cotfs Harbour Ilnhmul Gardens (meeting room)
Hardacre Slreet,Cam
] Meetings: One Sunday a mcmlh 9am to 5pm
Games: Warhammer, erlumnmwm,l’helmdainm
Rings, EPIC, Battle Fleet Gothic
Contact: Lee Dawsen (02) 6653528/ Mobile 0408 493 053
Emall. 1331@hotmail cont

CEWIIING

Murwillumbah Wargaming Club Inc

Location: Condong Public School, Mcleod 5t Condang
Meetings: M&Aﬂvhnd:ymﬂwwﬂ Sam to 5pm
Games: Warhammer, Warhammer 40, Wﬂ, Speculm Games.
Contact: Michael - (02) 6672 8211

Email address: mkgregg@bigpond.com

CowraWarhammerClub
Location: Cowra PCY?
1 Contact. BarbaraPh: nz 6342 5436
. M:e'lmgd:y: Every week
Warhammer and Warharomer 40,000. Pamiimg
hbluandmmpluweﬂ

b Y

Cessnock Slayers, the Cessnock Wargaming Club
Venue: Cumod(m Rughy League Supporters Club.

Garges: Mainly Warhammer 40,000, Blood Bowl,
Apocalypse, infer-club meets

‘Contact us on www.wargamerau com

‘hiips//www wargamerau.com
Email: .nc7csg@bigpond.net au

114 WHITE DWARF DIRECTORY

DUBBO TFM

Venue: Duhbo Church oi Christ, Dubba, NSW, Australia.
Meetings: Every second Sunday. 12-5pm

Games: Warhammey: Fantasy Battles, Warhammer 40,000,
‘The Lord of The Rings

Contact: 02 68818112

Rax
Gosford Gamers Guild
Location: Gostord Hobbies gaming room shops 3 & 4/ 4
Brooks Ave Wyotaing
Meetings. Even Samdiy irom 12 30pm till 4pm. Giames

ate each

Deiajls Aﬁuenm,mdexsmdgzmmbmld!ue
supplied. There are regular scenery butldimg days, where
lub members. geungdlher:ndmpanndmhnunery
The room is supervived at all times the minimum age 1 10

s old
Costy: lvnmquosinrdcml(iuﬂdmmi‘looﬂ To join 2
league {iwo leagues per year) and $2.00 per game.
salmnguisﬂﬂperdlyllld!”ﬂphyme
T

il enquires@gosfor s com
Webp:gn wwwwnrdlmbhnmm

GS Wargammg Club

Venue: Good Games, 6/12 William St Gosford 2250
When: Every Thursday from 3:30 on wards

Games: Warhammer 40,000, Warhammer, The Lord ai The
Rings, Specialist Games.

Contact name/

Email: ool

number: Tim Amoy 0243227937
av

¥
TITLE: Hawksbury Wargamers

Venue: Richmond Communtty Cum, West Market St
When; The Jast Thursday mght of every mouth, 7 il 9.30.
Gamas ‘Washammer 40,000, ’Warhammer The Lord of The

Comw Samuel de Keizer 04 4040 6559 or
Josiah keogh 04 6611 0223
Email: - samuel dekeizer@gmail com or
Joskeogh@hotmail.com
REMPSEY SHIEL DTRICY
TITLE: Graveyard Gamers Gulid
‘Venue: Hills Gym, 25 Cochrane St. Kempsey.
Whﬁl 10am - QPmTln.llstSnmhyOtE. Month.
Games: W tm, Warhammer, The Losd of The
W Specials
Cont '!2 50 memhen #5 non-members $2 first tme and
%10 yearly membe
Contact Jacob Hill (0265631661 Kyle Greenhalgh
(M)GSSZMZ:
and (Ted Hill Only t
mry)
Email: yﬂ:’yardmlldﬁhﬂhnll com

Tnle Llsmore Dogs of War

irectory

pBG

¥

@

Gaming Clubs are groups of tellow gamets and hehbyists

who tneet regularly to enjoy the hobby together. If you're a
club that plays GW games and wants new members, si mph,
drop us a line with your details to
Clubs@games-workshop.com.au

PENRIT H

Legion Wargames Club.
Venue P:nrllh PCYC, Station Street, Penrith, NSW.
Meetings: 2nd Stmdayotudlmﬂl(lnlsnndlymMﬂv
ang june). 10am-
Games: Warhammer 40,000, Warhammer, The Lord ot the
Ringy and spectalisi games.
Confact: Rod lhlley (Bails)
Email: emperorslegion@optusnet.com.au
Website: wwtreeweb:.mnVanerﬂnJeymv

Tin soldler
Venue ;’uﬁﬂ-shre,l!ﬂﬂvdlml’enﬁﬂl(vmr

Subway)
Meetings. Every second Friday Midneght
Contact: Rnwm/&ven/chmty;?!n-lsmm :

Cherrvhrook Tech Adepts

Venue: Cherryhrook Technology High School, Purchase Rd,
Chersvbrook Meetings: School Chl iﬂhEverr school Friday
afternoon. 3pm-6pm Kilk Team (Age lmmit 16+): st Saturday
each month. 3pov-12am.

Games: All GW systems and Specialist games.

Website: www adepts co.nr

Hurstville Heretics

Venue: 143 Forest Road Hurstville

Meetings: Every Sunday 1pm onwarde,

Ganes: Warhammer 40,000, Warhammer, Space Hulk
Cost: §10

Coatact: Nish on 0401011629,

EYTAGRY

The Australian Warhammer and Hobby Society
Venue: 1 Simpson St Putney NSW 2112

Meetings: Every Saturday.

Games: Warhammer 40,000 Army Suilding Terrain Classes.
Contact: 0432 065 659 (john Ha: Society-General).

E-mail: awhsgroup@hotmail.com

BYTREY

Western Suburbs Games Society.

Venue: Quakers Hill High School 70 Lalor Rd Quakers Hill
NSW Australia.

