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OGRE KINGDOMS

The Mountains of Mourn are shaking to their core beneath the lumbering tread of
monstrous beasts and Ogre tribes on the march. White Dwarf’s extensive coverage
ins m;umg}tf’ mcludmg desugna s’ notes, a baltle report and more'

begi

GUTS AND GLORY

Andy Hall talks to the designers of the Ogre Kingdoms
army book and the new kits. We also have an exclusive
preview of the rules for the Stonehorn and Thundertusk.

ARENA OF DEATH

The Nurgle Chaos Lord and the Saurus Oldblood are
amongst the most powerful characters in Warhammer.
But which is harder? There’s only one way to find out...

TACTICA: MONSTERS

In the second part of his series of tacticas for The Lord
of the Rings Strategy Battle Game, Simon Grant explains
how to get the most out of your monsters.

THE COURT OF THE ARGHON

Dark Eldar Archons know better than to trust their
protection to their own kind, surrounding themselves with
mercenartes. Simon Grant takes a look at this potent unit.

CODEX: SISTERS OF BATTLE PART 2

We present the second part of Codex: Sisters of Battle,
giving vou everything you need to take the Adepta
Sororitas to war — the army list and wargear sections

‘ERVY METAL SHOWCRSE

The ‘Eavy Metal team have been busy painting new Ogre
Kingdoms miniatures — we ask them to talk us through
some of their favourites.

TERRAIN SHOWCASE: STORM OF WAGIC

When it came to making terrain for Storm of Magic, the
gloves well and truly came off. We take a look at the
spectacular scenery the Hobby Team came up with.

ARMY WORKSHOP: RETURN OF THE LEGION OF BESPAIR

Last year we showed you how the Hobby Team painted
their Vampire Counts army. Following last month’s new
releases, Chad has been inspired to return to the army.

-

1.

n

The latest releases from the Citadel forges.

NEWS
All the goings on in the hobby world.

BATTLEFIELD CHALLENGE

A new scenario to capture the Garden of Morr.

104 THE AUGURY

The latest events and activities near you.

12

BLOODBATH AT THE BUBBLING PITS

Golgfag Maneater and his mercenaries have stolen a
priceless artefact of Nehekhara and the Tomb Kings want
it back. Battle is joined at the Bubbling Pits.

FAITH VERSUS INSTINCT

Robin Cruddace’s Sisters of Battle face off against the
chittering hordes of Tom Hutchings’ Tyranids in the second
of this month’s battle reports.

www.games-workshop.com







The Ogres of the Warhammer world are great hulking monstrosities with an
e  for violence. They march to war this month, accompanied by all manner
' of lumbering monsters, brutish heroes and a brand-new army book.
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4 WHITE DWARF NEW RELEASES

THUNDERTUSK AND STONEHORN

When the Ogre Kingdoms march to war, they are accompanied by huge beasts.
The Thundertusk/Stonehorn kit makes either one of two new monsters, the
earth-shaking footfalls of their approach inspiring terror in the foe.

THUNDERTUSK
This plastic kit can be assembled
as a Thundertusk, a brand-new
Ogre Kingdoms monster. The
Thundertusk is ridden to battle
by a pair of Ogre Beast Riders
sitting upon its broad shoulders.
Each rider is armed with different
weapons, both included in the
kit — one Ogre is armed with

a chaintrap, a potent weapon
that inflicts Killing Blow in

close combat. The other totes a
harpoon launcher, the wielder
picking his teeth with the
harpoon-tip before he loads it.
The Thundertusk can be covered
with all manner of optional little
details, from frozen chickens and
racks of meat to barrels of stolen
ale and bound-up prisoners.

The Thundertusk is ridden to battle by a crew of
two Ogres, one armed with a deadly chaintrap
and the other with a harpoon launcher.

The Thundertusk is swathed in an
aura of icy cold, numbing foes so
that they strike last.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Ind fent retailers are responsible for ining their own prices.
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The frozen corpse of an unfortunate State Trooper
highlights the sheer freezing effect of being so close to
the shaggy Thundertusk.

a crew of
haintrap

may be dangerous if used incorrectly. Prices col[t;:ct f:t time of_ gf)ing to press, please

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products
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, STONEHC
The Thundertusk/Stonehorn kit can also be assembled as a Stonehorn, a new
monster that can be included in your army as a mount for an Ogre Hunter,
or as a Rare choice ridden by a Beast Rider. As well as a Beast Rider, the kit
includes a plastic Hunter. It also contains all of the weapon options that the
Hunter can take, such as a Blood Vulture, great weapon, harpoon launcher
or ironfist. The Beast Rider has the option of exchanging his chaintrap for a
harpoon launcher, and both options are included. The frame is filled with
all manner of extra details too, such as trophy racks and skulls, as well as a
bestial skeleton to decorate the base.

ORN

N Ogre Hunters can take a Stonehorn as a mount. Upon
the bloody fist of this hunter, perches a large vulture,
keen to tackle its next meal.

|
|
|
|

The Stonehorn serves as a mount .
for an Ogre Hunter or can be \
ridden by a Beast Rider.

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 gomg to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, I or website. Independent retailers are ible for de g their own prices.
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launcher, effectively a highly mobile Product code: 991201213009
bolt thrower, with the strength and ‘ Sculpted by Seb Perbet.

range to match.
ON SALE SEPTEMBER 3RD

1t Upon ) TURN TO PAGE

vulture,

19TO SEETHE
RULES FOR
THIS HUGE
MONSTER.

ess, please Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices caT'ect at t{me of' g?ing 1o press, pl§ase
wvn prices. <contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, I or website. Independent retailers are for their own prices.
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8 WHITE DWARF NEW RELEASES
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MOURNFANG CAVALRY

Roaring and snarling into battle come the Mournfang Cavalry, amongst the
heaviest cavalry in Warhammer. This new box set of plastic monstrous cavalry
allows you to make a unit of two Mournfang Cavalry.

Mournfang Cavalry are a unit of monstrous cavalry ridden by heavily armoured
Ogres. This new box set makes two plastic Mournfang Cavalry, containing
components to equip both with all the weapon options in the army list, including ‘
great weapons, ironfists and a brace of Ogre pistols that the unit champion can

be upgraded to wield. The frame includes a choice of several different heads,
parts to make all the members of a command group — a Crusher, a musician and a
standard bearer — and options for five different designs of Mournfang. The kit also
includes a variety of characterful details that can be added to your unit, such as
skulls, horns and haunches of meat.

Standard bearer armed
with hand weapon

Crusher upgraded with a
pair of Ogre pistols

OGRE KINGDOMS

JERVIS TALKS ABOUT [IFRCiiai

Product code; 9971212213007

THE MOURNFANG ﬁ:{{)ﬁ({j”; glike,qnderson and
CAVALRY ON PAGE 23.

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







IRONBLASTER AND SCRAPLAUNCHER

The Ogres possess an innate knack for scrounging, crafting crude but effective
war machines from scavenged battlefield detritus. The new Ironblaster/
Scraplauncher kit allows you to make either one of these potent war machines.

GNOBLAR SCRAPLAUNCHER
This new kit allows you to make
one of two different war machines.
The Gnoblar Scraplauncher

is a ramshackle stone thrower
pulled into battle by a Rhinox

and crewed by seven Gnoblar
crew, each engaged in a variety of
activities — amongst the Gnoblar
Scrappers is one who has hit his
thumb with a hammer and another
firing his own, smaller catapult
from the front of the Rhinox. The
kit also contains plenty of other
little details such as piles of scrap,
hooks and a noose.

The Scraplauncher hurls a bundle of
scavenged blades at the foe.

The Gnoblar
Scraplauncher is pulled
into battle by a Rhinox,
as much a chariot as it is
a war machine.

The crew of the Scraplauncher
i swarm over the war machine,
engaging in various tasks.

The ramshackle chassis is festooned with all manner of stolen
components, such as buckets of weapons, chests and millstones.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catal or website. Independent retailers are responsible for de ining their own prices.
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WARHAMMER
OGRE KINGDOMS

The Ogre Kingdoms march to battle
with thunderous footfalls, stomping,
crushing and eating anyone — —-and
anything - that gets in their way.

Warhammer: Ogre Kingdoms is the
definitive guide to this army of brutish
monsters, containing 96 pages packed
with full-colour art, background and
rules. The hardback book details the
history, lands and wars of the Ogres,
from the Big Migration and the Feast of
the Sky-titans to the Great Battle at the
Fire Mouth. You’ll also find within its
pages a map of the Ogre Kingdoms and a
timeline of notable historic events.

Warhammer: Ogre Kingdoms also
contains complete rules for all of the
characters, units and monsters that make
up the army, along with a new spell lore,
the Lore of the Great Maw, magic items
and the army list.

Finally, the book includes a showcase
of beautifully painted Citadel miniatures
by the ‘Eavy Metal team.

WARHAMMER:
OGRE KINGDOMS

AU$69 nz$80

Product code: 60020213002
Wirtten by Jervis Johnson and
Jeremy Vetock.

P SIS

= L7 AR ”\l’)l—la\llll:"

CL S TEVY e TR TR RN

(OGRE KINGDOMS

WARHAMMER ARMIES

ww ¥ tat T
B fres

CO-AUTHORS JERVIS AND JEREMY TALK ABOUT THE BOOK ON PAGE 18;

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 tlme of going to press, please
e for

contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, fog
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OGRE KINGDOMS BATTALION

AU$160 NZ5190
Product code: 99120213010

o
NSNS ST

18 to press, please
- their own prices.

A ——

OGRE KINGDOMS BATTALION

The Ogre Kingdoms Battalion is a great way
to start a new army of Ogres, or bulk out
(pun intended) an existing army. Packed
with great multi-part plastic miniatures, it
contains over 700 points. The box contains
6 Ogres, the mainstay of the force; 6
Ironguts, who are equipped with the best
weapons and armour; and 4 Leadbelchers,
Ogres armed with massive cannons.

WARHAMMER BATTLE MAGIC: OGRE KINGDOMS

This pack contains all
seven spells from the
Lore of the Great Maw.
Each card describes

the rules for the spell,
as well as detailing

the Bloodgruel lore
attribute. The new Ogre
Kingdoms lore of magic
is used by Butchers
and Slaughtermasters,
and provides powerful
augment spells for the
Ogre masses.

WARHAMMER BATTLE
MAGIC: OGRE KINGDOMS
A$E nz$89.50

Product vode 60220213001
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'WHILE STOCKS LAST

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

fependent retailers are responsible for determining their own prices.
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The Citadel Finecast range of miniatures expands again this month, with a steady
flow of new releases added to the range. In addition to the Ogre Kingdoms
miniatures shown here, there are even more available in store and online.

FIREBELLY BRAGG THE GUTSMAN

A brand-new special character available
in Citadel Finecast this month, Bragg
the Gutsman is the most infamous
executioner of the Ogre Kingdoms.

The Firebelly is an Ogre Wizard who

commands the Lore of Fire, available in
Citadel Finecast. The model is depicted
unleashing the Fire Breath for which he
is rightly feared.

BRAGG THE GUTSMAN
a6l N2$73
g;i::ﬁﬂeGDOMs Product code. 998002130016
e i Sculpted by 5eh Perhet
Product code. 99810273004
Sculpted by Seb Perbet OM SALE SEFTEMBER 300
DN SALE SEPTEMBER 3RD

| GOLGFAGMANEATER o B |

AUB61 NZ$73
Product cods. 39810213003
Seudptad by Seb Perbet

Ever since the release of the
first Regiments of Renown
box sets in the mid 80s,
| Golgfag Maneater has been
the most famous Ogre hero
in Warhammer. With this
new incarnation of the
renowned Ogre mercenary
in Citadel Finecast, yet more
famous deeds and exploits
‘ are sure to be added to
Golgfag’s reputation. Over
the course of his long
career, Golgfag has won and
| lost countless magic items,
| and he starts each game
| with a random amount of
| magical equipment. This is
reflected on the miniature,
which is covered in potions,
blades and other talismans.

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 Ume of golng to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, ¢ logue or website. Independent retailers are responsible for g their own prices.
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This month two of the most powerful characters in Warhammer are released as
brand-new plastic miniatures - the Saurus Oldblood and Nurgle Chaos Lord. |
Covered with intricate detail, these Lords make for characterful generals. |

SAURUS OLDBLOOD NURGLE CHAOS LORD

LIZARDMEN  au$22 nz$25.50
SAURUS OLDBLOOD

Product code: 99070208001
Seulpted by Aly Morrison

NURGLE CHAOS LORD
aw$22 Nz$25.50

Product code 93070201003
Sculpted by Brian Nelson

ON SALE SEFTEMBER 10TH

Available in plastic for the first time, the Lizardmen Saurus Chaos Lords often swear allegiance to one of the Chaos
Oldblood is released this month. The Oldblood is armed Gods above all others, their very flesh warping to reflect
with a highly ornate hand weapon and shield, and is their devotion to their master. This is very much the case
bedecked in ceremonial armour. The base of the model is with the bloated and pustulent form of the new Nurgle
highly detailed as well, decorated with Lizardmen glyphs Chaos Lord, swollen with disease and decay and armed
and the stone steps of a temple. The Saurus Oldblood is a with a huge rusted blade. So inured to pain is he that his
fantastic hero to lead your Lizardmen army to war. guts can be seen through the gaping wound in his belly.

TURN TO PAGE 19 TO SEE HOW THESE TWO FARE IN THE ARENA OF DEATH,

Pictures for iflustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catak or website. Independent retailers are responsible for dt ining their own prices.
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Black Library publishes a range of novels, short story
anthologies and audio CDs based in the worlds of Warhammer
and Warhammer 40,000. The Black Library website is the place
to go to read excluswe extracts, interviews with the authors and
sneak-peeks at forthcoming releases. The website is also the
only place to get limited editions of novels and an ever-growing
range of digital downloads.

Black Library has an extensive back
catalogue of books dating back
years, many of which have been out
of print for some time. Alongside a
monthly release schedule of new
and exciting novels, Black Library
also has a range of print on demand
products allowing fans to get their
hands on some of the most popular
books from the archives. Amongst
the books in the print on demand
range are background and art
tomes, such as Insignium Astartes,
which is the ultimate guide to the
heraldry of the Space Marines.
Graphic novels, such as Darkblade,
and fan-favourites, including Space
Marine by lan Watson, are also
available. These books are available
exclusively online:

www.blacklibrary.com

S QOF

ULIT]U\N EL

GRAHAM MeNEILL

CGRAHAM McNETLL

Legendary High EIf heroes In the eagerly awaited sequel The psychic prowess of the
battle to determine the fate of  to Defenders of Ulthuan, the Eldar is unleashed in this

Ulthuan ~ and the world - in noble High Elves must over- stunning sequel to Path of
this epic fantasy saga. come their dark cousins. the Warrior.

DEFENDERS OF ULTHUAN SONS OF ELLYRION PATH OF THE SEER

Aw$18 12$22.50 Au$18 nz$22.50 4u$18 nz$22.50

15BN 9781849701570 ISBN: 9781849700672 ISBN: 6781849700801

v

i
Plctures for flustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. vA\ &Q
Certain Citad/ products may be dangerous if used incorrectly. Prices correct at time of going to press, please ‘
contact us for curran; avallability and prices. Prices quoted are for products sold by Games Workshop thmugh .
s own stores, or website. retailers are ible for ing their own prices. ;{
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Butcher Ogre Tyrant

s well as all the new plastic kits and the existing available to order now. Head to the Games Workshop
plastic Ogre box sets, the Ogre Kingdoms will be website to see the full Citadel Finecast range of Ogre
making a grand entrance into the Citadel Finecast Kingdoms miniatures or turn to page 118 to find out how

range this month. New box sets for the Ogre Tyrant, Ogre to get hold of them:
Butcher and the Yhetees are all premiering in highly
detailed Citadel Finecast resin at your local Games

Workshop Hobby Centre, whilst the rest of the range is games-workshop.com

We're proud to announce that
Games Workshop’s first Hobby
Centre in China is opening very soon
in Shanghai:

Unit 138, Floor B1

XinTianDi Style

Ma Dang Road, Shanghai.

Getting there:
XinTianDi Station Line 10 exit no 1

GRAND OPENING
SEPTEMBER

WHITE DWARF  NEWS




Space Marine

In Warhammer 40,000: Space Marine you are
Captain Titus of the Ultramarines — humanity’s
last hope for survival in a war-ridden future.

Step fearlessly into the heart of combat as an
unstoppable Space Marine. Never hide, never
cower, just purge all that stand in your way in this
cinematic campaign spanning over ten hours.

Unleash violent death using an innovative new
combat system. Switch seamlessly from ranged
weapons like the storm bolter and plasma cannon
to devastating close-combat strikes from your
chainsword, power axe or thunder hammer.

In multi-player, form your own Space Marine
squad or Chaos Space Marine warband and face off
against your foes. Gain experience and unlock new
weapons, abilities and armour options.

!a%: Available now for PC, Xbox 360 and PS3.

www.spacemarine.com

2

WFRP: Black Fire Pass

Black Fire Pass is an exciting

% supplement for Warhammer

¢ Fantasy Roleplay, with a wealth

of new information concerning

Dwarfs, the hold of Karak

Azgaraz, and Black Fire Pass itself.
There are rules for

runesmithing, Dwarf engineering,

ten brand-new Dwarf-specific

careers, and much more; a must-

have addition for anyone who

plans to play a Dwarf!

Deathwatch: The Achilus Assauit

This new sourcebook includes
descriptions of the Jericho Reach’s
most significant warzones. Learn
about the major threats to the
Crusade’s advance, including foes
that can be reasoned with and
those that must be annihilated.
With new player options, the
Achilus Assault brings your
campaign to the front lines.
Choose which worlds shall be
saved... and which shall burn!

www.fantasyflightgames.com

Kill Team

Warhammer 40,000: Kill Team is now available to
download on Xbox LIVE and PlayStation Network. This
fast-paced arcade style shooter allows the player to
team up with a friend to take on Ork and Tyranid forces
aboard a giant Kill Kroozer.

Featuring fan-favourite Chapters like the
Ultramarines, Space Wolves, Blood Ravens, and more
as well as four selectable classes to choose from Kill
Team promises to be an exciting play for Warhammer
40,000 fans.

Purchasing Kill Team will also unlock the power
sword weapon for the Assault and Raptor classes in
multi-player in Space Marine. There is no other way to
get this weapon.

ST B  September 2011

Last chance to get your tickets

At time of writing, tickets to this year’s Games Day and
Golden Demon were selling fast.

If you are yet to get your hands on yours, there
may still be a precious few available, so without delay
make your way to our website or to your local Hobby
Centre, where you may also be able to book a seat to
Games Day on the store’s coach.

games-workshop.com

PR

L( Arcn\ .’ y P SUI‘Iday 25“’ Cast your vote f

Armies on Paral

LG Arena, NEC
Birmingham

E30 in advance. Admit
o i

www.games-workshop.com
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.+ The biggest bruisers in the Warhammer world barge their way intéythe: pagé of
“#\White Dwarf. Hoping to gain his own gut plate, Andy Hall talks to the designers of
/ 28 the hew miniatures and army book to find.out more about the Ogre Kingdoms.
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| believed - several times

| for each Stonehorn is a

| to death and trample
. its corpse into paste.

Stonehorns are massive 1
beasts of muscle and |
violence, each several
times the size of a
Rhinox and - if it can be

i
!
as dense. Intelligence is
of little import to these
great beasts, however,
living fossil, its skeleton |
hardened by the same :

i rock as the mountains
i where it makes its

home. As legendary as '.
their hardiness is their
belligerence; in fact it

is said that a Stonehorn
will take any opportunity
to headbutt something

Even the most stubborn |
of enemies cannot !
hope to stand against ?
a Stonehorn’s charge.
Such is its colossal mass
that the impact of its |
charge is like a boulder |
plummeting from a |
mountaintop, a deadly
combination of weight
and a bad temper.

|
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Ogre Beast Rider
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Troop Type: Monster.

Special Rules:
Frenzy, Large Target, Terror.

Beast Rider: Unless taken as a mount for a
Hunter, a Stonehorn and its rider have their
own characteristics, but are treated as a
single model. If the Stonehorn is removed
as a casualty, then its rider is removed too.
When moving, the model always uses the
Movement of the Stonehorn. The Stonehorn
and Beast Rider use their own Weapon
Skill, Strength, Initiative and Attacks
characteristics when they attack. Each

can attack any opponent that the model

is in base contact with. The rider uses its
own Balilistic Skill when making shooting
attacks. All hits upon the model are
resolved using the Stonehorn’s Toughness
and Wounds. In close combat, enemy
models attacking the model compare their
Weapon Skill to the Stonehorn’s Weapon
Skill when rolling To Hit. The Stonehorn’s
Leadership is never used. It is treated as a
monster in all other respects.

GUTS AND GLORY

Earth-shattering Charge: If a Stonehorn
makes a successful charge, it inflicts 3D3
Impact Hits instead of making its normal
close combat attacks. In addition, if when
calculating the charge range, the two
highest dice score a total or 10 or more,
then 1 is added to each dice roll, for a total
of 3D3+3 Impact Hits. This doesn’t prevent
the Stonehorn from using its Thunderstomp
later in the same turn. Also note that the
Beast Rider attacks normally.

Hunting Beast: A Stonehorn may be
included in an army as a mount for a
Hunter, in which case the Hunter replaces
the rider, and any shooting attacks against
the model will hit the Stonehorn on a D6
roll of 1-4, and the Hunter on a roll of 5+.

Natural Armour (4+): The Stonehorn has a
4+ armour save.