Meetngs: The 1st & 3rd Sanday of the month. 10am fo 5pm
Gantes: Warhammer 40,000, Warhammer Fantasy, The Lord
of The Bloodhowl

Contact: Stephen Black (Club Treasires)
Lom

Warpmeran Wargaming Club
Venue: Good Games, Level 1, 857 Geol NSW
When: Tst & 3rd Saturday of each mo ng‘mm 10am to 6pm

Games: Warhammer nlu,n(m Warhammer, The Lord of The
Specialist
Con;d nlmrlmmlblr Paul Van Der Werk 92811760

Address: 79 Magellan S, Lismore NSW 2480

Games)
Meeting times, Every second Sunday fvory 11am - 5pm
Dgh-ls W-dunmerwm, ‘Warhammer, The Lord ot The

Cost of membenlnp %70 per year regwdration fee.
Cln:':;mm phone numbers: (02) 66215432 (ask tor Tom
or
Emaif contact address Armageddon@limearg.com

Wehsite address: (www armageddongames comn au)

Tlﬂ: Mnﬁwa Marauders Tabletop Wargaming
Clul

Location: Moruya, South Coast NSW.
Address: P. O. Box 414 Moruya NSW 2537
Games at Presbyterian Chuech Hall, Cor Evans & Murray 5t

Mol
me':’.;mmd.y&mw-dmda each Month at 7pm
Det-dx Warhammer, wmmmmnmmewm

Cnn of membenship: $3 per might Tea & Bikloes provided,
Sml Drinks at Cost.

umhct phone numbess: Barry Hldmn-—447l4n 3,
Chru , Glen Fe 71 Glen
Downes—0429456026
Email contact address: -<gully_raker@yahoo.com au
Website: https/7www moruyamaraiders. weebly. com
MOGS WALE
Title: Southern Highlands Wargames Club.
Addrexs: 15t Moss Vale Scout Hall, Donkin Avenue, Moss
Vale 2577

times: 1st and 3rd Sunday ot every month, irom
10:00am till 5:30pm.
Details: We play Warhammer Fanitasy, Warhammer
,000-0

s_clubBhotmail corn
com/shwashammer

The Outpost.
Vem ‘Worlds End Military Disposal, 79 Cowper Street,

Meehnp Everyday and Wednesday nights tor
Cames: Wi

veteram
/arhammer 40,004, Warhammer Fantasv, The Lord

ot the Rings
Contact. U2 4951 5725 (Nathan or Dennis)
Webaite: hity

A
Orange Warhammer Fantasy Battle Club.

Venuel Orange Semor Cntuem Centre {entry at Woolworth’s
Car Park) 77 Kite

Mee!mp vamghﬂy, Sumhy: lrom 10am il 5pm

Cfm Ordnge Hnbhy kmghm 21
hﬂ 636 1486
on

Port Ma;quane Games Ciub.

x?xf‘?‘::d hli:upnne PCYC, 10 short S, Port Macquane,
:ze;l':g Generally every Jast Sunday ot the month 10am
Games. All GW and Games..

Contact 02 ::::-251;1 or 0421045507 (Stephen)

& 4
Thorleigh
NSW Northern Knights
Venue: The Achvities Cemr: - Thornleigh Baptist Church,
l'i, The Elphn-d:,

rvleumds y, 12:45 antit 5:30pm.
Ginm Wa-‘hammer 40,000, some Warhamnner Fantasy,
Specalist Games.
Email: Wayne Lauter cswlauter@iprimas com aux
Website.

bt finlex phyp 19
TAREE
Taree Amateur Gaming Society (TA.G.S.)
Venue! The Shed at Mal's Toy $hop, 66 Chatham Ave, Taree
Meedings. Sam to 1pm, 15t Saturday j¢
&mrd:y [ anhholml)ay A=

Games' Warhammer cialist Games

ex 40,000, some Spe
Contact: Bek and Paul McDonell on 0431 455 602
Email: racdonellblue@optusnet com au

A
- 40K Social Club
Vznua Community Centre - 10 minutes from
Addrau Stust Ave. prmh NSW 2661
Meetings: Most Weekends - Check siie tor Details
Details: All GW Systems and FOW (Mostly 40%) - Games
Days, Painting tions, Tounesnents, 40k Socral
Players 01 aft ager and axp:wenee are mnct welcome.

Costi $2 Donation is welcnmed

CMMMM 5800167 « (02) 69313513

Webite: hitp://www.wwi0k com

Riverina Games Association

Venue ARCC Community Hall

Addres~: 131 Tarcutta Street, Wagga w;m NSW, 2650

Meetings: Second and fourth smrd:y ot each month

Gamu Warhammer, Warhammer qlah,l:vno, Specialist Games
lcomed tes

Enml ml:g:amnqu comed { to al rramn upkeep-

QUEENSLAND

AVTREMVALE

Twin Cities Gamers Association Inc

Vemue: 14 Edison §t, Wulguru, Twmmlle, QLD, Australia

Meetm;l Every Suaday, 10am to 5)

Gamu ‘Warhammer 40,000, Wadumm:r Fantasy, Specialist
ames.

Cantact: 07 4725 4661 il: tega@)

Website: ww. mmmm hwn:;ﬂp::emm

BRISEANE

Bray Park Alliance

‘Yenue Bray Park Commmmity Church, 10 Youngs Crossing

Road, Bray Park !

Meetings: 15t winday ot every manth, 12pm to Spm.

Cost $6 including sit down lunch

Contact: Jason 0421 283 044

BRISBANE

Brisbane Independent Gamers Inc. (B.LG))
Venue Serbuan Hall, Car of Vulture St and Rd,
(opposite South Bank Rajlway Station and Bank
Busway) South Brishane, QLI», Australia,

Meetings: 2nd Sunday ot every month. 9am to 5pm.
Games: Warhammer 40.000, Warhammer Fantasy Batde,
Lord oi The Rings.

Contact: 84004 85715 (Glen, Club I’lelldelll)

Emnl niuLmbugMiyahw

n.u..u ~ 4

Title: The Blind Pig

Location| RSt Memarial Hall

Address: Amold Street, Holland Pa

Meeting times: The first and third ﬂatlmlay of each monith,

10am to 5pm

Dehllx A iriendly group of gmen Games played are
Imperialis,

Illand de, Epic, Nel.romunda,

: No yearly memb:rﬂnp fees We ask

The I.eague of Extraordinary Gamers
Venue: Cavendish Road State High Schoal Ammbly Hall,
Cnr Halland and Cavendish Reads, Holland Park, Bri

Qio,

Meetings: 3rd Sunday of each Month. 9am - Spm.

Games, Warhammer Fantasy, Warhammer 40,000,
Bloodbowt

Cantact: (07)
Website M!p,llu gsunhs com/qidlegs/

Queemlaml Northem Knights inc.
Venue: Caboofture Combined Services Hall, 21 Hayes Street
ﬁ.""“"......,.“"" wmday Night between 7pm - 11
Every pn -
Games: Warhammer 40,000, Wathammer, Spec':ambn Games.

Contact: Peter.

Email: fine cabmet works@bigpond com
Website: www quk.organ

CALENS

Cairns Wargamers Club

Venue: Machans Beach Community Hall, Tucker St,
Machans Beach, QLD, Australia

Meetings: Every Saturday except for the first Saturday of a
month 10am~5pm

Guneq- Warhammer 40,000 and Warhammer Fantasy

Webdi W”amm

rs. mymldc:mn arg
T

Association of Gladstone

Andrew Frost 07 49 732628
Website: www.wargladstone.

GOLn
GoldCoa!lWargamers

Venue: 11 Centimion Crescent, Nerang.

Meetings: 15t and 3rd Sundays ol the month, 10am to Spm.
Games. Warhamwner Fantasy, Warbammer 40,000, Specialnt

Games.
Contact: Terry Mo - 0433 787 303
WVAECH
5000 Plus Games Group
Bluhmn llllhland Centre, 8 Mary Street,

Bladdone L(‘l“ o
Mesefings lay of monl
Gamex *M:;nly Waﬁmnm?v"y m/mulwu Iun all Gw
Contact: Malcolm (Club President) on 0406 981812 or fim
on 0414 693732

febsite: www 5000plusgames. com
KINGARDY
Kingaroy Wargamers
Yenue: 'l'hye 1913 Council Chambers® Building 2 Edward 5t
Meetings: Every second Sunday check the website for dates

1000am to 4400pm
Games: Mamly Warhammer 40,000, Warhammer and
5 Games.

Contact: Starky on 0407730815 ov MllkonllﬂGﬂISS'l'
‘Webstte: www Kingaroywargamers.

ﬂunker 308

Venue: Noosa uhrarymd

Meetmg tim 11am-2:30pm

Features & Clulr details: We phy Warhammer 40,000 and
Warhammer Fantasy

(nu o1 membership- Free

contaci phone suml
l.nkl. mobile' 0431911780, Luke bmneslﬂ 54711414
Email contact sddress I.nkdﬂz‘yn

Twin Cities Gamerq Assocration Inc.

Venue: 14 Edison 5t, Wulguiu, To\-mﬂk LD,

Meetings Every Sunday, 10am

Games: Warhammer 40,000, Wnrh:mmef Fantasy, Speciatist

Games

Contact: 07 4725 4661

Emai] tcga@neispace net-au

Website: wwiv.fega games-exchange.com.au




3

L]

g'ﬂ

alist

A y N

- il .7 ha 3 ¥-
TOWNSYIAD
North Queensland Games Club

Location: Townsville, Qld
Addru Ryan Community Centre. Morindo Drive, Willows

Meehng times: Sumdays 10:30 to late

Features & Club detafls: Club primarily plavs 40K and
various RPG's & CCG's.

Cost at membership: $30 pa

Cluh confact phnne nnmben Geoft Jackson (Club President)
0435 7579

Email contact address: ngge@exemail com an
Website:http-//nqgamesciub myireetorum,org/index php

BAD Gammg Club

Venue Delvine Hall, Macarthur Street, Bairnsdale, VIC
Meetings Fridav Nights (Fortnightly), Spm-Late,

Games Warhammer 40,000, Warhammer Fantasy
Contact: Paul Hrynyszyn - Mab 0438 422 914

Email, BADGammg@gmail com

Wehsite

Tt/ i phpt<howions
BALLARAY

Eureka Wargamers Association - Ewa Ballarat
Venue: 5i Andrews Church Hall, Corner Sturt & Dawson
Streets, Ballarat Ceniral.

Meetings Friday nights, 5pm - Late, 15t & 2ad Saturday of
the month T1am -

Games, Warhammer 40,000. Warhammer, Baiflefleet
Gothi¢, BloodBowt

Confact: email - ewaclub@gmail.com

Website: www,ewa.wehsyte.com.au

BEMDIGE

Bendigo and Districts Gamers Association

{BADGA)

Vume VRI Hall, Mitchelt St, Bendigo and The Old Dance Hall
tuidays, alfeinating between Bendigo 630pm-

11 wm and Guildtord (2pm-8pm)

Games. Warhammer, Warhammer 40,000, The Loid of The

Rings, Blood Bowl

Contact: iddoo netWargamera forum - VIC cluis -

Geelong Gamers Guild

RN

lmzwading Wargames Association (NWA).
Venues: Mauntview Uniting Church, Corner Whitehorse and
Doricaster EastRoads, Mitcham, Vic, Australia
Croydon Uniting Church, Tallent Street, Croydon, Vic.
Meetings. 2nd Fridays @ Mitcham Zpm-12am, afternate
Saturdays € Crovdon 1.2pm-Gpm:
Games: W 40,000, Warhammer Fantasy Battle,
‘the Lord 0: The Rings, Necromunda, Legends of the Old
West (and supplements) and Historical
Contact: Stephen on 03 9725 2302 or or P.O. Box 257,
Croydon, 3136.
Emat nua_mailmmall com Website. wwv: nwa org.au