Stone Skeleton: If an Attack with the
Multiple Wounds special rule successfully
wounds a Stonehorn, halve the number of
Wounds inflicted (rounding fractions up).
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Thundertusks are !
creatures of ice and
doom, ancient monsters
that strode the darkest
ages long ago. Retreating
from the sudden warming
of the sun, the forefathers
of these mammoth

beasts headed to the
northern plains where
they became saturated

in the magic that was

| unleashed in those same
strange lands. Imbued by
those unnatural winds,

| the Thundertusks became
living embodiments of
cruel and ever-enduring
winter - primordial
things from a long-
forgotten past. Their
hulking mass exudes a
subzero blast of icy chill
air so cold it congeals
blood and freezes their
prey. Thundertusks
advance as relentlessly
as a winter storm, using
their numbing chill to
slow their victims down,
all_owing the beasts to
bring their crushing mass
to bear.

e

Thundertusk
Ogre Beast Rider

»owm
o
N

[SSIN N -4

Troop Type: Monster.

Special Rules:
Large Target, Terror.

Beast Rider: The Thundertusk is ridden by
two Ogre Beast Riders, and follows the
Beast Rider special rule on page 53:

Natural Armour (5+): The Thundertusk is
protected by its thick, furry hide, granting it
an armour save of 5+.

Numbing Chill: Any enemy model within
6" of a Thundertusk has the Always Strikes
Last special rule.

Smooth Ride: The Thundertusk’s Beast
Riders ignore the To Hit modifier for
Moving and Shooting.

Sphere of Frost-wreathed Ice: The
Thundertusk can make a stone thrower
shooting attack with the following profile.
This attack may be made even if the
Thundertusk moves, but not if it marches.

Strength Special

Range
3 (6) Multiple Wounds (D3)

6-24"

Do not use the Stone Thrower Misfire chart
if the sphere of frost-wreathed ice suffers

a misfire. Instead, a misfire means that the
sphere does not fire this turn, though it may
still fire as normal next turn.
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Miniatures designer Seb Perbet not only sculpted the mighty Stonehorn and
Thundertusk kit, he also had a steadying hand in the design of all the new Ogre
miniatures, making him the one to talk to on all things ‘Ogrey’.

T

Bragg the Gufsman |
The hulking scarred |
mound of flesh known

as Bragg the Gutsman

is the executioner writ
large. He uses a bespoke
poleaxe to disembowel

the foe. As removing the

gut is the one thing that

will strike fear into his |
fellow Ogres, Bragg has
become a sinister figure
amongst his kin.

THE IRONBLASTER
When deployed in battle, the Ironblaster is hauled into
a good shooting position before blasting out a fiery

| tongue of flame and a thunderous boom. The multiple

| cannonballs it fires are able to tear apart a whole

or Seb, taking on the Ogres was a

project that really got his creative

muse working. ‘When we first started
talking about it, the word “prehistoric” kept
getting used and that was very interesting
as it conjured up an aesthetic we haven’t
really explored in Warhammer,’ says Seb.

‘The image of Ogres riding or fighting
alongside big prehistoric creatures instantly
gave the Ogres a strong visual appeal,’
he adds. Whilst Seb set to work on the
monstrous Stonehorn, Martin Footitt and
Colin Grayson designed the Ironblaster
and Scraplauncher, working from sketches
drawn by Seb. ‘Tusks and horns were very
prominent not just as things protruding
from the creatures but as a working
material the Ogres used in their prehistoric
contraptions. | thought wood would be
relatively rare for an Ogre, in its raw form at
any rate, although they’d happily scavenge
it from defeated enemies, which meant
that the Ogre contraptions should be made
from parts that were blatantly fashioned for
something else, such as a cart jury-rigged
with animal bits — tusks and bones.’
The other centrepiece kit was the

Stonehorn and Thundertusk. Two big

regiment in a maelstrom of noise and violence. Should
the enemy survive that terrifying fusillade he will still
have to deal with a charging Rhinox pulling a large mass
of iron and wood shortly afterwards.

monsters that can give the Arachnarok
Spider a run for its money in size stakes.
‘Not only did we want to have some
imposing monsters,’ continues Seb, ‘But

| wanted both to be distinct even though
they were made from the same kit and
used some communal parts. My solution
was to make sure the silhouettes of both
monsters were easily discernible by making
the Stonehorn “short” at the front with a
lengthy tail and the Thundertusk “long” at
the front with its big tusks.’ The kit is also
covered with a plethora of parts. ‘| imagine
that as the Ogres migrate, they take all
their belongings with them, so the models
are adorned with everything from barrels
and scavenged weaponry, to racks of
meat, plucked chickens and even a bound
prisoner (a snack for later perchance? —
Ed), says Seb.

With such a plethora of parts you're
going to have some spares but Seb is keen
to stress none need go to waste. A great
example is the Hunter. If you make the
Thundertusk, you'll have the Ogre Hunter
parts left over. From there it’s a simple
combine some spare Ogre legs with the
Hunter parts to give you a complete model.

GUTS AND GLORY
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THE GNOBLAR SCRAPLAUNCHER
For all of its ramshackle appearance, the Gnoblar
scraplauncher is a devastating engine of destruction.
Gnoblars swarm all over the contraption, packing the
launcher cup with bundies of weapons that they have

accrued during the battle. These loose-knit bundles of
nastiness are then catapulted high into the air to land
amongst the enemy in a deadly rainfall, lopping off limbs
and imbedding into the heads of unfortunate victims.

We've already spoken to the ‘mouth’ of the operation so it was time to talk to the
‘guts’. Veteran rules-smith Jervis Johnson was in charge of bringing the Ogres to life

on the Warhammer tabletop.

Andy: So, Jervis, how do you make an army
of monsters work in Warhammer?

fervis: | suppose it depends on what you
call a monster, really. Ogres can be seen

as ‘big’ infantry, although, I'm assuming
most people would term a hulking creature
that is ten feet high and eight feet across

a monster! Nevertheless, the idea was

to make an army of ‘big things’ work as
one coherent force and be a powerful but
balanced army.

Andy: When you begin a project like this,
where do you start?

lervis: Well you're obviously influenced

by what's gone before. | also start by using
the background to influence the rules. You
should always commence with the cool
imagery and let that inform how you write
the rules. For the Ogres, | saw in my mind's
eye a prehistoric lumbering horde marching
through a primordial wilderness. You'd have
Ogres on foot as well as riders on huge,
hairy shaggy creatures. That was certainly
the direction the models were going in, so |
made sure they fitted that aesthetic.

Andy: Taking the army as a whole, how
would you summarise the Ogres’ abilities?
lervis: The Ogre Kingdoms army comprises
regiments of monstrous infantry supported
by large creatures. They're the big guys — it's
intimidating enough just to look at an Ogre
army, so I've given them rules to back that
feeling up.

Andy: So everything in the army is going to
cause Fear and have a Stomp attack then?
lervis: Yeah, well, the Gnoblars are an
obvious exception, but otherwise you

are looking at a lot of Stomps. This, in
conjunction with the Ogre Charge makes

a unit of Ogres extremely powerful on the
initial combat turn.

Andy: How does the Ogre Charge work?
jervis: A charging Ogre, especially a group
of charging Ogres, gathers an enormous
amount of momentum behind it. To stand
in front of an Ogre regiment charging at full
pelt you're either tremendously powerful or
tremendously stupid! So a charging Ogre
that successfully collides with an enemy

Golgfag Maneater
The name of Golgfag
Maneater is forever
linked with the Ogres’
propensity for hiring
themselves out to the
highest bidder. This is
evidenced by the wealth
of Golgfag’s worldly
accoutrements on display
and dangling from his
great bulk.
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To claim rulership over a
group of Ogres requires
a mighty brawler, a
creature powerful enough
to wrestle a Giant to

the ground or smash his
way through a fortified
gate using only his bare
fists. An Ogre Tyrant

uses his tremendous

size and brawn to
dominate, earning the
right to command the
tribe by displaying
prodigious feats of what
the Ogres respect the
most - strength, violence,
girth and a healthy, all-
consuming appetite.

‘ The Tyrant
1

Firebellies
Firebellies are the
roaring, blazing priests
of the Ogre deity known
as the Fire Mouth. Quick
to mirth and anger alike,
Firebellies are garrulous
and vital individuals who
are readily welcomed

| into any Ogre tribe.

‘ Fire burns within these

1 larger-than-life prophets

| in a literal as well as
metaphorical sense. Bald
and broad, their ruddy
skin glows from within,
and their bare chests are
tattooed extensively with
| symbols of destruction.
When a Firebelly’s wrath
is roused, he can breathe
out a cloud of billowing
flame so fierce that it can
melt through chainmail in
| seconds. He can harness

| fire and control flames,
wielding it as a weapon.

26 WHITE DWARF
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gains an Impact Hit on the foe, which will
already be familiar to existing Ogre players.
However, when rolling for charge distance,
if the number is 10 or more then each Ogre
in the unit gets D3 Impact Hits instead

of just 1. Additionally, you add the rank
bonus to the Strength of the Impact Hit. Not
only does that encourage you to have big
units of Ogres, it makes them absolutely
devastating on the charge!

Andy: Big units of Ogres have traditionally
been very expensive, so having such large
units would leave you little points to spend
anywhere else.

Jervis: There’s no point having this grand
image of the army if no one can afford to
recreate that vision on the tabletop. And

so Ogres are cheaper now, which will
encourage you to have larger units and

still give you points for the more exotic
elements of the army.

Andy: The Mournfang Cavalry certainly fall
into that ‘more exotic’ category.
Jervis: Very much so. They're kind of
a curve ball. Most people would have

: expected to see Rhinox Riders,
as that was the only beast
, we'd alluded to before. But the
Rhinox is more of a beast of
burden and the Ogres would
clearly choose to ride something
more aggressive. Thus came the big cat-like
Mournfangs. These are the heaviest cavalry
in the game and always do D3 Impact hits
on the charge. What's more, the enemy will
then not only have to deal with the creature

o

 but the Ogre sat atop it. They're extremely

fast as well. But that's a wider point about

the army as a whole. | know I've used the
word lumbering earlier, but Ogres are fast;
they have big legs allowing them to stride
forward 6" a turn, so march 12".

Andy: Another new addition to the Ogre
roster is the Firebelly.

fervis: This model is a great example of
adding in more variety to the army. This

is only the second time we've done an
Ogre army book, after all. When you first
do an army book, you spend a lot of effort
laying down the ground work, and when
you come to revise the army, you have
the chance to explore the background in
more depth and bring that to the tabletop.
The Firebelly is just one example of that,
a potent Wizard with access to the Lore
of Fire and a Breath Weapon that he can
unleash in combat.

Andy: Although it’s not as though the Lore
of the Great Maw is one you want to avoid.
Jervis: Very true, it complements the Ogre
army well. You have a few magic missiles
and can even summon a version of the
Great Maw down on the enemy, but the
majority of spells are there to augment
your Ogre units. None more so than the
signature spell Spinemarrow, which will
give the target unit Stubborn. This is really
useful when you consider that the Ogres
will more often than not be facing units
that are Steadfast. So giving an Ogre unit
Stubborn will help them stay in the fight
once the initially devastation caused by the
charge has subsided.

Andy: But this isn’t the only Lore that
Butchers can use is it?
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Powered by thick haunches of purest muscle,
Mournfangs surge towards the foe at a speed faster than
their bulked frames would suggest, not slowed in the
least by the large Ogre atop their hairy backs. Protected
by thick skin and coarse shaggy hair, enemy arrows
bounce off the oncoming beast or ping off the Ogre’s

armour as harmless as hailstones. When they do smash
into an enemy, the powerful Mournfangs chomp, slash
and stamp the foe whilst the Ogres lay about them,
swinging ponderous clubs to bludgeon their quarry.

The results are devastating, with the fallen not just slain,

but utterly pulverised.

lervis: At least one Butcher/Slaughtermaster
must use the Lore of the Great Maw,
however, additional Ogre Magic users may
use the Lore of Heavens, the Lore of Beasts
or the Lore of Death. These represents
sub-cultures within the Ogre Kingdoms,
shamanic figures who practise arts that
represent different aspects of the Great
Maw. Again, it’s all about taking the rich
background of the Ogre Kingdoms and
allowing you to field that in your army.

Andy: So, lets talk about the monsters. At
the beginning of our chat you alluded that
big creatures are an important aspect of an
Ogre Kingdoms army, so how do players
incorporate them into their force?

lervis: Seb's done a brilliant job bringing
the Stonehorn and Thundertusk to life. They
evoke the primordial, ice age theme and
Yyet are fantastical creatures that are clearly
found in the Warhammer world.

Andy: How did you keep the two monsters
distinct, without making one or the other
the most obvious choice when it comes to
building an army?

Jervis: Each monster, whilst intimidating to
face in its own right, offers very different
tactical choices for the player. The
Stonehorn is your all-out bruiser — a woolly
fist designed to smash through the enemy
line and cause untold carnage. It packs one
hell of a punch on the charge, replacing its
attacks with 3D3 Impact Hits.

The Thundertusk has more of a support
function. With four Strength 6 Attacks and
two Ogre Riders, the Thundertusk can hold
its own in a fight but it’s best off surrounded
by close-supporting Ogre units as its key
ability is a Numbing Chill, which means all
enemy models within 6" have the Always
Strikes Last special rule. This can have
a devastating effect on the enemy unit,
especially if they are also in combat with a

AR

Ogre Lores

The Battle Magic deck
contains the Lores of Fire,
Death, Beasts and the
Heavens, all of which can |
be taken by the Ogres.
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group of Ogres. The Thundertusk is also an
awesome shooting platform — effectively a

ratchers >

' i;’i;i:ii&l:rs B mobile bolt thrower and stone thrower all
¢ .

O e oraney, in one monstrous package.

the Butchers and
Slaughtermasters of an
Ogre tribe are not only
emissaries of the Great |
Maw but also channela |
portion of their deity’s '
fearsome hunger into
feats of magic. Some
show an inclination
towards magics other

Aundly: Which one is your favourite?

Jervis: | think there’s room for both
monsters in your army, as they are both
indispensible. If you want pure visceral
power then go for the Stonehorn.
Personally, for my own playing style, 1 think
the Thundertusk just edges it, thanks to its
tactical flexibility.

than the Great Maw, . .

| taking power from the Andy: Both monsters are found in the

| animals they slaughter or Rare section, (although, interestingly, the
by reading the stars. Stonehorn can be used as a mount for a

Hunter) but they are not the only creatures
in this part of the army list. There’s also the
Gnoblar Scraplauncher and the Ironblaster.
Jerviss Yeah, it's perhaps surprising that an
army with such a feral bent has a couple

of war machines, but then again Ogres are
very enterprising and have no qualms about
adapting what the enemy has left behind.

=% While they may lack the ability to smelt

" 1\ things, they’ll happily take a giant cannon —
stolen from the now extinct Sky-titans — and
shove it on a captured wagon pulled by a
Rhinox to create an Ironblaster.

Andy: | imagine that's suitably devastating.
. Jervis: Absolutely. The benefit of having

multiple cannonbealls is that you're virtually
guaranteed to get a good, long bounce.
However, if it misfires... well, you don’t
want to be close!

Andy: You mentioned just now that Ogres
can be very enterprising both in terms of
scavenging and in fighting far and wide.
lervis: The Maneaters encapsulate that.
They are the ultimate mercenaries, and
none more so that Golgfag. So they have
this ‘Been There, Done That’ rule, which
allows you to pick any two special rules
from a list, in any combination. For
example, you could have them Immune
to Psychology with Poisoned Attacks, or
Stubborn with Swiftstride. I’'m looking
forward to seeing what combos Ogre
Kingdoms players up with!

Andy: What else are you looking forward
to when the Ogres are finally unleashed?
jervis: Like | said earlier, it's the overall

feel of the army that excites me most. This
force from a dark, magical ice age holding
their own against armies of knights, highly
disciplined Elves or chittering hordes of rat-
men. It's going to be interesting to see how
they fare against all these different armies.
But then, that’s what Ogres do. The Ogres
Kingdoms may be their home, but they
like nothing better than roaming the world,
leaving carnage in their wake!

THE GUTSIEST OF THEM ALL

The core of any Ogre Kingdoms army are the Ogres
themselves. They are powerful foot soldiers, especially

. when formed into regiments they are walls of solid

' muscle and fat girded with massive belly plates.

' Ogres excel at fighting and this, along with their
greed and lack of concern about right or wrong, means

that an Ogre army is always ready for a battle against
anyone, anywhere. History is replete with examples of
Ogres being paid to fight. When they do enter combat,
they make frightening opponents, for Ogres are savage
and can sometimes devour the fallen where they lie. In
battle this horrifies their opponents, who must fight the
blood-splattered vanquisher of their former comrades.

28 WHITE DWARF GUTS AND GLORY
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Kevin: This army list highlights how large
Units of monstrous Ogre infantry work
well when supplemented with even larger
monsters and a smattering of the strange.
It has a very frosty theme, what with the
Yhetees, the Thundertusk and the Ironguts
with the Dragonhide Banner, which was
faken from a fearsome ice drake.

~ The magic banner is very powerful and
gives the nine Ironguts the ability to re-roll
16 hit, to wound and armour saves of 1 on
the turn they charge! Not only that but the
standard bearer can use it to unleash an
%y blast on the foe - a Strength 3 breath
“eapon and will also cause the unit hit to
£ain the Always Strikes Last rule until the
#nd of the next turn!

This means that the Thundertusk can

'€ positioned close to the Luggers, whose
Proximity to the Thundertusk will give them
a snmnlay effect, allowing them to not only
tharge in with their Strength 6 Impact Hits
tl':et then strike first in the combat itself. All

while the Thundertusk will be firing its

deadly Sphere of Frost-Wreathed Ice (which
shoots like a moving stone thrower) and the
beast riders will fire their harpoon launcher
— which is surprisingly accurate due to the
smooth ride upon the back of the monster.

The army is led by a Level 4
Slaughtermaster. A powerful magic user,
who can cause the Great Maw to appear on
the battlefield and target heavily armoured
units with the devastating Bonecrusher
spell (only Strength 2 but no armour saves
are allowed). However, it's the Bruiser that
enemies should be really wary of as he
has the Giantbreaker big name that gives
him +1 Strength. This, in combination with
his great weapon, means that Cragus will
be cleaving the enemy with an impressive
Strength of 8!

Finally, the Yhetees and Leadbelchers
add an element of the unpredictable. Each
Leadbelcher can unleash D6 Strength 4
Armour Piercing hits a turn, so aim them at
the enemy elites and watch them disappear
in cloud of black smoke!

Resident artist Kevin Chin has been tearing up the Studio gaming area of
late waging war with the Ogre Kingdoms. We asked if he’d mind sharing
some of his tactical secrets with us.

LORDS

The Big Mawler

Level 4 Slaughtermaster with
Talisman of Endurance and
the Lore of the Maw.
315points

HEROES

Cragus Giantbreaker

Bruiser with heavy armour,

great weapon, Dragonhelm

and Giantbreaker big name.
155points |

TROOPS

The Luggers

12 Ogres with additional
hand weapons, Bellower,
standard bearer with Look-
out Gnoblar and Crusher.

407points |

Frost Smashers

9 Ironguts with Bellower,
standard bearer with Look-
out Gnoblar and Dragonhide
banner, and Gutlord.

472points
SPECIAL
The Soot Bellies
3 Leadbelchers.

129 points |
The Abominables
3 Yhetees with Greyback.

142 points
RARE
Thinling Flinger
Gnoblar Scraplauncher

130 points
Roar Horn
Thundertusk

250points
TOTAL: 2000points
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"/ MIGHT MAKES RIGHT '
IN-STORE THIS MONTH

Accompanied by the sound of thunder, the armies of the Ogre Kingdoms once
: again set out from the Mountains of Mourn, descending upon Hobby Centres
. across the land in search of food and a fight.

. S

- Pre-historic Reinforcements Hunting the Hunters
8% This month a brand new wave of enormous Ogre Alternatively, if facing a lumbering mass of muscle, fur,
Kingdoms miniatures is released, emerging from their horns and teeth fills you with dread, talk to your local
primordial realm in the mountains. Get down to your Hobby Centre staff about how you can combat the armies N
local Hobby Centre and find out how you can add of the Ogre Kingdoms. They’ll be more than happy to \A
the monstrous new creatures, including the immense show you how you can make use of war machines and ’
Stonehorn, Thundertusk and Mournfang Cavalry to your elite regiments, powerful magic and battle tactics to bring
army of Ogres. the brutes crashing to the ground.
"\ Raising your own Kingdom Battle amongst the Mountains of Mourn
% If you've ever been tempted to start collecting an army All this month your local Hobby Centre will be running a
of behemoths, this is the perfect opportunity. With a host of modelling, painting and scenery workshops, not to
fantastic range of miniatures to choose from ~ being the mention loads of exciting skirmish scenarios and mega-
first all-plastic and Citadel Finecast range — have a chat battles for you to take part in. Just bring along your armies
y with the staff at your local store to find out how you can and discover the lands and forces of the Ogre Kingdoms
- become a follower of the Great Maw! for yourself,

CONTACT YOUR LOCAL STORE FOR DETAILS!
www.games-workshop.com
I a e,




ARENA OF DEATH

This month sees the release of the Nurgle Chaos Lord and the Saurus Oldblood. This
prompted some disagreement here in the White Dwarf bunker about which was
harder, so we decided to settle it the only way we know how... with dice.

Nurgle Chaos Lord \

Andrew: There can be no What is up for debate

denying, a Chaos Lord and a is which is better? This very

Saurus Oldblood are in the top question sparked a heated

tier of Warhammer characters, argument in the team, so | picked

warricrs able to slay any foe. the Chaos Lord, Matt grabbed the 4
A Chaos Lord has a scarily Oldblood and we set off to the -

high Weapon Skill and Initiative, gaming area for a good old Arena

is clad in Chaos armour and can of Death.

be armed with all manner of The Arena of Death is a one-

horrible magic items and Gifts of on-one Warhammer showdown

Chaos. The Saurus Oldblood, on between two characters — think

the other hand, is decked up like of it as a glorified challenge.

a tank with its thick scales, heavy We agreed a points limit of 300

armour and high Toughness, and points each and thought it would

also has the armoury of the Old be fun to come up with three

Ones to plunder for battle. So different load outs, then randomly

there’s no question about them draw them against each other.

both being hard as nails. Just one more thing: FIGHT!!!

Death in the Jungle

%4 Bubous Plaguespittle
&M} Chaos Lotd with Mark ot Nurgle, great weapon,
Aimour ot Damnation and Necrotic Phylaciery

m Chaka-Taq
Q Saurus Oldblood with the Blade oi Realities,
Gambler’s Armout, shield and Potion of Speed

The first leg of the Arena of Death was
in the jungles of Lustria. The Chaos
Lord took the first turn and charged,
even as the Oldblood downed his
Potion of Speed.

The Saurus Oldblood struck out
with his Blade of Realities, which
would have removed the Chaos Lord
but Andrew passed his Leadership test.

The Chaos Lord caused three
wounds, and Matt only saved one. The
next round went much the same way,
as Matt struck once but the Chaos Lord
survived. The Saurus Oldblood was not
so lucky, as the Chaos Lord hit once,
wounded once and Matt failed to save.
Round 1 o the Chaos Loid.
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Squamous Hess, the Bloated Lord
=} Chaos Lord with Mark of Nurgle, Warnor Bane,
Talisman of Preservation and Potion of Toughness

1 Gor Boq
' Saurus Oldblood with Armou ot Destiny, shield,
Dawnstone and Potion of Strength.

With a single victory apiece, Round

3 would be the decider, fought in the

neutral ground of Dreadstone Blight.
This time, Matt won the roll-oft and

charged the bloated lord. The Saurus

swigged from his Potion of Strength

as the Nurgle Lord drank his Potion of

Toughness. The Chaos Lord struck first,

hitting three times but failing to wound.

The Oldblood then struck back twice,
but also failed to wound!

For seven combat rounds the battle
raged, swinging back and forth as the
Chaos Lord’s Warrior Bane rang off
the Saurus’ magical armour, and vice
versa. Eventually the Oldblood found
an opening and caused a wound at
last, and from then on the Chaos Lord
was on the ropes. The Saurus leapt
at him anew, cutting him down one
wound at a time.

LY

&

™| WINNER

.

. e

3 Pusbelly
{23 Chaos Lord with Mark ot Nurgle, Father of Blades,
Stream of Corruption and Seed of Rebirth

n Krogmaw
! " Saurus Oldblood with the Sword of Anti-heroes,
shield, Aura of Quetzl and Glittering Scales.

Round 2 was the return leg, taking
place beneath the pus-encrusted ruins
of the Realm of Chaos.

Once again Andrew won the
roll-off to go first, charging into the
Oldblood. This time the Chaos Lord
struck first, vomiting forth his Stream
of Corruption. He only caused four
hits, however, and failed to wound. His
regular attacks were not much better,
as Matt’s combination of the Aura of
Quetzl and the Glittering Scales meant
he was at -2 to hit. He still managed to
hit twice and wounded once.

In return, however, the Saurus
Oldblood was far more ferocious. Matt
hit and wound four times, and Andrew
failed all his saves!

Round 2 belonged to the Saurus.

US OLDBLOGD

When it was all over, the S.a‘urus Oldblood stood victorious.




Cne of the Wise

i Simon Grant, emissary
of the Valar, returns this

: month with more words

| of wisdom for the Lord

i of the Rings Strategy
Battle Game. This article
follows on from last
issue’s Cavalry Tactica, so
be sure to catch up if you
missed out!
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The monsters of Middle-earth come in all shapes and sizes,
but what they have in common is their deadly ability in battle.
Simon Grant shows how to make them even more dangerous.

Imost every iconic scene from

A The Lord of the Rings films features

.at least one of Middle-earth’s
myriad monsters or beasts. Whether your
favourite moment is when Gandalf faces off
with the Balrog on the precarious Bridge
of Khazad-ddim or Legolas bringing down
the Mlmak at the Battle of Pelennor Fields
only to be humbled by a withering retort
from Gimli, there can be no doubt that it
was the monsters that made those scenes
so memorable. And so too can you help
games of The Lord of the Rings look as
impressive by including monsters. In this
article, we’ll be discussing how to use such
dread creatures on the battlefield, and
also how to keep them in one piece long
enough for them to do what they do best —
namely smash the enemy army to pieces.

PACTICA: MONSTERS

No, no ut to my mind, there are
four categories of monster: Bulwarks,
Monstrous Heroes, Flyers and Monstrous
Mounts and I'll shortly be discussing each
in turn. As I’'m sure many of you have
already noticed, there are some monsters n
The Lord of the Rings that fit into more than
one of these categories. Howevet, this is far
from a bad thing, as it simply means that by
using one of these powerful monsters, you
will have more tactical options available to
you on the battlefield.

A quick note for all you Good players
out there. | know that the bad guys have
most of the fun when it comes to fielding
big, gribbly monsters, but don’t worry — I've
compiled a number of sneaky tricks with
which to counter them, so read on.
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BULWARKS

T hese guys are the biggest and
meanest of the bunch, able to

engage a huge section of the enemy

pattleline and crush it completely unless

,ur opponent can find a way to stop them

{or is just very lucky). Obvious examples of

gulwarks are Cave Drakes, Ents and Trolls.

A strong characteristic line is the key here,

with high Fight, Strength and Defence

values, usually boasting a good number of

Attacks and Wounds as well. Bulwarks are
never happier than when they’re ploughing
into the enemy ranks, crushing heads and
breaking bodies with each powerful blow.
But these monsters are far from just a
blunt weapon to throw recklessly at the
enemy. Bulwarks will serve your purposes
much better if you work to protect them
as you unleash them on the enemy. If used
correctly, your monster can spearhead an
attack on the enemy battleline, strengthen
1 vulnerable section of your own lines,
or even hunt enemy Heroes by using
their superior Fight value to overwhelm
them. Bulwarks are arguably the most
straightforward to use in this manner, but
it's imperative that you do the following:

Protect theii Fianiks

Regardless of the specific role you have in
mind for your Bulwarks, it’s essential that
you guard their flanks so that you're enemy
is never in a position to trap them. You'd be
unpleasantly surprised to learn how quickly

even a Defence 8 Isengard Troll can buckle
and fall if left exposed and surrounded by
enough enemies. You can't roll 6s to win
the fight all the time! To prevent this from
happening, you should always ensure that
you have some models either side of them
to stop the enemy from lapping around. If
your Bulwark is only ever fighting against
two or three enemy models at a time in this
way, they’re almost unstoppable.

No Might Points? Have Minel

OK, so this doesn’t work in the literal sense,
but remember that there are a number

of ways that Heroes can use their Might
points to affect others around them. There
are few better choices to receive this aid
than your pet monster, whose damage
output can be multiplied tremendously by
being part of a successful heroic combat
or getting the charge against the order of
Priority. Cheap Heroes such as a lowly
Orc or Goblin Captains are exceptionally
useful when used in this manner. Move to
attack an enemy model (even an enemy
Hero if you're feeling confident) with your
Bulwark and supporting Hero, but be sure
to block your enemy from breaking either
model off from the fight by throwing your
warriors into any enemies nearby. The next
move is to call a heroic combat with your
Hero and watch as your Bulwark makes

a bloody mess out of your victim. Both of
your models can now move and fight again.

your Bulwark monster to

| attempts to slay the Hero.

| As Tough as Wood ll
Ents are one of only two
monsters available to |
the enemies of Sauron,
but don’t let this fool
you. With a staggering

| Strength and Defence
value of 8, Ents are

| exceptional Bulwarks
and enormously difficult

| tokill.

A Fight value of 7

i raises Ents to a level

| where only the enormous

| Mordor Trolls can match

| them, and even then, to |
risk such a confrontation |
would be a gamble that |
few Evil players would
dare to make.

HERO HUNTERS |
The picture to the left is i
an example of how to use

engage an enemy Hero
without putting it in
unnecessary danger. |
With his Mordor Troll's
Fight 7 and 3 Attacks,
the Evil player can be
justifiably confident of
victory in the fight. But
to ensure that the Elves
cannot then surround and
trap his prized asset when |
they move, he must now ;
move his supporting Orcs ‘
to protect the Troll. '
Even though the Elves |
are too far away for his |
Orecs to charge, he can
still move them to take
up a defensive position
either side of the Troll. In

| this way, the Elves can be

held at bay while the Troll

www.games-workshop.com
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Shadow and rlame
Simply put, a Balrog is

nigh unstoppable. At

first, you might think

that you should just send

it off on its own and

watch it kill everything.
However, your opponent
will likely try to attack it
with a single model every |
time he wins priority,
wasting your damage |
potential. A Balrog may |
be a Monstrous Hero, but
treat it as a Bulwark. If

you support your main
attack with a Balrog, then

it will unleash carnage.

for peerless assassins.
They combine the abilities
of Flyers and Monstrous
Mounts with access to
Might points and a variety
of Magical Powers.

To the right, Faramir
leads a contingent of
cavalry, where his Might
points and Fight value are
incredibly useful assets.
But one successful casting
of Compel later and he’'ll
be a sitting duck 5"/12cm
nearer to the Ringwraiths,
who can finish their move
into combat and make
short work of the Captain
of Gondor. With Faramir
dead, the Ringwraiths can
guarantee a charge next
turn by calling a Heroic
move if required. The
significance of this is that,
as Monstrous Mounts, the
Knights of Minas Tirith will
then be robbed of their
steeds even if they survive.

- MONSTROUS HEROES

hat makes Monstrous Heroes so

effective is that they are more

than capable of looking after
themselves even if when they're out on
their own. However, this freedom often
comes at a price — the burning of Might
and Fate points. There are some exceptions
to this, but I'm a firm believer that unless
it is absolutely necessary, you should try
to use your Monstrous Heroes in the same
way as your Bulwarks. The advantage they
have in Might, Will and Fate points simply
makes them better at the task in hand than
a standard Bulwark. However, the very fact
that they are Heroes does still open up a
few other options on the battlefield.

Herole Duels

Whereas Bulwark monsters should target
lesser enemy Heroes by preference, your
Monstrous Heroes should go out of their
way to engage and cut down any enemy
Hero they can get their over-sized hands/
talons/claws on. Remember that even King
Elessar himself will struggle to defeat a
Fight 7 Mordor Troll Chieftain, as any fans
of The Return of the King will attest. Take
advantage of any edge in that all-important
Fight value characteristic, but for this
reason, stay well away from Gil-Galad!

FACTICA: MONSTERS

'm ‘arder than }‘CL”
Take a quick moment to look at Treebeard’s
outrageous characteristics values, then
consider how much fun it would be to see
him pick up a Cave Troll and break it acrosg
his knee. Are you picturing the same mental
image as me? | thought so, though | hope
for your sake that it’s not quite as visceral
as it is in my head! Monstrous Heroes
often weigh in with improved Fight and
Defence values over others of their kind,
so take advantage of this fact and use them
against enemy monsters to counter their
effectiveness against you. But don’t forget
to protect your Monstrous Hero’s flanks
though, as you want it to be a fair(ish) fight.

Magical Mastery

Some Monstrous Heroes have access to a
variety of Magical Powers, such as Sauron,
Ringwraiths on Fell Beast, and a Dragon
with the Wyrmtongue upgrade. The best use
of this magic is to make it easier for your
Monstrous Hero to perform his individual
role rather than helping other models out.
Having problems dealing with that pesky
Fight 9 Gil-Galad? Try casting Transfix on
him first, and you'll find he’s suddenly a lot
more partial to having his head forcefully
removed, Very kind of him | think.
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nlike their ground-walking brethren,
Flyers have much greater freedom
when it comes to how they move
and fight. This manifests in their enormous
Move of 12'/28cm and ability to fly
aver the top of any models or terrain
without penalty. Many Flyers also count
4 Monstrous Mounts and therefore hit
articularly hard on the charge, but more
on that later. And so to the first tactic:

Assassination!

their speed and ability to attack anyone
skulking behind the enemy battleline
makes Flyers exceptional assassins. Targets
of choice here are models equipped with
panners or fragile Heroes (possibly with
Magical Powers) who are supporting the
main attack but not actively engaging in
combat... until you viciously attack them
with your menacing beastie of course.

If your Flyer happens to be Monstrous
Hero as well, then consider calling a heroic
combat. This will enable you to escape to
safety after your swooping attack or you
even press the attack into the rear of the
enemy lines (though this is incredibly risky
unless you can break through and support
them or escape with your Flyer next turn).

Heroes with Magical Powers should
be a top priority here — an enemy such
as a Goblin Shaman with the Fury spell
activated can be a real nuisance, so you
should always consider picking them off if
the opportunity presents itself. Remember
though, that more powerful Heroes such as
Gandalf and Saruman are much harder to
kill off in this way, so take great care when
choosing your moment to strike lest you
end up throwing away your prized monster.

Strike Hard, Strike Fast

Some Flyers, such as the Knight of

Umbar or the Undying riding Fell Beasts,

or a Dragon with the Fly upgrade are
notoriously hard to kill off and capable of
dishing out a lot of damage. These monsters
are unusual in that they are well suited to
going solo, taking advantage of their speed
and hitting power to rapidly close with

the enemy and devastate an element of
your opponent’s army whilst you engage
their main host with the rest of your army.
Small contingents of cavalry or groups of
archers or are choice targets here, as they
are unlikely to be able to inflict enough
damage on your speeding Flyer before you
can get in amongst them an start the killing.
With these more resilient Flyers, you should
be able to remain in combat, even though
you may be outnumbered and surrounded,
safe in the knowledge that you are far more
likely to be the one doing the damage. But
Pick off enemy Heroes first just to be sure!

EARN

ING YOUR WINGS
Even without any of their four optional upgrades, Dragons are
incredibly powerful monsters. But by giving them the Fly upgrade, i
your Dragon gains access to a whole new way of fighting.
In the example above, the Dragon is more than powerful enough |
to engage the Gondor infantry with little fear of reprisal, but the
Banner at the rear of their lines could still prove a thorn in his side.
By swooping over their heads to attack the warrior with banner, the
Dragon can call a heroic combat to sweep into their ranks afterwards.

GHULAVAR

This fell demon from
the ruins of Arnor is a
dangerous proposition
for both Good and Evil
players. There is no
doubt that Ghilavar
hits like a meteor, but
his powers diminish
for every injury he
sustains. More so
than any other Flyer,
Ghiilavar needs to

be manoeuvred very
carefully or he could
become near useless
or even die before
reaching the enemy.
Cling to terrain as

you advance to avoid
the worst effects of
archery. If you get him
to the enemy safe and
sound, he’s fantastic.

WIWW, Sames-wor ksh op.com



dake Them Angry!
[ Druzhag the Beastcaller
is a menace. Not only
can he grant Shelob and
the Spider Queen the
ability to ignore wounds
on the roll of a 6 with
Bestial Fury, but they
will automatically pass
Courage tests as well
- great for countering
i Shelob’s Hunting Instinct,
. where she may flee if she
takes a wound. But just |
imagine one of them with |
i a+3 bonus to their Fight,
| Strength and Attacks for
a turn courtesy of his
Enrage Beast spell...

MUMAKIL
Oh, go on then, | will
talk about how nasty a
rampaging Miimak is! In
| fact, the reason 1 will do
' so is because there is a lot
. more to planning a Mimak
i charge than you might
. think. Recklessly hurling
your titanic beast into
the enemy can indeed be
| effective, but always check
your aim first!
In the picture here,
Ddin stands defiant before
the Mimak, ready to
receive the charge. His
enormous Defence value
and Fate store means he
will likely halt the giant
beast’s charge dead in its
tracks. Instead of aiming
straight for him and hoping
for the best, try crushing
the Dwarfs next to him,
where they are much less
‘ likely to withstand your
|

Trample attack. The Tusk
Weapons upgrade is also
great for helping to keep
its momentum going.

S R R el
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ithout doubt, the greatest strength
of a Monstrous Mount s its ability

to knock both enemy infantry and

cavalry to the ground on the turn it charges.

| cannot overstate quite how horrible this
effect is, as it can tear the heart out of a
cavalry charge before it has even begun.
This fantastic benefit is, of course, in
addition to the extra Attack that a mounted
model receives on the turn it charges.
When you consider that most Monstrous
Mounts have a respectable number of
Attacks already, these models become
ruinous if they get the jump on their
opponents. And I don't need to tell you
how horrible a charging Mdmak is, do I?

et OFf Your High Horsel

If your opponent has any cavalry, then
you should always be looking to attack
them with your Monstrous Mounts. The
reason for this is that even if you fail to kill
your target, they will be forced to fight on
foot for the remainder of the battle. This

is especially important when it comes to
countering powerful mounted Heroes.

Arachnophobia
Two highly effective Monstrous Mounts are
the Spider Queen and her ancient cousin,

TACTICA: MONSTERS

MONSTROUS MOUNTS

Shelob. Though not strictly Monstrous
Moaunts, their Pounce special rule grants
them the same aforementioned benefits
on the turn that they... well, pounce. The
reason that | have picked these enormous
Spiders out for a special mention is that
they also both share the Venom special
rule, enabling you to re-roll the dice should
you fail to wound your target. Add these
effects together and you can see why they
are so rightly feared — should you win, you
will knock your opponents to the ground
and inflict lots of high-Strength Attacks, re-
rolling any failed attempts to wound. Ouch.

A Helping Khand

If you're having trouble dealing with your
opponent’s cavalry army, then why not look
to the mercenaries of Khand for aid. For a
mere 25-point investment, you can field a
Khandish Charioteer, who also shares the
charging bonuses of Monstrous Mounts
and will happily ride down any cavalry
models that are ruining your day. In fact,

at that price, why not field a whole bunch
of them! But if Fight value 4 opponents

are still causing you problems, try taking a
Khandish King instead, as he’ll claim back
the advantage with his Fight 5 and 3 Attacks
on the charge.
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DARK ELDAR LHAMAEAN

)}t An Archon’s courtesans will take many strange forms, however the
inysterious sisterhood of Lhilitu are desired above all others, for they

are not only extremely imaginative lovers but also poisoners without
-qual. Descending from the original Cult of Lhamaea, they draw from the
knowledge of Shaimesh, Father of Poisons. The‘presence_of a Lham.aean can
ansure a supply of the most virulent toxins, which she will share with her
Archon before each realspace raid. It is said that even a kiss blown upon the
wind by a Lhamaean can kill in seconds.

A Lhamaean need not even be in the same squad as your Archon to
srove her worth — her ranged and close combat weapons are poisoned (2+),
hut so too are those of the Archon she serves, wherever he may be.

DARK ELDAR MEDUSAE

The visored slave-beings that Archons use to record the roiling emotions

of the battlefield are hosts to strange creatures of the webway, known as
Medusae. These hybrid creatures are highly valuable in Commorragh, for
they absorb and store extreme sensations in brain-fruits, the consumption *
of which brings back all the vivid and anarchic emotions of a raid as if they
were happening there and then.

Medusae are the Court’s support units, capable of unleashing template
attacks of devastating potential. With a random Strength of D6+1 and AP
of Db giving it a maximum value of Strength 7 and AP 1, a single Eyeburst
attack can cut a swathe through any enemy, softening them up for the
Sslyths and Ur-Ghuls to finish them with a brutal assault moments later.

DARK ELDAR SSLYTH

True Dark Eldar make rather dubious bodyguards due to their treacherous
nature. Instead, Archons employ the more reliable alien mercenaries that
inhabit Commorragh to protect them from the inevitable coup. Though
these bodyguards hail from all across the galaxy, favoured amongst them
are the Sslyth, hulking serpent-bodied warrior-fiends whose race fell to the
temptations of unbridled excess millennia ago. Having two sets of arms,
Sslyth mercenaries sport enough guns and jag-sharp blades to easily make a
mess of any assassin or would-be usurper.

Sslyths are the real powerhouses of the Court of the Archon. Not only
are they able to withstand horrendous punishment with 2 Wounds each,
Toughness 5 and Feel no Pain, but they are well equipped to dish out a
lot of damage as well. Armed with a shardcarbine for ranged attacks, yet
still with arms spare to wield a close combat weapon and splinter pistol, a
squad with three of these mercenary aliens is rightfully feared.

far
narchs
acherous
arior DARK ELDAR UR-GHUL
know There are innumerable species of atavistic bloodbeasts that prowl
1018 Commorragh, but it is perhaps the Ur-Ghul that is the most hideous of ali;
dyguards a sightless but agile troglodyte that hails from the labyrinthine ziggurats of
), Shaa-dom. Once one of these whip-thin horrors has smelt you out with its
hs at his Tows of quivering scent-pits there is no escape. ‘
icubines. A Court of the Archon can feature five of these creatures, and for a mere
of play. 15 points each, Ur-ghuls unleash 4 Attacks at Strength 5 on the turn they
courtier, assault, usually striking first with an Initiative of 6. They also begin the game
ransport with the Feel no Pain special rule, making them surprisingly durable.

10del
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We can now confirm
that Robin Cruddace
is in possession of
one of the dreaded
Books of Nagash, and
has been studying it
for some time. If a
zombie apocalypse
breaks out, we know
who we’re blaming.

e

Robin: Not only have some dirty, smelly
Ogres dared to trespass into the Land of
the Dead, but they’ve had the temerity

1o steal from King Pharakh the Ever-
vengeful. So it is that | command the
legions of the Tomb Kings once more to
reclaim what is rightfully mine.

~ There’s no two ways about it, an Ogre
is somewhat more formidable than your
average Skeleton Warrior. However, I'll
have a legion of troops for every rank of
Ogres Jeremy can field. I'll be taking two
hordes of Skeleton Warriors, several units
of Undead Archers, a regiment of halberd-
wielding Tomb Guard, and of course,
Skeleton Chariots (in my opinion, no Tomb
Kings army is complete without at least one
unit of these gilded war machines).