I’hoemx Gatmng Association inc
Venue: Phoerux Park Community Centre, 22 Rob Roy Road
Mestings: Every 2nd Suaday oi the month, 9am fo 4)
Games: Warhammer 40000, Warhammer Fantasy, The Lord
ot The Rings & §)
Contact: 0416 113 9!5 (Dan Clllb Presidant)
FARKA
Echuca Gaming Group
Vemue: Echuca Neighbourhood House, 261 High Street
p Saturdays, 9-5
1§ Systems: w rhamme: 40,000, Warhammer,
Blrmdbnwl, Batile Fleet Gothic
Contact: Adam Peirce an (03) 5480 7990
Emait: adamip1976@dodo com au
FHERGY
Battle Bunker Gaming Ciub
Venue: Battle Bunker, 304 Nicholson Street, Fitzro)
Mestings: Wednesday, Thursday & Fridays (ﬂnmn- 10pm)
Games: Warhammer w,nun, Warhammer. Legends ot th
Old West, Mordheim
Confact: Viv - 03 9667 2711 Email:
cuntactéhattiebiml
Website M‘p#lwww baﬂldlunhn

MELBOURNE
GROTS.
Venue: Eltham Senior Citizens Hall, on Ltbrary Place,
Eltham, Melbourne.
Meetings: 2nd Sunday oi each month, 1pm-7pm.
Games: Warhammer 49,000, Warhammer, The Lord of The
Rings, Speciafist Games

Contact 03 9436 6510 (Simon, Club Presdent)Hampton
Games Club

Tahle(np Gaming Club

Vemue: Beaconsfield Community Complex, 818 O'Neil Rd,
Oriicer, Melbourne

Meetings: 2nd Saturday ot each month, 9am-4pm

Games. Warhwunmer 40,000, Warhammer Fantasy mﬂg
The Lord of The Rm? , Inguisicor, Battiefleet Gathn

Imperiahs,
Contact: 03 9796 2610 (Matt, Club President).
Vvebsite: www.Outpostgamingclub.org

OLIRNE
ngwood Warhammer Club.
Estate, 32 Ave,
gwood
Meciings: Every 2nd Sunday, (opposite weekend to GROTS),

11 .'wpm-4 30pm.

Games: Warhammer 40,000, Warhammer Fantasy Battle,
Mordheim
Contact- 0419 683 213 (Michael, Club President).
Email. Michael dlan@swiftdst com au
R RCGUSNE
Western Suburbs Wargames Association
Venue 28 - 34 Trafalgar Avenue, Altona Meadows.

ngs: Appron, ever: other Saturday. 11am - 7pm

Cﬂtl lsn anmaal membership, first visit 1s free or 35 per
visit for non-members
Games: Warhammer 40,000, Warhammer Fantasy Battle,
Specialist Games.
Contact Ryland Davies 0404 198 904 - "Welsh Rarehit’ on
WargamerAU.
Email: welshrarebitincursion@gmail com
Wehsite: wwy.. wswa.com au
NCHERE PR
DWARF
Venue: Cavatha Secondary Zollege, Browns Road, Noble Park
Meetings. Every Sunday from 9am to 6|
Games: Warhammer 40,000, Warhammer, Specialist Games
Cost: first fime 1s iree, membership $45/year, $10 veekly
Contact Jacob at 0432713586
Email: jimyonpimmyvjimjimpimjim@live.com an
Website. http://bad-sports.com/dwars/news.php

. - K .4

SALE

Epic Crusaders

Venue: Epic Hobbies, 10 Madk Ave Sale Vic

Meetings: Wednesday nights: 6:30pm &l 9pm, Lord of The
Rings, War of The Rings, w:rhlmmer Satilefleet Gothic,
Mordheim Thursday nights: 6:30pm utl 9pm, Warhammer
40,000. Saturdays: 9-30am till 4pm, all games, bookings are
essential Every thivd Saturday. Apocalvpse Games, Army
lisis must be in 1 week early

Games: Warhammer 40,000, Warhammy

Conhd Kln (03) 5144 7333, AH: {03) 51“ 7369 Mob.
0428 369

E-dhail: ‘tp-: hobbies@hotmail com

Sheppanton Miniature Gamers

. venue Southside Community House, 11 Service Street

Shepparton 3630

Meefings Every Saturday from ' 2pm to 9pm

Games) Warhammer 40,000, Warhammer, Specialtst Games.
Cost: The first 3 vistis iree then $3 each meeiing

Contact: Trent Baker iob. 0438 217 482

Website

wild Dog Wargaming Club

Venue: Ellmbank Commumity Hall, Community Place,
Elinbank, Vic, Australia

Meetings: 15t Saturday ot each month starting at 9 30am
Contact Matthew Miliam on 0421450601

E-mail carson@wilddogwargaming org

Wehsite. www wilddogwargaming.org.

WILLIAMSTOWN

Willy Wargamers!
Venye: Joan Kimer commimity hall 14 Thomson street,
Williamstown, VIC, An!h‘ahi.

Meetings. Every second Friday

Games: Warhammer, Wn'hﬂmlnef 40,000, The Lard ot The
Rings and most specialists games

Confaci: Rod I!aﬂtr\-mimdﬂ

Website: hitp. yeargaming09 darkbb

AL i
Adelaide Gamers Association
Venue: 300A Povt Rd, Hindmarsh.

Every Sunday 11am to 7pm
‘Games: Warhammer 40,000, Warhammer, Blood Bowl
Contact: Stan Mackeme an 0 3322 4715
or 0427 478 415

/index htm

ADELATDE

Southem War Gaming Club
Venue Holdfasi Bay ('vmnumity Centre, King George
Avemle, Hove, A,

jeetings: Every Sunday aflemmm texcept most long

wtelmmls) trom T1am-4-
Games Wal‘hﬂmma wmm, ‘Warhammer, The Lord ot The
Rings, Battlefent G

Contact: 8377 |7l7[ M‘IS 394717 (Mike)

Emath: mike@bettanet

twy

Garrison Wargaming Club of South Australia
Venue: Akora Comnumity Building, 7 Roebling Sireet,
Maodbury Herghts.

Monday 7[:; onwards Friday 7 pm onwards

Meetings
Every last Sunday of
Wil"lllllmh 40,000, Specealist Games.

Games) Warhammer,
Contact Alan 0430320282 or Wayne 0409508530

Email| garrsonwc@optusnet.com au

Webarte: hitp;//gartisonwe wordpress-com/

MOUNT GAMBIER

Title: South East Battlefront

Venue: The Salvation Army Hall, cnr of Gray and Wyaki Streets
Meeting frmes: Sunday 1pm on a fortnightly. basis.