But I'll not be departing Khemri without
some heavy hitters of my own though. A
Khemrian Warsphinx, a Necrosphinx and
some Ushabti should be able to hold their
own against all but the most formidable
Ogre Charge. A unit of Necropolis Knights,
with their Poisoned Attacks, should make
| Keep an eye out for...
Sakhmet’s Wrath
In my opinion there is
no better monster killer
in Warhammer than a
| Necrosphinx. Its Decapitating

Strike has the Heroic Killing
Blow special rule, meaning
that it can, with a little luck
of course, cut an Ogre in half
or take the head clean off a
Thundertusk with a single
swipe of its claws.

If that's not enough, a
Necrosphinx also has the
durability of a mountain,

This unyielding construct has

aToughness of 8, meaning

even Ironguts will need a 6

to wound it. By battle’s end, 1

fully expect Sakhmet’s Wrath

to have carved its way through
| several ranks of Ogres.

[ hope to be able lend

my Necrosphinx aid by

casting Neru’s Incantation

of Protection, granting it a

5+ ward save with the added

benefit of healing it with the

Restless Dead lore attribute.

even Ogre Maneaters think twice. I'm
equipping my Ushabti with great bows;
having a few Strength 6 shots to add to

my Skeleton Archers’ volleys could prove
invaluable, especially as | expect Jeremy
will be fielding a Stonehorn or two. My
plan is to turn them into pin-cushions long
before they can start charging.

In order to hold my own against the
Ogres, I'm going to have to bolster my
troops and resurrect fallen warriors with
magic. To that end I'll be taking both a
Liche High Priest and a Liche Priest. My
Hierophant will be going into battle with
a decent ward save, but whilst I'll try my
utmost to save him, I'm going to have a
Tomb Herald Battle Standard Bearer as
a contingency. Between King Pharakh'’s
Inspiring Presence and the magical
properties of the battle standard, the
destruction of my Hierophant need not
spell the end for my eternal legions.

With my last lot of points I've decided
to get a Casket of Souls, some Sepulchral
Stalkers and a Necrotect. The Casket will
greatly bolster my Magic phase and allow
me to suck the life out of Jeremy’s Ogres.
The Sepulchral Stalkers’ Transmogrifying
Gaze will also prove exceptionally deadly
to Ogres, whose average Initiative is a
lowly 2 (Ogres aren’t half as scary once
they’ve been turned into pillars of sand).
[ should also be able to position some
animated constructs near my Necrotect,
thereby giving them a 6+ ward save,
which is better than nothing when there
are Leadbelchers and Ironblasters about.

®© @
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LORDS
King Pharakh the Ever-
vengeful
Tomb King with
Dragonhelm and shield.

183 points
High Priest Ankhtep
Level 3 Liche High
Priest with Talisman of
Endurance, using the Lore
of Nehekhara.

205 points

HEROES
Kha-ramon the Scribe
Level 2 Liche Priest using
the Lore of Nehekhara.

105 points
Amun-ranut
Battle Standard Bearer

85 points
Nehekesmet the Artisan
Necrotect with
Ironcurse Icon.

65 points

CORE
The Scorpion Legion
40 Skeleton Warriors with
spears, shields, musician,
standard bearer and
Master of Arms.
230 points
The Cobra Legion
40 Skeleton Warriors with
shields, musician, standard
bearer and Master of Arms.
190 points
The Skull Legion
20 Skeleton Archers
120 points
Pharakh’s Arrows
10 Skeleton Archers
60 points
The Eyes of Pharakh
5 Skeleton Horse Archers
70 points
Heralds of Conquest
5 Skeleton Horse Archers
70 points
The Gilded Death
3 Skeleton Chariots with
musician, standard bearer
and Master of Chariots.
195 points

SPECIAL
The Khemri Goldshields
20 Tomb Guard with
halberds, musician,
standard bearer and
Tomb Captain.
290 points
Riders of the Dunes
3 Necropolis Knights with
musician, standard bearer
and Necropolis Captain.
225 points
The Chosen of Ptra
3 Ushabti with great bows
150 points
The Guardian of Oblivion
Khemrian Warsphinx with
Fiery Roar.
230 points
The Desert’s Vengeance
3 Sepulchral Stalkers.

165 points
RARE
Sakhmet’s Wrath

- Necrosphinx

225 points
Djaf’s Curse
Casket of Souls.

135 points
TOTAL: 2998 points
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Jeremy Vetock is
simply not right in
the head. Not even
slightly. In fact, we
were told that he
ate a horse before
recording the battle
report just to ‘get

in character’. Brace
yourself for the ride.

Jeremy: Choosing my Ogre army was an
enjoyable task, though not without many

ut-wrenching (some Ogre humour there)
choices. Even at 3000 points, | could not
cram it all in — no Scraplauncher, Gorgers
or Battle Standard Bearer to steady my line.
But enough bellyaching — the force | did
select was plenty big and nasty!

The core of my Ogre army is made

of two units of eight Ogres each. With
monstrous infantry needing just three
models to qualify for a rank, and able to
make up to three attacks instead of the
normal one when making supporting
attacks, | find units of six models work well,
and eight being even better. | always start
off taking full command, but often find |
need the points elsewhere, so you'll notice
some core units are missing a musician.
With Leadbelchers for fire support, Ironguts
for hitting power, and Mournfang Cavalry to
smash a flank, | had a formidable force. To
lead my army | chose a Tyrant with magical
support from a Butcher and a Firebelly.

I

Keep an eye out for...

Mountain-eater

My army boasts plenty of

heavy-hitters and 1 expect

great things from a number
of my units. But when asked

| who to keep an eye on before
the battle I had to go with
my gut - the Stonehorn. This
mammoth beast is nigh-
unstoppable on the charge,
swapping its normal attacks
for a load of Impact Hits, even
before its Thunderstomp!

Golgfag Maneater would

be a close second choice.

| Although he is a special
character, his Easy Come,
Easy Go rule allows for his

. Magic Items to be customised

for each match and I've

really loaded him up! | chose

the Fencer’s Blades to give
him WS 10, combined with
Glittering Scales (which
make him -1 to be hit in close

| combat). In all likelihood this
means that Golgfag will only
be hit on rolls of 6! A Potion

| of Strength will also turn him
into a super monster-killer.

I've always been a big fan of the
legendary story of Golgfag Maneater. Now,
with Seb’s fantastic new model and shiny
new rules from Jervis, 1 got to bring the
merciless myth-making mercenary captain
onto the battlefield! To represent Golgfag's
penchant for picking up magical swag as
part of his plunder, there is a random dice
roll before each battle that determines how
many points you can spend on Common
Magic ltems. | rolled an 8, meaning 1 could
spend 80 points on shiny loot. As he was
guarding the scenario’s main objective, |
figured Golgfag needed some defensive
gear (see below).

Now was time to add in some monsters
of my own. The BIG new additions to
the Ogre army come in the form of the
gargantuan Stonehorn and Thundertusk.
These mammoth centrepieces tower over
the rest of my army — no mean feat with
Ogres. The Stonehorn is made of pure
smash-"em-up, a frenzied powerhouse that
was looking to lumber straight into the
foe. The Thundertusk is mighty in its own
right, but adds some ranged attacks and
a freezing aura which causes nearby foes
to suffer the Always Strikes Last rule. I've
found this handy given the low Initiative of
Ogres, allowing even the great weapons of
the Ironguts to strike simultaneously against
foes caught in the cold! Finally | added
the Ironblaster, as its Sky-titan cannon can
reduce even the mightiest living statue into
mere rubble. That’s my army ready. Now it's
time to grind some bones for my bread.

.

T

)

LORDS
@ Ubbslab Deathcheater,

Tyrant of the Firepit
Tribe
Ogre Tyrant with
Armour of Destiny,
additional hand weapon
and Deathcheater
Big Name.

283 points

HEROES

@ Golgfag'Maneater
With Fencer’s Blades,

Glittering Scales and
Potion of Strength.
260 points

Kramie Swallower
Level 2 Butcher using
the Lore of the

Great Maw.

©

135 points

Slagger Pitchbreath
Firebelly with great
weapon, using the
Lore of Fire.

@

129 points

CORE
Ubbslab’s Own
8 Ogres with additional
hand weapons,
Bellower, standard
bearer and Crusher.

278 points

[©]

Firepit Bouldereaters
8 Ogres with additional
hand weapons, standard
bearer and Crusher.

268 points

Ironsmashers
6 Ironguts with standard
bearer and Gutlord.

278 points

4

Blasters
6 Leadbelchers
258 points

Firepit Stalkers
3 Mournfang Cavalry
with ironfists, standard
bearer and Crusher.

215 points

Golgfag’s Maneaters
4 Maneaters with
2 additional hand
weapons, a great
weapon and
Maneater Captain,

225 points

i

RARE

Mountain-eater
Stonehorn

250 points

fﬁ’
b

OV Reliable
ﬂ Ironblaster

170 points

Frozen Death
Thundertusk
250 points

TOTAL: 2999 points
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Alternative Armies
There is no reason why
this scenario can’t be
modified for use with
any other Warhammer
armies, even though
Jeremy wrote it with this
battle report in mind

First of all, decide
which player has made
off with the sacred relic.
That player must include
a Hero in their army that
will assume the role of
Dolgrum Offaleater and
therefore begin the game
carrying the objective.
This Hero may not be a
special character, though
you should definitely
come up with a suitable
name for the villainous
protagonist involved!

As with the Ogres, the
player with the objective
deploys first and will get
the first turn unless their
opponent rolls a 6. )

fter many battles and with more

Yy Sy’
1

THE BUBBLING PITS

THE BATTLEFIELD

Set up terrain as described on page 142 of

Warhammer, but the first five terrain pieces
are automatically lava pits. Treat these [ava

pits as impassable terrain.

DEPLOYMENT

The Ogre Kingdoms player picks the half
of the table they will deploy in and sets up
first. The Tomb Kings player then deploys
in the opposite half. Units may be placed
anywhere in their deployment zone that is
more than 12" from the centre line.

FIRSTTURN

After deployment, the Tomb Kings player
rolls a dice. On the roll of a 6, he can
choose who has the first turn. On the roll
of a 1-5 the Ogre Kingdoms player has the
first turn.

GAME LENGTH

The battle will last for six game turns, or
until a time limit agreed by the players is
reached, whichever comes first.

VICTORY CONDITIONS

Use victory points to determine the winner
of the battle, as described on page 143 of
Warhammer. However, an extra 500 victory
points is awarded to whichever side has the
objective at the end of the game.

SCENARIO SPECIAL RULES
Lava Pits
The surface of this region is marred with
craters that bubble with magma and
periodically vent, causing glowing hot
blobs of molten death to erupt outwards.
At the start of each player turn, roll
a D6. The number rolled will be the
particular lava pit that erupts (see map), but
on the roll of a 6, the player whose turn it
is can choose which pit he would like to
erupt. The eruption itself is a small template
that will travel 2D6 inches from the centre
of the selected lava pit in the direction
determined by a scatter dice. Any models
touched by the template suffer a 54 hit with
the Flaming Attacks special rule.

The Golden Tooth

The objective begins the game as ‘claimed’
by the Ogres and will remain so as long as
the Maneater Captain known as Dolgrum
Offaleater is alive. Should Dolgrum be
slain, his model is replaced with a suitable
objective marker. Any model that touches
the objective can claim it, or, if Dolgrum
falls in combat, the side that won that
round gains control. Should Dolgrum break
and flee off the gaming table neither side
gains the objective. Should any other model
besides Dolgrum break while holding the
objective they will drop it before fleeing.

BLOODBATH AT THE BUBBLING PITS

THE GOLDEN TOOTH
A loot than even the greediest Ogre

could imagine, Golgfag Maneater
#. and his mercenary band were headed
"" back to the Mountains of Mourn. But as
.. they crossed the treacherous gloom of the
© Dark Lands, Golgfag grew suspicious that
. they were being followed...
Golgfag’s Maneater Captain, the
& somewhat blunt, but nonetheless
dangerous Dolgrum Offaleater, had
#. unknowingly acquired a treasured
2. artefact from the Tombs of King Pharakh.
. It just so happened that the sacred dagger
i, of Imophrak the Great was made of gold,
© and Dolgrum, having recently lost a
\y tooth, found the soft metal just malleable
11 enough to smush into shape and jab
. into his gums. Thus, the once sacred
ceremonial blade, an item symbolic of
the very Kingdom of Pharakh, was now
firmly wedged into Dolgrum’s mouth.

Making Lava Pits

To make some lava pits,
all you need to do is
paint up a Warhammer
40,000 Moonscape set in

suitably volcanic colours.

Chad Mierzwa made the
lava pits featured on this
board by using filler to
represent the bubbling
lava inside the crater.

As the filler was still
drying, Chad pressed
paintbrush handles of
different sizes into the
hardening surface near
the centre of each crater.
He then used half-beads
from a modelling shop to
help create the effect of
bubbles ready to burst.
When dry, he painted
the craters in volcanic
colours as normal.

Although now misshapen, the Dagger
of Imophrak still held the ancient spells /
that were woven onto sacred items,
allowing the thieving bandits to be
tracked. The Undead had marched far
to recover the dagger, and had been
commanded not to return without it.

Golgfag, being both cunning and
opportunistic, did not turn to facethe 3
oncoming horde until he had reached the #
Kingdom of the Firepit tribe. Using his '
last few precious baubles, Golgfag paid
the toll to use the only path through the
deadly Bubbling Pits. Yet before he and
his lads could cross that treacherous pit-
marked land, an army of the Tomb Kings
strode out of the gloom. Never one to
back down from a fight, the Firepit tribe
eagerly spread out for battle amidst the
magma-spewing craters. What followed
has become known as the Bloodbath at
the Bubbling Pits.
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A CLASH OF GIANTS
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Fire Support
Firebellies are the
wandering priests

of the Fire Mouth,

the largest and most
powerful volcano in the
Mountains of Mourn.
These fire-breathing
nomads provide the
Ogres Kingdoms army
with access to the highly
aggressive ranged spells
from of the Lore of Fire.
As if that wasn’t useful
enough, they can also
unleash a Strength 4
Breath Weapon and
have the Flaming Attacks
special rule.

he start of the battle was announced
by a gout of molten lava bursting
from lava pit number 2, but it
scattered far away from danger. Robin
advanced his two units of Skeleton Horse
Archers, clinging to the board edge ‘like
cowardly dogs,” Jeremy mocked. His main
infantry line slowly advanced in the centre,
though the Necrosphinx moved to threaten
the Stonehorn and Golgfag’s Maneaters.
On the right flank, Robin’s forces held their
ground, happy to let their bows do the
talking for the moment.

Robin opened the Magic phase by
successfully casting Ptra’s Incantation of
Righteous Smiting on the Ushabti with his
Liche Priest, giving them two shots each this
turn. Jeremy let the spell through in order
to prevent Neru’s Incantation of Protection
being cast on the Necrosphinx and deny it
a 5+ ward save. Robin then tried to unleash
Light of Death from his Casket of Souls, but
Jeremy dispelled that too.

The opening Shooting phase began
well for Robin, with the Maneaters and
Mournfang Cavalry both suffering a wound
from his bow fire. Taking three wounds,
the Firepit Bouldereaters lost one of their
number to the Skeleton Archers and great
bows of the Ushabti.

Cursing Robin again for stealing the first
turn, Jeremy was appeased somewhat as he

End of Ogre Kingdoms Turn 1

TURN |

also managed to avoid any magma-related
incidents this turn. Unable to resist the urge
to see two giant monsters locked in a titanic
clash so early in the game, Jeremy gleefully
sent his Stonehorn hurtling into combat
with the Necrosphinx. His remaining Ogres
tore towards Robin’s line at full speed, but
the Leadbelchers and Ironblaster held back,
reshuffling their positions only slightly to
face their targets.

The Ogre Magic phase left a lot to be
desired. The Firebelly hurled a Fireball at
the Hierophant's Skeleton Archers with
irresistible force, incinerating five in an
instant, but a Maneater was killed by the
ensuing miscast, or ‘fiery flatulence’, as
Jeremy put it with a mischievous chuckle.

‘That’s not ‘ow ya’ shoot. BOOMY’
roared Jeremy as his Leadbelchers opened
fire. 17 shots later and the Eyes of Pharakh
were obliterated amid a roiling cloud of
smoke. Despite this initial blow, Robin’s
smile soon returned. Firstly, he rolled a 6
to regenerate a wound on a Necropolis
Knight from an Ogre Beast Rider’s harpoon
launcher - Robin’s Necrotect in the unit
of Tomb Guard nearby used his Stone
Shaper special rule to negate the potentially
fatal attack. As if that wasn’t fortunate
enough, however, his luck didn’t end there.
Jeremy wounded the Warsphinx with his
Ironblaster, but Robin regenerated that too!
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e unit A Rock and a Hard Place struck back, hitting the Stonehorn twice, but more
‘one Powered by its thunderous charge, the enormous, importantly, also making contact with its Decapitating
ootentially razor-sharp horns of Mountain-eater crashed into the Strike. The normal hits failed to do any damage, but the
1ate Necrosphinx’s solid marble hide with a deafening crack. Necrosphinx did inflict a wound with its special attack.
and there. The seismic impact of the Stonehorn’s Earth- Much to Jeremy’s relief, Robin failed to cause a Heroic
vith his shattering Charge caused a brutal seven hits, inflicting Killing Blow so didn’t slay the Stonehorn instantly.
| that too! two wounds on the Necrosphinx, despite needing 6s The epic confrontation would continue, but the

to wound its Toughness 8 hide. The enraged war statue Necrosphinx took a wound from combat resolution.

Kev Annotations

Lava Pft ’\ The Skeleton Archers

explosions Y and magically-
augmented Ushabti
fell an Ogre with a
volley of arrows.

B\' With a mighty

‘L bellow, the
Stonetusk charges
into combat with
the Necrosphinx.

[:1 Despite immolating

"~/ 5 Skeleton Archers,
the Firebelly also
causes the death of
a Maneater with a
‘miscast’ of sorts.

“w The Leadbelchers
annihilate a unit
of Skeleton Horse
Archers with a
fearsome volley.
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THE BIGGER THEY ARE...

Hard Choices

Taking advantage of

a hex spell’s ability to
target units already
engaged in combat,
Robin cast Usekhp’s
Incantation of
Desiccation on the
Mournfang Cavalry,
having charged them in
the previous phase with
his Skeleton Chariots.
Jeremy now had the
unenviable decision to
make: use all his dispel
dice to prevent the spell’s
debilitating effects,

or risk sacrificing his
beloved cavalry, who
would receive the charge
at a lowly Toughness 3.

The Skeleton Chariots thunder
into the mountains of muscle that
are the Mournfang Cavalry.

52 WHITE DWARF

but it scattered to land just behind the

Tomb Guard. Robin sent his Skeleton
Chariots rattling into the Mournfang Cavalry
that had moved to protect the charging
Stonehorn’s flank last turn. The Firepit
Boulder-eaters found themselves assailed
by the Necropolis Knights, though Robin’s
supporting charge from the Khemrian
Warsphinx fell short. ‘Back it up, Boneboy,
back it up,’ came the cheeky response from
Jeremy as Robin made a tactical retreat with
his units in the centre to finish his moves.

Rolling the maximum 12 power dice

this turn, Robin began by cursing the
Mournfang Cavalry with a casting roll of 18
(see left). After much deliberation, Jeremy
decided to let the spell through. Robin was
then able to bolster the Riders of the Dunes
with Ptra’s Incantation of Righteous Smiting,
but Jeremy dispelled his attempt to cast
an augmented /ncantation of the Desert

\ W
|, - =

I ava pit number 4 erupted this turn,

__ .

BLOODBATH AT THE BUBBLING PITS

TURN?

Wind. Robin used his last few dice to give
the Necrosphinx a 5+ ward save, healing a
wound with his lore attribute as well.

The Tomb Kings Shooting phase was
consistent once again. The Chosen of Ptra
inflicted a wound on the Thundertusk with
their great bows, whilst the Hierophant's
archers slew one of Ubbslab’s Own. A
Leadbelcher was also wounded by an arrow
from the vengeful Heralds of Conquest.

The Gilded Death rolled no less than 17
Impact Hits on the Firepit Stalkers. Jeremy
passed six armour saves, but his prized
Mournfang Cavalry still took five wounds
from the devastating charge. The Crusher
and Mournfang both wounded a chariot
but the combat was already lost and they
fled, barely escaping the pursuing chariots.
Fortune was reversed from the previous
turn, with the Stonehorn taking two wounds
to the Necrosphinx’s one. Jeremy passed his
Leadership test, and the fight continued.
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Turn 3 saw the arrlval
of Robin’s Sepulchral
Stalkers, who used their
Entombed Beneath
the Sands special rule
to emerge next to the
Leadbelchers. They
scattered marginally off
target, bursting from
the sand just behind the
Ironblaster, but still in
range of their targets.
Robin knew that they
would be vulnerable
to the Transmogrifying
Gaze of the Sepulchral
Stalkers, who would roll
to wound against the
Leadbelchers’ Initiative of
2. And so it proved, the
attack causing seven
wounds on the Ogres,
though a misfire cost
the Stalkers two wounds
from seeing their own
reflection a gun barrel.

voiding any exploding lava pits this
A turn, Robin immediately launched

a series of aggressive moves. The
Scorpion and Cobra Legions charged the
Maneaters and Ubbslab’s Own respectively,
and the Warsphinx moved to crush the
surviving lronguts beneath its colossal bulk.

Another high Winds of Magic roll for
Robin saw him able to cast a number of
spells. Firstly, he cast Ptra‘’s Incantation of
Righteous Smiting on the Ushabti once
again, before unleashing the Light of Death
from his Casket of Souls. The tortured
souls burst forth, killing a Leadbelcher and
claiming three wounds from the Ironblaster.
Jeremy used all of his dispel dice to prevent
Robin from casting Neru’s Incantation of
Protection on the Cobra Legion.

With the exception of the Sepulchral
Stalkers (see left), Robin’s Shooting phase
was largely unsuccessful for the first time,
his arrows causing but a single wound on
the Leadbelchers and the Thundertusk.

The Warsphinx crashed into the
Ironguts, inflicting four wounds between

v Key
/| Lava Pit
explosions

TURN 3

the statue and its howdah crew, before
causing another with a Fiery Roar. But not
even the great weapons of the Ironguts
could pierce the sphinx’s stone flesh, and
the Ogres would surely have fled but for
Spinemarrow making them Stubborn.

After a close-fought combat in the
centre, and despite Jeremy crushing
seven Skeletons and the Master of Arms,
Ubbslab’s Own lost two of their number
and failed their Break test having only lost
by a single point. Robin eagerly pursued,
but failed to catch them by a single inch.

Against Jeremy’s Maneaters, however,
the Scorpion Legion fared not so well.
Nine Skeletons were smashed to pieces by
Golgfag’s veterans, and five more set alight
by the Firebelly’s Breath Weapon. Having
only caused two wounds in return, ten
more Skeletons collapsed.

Safe from any raining lava, Jeremy
sent his Thundertusk ploughing into the
Skeleton Archers sheltering the Liche Priest.
He resisted the urge to flank the Scorpion
Legion with the Stonehorn, confident that
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aneaters could repeat last turn’s
IR ‘q 3 lh?,:\:ge, and moved it around the combat
AN Y cahere he could threaten the Hierophant
14l The last Mournfang fled the board

t turn. ; .
before I uch to Jeremy’s relief, he rallied

>
-
uc
ir. But not E‘;:i,;?ab and his unit. -
onguts Having kept his Ironguts alive by casting =1
lesh, and Spinemarrow on them last turn, Jeremy o)
Ibutfor & TN the trick, though Robin dispelled 52
Jorn. ::2 attempt to increase their Strength value )
n the | 4y one with Bullgorger. @)
ing " Jeremy’s poor luck with the Ironblaster )
>f Arms, continued — having turned to fire grapeshot |
number 4t the Sepulchral Stalkers, he completely
only lost failed to hit. His decision not to charge
dursued, the Skeleton Chariots with his remaining
ile inch. | padbelchers proved costly, as Jeremy only '
1owever, caused a single wound. ‘I should have gone l
well. with my “gut” instinct, like a good Ogre, |
pieces by he said ruefully.
set alight The Maneaters soon cheered Jeremy
- Having up as they proceeded to annihilate the
n, ten remaining Scorpion Legion for only a
single wound lost, reforming to face the .
emy Hierophant and his Skeleton Archers. Of Stone and Iron
ito the The Thundertusk smashed apart the The Warsphinx continued to pound the Ironguts, causing another four
che Priest. Liche Priest and his bodyguard of archers in wounds and receiving no damage in return. Once again, the Ogres
:corpion a frenzy of destruction before charging up held their nerve only because they were Stubborn.
lent that the hill towards the Casket of Souls.
End of Ogre Kingdoms
Turn 3 Annotations

" The Sepulchral

* Stalkers emerge
and turn two
Leadbelchers into
sand statues.

, [; Ubbslab and his
"=/ Ogres are defeated
in combat and
driven off, but they
manage to escape.

/7 The raging
"= Thundertusk ploughs
through the Liche
> Priest and his
- Skeleton Archers
without even
breaking its stride.
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KNOCKOUT BLOWS

Supercharged Ogres
To be attacked by a
bunch of burly Ogres is
unhealthy at the best of
times, but if they manage
to pick up enough speed
first, even the most stoic
enemy unit is in for a
world of pain.

The Ogre Charge
special rule enables each
charging model to inflict
a single Impact Hit on
the turn it charges, which
increases in Strength
according to their Rank
Bonus. However, if the
total dice score when
calculating the charge
range is 10 or more, each
Ogre inflicts D3 Impact
Hits instead as the
Maneaters did this turn.

56 WHITE DWARF

exploding magma as Robin once

again launched his units into combat
across the battlefield. The Necropolis
Knight Captain swept in behind the Ironguts
in a bid to finish them and free up the
Warsphinx, whilst Robin’s Tomb King and
Skeleton Warriors charged the rallied Ogre
Tyrant. Not wishing to risk another volley
from the Leadbelchers, Robin sent his
Skeleton Chariots crashing into them.

Robin spent most of his power dice
casting Khsar’s Incantation of the Desert
Wind, recovering three models and
retreating with the Skull Legion, so Jeremy
easily dispelled the ensuing Light of Death.

The Ushabti maintained their
consistency, claiming yet another wound
from Jeremy’s enraged Thundertusk with
their great bows, but the surprise of the
Shooting phase came when the Skull
Legion wounded the embattled Stonehorn
with a lucky arrow. ‘Take that, you ugly
beast!’ Robin cheered. ‘Are you talking
about me or the Stonehorn?’ asked Jeremy
in response, but Robin refused to be drawn
on the matter. The Sepulchral Stalkers failed
to repeat their previous success, seemingly
unable to harm the Ironblaster due to its
Initiative 3 Gnoblar Scrapper crew.

The Leadbelchers only took three
wounds from the charging Skeleton
Chariots, but the battered Ogres could only
wound the chariots once in return and were
run down as they fled from combat.

The Stonehorn narrowly avoided some

BLOODBATH AT THE BUBBLING PITS

TURNA

The destructive intervention of the
Necropolis Knight Captain was just what
the Warsphinx needed to help finish off
the Ironguts, and the Butcher too was slain
beneath the crushing hooves of the leonine
statue. Robin’s victorious units reformed to
face the rampaging Thundertusk.

The two Army Generals fought head-to-
head in the big combat at the centre of the
board. Robin’s Tomb King lashed out and
caused a wound on Jeremy’s Tyrant, but
he passed his armour save. King Pharakh
took a wound from a savage return blow,
but next to them, the Crusher smashed the
Master of Arms to pieces in a challenge.
Augmented by their King’s will, the Cobra
Legion caused an impressive nine wounds,
though two of these were saved. The Ogres
only succeeded in striking down four of the
King’s skeletal bodyguards, but Ubbslab’s
presence in the unit ensured that they
passed their Break test this time.

The numbing chill exuded by the
Thundertusk obviously helped it to emerge
unscathed when it was struck directly by a
ball of molten lava at the outset of Jeremy’s
turn. In a bid to settle the beast down again,
Jeremy sent it charging up the hill into the
Casket of Souls, hoping to be rid of the
threat posed by its Light of Death. The only
other moves Jeremy made were to charge
Golgfag’s Ogres and the Stonehorn into
Robin’s Hierophant and Skeleton Archers.

With Jeremy’s magic missile-wielding
Firebelly and the Ironblaster now involved

: . Legend
Crows
In their combat
with the Maneaters
and Stonehorn, the
Skull Legion would
at least benefit from
Regeneration courtesy of
the Hierophant... that is,
until Jeremy’s Firebelly
inflicted a Flaming
Attack Impact Hit! What
followed was a massacre,
with 12 Skeleton Archers
smashed apart.

Resigned to losing
his Hierophant this turn,
Robin had accepted
Golgfag’s challenge with
his Liche High Priest in a
bid to at least reduce the
number of models that
could attack him directly.
Of course, Golgfag was
less than concerned with
this turn of events and
promptly tore the hapless
Hierophant in half!
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-a_ilk Annotations

. A) With the help of
LY/ the Necropolis
Knight Captain, the
Warsphinx finishes
off the Ironguts.

/%'y Robin’s Hierophant
“2 is slain by Golgfag
as the Stonehorn
tramples over his
Skeleton Archers.

/7, Having triumphed

=/ over the Tyrant and
his Ogres, King
Pharakh is fefled
mere moments later!

/7~ The Thundertusk
‘1)) smashes the Casket
of Souls apart, but
weathers the storm
of unleashed souls.

The climactic battle in the centre
saw Jeremy’s Tyrant declare a challenge
that Robin duly accepted with his Tomb
King — it was time to officially settle
their differences. King Pharakh caused a
single wound as before, but this time, he
successfully breached Ubbslab’s Armour of
Destiny. The Ogre fought back, wounding
Robin’s commander before inflicting
another wound with a Stomp. Sadly for
Jeremy, his remaining Ogres failed to match
Ubbslab’s performance and were cut down
by the Cobra Legion as they turned to flee.

in combat, the latter with the overrunning
Skeleton Chariots, Jeremy’s Magic

and Shooting phases were effectively
nonexistent this turn.

Kicking off the Close Combat phase
with his Thundertusk, Jeremy’s mammoth
creature trampled over the Casket Guards
and flipped over the cursed altar, causing
a storm of trapped souls to burst forth
around it. Caught in the eye of the storm,
the Thundertusk emerged unscathed, but
the nearby Ushabti were not so fortunate,
suffering a wound from the wrathful souls.

Pride before a Fall
Despite Ubbslab almost
defeating King Pharakh,
he was slain by the Cobra
Legion as he fled with
his unit. The victorious
unit overran straight
into the combat with
the Ironblaster, and as
that combat had yet to
be fought this turn, they
would be free to take
part in that fight too.
Robin was rightfully
confident of victory, and
although he succeeded in
destroying the Ironblaster
as planned, the cost
proved to be far greater
than he could have
anticipated. Not only
did the dying Rhinox
wreck a Skeleton Chariot,
but a particularly
ferocious blow from
the Leadbelcher gunner
wounded the Tomb King,
killing Robin’s General!
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Jeremy immediately retaliated, evading
ast of lava nearby with his Stonehorn
ash into the Warsphinx, hoping to roll
Lough Impact Hits for it to buckle beneath
\jountain-eater’s devastating charge.

Despite managing to cast an
e mented, 3D6 hit Fireball, Jeremy’s
cirebelly only succeeded in roasting four
skeleton Warriors, Robin having just failed
n his attempt to dispel it. .

Golgfag then proved his formidable
.kills weren't just limited to close combat
[1y destroying the Skeleton Chariot with a
{ong range shot from his Ogre pistol!

Jeremy whooped in delight as his
stonehorn piled into the Warsphinx. His
jmpact Hits caused two wounds, before
the Ogre Beast Rider dealt it a third. Robin
caused no damage with his wounded
war statue, and it succumbed to combat
-esolution. Jeremy kept up the momentum,
crashing into the Ushabti further behind.

As if their situation wasn’t grim enough
already, the Chosen of Ptra lost one of

ge .
) ]

their number from Robin having lost his
Hierophant, along with another three more
Skeletons from the Cobra Legion.

Unable to reach the Maneaters with
numbers enough to defeat them in combat,
Robin was determined at least to deny
Jeremy the objective by killing them at
range. His Sepulchral Stalkers drew close
enough for their Transmogrifying Gaze,
but they only managed to cause a single
wound. The Skeleton Horse Archers fared
no better, hitting once but failing to wound.

The Stonehorn trampled over the
diminished Ushabti in short order, inflicting
five wounds and tearing them apart.

Jeremy’s final turn saw Golgfag and his
Maneaters bear down on the Sepulchral
Stalkers and brutally pound them back into
the sand whence they came.

With the objective still unwittingly in
Dolgrum Offaleater’s hands (or should that
be mouth?), and with Robin’s few surviving
models crumbling at an ever-increasing
rate, it was clear that the battle was over.

1 . ‘ .

barth-s g Charge
When a Stonehorn is
roused to wrath (which is
difficult not to achieve),
it will charge headlong at
its tormentor or hapless
victim and pummel them
with its mighty horns.
Should a Stonehorn
make a successful
charge, it inflicts 3D3
Impact Hits instead of
making its normal close
combat attacks that turn,
representing its ferocious
nature and momentum as
it ploughs into the foe.
with Mountain-eater
having charged on four
separate occasions,
this ability proved to
be highly effective
throughout the game.

The Stonehorn eyes up the
Khemrian Warsphinx before
lowering its head for the charge.

www.games-workshop.com

JY4OdId A1LLVE

59



Dolgrum Offaleater, Jeremy’s
incorrigible Maneater Captain.

Final
Victory

Points

60 WHITE DWARF

Jeremy: Smash, stomp, grind, pound, and
pulverise — what a bloodbath! This was a
battle royale, a true slugfest that featured
crushing charges, brutal melees, and

some titanic clashes between gargantuan
creatures. There was heroism, slaughter,
cowardice and blasting volcanic gouts of
burning-hot magma. What more could you
ask for from a game of Warhammer?

I have to say that before the game
started | felt supremely confident — but
then with an army of rock-hard monstrous
infantry and mammoth monsters from some
fantastical ice age, it is pretty easy to feel
self-assured. My swagger was tested when
Robin ‘stole’ the first turn from me — a large
advantage as he got to set up his entire
army to counter my deployment and then
he could go first. Given the Ogres’ tough,
multi-Wound nature, | had planned on
ignoring (if not outright scoffing at) Robin’s
shooting. BS 2 Skeletons firing Strength 3
bows? Laughable until Robin’s ability to
continue rolling 6s scattered wounds across
my yet-to-advance battleline.

| have to say that by the time Robin
rolled a 6 to Regenerate the Ironblaster’s
cannon shot with his Khemrian Warsphinx
(negating its devastating D6 wounds) and
his Necrosphinx withstood my thunderous
Stonehorn charge, | was thinking that
perhaps this was not to be my day. But
Ogres, unlike myself, are not self-doubters,
and so despite the rough early going, |
stuck with my ‘charge and crush ‘em’ battle

BLOODBATH AT THE BUBBLING PITS

BIGGER AND BETTER!

plan. After all, how long could Robin’s

good fortune last? A bit longer it seemed
when his three Chariots rolled a 17 for thej
Impact Hits against my Mournfang Cavalry!

Amidst my bad dice, such as my Turn 1
miscast or lamentable Turn 2 Ironblaster
misfire, there was plenty of awe-inspiring
Ogre action to keep me going: Golgfag
downing his Potion of Strength and carving
through the Necrosphinx like it was made
of sand; the Leadbelchers blowing away a
unit of Skeleton Horsemen with such force
it left only a cloud of dust; the Ironguts
working over some Tomb Guard with
overwhelming power. These successes
kept the battle seesawing back and forth
and it really felt like the game hung in
the balance. Rather surprisingly, Robin
had not really come after Golgfag and his
Maneaters (with the 500 extra victory point
objective brazenly smiling from the front
rank!). But then again, maybe he did try,
but Golgfag simply smashed each wave of
attacks down. He was that awesome.

The Tomb Kings were formidable and
Robin was the kind of fun, friendly and
sporting opponent you’d go out of your way
to play again, but when the dust settled, it
was all about the Ogres. Sure, | only had
my massive beasts and Golgfag and his
Maneaters left on the tabletop, but Robin’s
army almost ended up crumbling away
in its entirety. As Golgfag always says,

‘All’s well that ends up in my belly’. Or
something to that effect.

Man(eater)

of the Match

I have to say the
Stonehorn was a hairy,
stompy beast of death
and the Ogre that
finally crushed Robin’s
Tomb King deserves a
mention — but Golgfag
was the superstar. My
only complaint was that
he hacked through three
combats so quickly no
foe lived long enough

to get a chance to hit
him back. My wicked
Magic Item combo
wasn’t really needed after
all! Doubtlessly it was
Golgfag’s plan all along
to foist all the casualties
off on the Firepit tribe,
allowing his mercenary
crew to claim the
battlefield treasures and
trundle off on another
adventure. A typical
mercenary as usual!

B Y
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gobin: Ouch, when Ogres hit, they hit
hard. First of all you have to contend with
fheir Impact Hits, before the Ogres unleash
the;ir normal attacks — inflicting no small
Jmount of carnage in the process — and
shen, just when you think the dust and
wwdered bone has settled, they go ahead
4nd stomp on you. That’s three worlds of
nurt, and if they roll a 10 or more yvhen
charging in, it is much akin to getting
«un over by a fleet of monster trucks.
the Legion of King Pharakh was truly
Jlverised, and Jeremy won a brutal, if
bloody game. However, | take solace in the
juct that there wasn’t much left of Jeremy’s
army either. Alas, 1 had failed to reclaim my
.olden artefact, and so could not claim the

4

‘noral victory. Well done Jeremy, I'll get you
next time.

Golgfag Maneater was, simply put,
awesome. | seriously underestimated the
<heer destructive output of him and his
unit and, in hindsight, it cost me the game.
Aside from Golgfag's legendary exploits,
there were several other notable highlights
that stick in my mind. | made two 6+ ward
saves in the same turn courtesy of my
Necrotect’s Stone Shaper rule, saving the
Guardian of Oblivion from a potentially
lethal Ironblaster shot and a Necropolis
Knight from a rather nasty harpoon hit.

But my luck didn’t end there. The Gilded
Death’s impressive charge against the
Mournfang Cavalry was spectacular; in

a glorious stroke of fortune | rolled 17

My nomination goes

to King Pharakh the
Ever-vengeful. There
aren’t many characters
out there that can go
head-to-head with an
Ogre Tyrant and emerge
alive, let alone victorious.
However, it was the Tomb
King's My Will Be Done
special rule that really
wins him the accolade.
As a result, Pharakh'’s
Cobra Legion was
fighting at an impressive
Weapon Skill of 6.
Without his presence,
I've little doubt that

the Tyrant’s unit would
have ground through the
Skeleton horde in short
order. As it was, a mob
of very angry Ogres was
thwarted, keeping the
Legions of King Pharakh
in the fight.

OVERPOWERLD!

Impact Hits and run roughshod over one
of Jeremy’s most elite units. At one point
mid-game | was going from one jammy
roll to another and | couldn’t believe it
when King Pharakh and the Cobra Legion
defeated Jeremy’s Ogre Tyrant, caught and
killed him as he broke from combat, and
then rolled up into the Ironblaster before
it had fought. This stroke of fortune was,
however, to prove my undoing. With only
a single Wound remaining King Pharakh
fell to a brutal smack on the chops, and
although the Ironblaster was destroyed,
my Army General was no more. With the
destruction of my Hierophant, this meant
that my surviving warriors would now
need to test on their rather less-than-grand
Leadership to avoid being reclaimed by
the Realm of Souls. Even Amun-ranut, my
Battle Standard Bearer, was little more than
a pile of broken bones at this point, and so,
bit by bit, my army began to crumble.

No doubt King Pharakh’s form is even
now slowly regenerating within his ancient
sarcophagus, and one day he will awaken
again and exact his vengeance upon the
Ogre Kingdoms. Until then, though, | have
to suffer the ignominy of defeat (Which is
situation as normal, isn’t it? — Ed). However,
I'll have a chance to salvage some measure
of pride soon, as | take on Tom Hutchings
and his Tyranid Swarm with the Sisters
of Battle on page 86. If | lose two battle
reports in the same issue though, 1 don't
expect I'll ever live it down...

bit on the
S ]

Fi0
Designing your own
scenario can be a lot of
fun. For this battle report
we wanted a straight

up fight, but with a few
twists. The volcano pits
stemmed from the great
terrain supplied by the
Hobby Team. Although
the volcanic eruptions
never played a major part
of the battle, they added
some tense moments
(and really, who'd have
guessed the Thundertusk
would get hit twice —
obviously just angering
the great frozen beast
immensely?).

As much as a simple
addition to a standard
scenario can work
very effectively, you
shouldn’t be afraid to
try some additional
victory conditions too. In
this sceanrio, the extra
victory points objective
seemed like a logical
storyline, fitting in nicely
with the Maneater’s
travels, their penchant
for nabbing stolen goods,
and the Tomb Kings
methodical war marches
to reclaim their lost
property. Why not try
giving it a go yourself?
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EAVY METAL
OGRE KINGDOMS

The Ogre Kingdoms are back, with more units and beautifully sculpted models than |
ever before, and the ‘Eavy Metal team have produced a stunning array of painted
miniatures. Here is a showcase selection for your viewing pleasure.

Zs

he feral, brutal feel of the Ogre

Kingdoms army is prevalent in every

aspect of their imagery. Perhaps it's
their penchant for wielding weapons so
vast that even the largest Black Orc would
struggle to lift it, but what cannot be denied
is that the Ogres represent savageness and
barbarity personified.

When they set about painting the new
Ogre Kingdoms army, the 'Eavy Metal
team wanted to exaggerate their brutish
aspect as much as possible. They took every
opportunity to paint rusty weapons and
armour on the Ogres, and mark their flesh
with crude tribal tattoos to signify their
devotion to the Great Maw. As infamous
wanderers and scavengers, the Ogres also
feature lots of equipment from other races.
The Ogres’ insatiable hunger was the

final, crucial aspect of the army’s character
as a whole. Many of the models were
therefore modelled and painted to display
the bloody remnants of their last meal, or
with snacks of raw meat hanging from their
belts (or even carried by their pet Gnoblar!).

WHITE DWARF “EAVY METAL SHOWCASE

Firebelly

Anja Wettergren first painted

the Firebelly as normal, but
exaggerated the highlighting
nearer the flame. Having
completed this stage, she looked
at the model from the direction
of the blast of flame to see where
the light would fall and also
which areas would remain in
shadow and be unaffected.

She used the same colours
that she applied to the flame
when highlighting these areas,
but spent more time layering any
details that she had identified as
being more reflective, such as
the fire beetle head on its belt.