Games: Warhammer 40,000, Warhammer and The Lord o1
‘The Rings

Cost of membershrp: There 15 a §3 playing tee on the day
Contact: Beau on (08) 87252475 or 0437063219

Email: Contact Beau @ angr, bob@hotiail com

Legmn of Terra

Venue: Naracoorte Work Options, Old Raflway Station,
Mesting' Fortmghtly on Saturday Evenings, 5pm until late
Games: Warhammer 40,000 and The Lord of The Rings
Contact: Stu Williame (08) 8766 2276 stu@la: w edu au

Group Norlh Historical Wargames Saciety.
Venue: AE Martin Hall (Building 36), Woomera Rd
Games: Warhammer 40,000, Warhammer, The Lord o: The
Rings, Anients

Mestings: Wednesdays and Fridays 7.00pm

Contact Simon 0400 541 970 or

Email' groupnorthéadam.com au

‘Website: hitp://www groupnorth brz

SN

The Inner Sanctum Wargaming Club.

Venue fust Sheet Metal Solutions pty Itd, Lot 60 James St
Mextings: Once every month. Please contact us for details
Games: Warhammer 40 000.

Contact Andrew Casey on 0412349637

Ematl mner_sanctum@optusnel com au

Area 52 gaming club

Meeting Sundays from 11am -4pm

Venue: Area 52 Battlebunker 90-92 Liverpool n Hobart
Contact: Ph (03) 62310271 Ematl. heath@area5? com au

Games Warhammer Fantasy, Warhammer 40,000, The Lord
The Ru afist Games
SR R s e

Van Diemen’s Wargaming Club

Venue: Ros Library. ( Bligh S¢) Rosny, than, TAS
Meeting's: 2nd Fﬂdl} of each month 5pm-11pm
‘Warhamime: 40,000,

Club contact phone nnmlzen Damuu 0419591160 ov
Arvdrew 0417022873
Emaif tontact address. vand
w=|mu :drlreu VDWC has a
www area52.com au

e com
section on

DEy T

Realm of Gaming.

Venue: Devonport Table Tennis Centre, Devonport
Meetings Everv Friday night from 6pm.

Games' Warhammer 40,000, Warbammer Fantasy-
Contact: 4419 782014 Justn) g
Website . hitpy//z6invisionfree.com/Realm_of_Gaming

Launceston Gaming Club
Address: 100 Punchbowd Rd, Punchbovel, Launcesion.
Games Warhammer 40,000, Warhammer, The Lord ot The
Rings, szu:lm Games.

ngs, Evers Thursday, 7pm-11 30pm
Contact: Dantel Kosta (0437 660 988) or

B e eastafon com

KRAGS

Address: Leda Hall, Glimore Ave, Leda

Meetmgs: 7-11pm Fi

Cost Membership $25pa + $5 each gaming n
Contact: |mnl:.';m1 kragenerals lﬁyalwo"clgmlgl“

MAMNDURARH

Peel Adventure Gaming Society (PAGS)
Address: Billy Dower Youth Centre, Dower Street,
Meeting fimes: Every Mondav from 4:30pm to 9:45pm
Details: Warhammer 40,000, Warhammer, The Lord i The Rings
and Warhammer Roleplaying.

Cost: Each gaminy session costs a $2 pay-fo-play fee for
members, $3 e Tor non-members and Jirst sit free
Cost of membership: Anniral membership s $30.

Club contact phone numbers. Philippa O'Meara, Club
Presdent - 0488 027 025

Email confact address: info,
i st g eon

The nghl’s Chapel

Address: Rocdangham Youth Facility on Kent Street
times: Sundays from 12 roon till approx fpm.

Details: We play Warhammer 40,000, Warhammer &

Specialist Games.

Cast: Entry free for the whale day!

Club contact phone numbers. wﬂl 0488 990 477

kwinana & Rockingham

Armchair Generals Sanctuary

Address: Leda Hall, Cnr Slogan and Gilmore Av,Leda
Meeting times: Friday nights 7pm till 11pm

Cost. Anmzal §25

SOUTH C’HAPT ER M:nmng Hall, Corner Bradshaw

Crescent_Man

Tuesday 7' anm 4 10:30pm {except second Tuesday of
month)

ey

NORTH CHAFTER: Dryandra Community Centre, Comer
Dryandra Drive & Pendula Gdn, Murrabooka

Monday 7:30-10-20pm (excepf 1si Monday of &= month)
Details| First time ires! Al GW games played with a stream
ot regular campaigns

Cnﬁl Mmemhenlnp $30

w:bme address awww‘weslga' " g‘ B

VERTH

Armadale

‘Wargames Inc,

Veaue. Main Hall, Harold King Community Centre,

11 Grovelands Drive Westiield Westem Australia.

Meetings Every Saturday from 10.00am to 3 60pm

‘Games: Warhammer 30,000, Apocalypse, Warhammey, The Lord
of The Ring, Battle Fleet Gothic and Aeronautica Impenalis
Contact: 0439945576 (Gary) or email

Email_am;
e e egammes o

Cisimaers Asspiiat oo
Venue Higgins Park Tennis Club, Cor l‘layﬁll & Devenish
Steeets, East Victoria Parh, Perth, WA
Meetings: Sunday 9:00am - 6-00pm
Gamey: All Games Workshop Games.
Contact: Adam fones on 0404 949 289 ar
Cameron Sherdan un 042417820
Emaﬂ tgapenhﬂlwe com au
‘www westgamer, com

Tahletop Came catione MarthiT0A;
Venue: Robert Thempson Reserve, Main Bwilding, Corner ot
Weathenll and McGilvary Avenu:, Noranda, Perth.
Meetings: Fridays 6-00am - 10-00pm

Games' All Games Workshop Games.

Contact, Adam fories on 0404 949 289 or

Cameron Sherdan on 042417620

Email: igaperthélive com av

Website: www westeamer com

SURDFORD & E1LE h.

Drop Zone: Swan Valley Hobbyists Inc.