Butcher

Butcher
Joe Tomaszewski painted this
Butcher, and spent a lot of time
making sure that the torn skin
of the model’s many crude
prercings looked as iealistic as
possible. He lavished the model
with details, and took great care
to paint the hunks of meat and
flesh hanging from its belt in
such a way as to look all rotten
and dectepit

The warm. pale-blue colour
of the Butcher’s apron helped
the blood stains spattered all
over it to really stand out. Joe
then painted the smaller cloth
hanging trom its belt in a lightet,
beige tane before adding a iayer
of dirt and blood to finish it

As this model was due to
be part of the main “Eavy Metal
Qgre Kingdoms army, Joe made
sure that the Butchet featured a
red hand in the same way as the
rest of the army. It this way, the
Ogres would look more unified
as if belonging to a single tribe

‘Eavy Metal’s second Butcher was painted to
contrast with Joe’s model. Intending to make the
apron the model’s tocal point, Mark Holmes chose
to paint it in a light colour, but specifically wanted
this Butchers apron to be diipping with gore, not
Just flecked with blood




Owre Standard Bearer
This model, also painted by Joe Tomaszewski, was given

ted this rongut as an experiment to a vibrant red banner to draw the eye. The clear white
't a cifterent shade of Ogre skin and also design of the Great Maw that is the main feature of the
ynstrate an alternative way of painting rust. banner also helps with this overall effect.
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‘Eavy Metal weil Green painted this Ogre as a way of showcasing
1, Joe made how a regiment’s banner design can be replicated on

3 featured a the model itself. He has cleverly mirrored the design on
te way as the the standard bearer’s gut plate.

his way, the
10re unified
single tribe

| Ogre lcons
All of the Ogre Kingdoms
iconography is influenced by

‘ the Great Maw, defining their |
culture and who they are.
Neil Hodgson’s artwork

ted to demonstrates this admirably.
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This Leadbelcher sports some clever details, |
such as powder butns on its fingers and a |

‘ Leadbelcher ‘
Great Maw design around the gun barrel. l

Ogre

Neil used an unusual tattoo design on
this Ogre. The stylised swirls on the
modef’s upper left arm lead into 2 full
sleeve tattoo beneath its ironfist.
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Yhettee

This Yhettee was painted by
Mark Holmes as an experiment
in painting a realistic ice effect
on the model’s weapon. He
carefully shaded each section

of ice so that you can see the
wooden core around which the
ice has formed. Suffice to say
that he took great pains to hold
the model at the correct angle as
he was painting it or the finished
effect would be ruined.

Ironblaster

Darren Latham painted the Ironblaster’s Cannon of the Sky-titans in
bronze and gold, deliberately avoiding silver as this colour would clash
with the grey fur of the Rhinox. He then weathered the enormous
weapon by adding verdigris to show its great age. As a clever final
touch, he painted the skinned animal coat on the cannon’s barrel in the
same colour as the ‘Favy Metal Sabretusks, as if the Ogres have put the
pelt of one of their fallen beasts to good use.

WHITE DWARF  ‘EAVY METAL SHOWCASE

| Sabretusk

| The darker shades of this

| Sabretusk’s fur and stripes

‘ contrast nicely with the
snowy base. Anja cleverly

blended the model’s feet

and maw to help soften this

transition of colour.

Ogre

Another of Neil’s Ogres
that he painted to try out
different tattoo styles.
Taking inspiration from an
icon in the Ogre Kingdoms
book, he extended the
design from the gut plate
onto the Ogre’s chest.




Stonehorn
Inspired by Kevin Chin’s artwork in

s of this the Stonehorn’s bestiary entry,

d stripes Neil Green matched his choice

th the of fiery red fur when painting
cleverly the miniature. Stonehorns are

3’ feet notoriously belligerent and

soften this aggressive, and this shade seemed

to play well to that theme in a
similar manner to the Fire Wizards
of the Bright College.

Beneath its shaggy fur coat,
the Stonehorn’s endoskeleton
of iron-hard rock is clearly
visible. Incredibly clumsy beasts,
Stonehorns regularly sport missing
patches of fur from bumps and
scrapes, and Neil meticulously
picked out these details, including
a carving of the Great Maw on a
large exposed area. The glittering
gems that gradually form on each
Stonehorn’s mighty frame have
been painted in a light blue spot
colour to provide a nice contrast to
the stone’s darker shade.

LA

www.games-workshop.com 65




WAS -A-WER OGRE KINCDOM‘?

Og gdo E 0 fbe
0 e Old orid 99120 j 0
of Og an be found orid p 22 " .': 5 d looted
0 g 2 D (0 ong .. 7 - ’ . ;\' ob ‘ : d
pppab : g ¥ ' C)-‘" db e 0O
bold 0 ade d ag 0 ; E P ddition to Og do
0 0 P ge %‘!‘r, dbe
0 ge o o.‘ : O ' ‘ .].‘h‘.&?j- R ! : 0 .a
J . : ; ; II"!' .-"_“‘H bo 0 0 dbe
a pag 0 on of Og @ ‘; .
0 .ll \‘ i ‘ : .
games-workshop.com foe i i -5 - -




e

V%

J

?:

=
P

O
L

ﬁt{:\;ﬁ bt had

"

% W

&
e
Vs

3

”

R

y~
S o

.
-

-

A0

pycr

oo
S A
2 0
SRS
3
Syt
> Q
S ] Q&
- Q
S
s o
5 S
S g
2 : 598
& 20 (&} S B
o 259

.
s Q)
2 o
0 &3 .
® 588
SE5EET
q
g Q
239
. o O
e o
q
S
525
S 53
£ y §3 2
S 5 :
a¥ i
| T
Z s
Sige :
n___=
o
. Q

gao

q
)
o)
Q
S
v O R
q
Q
S 8o
q
Q
q 5
0




“g‘"&e_t '_ ,t\;:f“:i?" 1595,"&'~m-. '3~’ 5
Wbkt TER '

'y

i a ]
N-ienld

s

o NG
A —

f—
1 Lo

Fi

O O of g 3 O
L] O
D d d O O O O O
8 5
O d oJife D d O O
D O O O ed O d de d D
D D D 0 O O
o O 5 d O D d
) + O
h 0 O O O datio d O D
orld ped a ocab O d to
D d to U ged b O gie O
5
0 D10 a O d D Of O C
[ ea O e Pa
D a O O d to O O
) 5 5
g plo oug dio 1o g eo
0 D ea o
ber o O O d O e D b
D 0 QO Dd [
A g
; - o d a g 00 O g P
d O obDb a O D 0 d 1a
0 e PO O a P O O obb e prod a O
b O O d WO e D O
b 0 d d a O O D O D O O O
O O e g0 D O
5 5




‘bashing
to

there

y sets
arm of

| be
mples
ain that
viany of
fairly
1y not

DREADFIRE THRONE

Featuring elements from both the
Magewrath Throne and Dreadfire Portal
kits, this Arcane Fulcrum makes for a
suitably awe-inspiring platform from
which a wizard can work his magic. A
Gothic stairway, replete with the imagery
of skulls and spectral attendants, leads up
to a raised, circular platform dominated
by an imposing throne of otherworldly
origin. Two skulls sit atop small columns,
burning furiously and bathing the
surrounding area with flickering light.

'HLYVI AI4NI4OL

The combination of a Warhammer 40,000
Moonscape crater and a Balewind
Vortex Arcane Fulcrum is a simple

but effective one in this example. The
symbolic eight-pointed star of the
Chaos Gods has torn itself free from
the ground’s embrace atop a swirling
maelstrom of baleful sorcerous energy.
The tortured earth beneath the
fulcrum itself still bears the scars
of this unnatural upheaval.




‘& IMPOSSIBLE MADE POSSIBLE

Arcane Fulcrums are structures of infinite variation, and there
is no limit to their size, shape and height, other than what
will be practical on the tabletop. The two examples on this
page were designed with exactly that in mind.

The double-height Eternity Stair looks incredibly
imposing, dominating any battlefield. If you wish to
experiment with ideas such as this, why not invent some
rules for it as well? Perhaps the side that controls this Arcane
Fulcrum generates an extra power and dispel dice each turn,

The ascending throne below has burst forth from an
Arcane Ruin, possibly using the rules for one as well as
counting as a fulcrum.
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Jervis Johnson Presents...

BATTLEFIELD CHALLENGES

THE GARDEN OF MORR

other major religions of the Old World, but has no

close allies. Its principle enemies are the Vampire
Counts, other practitioners of the dark Necromantic arts and
followers of the forbidden cult of Morr’s brother, Khaine,
the god of murder. These enemies will often try to break
through the protective wards that protect the graveyards
dedicated to Morr, so that they can desecrate the grounds,
or raise up the people buried there to fight as part of their
Undead legions.

THE ARMIES
Each player picks an army from a Warhammer army book to
a pre-agreed points total.

One army represents the forces dedicated to defending
the Garden or Morr, and the other army represents the
forces wishing to desecrate the temple. Typically the
defenders would be an Empire army and the attackers
Vampire Counts, but as Gardens of Morr can be found all
across the Old World, any two armies can be used.

The players should either agree who will be the attacker
and the defender, based on the armies they are using, or if
they can't agree they can simply roll-off.

THE BATTLEFIELD

Set up a Garden of Morr so that it is 12" away from the
centre point of the defender’s table edge, as shown on
the deployment map. Set up any remaining terrain in a
mutually agreeable manner.

T he cult of Morr maintains friendly relations with the

Designer’s Note: This
scenario is designed

to be played with the
Garden or Morr. If you
don’t have one in your
collection, you can still
play the scenario by
substituting a suitable
model from your
collection.

DEPLOYMENT

Divide the table into two halves, as shown below.

The defender deploys in the half of the table with the
Garden of Morr. The attacker deploys in the other half.

The defender must deploy their army first. Before
deploying each unit, roll a dice. On a roll of 3 or more the
unit is deployed normally, but on a roll of 1 or 2 it must be
held back as a reinforcement. Units with the Scouts rule do
not roll, and deploy as normal after deployment. Characters
may either deploy on their own, rolling like any other unit,
or deploy as part of a unit (state that the character will join
the unit before rolling to see if it deploys on the table).

Once the defender has deployed, the attacker deploys
his entire army within 12" of his board edge. Note that the
entire attacking army deploys on the table at the start of the
battle — the attacker does not need to roll.

FIRST TURN

After deployment, the attacker rolls a dice. On a roll of 6
he can choose who has the first turn. On a roll of 1-5 the
defender can choose who has the first turn.

GAME LENGTH

Roll a dice at the end of game turn 5. On a 1-2 the game
ends immediately, and on a 3 or more the game continues.
If the game continues then roll the D6 again at the end of
the 6th game turn, and this time the game ends immediately
on a roll of 1-3, and continues for a 7th and final turn on a
roll of 4+. The game ends automatically at the end of turn 7.
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VICTORY CONDITIONS

At the end of the game the side that has the most models
inside the Garden of Morr wins the battle.

SPECIAL RULES

Defender’s Reinforcements: The defender must roll a dice
at the start of each turn to see if any of his reinforcing units
arrive. Roll separately for each unit (characters that were
assigned to a unit during deployment will arrive with it —
don’t roll for them unless they were on their own). Refer to
the table below to see if and where each unit arrives:

D6  Result

1-4  Still marching. Roll again next turn.

5 Left flank. The unit arrives on the defender’s
table edge to the left of the Garden of Morr (see
diagram below).

6 Right flank. The unit arrives on the defender’s
table edge to the right of the Garden of Morr (see
diagram below).

The Garden of Morr: Set up the Garden of Morr is a single
fully enclosed terrain piece. Players that have two or more
sets should feel free to combine them together to create a
larger set-up. Remember that the Garden of Morr needs to
be located 12" in from the centre point of the defender’s
table edge, as shown on the deployment map.

In this battle the Garden of Morr uses all of the
suggested rules for ‘Playing in the Garden’ in last month’s
White Dwarf (see page 30). So the entire feature counts as
a piece of Mysterious Terrain, while the individual parts will
count as Ghost Fences, Blessed Bulwarks, Sinister Statues
and Grail Chapels. Note that only one rol! is made on the
Mysterious Terrain table on page 30, no matter how large
the Garden of Morr actually is.

The God of the Dead: Priests of Morr and Wizards using
the Lore of Death or the Lore of Vampires are able to
draw upon the mystical energies in the Garden of Morr to
enhance their spell casting abilities. To represent this they
will channel dice on a D6 roll of 4+, rather than only on
a roll of 6+. In addition, if the Raise Dead spell is used to I
create a unit that appears within the Garden of Morr, then

the unit includes an extra D6 Zombies.

The priest counts as part of the defending army, but does

not cost any points. Represent him with a suitable spare

model from your collection (an Empire Warrior Priest is

ideal, all the more so if he is painted to have black robes).
The Priest of Morr is a special character with the

following characteristics and special rules: |

Priest of Morr: The Garden is tended by a Priest of Morr. |

MWSBS S T W I A Id
PriestofMorr 4 4 4 4 4 2 4 2 8
TROOP TYPE: Infantry (Character) I
EQUIPMENT: Hand weapon and light armour.
SPECIAL RULES:
Divine Power: Priests of Morr can channel power and
dispel dice as if they were Wizards. If they are in the

Garden of Morr they will channel on a D6 roll of 4+, as
described above.

Indefatigable: A Priest of Morr, and any unit he is currently
in, has the Stubborn special rule.

Death Prayers: A Priest of Morr can use the Caress of
Laniph, Soulblight and Doom and Darkness spells from
the Lore of Death. Death Prayers are innate bound spells,
with a power level that is three points less than that listed
for the spells in the Warhammer rulebook (i.e. 3, 6 and 7
respectively).

Designer’s Note: This scenario is all about getting

as many models as possible into the Garden of

Morr. The defender has a decided advantage in this
regard, as they start off in possession of the graveyard.
Unfortunately, about a third of their army will not be
available at the start of the battle, and some units may
not even arrive at all.

The attacker will have to take advantage of his
superior numbers, and launch a vigorous assault as
quickly as they possibly can. Don’t dawdle or you will
lose! In addition, don’t let the difficulties you will face
early on to put you off — keep bashing away and soon
your greater strength will start to tell.

The defender on the other hand needs to hang on
in there, hoping against hope that help will arrive early
enough to stem the attacker’s onslaught. Do everything
you can to slow the attackers down and keep them out
of the graveyards, even if you have to sacrifice some
troops to do so. Use any late-arriving reinforcements
to bolster the troops you have in the garden, or launch
flank and rear charges against the attackers troops. With
luck you will be able to inflict such heavy casualties on
the attackers that they won’t have enough troops left to
capture the Garden of Morr from you.

wwu.-.games-\\.-r)rke_ih(_:p.l:nm




Chad Mierzwa is our
brush-toting hobby hero
and veteran converter
who has painted much
of the brilliant Vampire
Counts army you can
see above and on the
following pages.

DWARF

The fact that an army is never finished is true of all
Warhammer armies, so in this Army Workshop we return to
the Vampire Counts that the Hobby Team painted last year.

is that they are never definitively

finished. Oh sure, you can get it to
a satisfying points total, be it 2000 points,
3000 points and so on, but there is always

T he thing about Warhammer armies

that extra unit to add or regiment to bolster.

This is especially true when a new release
for the army hits the shelves. And so, with
last month’s Vampire Counts releases
unleashed on the world of the living, our
very own Chad found himself itching to
paint the new models and augment the
hobby team’s impressive Vampire Counts
army first featured in last July’s issue. Yes,
the Legion of Despair is back!

RETURN OF THE LEGION OF THE DAMNED

The obvious new addition to the
Undead force is the Terrorgheist and
his Ghoul! King rider but Chad has also
supplemented the shambling hordes with
four Cairn Wraiths and a Tomb Banshee.

If you cast your mind back to the
original article, you'll recall that Chad,
Nick Bayton and Duncan Rhodes started
by picking a Vampire Counts Battalion,
the Winged Vampire Lord, and a couple
of Grave Guard boxes. Battalion sets are a
great way to start a new collection, since
they each contain a goodly amount of Core
troops to get your army off (or should that
be out) of the ground.




For more inspiration

and all the rules and
information you need to
field your own Vampire
Counts army, there’s the
army book. The rules for
the Terrorgheist and new
rules for the Cairn Wraith
and Tomb Banshee can
be found in last month's
White Dwarf.
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Thé centrepiece of the army is the Terrorgheist. We asked
Chad, to show us huw he painted the large areas of bone.

Step 3. Chad continued to build up
the layers, with a 1:1 mix of Khemri
Brown and Bleached Bone.

Step 2. He then layered on thin
coats, using a 3:1 mix of Khemri
Brown and Bleached Bone.

Step 1. Chad basecoated the area
using Khemri Brown, building up a
solid coat using thin layers.

You can see how effective the
white-lining technique is on the
spine of the Terrorgheist.

Step 6. With a 1:1 mix of Bleached
Bone and Skull White, Chad re-
covered the lines from Step 5

Step 5. Using thinned Bleached
.Bone, Chad applied fine lines along
the length of the bone

RETURN OF THE LEGION OF THE DAMNED

The Ghoul King was painted using
a Graveyard Earth basecoat built up
with a Fortress Grey mix.

Step 4. He then applied a 1:1 wash
mix of Ogryn Flesh and Devlan
Mud directly into the recesses.

The claw has been painted using
the same technique, but given jet
black nails for contrast
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CAIRN WRAITHS

For the Cairn Wraiths, Chad created a very deep black that is offset with blue
highlights. The bright bone of the skull gives a nice, stark contrast to the dark cowl.

THE CLOAK AND SKULL

Step 1. From a Chaos Black Step 2. He then layered on a 1:1 Step 3. Pure Space Wolves Grey Step 4. The lining around the

undercoat, Chad applied a Shadow mix of Shadow Grey and Space was then applied, and Badab Black hood was painted with a layer of
Grey line-highlight. Wolves Crey to the same highlight. washed into the recesses. Charadon Granite.

Step 5. Chad then dotted on Dwarf Step 6. The skull hidden under the Step 7. It was then given a liberal Step 8. Finally, the skull was
Bronze to the studs and highlighted cowl of the cloak was first painted wash of Ogryn Flesh, keeping the highlighted with a 1:1 mix of
the hood with Codex Crey. with Bleached Bone. eye and nose sockets clear. Bleached Bone and Skull White
RUST-ENCRUSTED WEAPON

Step 1. To get a corroded look on Step 2. Using a Stippling Brush,
the blade, Chad basecoated it with Chad applied a rough and uneven
Scorched Brown. coat of Bestial Brown.

Step 3. He then stippled on a 1:1 Step 4. With Mithril Silver, Chad The bony hands of the Wraith were The staff of the scythe has been 3
Mix of Bestial Brown and Blazing applied a line-highlight around the painted using the same technique layered up using Charadon Granite' % =
Orange to the same area edges and depressions of the blade as used for the skull as a basecoat s L
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'THE DARK HEART OF THE ARMY

At the core of the army are the hordes, of which the Skeletons are an indispensable
lynchpin. After all, every Vampire needs some bony minions to order about!

The Blood Spears

The blue and off-white colour palette works
extremely well, giving the horde a regimented
appearance, all tied together with the striking
red banner. »

Koen Goremad Malochai the Bloody The Screamer
Formerly the largest model in the army, before the arrival of ~ To make him stand out, the The lighter tones on the
the Terrorgheist, the Varghulf remains a powerful addition Vampire has a strong red Tomb Banshee hint at

to any flank in a battle. The blue and grey theme continues palette, which contrasts against a more feminine caste,
even on this monster, with the eyes giving a flash of the predominant blue and greys  although her best days lie
contrasting red amidst his dark features. in the rest of the army. firmly in the past!

. WHITE DWARF ~ RETURN OF THE LEGION OF THE DAMNED



BRAELLION'S LEGION OF DESPAIR

¥ Chad's Vampire Counts army, swollen to its new size with addition
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SISTERS OF BATTLE ARMY LIST

The following army list enables you to field an army of Sisters of Battle and fight
battles using the scenarios included in the Warhammer 40,000 rulebook.

Using the Avmy List

The Sisters of Battle army list is split into five sections: HQ,

Elites, Troops, Fast Attack and Heavy Support. All of the

squads, vehicles and characters in the army are placed

into one of these sections depending upon their role on

the battlefield. Each model is also given a points value that

varies depending on how effective that model is in battle.
Before you choose an army, you will need to agree with

your opponent upon the type of game you are going to play

and the maximum total number of points each of you will

spend. Then you can proceed to pick your army.

Using a Foree Drganigation Thavt

The army list is used in conjunction with the Force
Organisation chart from a scenario. Each chart is split
into five categories that correspond to the sections in the
army list, and each category has one or more boxes. Each
grey-toned box indicates that you may make one choice
from that section of the army list, while a dark-toned box
indicates a compulsory selection.

Standard Missions

_ELITES

TROOPS

COMPULSORY OPTIONAL  OPTIONAL

1 HQ 1HQ 3 Fast Attack

2 Troops 4 Troops 3 Heavy Support
3 Elites
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Qemy List Tntries

Each entry in the army list represents a different unit. More
information about the background and rules for the Sisters
of Battle and their options can be found in Part 1, which
was in last month’s White Dwarf (issue 380).

Each unit entry in the Sisters of Battle army list is split into
several sections:

Name: At the start of each army list entry you will find
the name of the unit alongside the point’s cost of the unit
without any upgrades.

Profile: This section will show the characteristics profile of
any models the unit can include.

Composition: Where applicable, this section will show the
number and type of models that make up the basic unit,
before any upgrades are taken. If the Unit Composition
includes the word ‘Unique’, then you may only include one
of this unit in your army.

Unit Type: This refers to the Unit Type Rules chapter of the
Warhammer 40,000 rulebook. For example, a unit may be
classed as infantry, vehicle or cavalry, which will subject
it to a number of rules regarding movement, shooting,
assault, etc.

Wargear: This section details the weapons and equipment
the models in the unit are armed with. The cost for all these
models and their equipment is included in the points cost
listed next to the unit name.

Special Rules: Any special rules that apply to the models in
the unit are listed here. These special rules are explained
in further detail in either Part 1 of the Codex or the
Warhammer 40,000 rulebook.

Dedicated Transport: Where applicable, this section refers
to any transport vehicles the unit may take. These have
their own army list entry on page 91. Dedicated transports
do not use up any Force Organisation chart selections, but
otherwise function as separate units. The Transport Vehicles
section of the Warhammer 40,000 rulebook, and their
entry in this book, explains how these dedicated transport
vehicles work.

Options: This section lists all of the upgrades you may

add to the unit, should you wish to do so, alongside the
associated points cost for each. Where an option states that
you may exchange one weapon ‘and/or’ another, you may
replace either, neither or both, provided you pay the points
cost listed.

CCThe Emperor is our Father and our
Guardian, but we must also guurcf

the Emperor. b b,

~The Sermons of Sebastian Thor, Vol. XVI, Ch. 1
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CTREY  Sisters of Batile

HQ

§aint ﬁelngﬁm

WS BS
Saint Celestine y/ W W/

Composmon:
s 1 (Unique)

S
3

T W I A
3 3 7 5 10 2+
UnitType:

e Jump Infantry (character)

Ld Sv

Tanoness

WS BS
3

Canoness 5 5

Unit Composition:
¢ 1 Canoness

Unit Type:
e Infantry (character)

S

T W |

3 3 4 3 10 3+
Wargear:
® Power armour
* Boltgun

¢ Bolt pistol
¢ Frag grenades
e Krak grenades

Special Rules:

e Acts of Faith

* Independent Character
» Shield of Faith

¢ Stubborn

e The Passion

115 points

Wargear: Special Rules:

e Armour of Saint e Acts of Faith
Katherine e Fearless

* Miraculous Intervention
¢ Shield of Faith

e The Ardent Blade
e Frag grenades
» Krak grenades

® Jump pack

65 points

Options:

* May replace boltgun and/or bolt pistol with:
- Chainsword ........ccovemeevcrireniccnnene e free
- Storm bolter.....occovievenii e 3 points
- Power sword, combi-flamer, -melta or -plasma
..................................................................... 10 points
- Condemnor boltgun, plasma plstol or inferno pistol
.................. RV URRUR bl o o113 1+
- EVISCErator ..................... SO s TS e 25 points

* May take rosarius........c.ceceeereennn .25 points

e May take melta bombs.........cccceeee. - 5 points

{ C These heretics refute the Emperor’s ho[y right to rule. Let them arque with the barrel gf a gun. .
Canoness Sabine, Order of Our Martyred Lm{y
|

115 points =

§ummtag Tommand §qua0

You can take one Sororitas Command Squad for every Canoness you have included in your army. Units of Sororitas
Command Squads do not themselves take up an HQ choice.

WSBS S T W I A Ld Pptons:
Hospitaler 3 4 3 3 1 3 1 9 ¢ One Celestian may take either: |
Celeztlan 4 4 3 3 1 3 2 9 - Simulacrum Imperialis ..........ccoceceimerinnenene 20 points |
} Dialo us. 3 4 3 3 1 3 1 9 - Blessed banner............ ..15 points
i ¢ Any Celestian may replace her boltgun with: |
SRR . - Chainsword .. cerr e : .free |
?';'tcg?e';’i)::;t'on' ng;gvsg:.arm our - Storm bolter-.. S pomts per model |
: g - Heavy bolter or  flamer .o.ovrooor . 5 points per model
: } alc?sloi%urer : ggll;guir;tflelestlans eob) - Multi-melta or meltagun ............. 10 points per model
prta P - Heavy flamer ........ccoocinvnnccnne 20 points per model

e Frag grenades

e Krak grenades

e Chirurgeon’s tools
(Hospitaler only)

e Laud hailer
(Dialogus only)

Unit Type:
* Infantry

Special Rules:

* Acts of Faith

* Endless Crusade

* Shield of Faith Dedicated Transport:

¢ The squad can select
any dedicated transport

(see page 89).

P e == - e e e 3 A B e B e A A O T o R i e
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QAvch-Tonfessor Fyrinov

:

Ald s |

WSBS S T W I
3 4 3 10 5+ |
|

;‘j'Kyrinov 5 5 3 3
frr—,:-._.-«..._.

Composition:
* 1 (Unique)

Unit Type:
e Infantry (character)

Wriah Facobus, Protectar of the Faith.......

WSBS S T W I A Ld Sv
Uriah Jacobus 5 5 3 3 3 4 3

Composition:
* 1 (Unique)

Unit Type:
e Infantry (character)

86 WHITE DWARF SISTERS OF BATTLE

HQ

90 points

Wargear:

¢ Flak armour

* Bolt pistol

¢ Mace of Valaan
e Frag grenades
e Krak grenades
¢ [con of Chiros
e Rosarius

90 points

Wargear:

¢ Flak armour

* Bolt pistol

¢ The Redeemer

e Chainsword

* Frag grenades

e Krak grenades

e Banner of Sanctity
¢ Rosarius

Special Rules:

e Acts of Faith

e Fearless

¢ Heightened Fervour

e Independent Character
e Righteous Rage

e Shield of Faith

Special Rules:

= Acts of Faith

e Independent Character
¢ Protector of the Faith

¢ Righteous Rage

e Shield of Faith

¢ Stubborn

Uriah Jacobus leads his
Battle Conclave against a
| force of Daemons




CTREY  Sisters of Battle
HQ

iEcclegimhg Tonfessor 75 points

WSBS S T W I A LdsSv|
3 3 3

| Options:
Confessor SN S AR [ ﬁ/\ay replace laspistol and/or chainsword with:
ur i e e e - Shotgun, bolt pistol or boltgun..........cccoenneees 2 points
racter Unit Composition: Unit Type: - Storm bolter.......cuovvererenrenieeerceeeene <eenee3 poOINS
e 1 Ecclesiarchy Confessor e Infantry (character) - Power sword, combi-flamer, -melta or -plasma
<ecere. 10 poINts
special Rules: Wargear: ~Condemnor boltgun or pldsma plstol w15 points
o Acts of Faith e Flak armour B R - points
¢ Independent Character * Laspistol * May take a plasma gun .................................... 15 points
o Righteous Rage e Chainsword * May take melta bombs .......cc.coeeeeevviiiiiiniiiiiiinnns 5 points
o Shield of Faith e Frag grenades
e Krak grenades
® Rosarius
racter B i e, R EE———.
aith
Battle Tonclave
For each Ecclesiarchy Confessor, Confessor Kyrinov or Uriah Jacobus in your army you may also include a Battle
Conclave 3-10 models in size, in any combination. Battle Conclave Squads do not themselves take up an HQ choice.
WSBS S T W I A Ld Svi Special Rules: [
s hls Death CultAssassin 5 3 4 3 1 6 2 8 5+ e Feel No Pain (Arco-flagellants only) ;
gainst a Arco-flagellant 5 1 5 3 1 3 4 8 - e Uncanny Reflexes (Death Cult Assassins only) i
; Crusader 4 3 3 3 1 3 1 8 5+| ‘
R S R — Options: |
Wargear: * Arco- flagellant e 15 points per model |
Death Cult Assassin: Crusader: : grust?‘dgrl Acsassin }g po!n: per moge:
e Flak armour « Flak armour eath Cult Assassin.. sevevineenn. 15 points per mode
2 power weapons : SP?OV;/;r :}\:galzon Dedicated Transport: 5
. ¢ * The Battle Conclave can select any dedicated transport f
Arco-flagellant: 89 |
o Arco-flails (close (see page 89).
combat weapon) '

ELITES

Coclestarchy Privst 45 points
A Sisters of Battle army can include 0-5 Ecclesiarchy Priests per detachment. Priests do not use up any Force
Organisation chart selections, but are otherwise treated as separate Elite units.
| PR Options: |
LPrlest V;/S 335 g .; ‘qv l '; L7d ES:_ : Each Ecclesiar_chY Priest may replace his laspistol and/or |
[ chainsword with: ;
i ) - Shotgun, bolt pistol or boltgun,....... . ...2 points |
Unit Composition: Unit Type - Storm bolter.............. " .3 points |
® 1 Ecclesiarchy Priest * Infantry (character) - Power sword, comb| flamer melta or plasma
..................................................................... 10 points
Special Rules: Wargear: - Condemnor boltgun or plasma pistol ........... 15 points
* Acts of Faith e Flak armour - EVISCerator.......cccvevvveeveevinnsseeeneenee uee B Fide 25 points
¢ Independent Character e Laspistol e May take melta bombs .........ccoovviiinnnni, .......5 points
¢ Righteous Rage e Chainsword
¢ Shield of Faith * Frag grenades
* Krak grenades
® Rosarius

e VU NP POV i SIS o OSSP ————— s eSS SRS £ Lt
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ELITES

elestian Squad 80 points

e et iz N

; WsBS S T W I A Ld sy | Options: . |
' Celestian 4 4 3 3 13 2 9341 ° Include up to five additional Celestlanfg . "
; . ) b e R s s eniB st points per mode!
| Celestian Superior 4 4 3 3 1 3 2 9 3+ | o One Celestian may replace her boltgun with one of the
e e e following:
el . - Storm bolter.....c.ooveeiciiiiccnniiicea 3 points per model
E(ilme:IiIst:i(::;s Yv;;azgr'armour - Heavy bolter or flamer-...................... 5 points per model
B Celestian Superior e Bolteun - Multi-melta or meltagun ................. 10 points per model
p i Boltg istol - Heavy flamer ........ccoecviviviennnn ... 20 points per model
Unit Type: e Frag grenades ¢ Up to one Celestian may replace her boltgun with one of
’ the following:
° briiyg sl elgcnades - Storm bolter......coovvivrinieniienn 3 points per model
: . - Flamer ..., 5 points per model
Ep,izlt:l()l}lg;i;\ - Meltagun .....coveeeviiiiinie e 10 points per model
e Hand of the Emperor ¢ One Celestian may take a Simulacrum Imperialis
e Shield of Faith e e e e e 20 points
¢ The Celestian Superior may replace her boltgun and/or
Dedicated Transport: _bgli’:g:itol gﬁh: f
« The squad can select any : Stormst\:(/)lte e et o e i S B e P e T e;
dedicated transport (see oy :j ........ o o I poin
opposite page). - Power sword or combi-flamer, combi-melta or -plasma
................................. crerereten s seneeees 10 POINES
- Condemnor boltgun or plasma pistol ............... 15 points
. ¢ The Celestian Superior may take melta bombs ..... 5 points
1_,__,%_
Repentia Squad 90 points
| WSBS S T W I A Ldsv  Options
lSister Repentia 4 4 3 3 1 3 2 8 - ‘ ¢ Include up to five additional Sisters Repentia:
g S RN .. . D ——— 17 points per model
 Mistress of Repentance 4 4 3 3 1 3 2 9 3+ e The Mistress of Repentance may take melta bombs
e e B Spi I oo R R T 5 points
Composition: Wargear:
® 4 Sisters Repentia Sisters Repentia
» 1 Mistress of Repentance e Eviscerator
Unit Type: Mistress of Repentance:
* Infantry * Power armour
i ¢ 2 neural whips
| Vs ¢ Frag grenades
| % & Prayer may * Krak grenades
‘1 c[eunse.tﬁe soul, Special Rules:
but pain cleanses o Acts of Faith
* Fearless
the body. Both N pain
are necessm;y (for o Fleet
: * Rage
the Sumfwa._-',, ‘3f o Shield of Faith
humanity. J * Spirit of the Martyr
p ty

- Confessor Ganinimus
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r mode|
of the

r mode]
'r model
'r mode}
'r mode|
: one of

'r model
:r model
T model

0 points
1d/or

3 points
lasma

0 points
5 points
5 points

'r model

5 points

| WSBS S T W I A

| Battle Sister 3 4 3 3 1 3 1 8 3+
! Sister Superior 3 4 3 3 1 3 2 9 3+
Composition: Wargear:

o 9 Battle Sisters ¢ Power armour

o 1 Sister Superior * Boltgun

* Bolt pistol
* Frag grenades

Unit Type:
e Krak grenades

o Infantry

Special Rules:

* Acts of Faith

¢ Light of the Emperor
e Shield of Faith

Dedicated Transport:

e The squad can select any
dedicated transport
(see below).

ALY Sisters of Dattle

TROOPS

125 points

Options:

* May include up to ten additional Battle Sisters:
......................................................... 12 points per model

e Up to one Battle Sister may replace her boltgun with one
of the following:

- Storm bolter........ccovviniiiineeienienne 3 points per model
- Heavy bolter or flamer ..........c.cco.c.... 5 points per model
- Multi-melta or meltagun .......... ...... 10 points per model
- Heavy flamer ........cccoovnnviinrecen, 20 points per model

e Up to one Battle Sister may replace her boltgun with one
of the following:

- Storm bolter......ccociiiiniiiinenen, 3 points per model
- Flamer .....coevveviiniiiiinncce e 5 points per model
- Meltagun .c.coeevviininiininenenecne 10 points per model
¢ One Battle Sister can take a simulacrum imperialis
.......................................................................... 20 points

e The Sister Superior may replace her boltgun and/or bolt
pistol with:

- ChainSWOrd ....cccevenmeiiiniciiieie s enens free
- Storm bolter ........ccccveirvivnnenenne RN et cco 3 points
- Power sword or combi-flamer, combi-melta or -plasma
................................................................ ceereeene. 10 points
- Condemnor boltgun or plasma pistol ............... 15 points
e The Sister Superior may take melta bombs ........... 5 points

DEDICATED TRANSPORTS

- ==
' r Armour -
| BS F S R
 Rhino 4 11 11 10

Unit Composition: Wargear:
* 1 Rhino e Storm bolter

» Smoke launchers
Unit Type:

¢ Vehicle (Tank) Special Rules:
* Repair
Transport Capacity: e Shield of Faith

¢ Ten models

Smmalator

[‘ r Armour 1
BS F S R

!Immolator 4 11 11 10 |

Unit Composition:
* 1 Immolator

Wargear:

¢ Twin-linked heavy flamer
e Smoke launchers

Unit Type:

¢ Vehicle (Tank) Special Rules:

e Shield of Faith
Transport Capacity:

* Six models

35 points

Options:

¢ May take any of the following:
- Searchlight......coccoviniiiinii e 1 points
- Dozer blade ... 5 points
- StOrM BOMEr ettt 10 points
- Hunter-killer missile ........cccccocvviciieinniiinnnn. 10 points
- EXtra armour ....ccovveieiiimnnnsiseies e ... 15 poInts

65 points

Options:

* May replace twin-linked heavy flamer for one of the
following:
- Twin-linked heavy bolter and inferno bolts................free
- Twin-linked multi-melta .......ccocovrnniniiniiinnens 15 points

* May take any of the following:
- Searchlight........ocviiiiiininieii i 1 points
- Dozer blade .....ccccceerveernnneen. s i S 5 points
= SLOMM DOMET .evvvvicvnrererisreneiseesisisaseeerssssesesenes 10 POINS
- Hunter-killer missile ...........coovvvvmmimeciiiane 10 points
- EXtra armour .....oveeiieineec s 15 points

www.games-workshop.com
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FAST ATTACK

§myhim Squad

f WSBS §S T W I A Ld Sv
Seraphlm 4 4 3 3 1 3 1 8 3+
| Seraphlm Superior 4 4 3 3 1 3 2

9 3+

Composition:
e 4 Seraphim
® 1 Seraphim Superior

Wargear:

¢ Power armour
¢ Two bolt pistols
e Frag grenades

e Krak grenades
¢ Jump pack

Unit Type:
* Jump Infantry

Special Rules:

e Acts of Faith

e Angelic Visage

e Hit and Run

® Seraphim Pistols

e Shield of Faith

* The Emperor’s
Deliverance

Dominion Squad

i WS BS

. S T W 1 A LdSv
' Dominion 3 4 3 3 1 3 1 8 3+
| Dominion Superior 3 4 3 3 1 3 2 9 34+
Composition: Wargear:

* 4 Dominions ¢ Power armour

¢ 1 Dominium Superior * Boltgun

* Frag grenades
e Krak grenades
* Bolt pistol

Unit Type:
e Infantry

Special Rules:

e Acts of Faith

* Holy Fusillade
® Scouts

e Shield of Faith

Dedicated Transport:

* The squad can select any
dedicated transport (see
page 89).

SISTERS OF BATTLE

80 points

Options:
* May include up to five additional Seraphim:
......................................................... 15 points per mode|
¢ Up to two Seraphim may replace both their bolt pistols
with one of the following:
- Two hand flamers.............cccovenns 20 points per mode]
- Two inferno pistols .......................... 30 points per model
e The Seraphim Superior may replace one of her bolt

pistols with:

- Chainsword ........ccc.coviiniinicissnrienereciiiins e .. freR

- POWer SWOrd ......ccovcveiecmiiiciiieeeeiicneiee e 10 points

- Eviscerator ........cccccovniiniviiin i 25 points
e The Seraphim Superlor may replace her other bolt pistol

with a plasma pistol.........coeceiininiiiiiiinn, 15 points

e The Seraphim Superior may take melta bombs..... 5 points

70 points

Options:

e Include up to five additional Dominions:

.. 13 points per model

* For every five models in the squad up to two Dominions
may replace their boltgun with one of the following:

- Storm bolter ... ey 3 points per model
-Flamer ..o 5 points per model
- Meltagun ... 10 points per mode
¢ One Dominion can take a Simulacrum Imperialis
......................................................................... 20 points

® The Dominion Superior may replace her boltgun and/or
bolt pistol with:

- Chainsword .. S O EETPRNE RPN |-
= SHOMM BOKET oo oo 3 pomts
- Power sword or combi- flamer combi-melta or -plasma

............................................................... wv-e.... 10 points
- Condemnor boltgun or plasma plstol ............... 15 points

* The Dominion Superior may take melta bombs.... 5 points

¢ € We are beset b many terrible foes in these dark times, but we wafk
in the ﬁgﬁt ngﬁe Emperor, and we shall not let a smg o€ sta

_from our duty. We are the Sisters of the great Ecclesiarchy
will fight to the bitter end. 3 )

- Canoness Palmiro, Order gf the Ebon Chalice
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CITREY  Sisters of Battle

HEAVY SUPPORT

Q{etmbutur §quah

WS BS S
Retributor 3 4 3
4 3

Llie—tributor Superior 3

Composition:

o 4 Retributors
o 1 Retributor Superior

Unit Type:
¢ Infantry

Ld Sv

T W I A
31 3 1 8 3+
31 3 2 9 3+
Wargear:
® Power armour
* Boltgun

¢ Bolt pistol
¢ Frag grenades
» Krak grenades

Special Rules:

e Acts of Faith

¢ Divine Guidance
e Shield of Faith

Dedicated Transport:

* The squad can select any
dedicated transport (see
page 89).

| S |

Exarcist

r Armour - |

BS F S R |
I_Exorcist 4 13 11 10 |
Unit Composition: Wargear:

¢ 1 Exorcist

Unit Type:
¢ Vehicle (Tank)

e Exorcist launcher
¢ Smoke launchers

Special Rules:
¢ Shield of Faith

Denitent Tngine

WS BS §
Penitent Engine 4

Unit Composition:
* 1 Penitent Engine

Unit Type:
® Vehicle (Walker,
Open Topped)

rArmour -

I A F S R

Wargear:

* Two Dreadnought close
combat weapons (with
built in heavy flamers)

Special Rules:

* Rage

e Battle Frenzy

e Unstoppable Rampage
¢ Shield of Faith

2 5(10) 3 D6+1 11 11 10Jf

65 points

Options:

¢ Include up to five additional Retributors:
......................................................... 12 points per model

e Up to four Retributors may replace their boltguns with
one of the following:

- Heavy bolter......cccceovverrerenennes ...... 5 points per model
- Multi-melta.......ccceeie i ... 10 points per model
- Heavy flamer ...........c.cocvieiennn. 20 points per model
* One Retributor may take a Simulacrum Imperialis
.20 points

« The Retributor Superlor may replace her boltgun and/or
bolt pistol with:

- Chainsword .........ccccveereeencnecennns e tsereene e free
- Storm bolter.....c.coiniiiii 3 points
- Power sword or combi-flamer, combi-melta or -plasma
.......................................................................... 10 points
- Condemnor boltgun or plasma pistol ............ .. 15 points
» The Retributor Superior may take melta bombs ..., 5 points
135 points
Options:
* May take any of the following:
- Searchlight.......ccovevvininnincnns, pertppe e p 1 points
- Dozer blade ........ ferereeanenens] T e - 5 points
- Storm bolter ......oovvvvrevnineeninrcnn, R s Voo 10 points
- Hunter-killer missile .........c.cccoreeninvccncrecnncens 10 points
- EXtra armour ... 15 points
85 points
Options:
e Include an additional two Penitent Engines:
................ et st ee e neeeneenee- 85 POINtS per model
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RBlessed Banner

Any Sisters of Battle unit within 12" of the
Banner Bearer re-rolls failed Morale and
Pinning tests. In addition, while the Banner
Bearer is still alive, the Sororitas Command
Squad counts as having scored one extra
wound in close combat for the purposes of
calculating the assault result.

Lhainswerd

Chainswords are close combat weapons, as
described in the Assault Phase chapter of
the Warhammer 40,000 rulebook.

Thitwrgeon’s Tools

Implements of both torture and salvation,
the Chirurgeon’s Tools can restore the fallen
so that they might fight once more.

As long as the Sister Hospitaler is alive, her
unit has the Feel No Pain special rule.

Tombi-Wleapons

A model armed with a combi-weapon
(combi-meltagun, combi-plasma gun or
combi-flamer} can choose to fire either the
bolter or the secondary weapon, each with
the profile listed elsewhere in this section.
The bolter can be fired every turn, but

the secondary weapon can only be fired
once per battle (a combi-plasma gun can,
of course, rapid fire). You cannot fire both
weapons in the same turn.

Tondemnor Baltgun

The condemnor boltgun is a highly
specialised combi-weapon used almost
exclusively by the operatives of the
Ecclesiarchy and combines a boltgun with
a single-shot crossbow armature. Though
archaic-seeming, the crossbow fires a silver
stake engraved with sigils of disruption that
destabilise a psyker’s connection with the
Warp. A direct hit from the crossbow will
therefore not only deal a severe wound to a
psyker, it will also send his power spiralling
out of control to consume its user.