NEW Venue: Anglican Church Hall, Stirlmg Square-

Meeting Time: Every Friday fortmghtly. 6.30pm - 11.30pm
Games W:rlﬂmmer 40,000, Warhammer, The Lord ot The
Rings, and

Congack (08 5296 3661 (Kerry & Miera),

Emait: swanvalleyhe ail com,
PO Boxe? Guildiord WA 6935

Website: www freewebs com;dropzone-svhy

DARWIN

Darwin Tabletop Gamers

Veaues Kormilda College, Bervimah Road, Berrimah, NT
¢ Every Sunday, 12pm-6pm

Games: Games Warkshop fabletop and /oleplaying games.

+ 0400 5!:; 052 (Eddy)

Contacf
Wehsite:

TARWIN
Alice 40k Warhammer Club
Location: Scout Hall on Larapmts Drive, Alice Springs.
Taues: 1pm-5pm avery Saturday
Cuntact: Ldsay an 0 0447059109
website €40k ripod cora

Auckland City Guard

Where Freeman's Bay Community Hall, 52 Hephurn Street
When: Ever; Sunday from Tpm-Spin

Cames. All Games Wnrhhop games.

Contact. mivdaty
e wual net g/

AMTKLANTY
Auckland Wargaming Club
Location: Balmaral Scout Hall Pollard Padf Waitomo Avenue
Meetings: 1+t and 3rd Sunday of each mont

Contact The, Pay Gl d
Contacih The Secremy.is innlgd(q rade mEdenAm:kl:n

Wacgami
<httpi/fawc fateback.com/s-

Event information correct at time of guing to press. Games Workshop is not responsible for events not run by Games Workshop

South Auckland Miniature Wargames Club.
Venue: St johns Church Hall, Norne Road, Drusy, Auckland
Meetings: The second Saturday of the month, Spm-5pm.
Games: All ) Wﬂrhhop games,

e e e confsamwcs o

Christchurch Cavahers
Venue: St Albans/Shirley Wnrhng Men's Club, 269 Hills
Road, St Albans.Christchurch, N:
Meetimgs: Every Thursday, 6pm-‘|ll 30pm
Games: Warhammer, Warhananer 40,000, The Lord ot the

Rings. -nd others

tact com
e B e o ="

CHRISTCRURCH

Christchurch Wargaming Club

Venue | Woolston Club, 43 Hargood St, Woolston,
Christchurch, New Zealand

Meztings - Every Suiiday from 10.AM - 5.60 PM
Games - Warhammer 40,000, Warhammer Fantasy, The

Lorg of The Rngs fchwa

Contact. Daryl

e e
OUNEDIN

Title: Dunedin Gaming League (Da D G 1)
Venue: 1st Floor Practice Room, University of Otagn Clubs
and Societies Building

Mesting trmes: 4:30 - *10m every Fndav

Details: Warharmer, Warhammer

Club phone number: Phone fan Hell o8 (03) 4767 864
Emar contact address tarlean@hotmail.com

DUNEDIN

Name: Otago Miniature Tacticians Society (OMTS)
Vense Maon Hill Coronation Hall, 7 Balmacewan Road
Meetings: Tm and 3rd Sunday each month, except January
and June, 10_38am to Spm

Games: Warhammer, Warhammer 40,000, Historical
Website m :rl‘g “nzx <www.omis org.nz>

FORREST Hiit

North Shore Wargaming Club

Meetings: On the 2nd, 4th, & 5th Sunday of each month
#vom 10:30am to 5:00pm

Location: Castor Bay Scout Hall, Richards Road, Forrest Hill

Email la m nz
Wi . Narth ing Club
hﬂp.l/www genzmm /northshore_wargames/

West Coast Wargamers

Venue: Blaketown Guide Hall, Packers Quay, Greymouth.
Meetings: Every Weidnesday Fartnight, 7. l)npm ~10.00pm
G:me; ‘Warhammer 40,00\), Warh:mmef Fantasy Battle

Info@Wowal
Wehms Www. w:wammeu Cun

HAMMGTON

The Hamilton Immortals

Venue: Hallulhn Sports Fishing & Boating Club, Grantham
t, Hamilton!

Meetings Mondayx nights 6.30pm, except the last Monday,
Games, Warhammer 40,000, Warhammer Fantasy, The Lord

ot The Rings
Contact: Ematl: Rob Shirley (President),
Email: rob. dudeyﬁn:;'e:;mn:mh
ke S

HAWKES BAY
Hawkes Bay Wargaming Club
Contact. Rick Levick, 505 Norlon Road, Hastings,
#h sw) 876 6141,
825-257
Mﬂ (m 'g Bay Wargames C‘lub
L-, paradise net

BUTT VALLIY
Hutt Valley Miniature Wargames Club
Meztings: 2nd & 4th Saturday of each month (9 30am-5pm;
Venue i St Brendans School Hall,
Comer of Sutherland Road & Pasimer Cres Heretaunga
Contact: Allen Yaxley, 15 palmer Cres, Heretaunga
5285 994, 027 455 2201
ﬂl‘znyulevz;'ihon c:m.au

mailto-Alenyaxley@yahoo.com au

RAPITL

Kapiti lellen

Meetings: On =

Emul MA{‘P m;:agu :erm lhlr‘a':lm.iwﬂnln
Severed Head

Venue: The Kapiti Community Centre, 75 Ngahine Street
Meetings: Every l’lmnday might, 8 10 12yrs 4-40pm to
6:45pm/ Experienced players 7-00pm to 10-30pm.

Contack David on 927 436 3362 or Caleb on 022 620 6009
Emaul: severedhead@windowslives.com

MASTERTON

Masterton Matauders

Venue: In vearch of venue.

Meetings. Ad hac basis

Games: All Games Warkshop games.

Contact: James on 0226916511

Email: mastecton marauders@gmail com

Webstte: http+//mastertonmarauders blogspot.com

PALATRSTON N
Manawatu Duellists
Location: Riverdale School Hall, Slacks Road

7 15pm to 10.30)
e TS 45037 . v Herges For sale
Email: info@heroes.co.nz

PALMERSTON NORTH

Manawatu Miniature Strategists' Saciety
Meetings: Tt, 3ed, 5th Sundays of every month, 10-5i

Location: 'I:m rarily at Mehifle Hij Sclnwl Collml Road
Contact: Tom Bobertson tr.robe

NELSON

Hammerheadz - Nelson Wargaming Club
Where: Athletics Nelson Clubrowns on Hastings

Meetings. Every second Sunday trom 1-30pm-5- mpm

On weeks with no Sunday session & Friday nighi irem 7pm-

late session 15 held for older

Games| All game systems welcomt

Contact Thiough the club forum
e AR vtontree wm' /Hammerheads_Forums
TARANAR

Taranak: Minature Wartare Society
Email: alastair-mundell@contact-energy.co.nz

www.games-workshop.com 115




TALIZANGA

Tauranga Tabletop Gaming Club

Venue: Mt Maunganui Cricket & Hockey Society
Clubrooms, Kawaka St, Ms Maunganui, Tauranga.
Meetings: 15t Monday 6 30pm - 10 00pm & 3rd Sunday
10.30am to 4.00pm monthly

Games: Warhammer 40,000, Warharmmer Faniasy,
‘Mordheim, Bl

Costs. First day tree, $20 2 school student, $30 an
adult Inllulﬁl.in:mbenhlp

Contact 021 0292 8282 (Chns Look)

Email; il
o .

Timaru Armchair Generals (TA.G)

Venue: Sacred Heart Parish Center, 7 Napler St

Meetings. Every Wednesday 7pm-10pm

Games: Warhammer 40,000, Necromunda, The Lord oi The
Rings, Wa

e e comT_ss_G/indexphp

¥

Khandallah Kaptinz

Venue: Khandallzh Scout Hall, Station Road Khandallah.
Meehings: Wednesday Nightx 6pm — 10pm

Games, Warhammer, Warhammer 40,000, The Lord o The Rings
Cost. %5 hall hure cover chasge pe.’person

Phone ; 0210 244 4614

Emal - allstarallan@hotmail com

Website: htipyjsites.google comy/site/khandallahkaptinz/
WELLINGTON

Wellingtpn Warlords

Venue: Khandallah Presbyterian Church Hall (Sat) Cashmere
Primary School {Sun).

Meetings. 15t 3rd, 5th Saturdays and 2nd, 4ih Sundays.
Games: Warhammer, Warhammer 40,000, The Lord 01 The Rings,

5 list Games
P s ren

e ‘
WAINUEOMATA
Meetings: Friday 5.30pm-9.30pm, and the last Sunday of the
month from 9am-5pm.
Location: Parkway Intermediate School, Kontni Street
Ganes- Wa:lmnmm; Warhammer 40,000, The Lord oi The
R st Games.
B T Betther (04) 970-5342
W,

WEST AUCKLAND
West Auckland Wargaming Club

Website: Watakere Mintature Wargisies Siciely
whww geocities com/wmwenz/inden lrim

Whangarei Gaming Club

Venue: Onerahi Community Hall, Church Strest, Onevahi
Meetings 2nid Saturday of the Month, 9.00am to 5.00 pm
Games: Warhammer 40,000, Warhammer, The Lord of The
Rings, Specialist Garnes

Cost: §6 ggmaeﬂmg

Contact Scott Fergusson 021 1341878

{the_slkanx@hotmail com) or Andrew field (D9) 4362406 or
02102411046 (andyinh@itug co.nx)

Website: htip//wargameswhangare: wikispaces.com/

Title: MOAB 2010

Date:

2nd-3td & 4th of October, 2010
Venue: The Sporting Complex at
the Sylvania Heights Youth and
Community Club, Box Rd Sylvania
Heights, NSW.

Details & Cost: 5
Warhammer Fantasy Battles
$45.00/3 dav event

Warbammer 40,000

$45 00/3 day event.

Young Guns 40,000/

$10.00 Monday 5th October only.
Blood Bowl

$35.00/2 day event (5at & Sun)

Free ample parking is available
and a well stocked and very
affordable canteen s on site.

Contact:
Please contact Kym Pennell via
Email:

- muab organtser@southernbattlegamers org

Website: .

For information, @vent updates and
entry forms please visit our website
http:www. motherofallbatties.org/

MOAB I in its T9h year aned lias consistently drawn more

than 130 Cinme Waorkshop competitors: for several years!

The event isopen o all ages thoush eompetition is restricted
to L years and over lthough vounger competilors e
permitted provided theve & parental supervision). The cvent
caters 1or . fange of experience fiom the novice Il"JJ'fJu,Iih for
the experenced todmament player. This vear we will ho
teaturing same: purpose buill terramn favouts buill especially
for this convention and we will also he providing the pew
best: Army! Trophics only avatlable: tromy Games Workshop
A range of participation and demonstration games are opern
to all and some specilically cater for younger visifors.

116 www.games-workshop.com




So lets talk about what is new with the
Warhammer Fantasy Masters in 2010,
This year it returns to Sydney along with its 100
player side event tournament MiniME.

* MiniMe is a tun filled, action packed 6 game
event using the new 8th Edition rule !nm!\ md
runs along side the Masters event.

Castle Hill High School has full canteen
tacilities and amenities and is located in

“Irresistible Force Warhammer
Fantasy Masters &
Irresistible Force MiniMe
‘Warhammer Fantasy Tournament

Date: November 27th - 28th.
Venue: Castle Hill High School,

Castle Hill (Sydney), NSW.

Details:

e 2250 points.

® 6 Games.

® Prizes include:

- 1st 2nd 3rd Overall..

- Best Painted. # ’

- Best Sports.