The condemnor boltgun follows all the
rules for combi-weapons given above — it
comprises a boltgun and a stake-crossbow.
The stake-crossbow can be fired once per
game and has the following profile:

Range Strength AP Type

24" 5 - Assault 1, Psi-shock*

* Any psyker that takes an unsaved wound
from the stake-crossbow shot suffers the
Perils of the Warp in addition to any

other effects.

WHITE DWARF SISTERS OF BATTLE

WARGEAR

Cviscerator

An Eviscerator is a grotesquely large
double-handed chainsword.

Eviscerators follow all the rules for power
fists, and roll an additional D6 for
armour penetration.

Frag Grenade

Frag grenades are assault grenades, as
described in the Assault Phase chapter of
the Warhammer 40,000 rulebook

Laud Sailer

Proclaiming the power of the Emperor in
heavenly tones, Laud Hailers bolster the
spirits of the faithful.

When any Sisters of Battle unit within 12”
of a model with a Laud Hailer successfully
makes an Act of Faith, roll a D6 straight
away. On a 6, your army immediately gains
a single Faith Point.

Heural Ulhip

Neural whips follow the rules for power
weapons. In addition, Hits caused by a
neural whip against non-vehicle units strike
at Strength 8 and roll To Wound against

the opponent’s unmodified Leadership
characteristic instead of their Toughness.

Rosarius

A Rosarius is a gorget or amulet
incorporating a force field, worn by
members of the Ecclesiarchy to protect
them from physical and spiritual harm.

A Rosarius confers a 4+ invulnerable save.

Simulacrum Fmperialis

These holy symbols of the Ecclesiarchy
were once carried by one of the Imperium’s
many saints, or may even be wrought from
their bones.

A unit with a Simulacrum Imperialis re-rolls
failed Acts of Faith tests.

Storm Shield

A model with storm shield has a 3+
invulnerable save. A model equipped with
a storm shield can never claim the +1
Attack bonus for being armed with two
close combat weapons in an assault.

!
i
i
|

~ Wehicle Upgrades
| Dozer Blade

5 Vehicles equipped
| with dozer blades can

re-roll a failed Difficult

' Terrain test.

Extra Armour

Vehicles equipped

with extra armour count
Crew Stunned results

on the Vehicle Damage
tables as a Crew Shaken
result instead.

Hunter-killer Missile

A hunter-killer missile has
the following profile and
can only be used once
per battle.

Strength AP Type
Unlimited 8 3  Heavy1

Range

A hunter-killer missile
is fired at Ballistic Skill
4 and treated as an
additional weapon.

Inferno Bolts

A heavy bolter equipped
with inferno bolts re-rolls
any failed To Wound rolls.

Storm Bolter
Pintle-mounted storm
bolters are treated as

an additional defensive
weapon, with the profile
of a normal storm bolter.
See the storm bolter
entry for details.

Searchlight

Searchlights are used
where the Night Fighting
rule is in effect. If a
vehicle has a searchlight
it must still use the
Night Fighting rules to
pick a target but, having
acquired a target, may
illuminate it with the
searchlight. For the rest
of the Shooting phase,
any other unit that fires
at the illuminated unit
does not use the night
fighting special rule.
However, a vehicle that
uses a searchlight can
be targeted during the
following enemy turn as
if the Night Fighting rules

. were not i effect, as the
| enemy can see
i the searchlight.
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SUMMARY

Model Wieapon

Sisters of Battle

WSBS S T W I A Ld Sv Weapon Range Strength AP Type

Battle Sister 3 4 3 3 1 3 1 8 3+ Bolt Pistol 12" 4 5 Pistol
Sister Superior 8 4y e EE Ak R 9 3+ Boltgun 24" 4 5 Rapid Fire
Battle Conclave » Condemnor

Arco-flagellant 5 1 5 3 1 3 4 8§ - Boltgun 24" 5 - Assault 1, Psi-shock

Crusader 4 3 3 3 1 3 1 8 5+ Exorcist Missile

DeathCultAssassin 5 3 4 3 1 6 2 8 5+ Launcher . 48" 8 1 Heavy D6
Canoness 5 5 3 3 3 4 3 10 3+ Flamer Template 4 5 Assault1
Celestian -4 4 3 3 1 3 2 9 3+ Hand Flamer Template 3 6 Pistol
Celestian Superior 4 4 3 3 1 3 2 9 3+ Heavy Bolter 36" 5 4 Heavy3
Confessor 5 5 3 3 3 4 3 10 5+ Heavy Flamer Template 5 4 Assault 1
Dialogus 3 4 3 3 1 3 1 9 3+ Inferno Pistol 6" 8 1 Pistol, Melta
Dominion 5 ¢l Bl L IR R Laspistot 12 3 - .Pistol
Dominion Superior 3 4 3 3 1 3 2 9 3+ Meltagun 12" 8 1 Assault 1, Melta
Kyrinov 5 5 3 3 3 4 3 10 5+ Multi-melta 24" 8 1 Heavy 1, Melta
Hospitaler 3 4 3 3 1 3 1 9 3+ Plasma Pistol 12" 7 2 Pistol, Gets Hot!
Priest 3 3 3 3 1 4 2 7 5+ Plasma Gun 24" 7 2 Rapid Fire, Gets Hot!
Retributor 3 4 3 3 1 3 1 8 3+ Shotgun 12" 3 - Assault2
RetributorSuperior 3 4 3 3 1 3 2 9 3+ Storm Bolter 24" 4 5 Assault2
Saint Celestine 7 7 3 3 3 7 5 10 2+
Seraphim 4 4 3 3 1 3 1 8 3+
Seraghim Superior 4 4 3 3 1 3 2 9 3+ @thit[e;
Sister Repentia 4 4 3 3 1 3 2 8 - r Armour -
Mistressof Repentance 4 4 3 3 1 3 2 9 3+ BS F S R
Uriah Jacobus 5 5 3 3 3 4 3 10 5+ Exorcist 4 13 11 10

Immolator 4 11 11 10
Rhino 4 11 11 10

r~ Armour -

WSBS § | A F S R

"
".‘:!'

i
A fﬁf'"
s ._-4&-'\;'__4: Iz
= F

Adepta Sororitas from the
Order of the Sacred Rose
Pprepare to launch their attack.

4 25(10) 3 De+1 11 11 10
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==~ Robin: The Sisters

{ of Battle excel at
short-range firefights,
but getting up-close
{ to aTyranid swarm
is not usually a
recipe for long-term
survival. However,
my army will be led
by none other than
Uriah Jacobus, and
if anyone can help me win the day, it'll
be this crazy old man, who should not be
underestimated at any point.

With three squads of Battle Sisters
(Squads Athena, Bethuda and Cythinion),
a Dominion Squad and Seraphim Squad,
I'll have enough firepower (and flamers)
to deal with anything from Termagants to
Tyranid Warriors. I'll need some heavier
weapons to blast apart any Carnifexes and
Hive Tyrants (shoot the big ones!) before
they stampede into my lines, a job I'm
going to task to a Retributor Squad and
an Exorcist. The power of the Exorcist
comes from the devastating potential of its
missiles. However it is has a notoriously
temperamental machine spirit, which
means it could bless me with six missiles
or just one when | need it most. Many
devotions to the Emperor will be said
before battle commences.

Just in case any Tyranids do survive
though, I'll be taking a Penitent Engine and
a Battle Conclave of Arco-flagellants — just
the thing to mount a heroic counter-charge.
With my army chosen there’s nothing left
but to pray to the Emperor and burn some
foul xenos.

The swarms of Hive Fleet
Leviathan skitter, stride and
burrow towards their prey.

WARMAMMER
40000

f Tom: Well, a chance

i to unleash the Tyranid
i swarm upon its creator
i is clearly not one I'd

| > v want to pass up...

1 3 | always start off
I by adding a strong
- Synapse backbone

: to my Tyranid army,
Ll AN sothefirst choice

was obviously a Hive
Tyrant, ably defended by a pair of Tyrant
Guard. Two units of Tyranid Warriors give
me some backup for the big fella, and a bit
of ranged power to boot.

As Sisters are wont to bring plenty of
Rhinos and other pesky metal contraptions
along with them, 1 added in a pair each
of Hive Guard and Zoanthropes for some
serious anti-tank firepower.

At this point | noticed I didn’t have
many bodies in the army yet, so in
went a big fat unit of Termagants and an
only slightly smaller unit of poisonous
Hormagaunts (re-rolling to wound is always
great fun, especially when the targets are
wearing power armour, I'll need all the
help | can get!).

A bit of sneakiness and speed
never goes amiss, so in went some
outflanking Genestealers, and some
speedy Gargoyles and Raveners.

Finally, I picked a Trygon for real
impact. A Carnifex would have been a
lovely thing to include, but | didn’t want to
skimp on sheer mass, so he got left back
on the bio-ship. My force was now fully
assembled, and enemy organisms had been
located - it was time to devour...

Sisters of LBattle

TWatch out for...

Including Uriah Jacobus
will not only allow
Robin to re-roll the
dice to determine Faith
Points, but the unit he
accompanies into battle
will gain Feel No Pain
and +1 Attack.

As for Tom's Tyranids,
with the Fortress of
Redemption to breach,
Tom’s Zoanthropes may
well come into their own
due to their devastating

{ Strength 10 Warp Lance

psychic power.

Liriah facobus
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All the Seraphim
survive the difficult
landing amongst the
crater in no small
part to their Shield
of Faith special rule
and some good
rolling by Robin.
Even so, they are
then assaulted by
the Raveners, The
fearsome xenos slay
three Battle Sisters,
who flee from the
carnage but are
consumed by the
pursuing Tyranids.

The Retributors

aim at the Hive
Tyrant and score
two wounds both of
which are taken by
the Tyrant Guard.

The Exorcist also
targets the Hive
Tyrant but only fires
one missile. The
wound is taken on
the Tyrant Guard
once again.

The Penitent Engine
is drawn towards
the closest enemy,
striding northwards,
followed by Uriah
and his attendant
Arco-flagellants.

The Gargoyles fly
along the east flank
trying to close down
the Retributors but it
will be another turn
before the Battle
Sisters are within
assault range.

The surviving
Zoanthrope powers
its deadly Warp
Lance and a bolt of
energy arcs across
the battlefield to
strike and destroy
the missile silo
although the annex
itself remains intact.

Squad Athena

takes control of the
southern objective,
despite the presence
of aTrygon.

© 98 WHITE DWARF

r -@— Obijective

quad Bethuda was already
% ensconced in the fortress and with

no sign of the Tyranids for the
moment, the remainder of Robin’s army
tentatively moved onto the battlefield. The
exception was the Seraphim, who were
kept in reserve, ready to Deep Strike in
when the enemy had revealed themselves.
In the Shooting phase Robin moved his
squads further on to the table to maximise
fields of fire in preparation for the Tyranids’
eventual appearance.

As expected, Tom started his first
turn by swarming his models on from
the north and advancing even further by
running in the Shooting phase to reduce
the distance to their prey. Tom’s force was
separated into roughly two parts, with the
two broods of Tyranid Warriors and the
Raveners approaching from the north-west
and the Gaunts, Gargoyles and Hive Tyrant
advancing from the north-east.

The second turn saw the Seraphim
flying down from upon high and attempting
a daring landing in the north of the
battlefield, behind the Termagant swarms.
Unfortunately, Robin’s roll scattered them
wide, causing a Deep Strike Mishap. Tom
was given the choice of where to place
the Seraphim and elected to stick them in
a crater to the west, which was dangerous
terrain and also conveniently in assault
range of the Raveners.

FAITH VERSUS INSTINCT

1| “ |
_ ' Turng 1-2

Unperturbed, Robin moved onto his
other models. Squad Athena disembarked
from their Rhino and occupied the
lascannon annex of the fortress, the
Immolator drove northwards, and prepared
to spurt promethium on the encroaching
Tyranid Warriors but remained out of
range for now. Meanwhile, the Retributor
Squad had already taken up a strong firing
position in the east and brought their heavy
bolters to bear on the swarms.

In the Shooting phase, Robin used one
of his four Acts of Faith on the Retributors
to give their weapons the rending ability,
they unleashed their holy bolts upon the
Hive Tyrant, but the creature’s bodyguards
intervened to prevent serious damage.
Robin spent another Faith point on Squad
Bethuda in the Fortress, who fired at the
Zoanthropes, killing one outright and
wounding another.

In Tom’s turn, the Tyranids advanced
upon the fortress. The Raveners and Tyranid
Warriors struck westwards, towards the
fallen Seraphim and Uriah Jacobus. But
while the Raveners were fully committed
to the assault, the Tyranid Warriors held
back and fired their venom cannon at the
Penitent Engine. The walker was hit but
shrugged off the effects, refusing to be
shaken by the attack. Nevertheless, the
Tyranids were left in a strong position for
the following turns.
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The Dominion Squad prepare
to engulf the gigantic Trygon in
burning promethium
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| Leading Astray

The role of a
Venomthrope is usually
to shroud friendly units in
a dense spore cloud thus
giving them a measure

of protection. However,
Tom'’s Venomthrope took
the role of bait, leading
the deadly Penitent
Engine away to keep

it from attacking the '

majority of his army.

obin started the turn with a healthy
R 5 Faith Points, none of which

would go to waste considering
how close the enemy was. First and
foremost was the serious matter of the
Trygon that stood ready to rip apart the
Fortress of Redemption. Robin had kept
Canoness Helena and her accompanying
Dominion Squad in reserve for just such
an instance, they sped forward in their
Rhino and disembarked, bringing flamers
and meltaguns to bear. In the west the
Penitent Engine was forced to advance
on the Raveners, as the nearest enemy,

followed by Uriah and the Arco-Flagellants.

To further bolster the west flank, Squad
Cythinion approached in their Rhino and
alighted with weapons ready, the Raveners
firmly in their sights and revenge for the
Seraphim in mind.

Robin began his Shooting phase with
the Dominion Squad firing on the Trygon.
An Act of Faith was successfully granted,
giving Robin twin-linked heavy flamers.
Three wounds were caused, but Tom made
all his saves. However, the Trygon didn't
survive the fusillade totally unscathed as
the Dominion Superior's plasma pistol did
take off a wound. Squad Cythinion called
upon their Act of Faith and fired upon the
Raveners. Even with the ability to re-roll

FAITH VERSUS INSTINCT

1s to hit, Robin’s Battle Sisters proved to
be deadly accurate and all three Raveners
were slain in a hail of holy firepower.
Squad Athena were next to shoot and
took aim at the Trygon from the rampart
of the fortress. Bolter fire reverberated
around the battlefield and the Trygon was
hit an impressive 15 times, but the beast’s
dense carapace proved tough to break and
so the creature was only wounded twice
before Tom made both his saves to increase
Robin’s ire even further. This left him with
no other option but to fire the Exorcist at
the same target. The maximum six missiles
were launched, all of which wounded the
Trygon, reducing the creature to purple
goo! There was some debate around the
table as to whether Robin should have used
the Exorcist against the Trygon in the first
place, but its innate unpredictably would
have made this a risky ploy to say the least!
Tom may have lost a powerful creature
before its true destructive might could
have been utilised, but it had soaked up a
tremendous amount of Robin’s firepower.
Robin finished his Shooting phase with
the Retributors, bringing down four of the
rapidly-approaching Gargoyles and Squad
Bethuda took aim at the Tyrant but failed to
wound it or even force the Tyrant Guard to
shield their master.




Sigters of Wattle

the death of the Trygon, Robin rearranged

The advent of Tom’s third turn meant he

was finally in a position to strike, although his firing lines, by bringing the Dominators Acts of Faith
his Genestealer reserves had yet to arrive. back to the fore via their Rhino and moved Such s their strength of
The Gargoyles flew into the Retributors, Squad Bethuda back into the intact part faith that Battle Sisters

while the Hive Tyrant moved in on the
fortress. The Venomthrope backed up to
lure the Penitent Engine away from the
action. Otherwise, Tom’s forces advanced
but kept two of the objectives within
claiming distance of his Troops.

In the shooting phase, the Hive Guard
temporarily prevented the Exorcist from
firing. The Zoanthrope unleashed its Warp
Lance on the missile silo annex again, this
time destroying the heavy bolters, much
to Tom’s annoyance. Back in the west,

of the fortress. In the Shooting phase the
Immolator finally unleashed its twin-linked
heavy flamer on the Tyranid Warriors but
only managed to wound one. Squad Athena
fired upon the same target and was more
successful, reducing the unit to one lone
Tyranid Warrior. Squad Bethuda targeted
the Gargoyles and utterly destroyed them —
another Battle Sister unit avenged! inclusion of the Canoness
Tom’s fourth turn saw him gnashing his was useful as it gained
incisors in frustration as the Genestealers | Robin a further +1 bonus
failed to appear yet again, they were when rolling to see

can gain a divine boon
when in dire need. The |
nature of the Act of i
Faith will depend on }
the unit, for example
the Dominion Squad
successfully gained an
. Act of Faith making their
i weapons twin-linked. The

the Tyranid Warriors fired their venom proving to be either slow or just lazy | if the Act of Faith
cannon at the Battle Conclave. The shot — either way the Hive Mind was not " was successfully
was accurate and slew every member of impressed. The Termagants moved forward implemented.

to take the south-east objective and the i
other swarm of Gaunts kept the northern
objective firmly in Tyranid control. The
lone Tyranid Warrior advanced forward

in a sacrificial move to occupy the
Penitent Engine. In the Shooting phase the

the unit except for Uriah Jacobus; the old
missionary was not ready to die at the
hands of the Emperor’s enemies just yet.

It was then time for the Assault phase.
The Gargoyles swarmed around the
Retributors and wiped out the Battle Sisters

with relative ease. The Hive Tyrant charged
the missile silo annex and breached the
plascrete walls with its massive blades. The
resulting explosion slew a Tyrant Guard, a
Gargoyle and two Battle Sisters of Squad
Bethuda in the blast.

It was still anyone’s battle and Turn 4
saw the most intense fighting so far. With

Zoanthrope initially targeted the accursed
Exorcist but it was actually out of range.
This forced the Hive Tyrant to fire on it (and
thus prevent it from sefting about the rest
of the fortress). But to further frustrate Tom,
the Hive Tyrant missed by several inches,
leaving Robin’s most powerful weapon free
to fire in the coming turn...

1 was
east’s
ak and
wice
Acrease
1 with
ist at
lissiles
2d the
ple

the

ve used
: first
rould

e least!
e

-—
e
-

Squad
ailed to
Jard to

| Rather than risk another barrage of
Exorcist missiles, the Hive Tyrant fires
=l on the Sister’s tank — but misses!
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Late for Supper
Tom’s highly elite and
ferocious Genestealers
proved extremely

| tardy by not making an
| appearance until the

| fifth turn of the battle.
To add insult to injury,
they then arrived on
the wrong flank (from
Tom’s perspective at
any rate) and then were |
promptly beaten in ‘

combat and wiped out
by the Battle Sisters of
Squad Cythinion. Not a
good day for the usually |
dependable Genestealers. |

rtregs Stands

fter a weak fourth turn by Tom, it
g was Robin’s chance to capitalise and

claim victory for the Sisters. Things
didn‘t start off too well as he rolled 3 for
his Acts of Faith and then chose to re-roll
but only ended up with a 2! In the east the
Dominator Squad disembarked from their
Rhino and used their Act of Faith to gun
down and burn the Hormagaunts — it was
late into the game now, and Robin wisely
wanted to make sure that Tom had no
Troop broods to control any objectives. 14
Tyranids died in the ensuing inferno. Squad
Bethuda continued the fusillade, slaying
a further two and just leaving a solitary
Hormagaunt. If this creature reverted to
its instinctive behaviour it would leave the
objective to go and feed, which was Robin’s
hope. Squad Athena turned to the fortress
weapons and fired the lascannon at the
Tyranid Warriors, leaving just one, which
was engulfed in Immolator fire. The Exorcist
targeted the Hive Tyrant much to Tom’s
horror. Three missiles struck the creature,
leaving it on a single wound. Finally, the
Tyranid Warrior from the second brood was
assaulted by the Penitent Engine.

Tom had to quickly bring things back

on side in the fifth turn, or else lose the
battle. The Genestealers finally turned

Time for Penitence!

After being ‘led by the nose’ for the majority of the

battle by Raveners and then a cheeky Venomthrope,

the Penitent Engine finally caught some prey. Tyranid
| Warriors are not used to being hunted down, if

102 WHITE DWARF

FAITH VERSUS INSTINCT

anything, it is they who are normally chasing quarry.
In this instance the lone Tyranid Warrior was definitely
prey and the Penitent Engine fell upon the creature with |
righteous fury, destroying it utterly.

Qurnsg 5-6

up in the west; they charged straight into
Squad Cythinion who were taking cover
in the crater. This allowed the Sisters to
strike first and, with the help of Jacobus,
they overcame the alien threat and wiped
them all out! Also in Tom’s turn, the lone
Hormagaunt fell back to protect the north
objective and let the more numerous
Termagants advance to take the south-
eastern one. The Hive Tyrant assaulted
the Canoness and Dominator Squad. The
Canoness was slain, along with two more
Sisters, but the squad remained in the fight.
Turn 6 saw Robin strike out and claim
another objective behind the fortress
securing two in total; he just had to shake
Tom off one to gain the upper hand. A
Rhino was sent off to contest one of Tom's
tenuously held objectives and Squad
Bethuda advanced from the safety of the
tower annex to contest the objective in the
south east. It was a gamble as there was
no guarantee the game would end on Turn
6. However, it proved to be a very wise
move as too many Tyranids had been burnt
or were full of bolter holes. Tom’s attack
had been blunted and the Sisters were
victorious, holding two objectives to the
Tyranids one. In this battle, at least, faith
had overcome instinct.
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The Zoanthrope tries
to unleash its Warp
Lance again but rolls
a double-6 for its
Perils of the Warp
test and explodes!

The Penitent