= Best Army Generals for all Armies.
& Castle Hill High School has full
canteen facilities and amenities.
Tickets and Cost:

Tickets can be purchased at
www.rankingshg.com

Cost: $55

Capped at 100 players oniy'
Contact:

Gavin Clarke on {07) 345& 4324
Email:

gavin. clarke@urresxstlbleforce con. au

The Irresistible Force Warhammer Fantasy Masters is in its 7th North -west Sydney and is close te:major
vear and is one of the most prestigious events in the world! public transport.




ou can order ANY cufrent Games

Workshop product, including our

Collectors Range, Bitz Packs, Specialist
Games range and models that are exclusively
‘available to order’. Whether you want to

Our online store offers
a fast and convenient
service that allows you |
to order anything from |
our entire range, and
have it delivered
straight to your door.
Games Workshop ‘
online ensures that i
your order is just a
click away, 24-7!

| e Register for the Games Workshop website to gain
personal recommendations, store products in your

i personal Wish List, save your favourite articles,

j access to the White Dwarf archive, receive your free

[ monthly newsletter, and more.

» We aim to despatch all orders within 24 hours,
straight to your door, or FREE to the Hobby Centre of
your choice.

www.games-workshop.com

{®) By eHONE

Not near to a
computer? Don’t fancy |
a trip to the Hobby
Centre today? That’s
okay - why not give

our Customer Service |
team a call instead? g

i ® Our experienced team will guide you through the
! ordering process and will answer any queries you
may have. They are also on hand for any tips and
advice you may require — just give them a call.

Call us now on: 9829 6111

118 WHITEDWARF  AVAILABLE TO ORDER

Every product in our ever-expanding range is available to order,
and ordering them directly from Games Workshop ensures that
you get exactly what you want, when you need it.

place an order for the latest Bitz Pack or
simply pre-order the latest miniatures,
ordering directly from Games Workshop is
quick and convenient. There are four main
ways to get your hands on the latest products.

Wherever you see this
symbol, that product is only
available to order. This page
has details on how to get
hold of it.

All of our Hobby
Centres carry a large
range of products, but
there simply isn’t
enough space to stock
the entire GW range —
which is why we now
offer order points in
many of our stores.

¢ The benefit of ordering in-store is that our expert store
staff are on hand to advise you on your purchases.

! & Don't forget — whether you order your miniatures
from the in-store order point, or directly from our

i

website, you can still choose to have them delivered

to your local Hobby Centre free of charge!

See page 110 for the Store Directory

Games Workshop has
a number of trade
partners and
independent stockists
across the globe, who
not only carry our
most popular ranges,
but can also place
orders for you from
our current catalogue.

¢ To find a hobby or toy store near you that carries

Games Workshop products, just call our Customer
Service team on 9829 6111, or log onto

www.games-workshop.com

See page 110 for the Directory
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The Island of Blood contains two forces of bitter rivals
which can be bolstered with the addition of plastic
and metal miniatures. Shown here are a selection of
the High EIf and Skaven models that are exclusively
available to order - see the fuII range onlme.

ly
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: Packmaster Skweel Gnawtooth <) ol
7 99060206087 Au§23 N2$26 % -
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Ikit Klaw, Chief Warlock ~—
j, 99060206019 AU$22 NZ§25 Bannernatinclude(\_)

99110210115 au$41 Nz$47
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\ v *

High EXf Mage with >  High Elf Hero with >
Grey Seer Thanquol and Boneripper ~—>. Anullian Crystal \..j Sword and Shield \...j
- 99110206055 au$44 iz§51 e 99060210130 Au$22 Nz$25 99060210127 au$22 Nz§25
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SUBSCRIPTIONS

Subscriptions guarantee you will not
miss an issue, and offer savings over
buying individual copies. There are a

number of ways to subscribe.

e Call Games Workshop direct on:
Aus: (02) 9829 6111

NZ: 0800 448 514

* Log on to:
www.games-workshop.com

e Visit your nearest Games Workshop store

e Complete the form below
and return to:

Hobby Service Centre, PO Box 576,
Ingleburn, NSW 1890, AUSTRALIA

| would like to subscribe for:
1 YEAR 12 issues ALU%116 (Australian subscribers) NZ$ T30 (New Zealand subscribers) |
2 YEARS 24 issues AL TES (Australian subscribers) NZ$220 (New Zealand subscribers) r__l

[ am an existing subscriber [] | am a new subscriber [ wlease tick abox

MY DETAILS

Mr/Mrs/Ms/other: ............... Forename: ......c.ccoevereeennes SUINAME: cevererrerecaiinnenns

AArESS .nnieiieeriee ettt Postcode: ....c.ccoevinnnrinns
........................................................................ Country: ..ococeeveveeeecnnennen

Tel (iNC STD €OAE): voiviiiiririiierrcier et

The subscription is a gift for the person detailed below L ik box f approprise)

Mr/Mrs/Ms/other: ............... Forename: ......ccccccevvvnenns SUMNAME: cveiviineriieines
Address:.......... eerereresnresntensaesanenereesabesasitsistseartatrissnnenatens Postcode: ...cocccvrvmeinnnns

........................................................................ Country: ccceevirvnninenenens
Tel (iNC STD COAE): wririiriiiiiereiincte ettt snaeaes

METHOD OF PAYMENT
Postal Order (In relevant currency)/Cheque [] (made payable to Games Workshop Ltd)

i@m VISA D MasterCard
vo: 10 OOO0O0 O0OO0O OOOHOoHn
Valid from:DDl__—”:l Expiry date:l:”:H:”:' Issue NO:DDD

- D AMERICAN EXPRESS

Cardholder’s Name: ....ovieeuerieeniriiiieciiniin st aeeieene IMPORTANT NOTE:

If paying by Credit Caid a
phone number is required
SIgNALUTE: civuvvvviiiinii i Date: ............ so that we can contact you
(signature ot parent or guardian required if recipient is under 16 years of age.) to obtain your credit card
security number

We require youi number to
tinalize billing priot to vour
subscription being fulfilled.
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Next Month High Elves

Following on from the Island of Blood, the High Elves receive fresh reinforcements.
We present the new miniatures in all their glory, taking a closer look at the kits,
interviewing the designers and presenting exclusive new background.

\ WARHAMMER

40 000"

e

The Dwarf Holds

» We delve into the troubled and bloodstained history of
the Dwarves of Middle-earth and their ongeing war with
the Goblins of the Misty Mountains.

Chaos Planetstrike

* Prepare your battlefield with Chaos-tainted buildings
and devious traps brought to you by the greatest minds
in the service of the Dark Powers.







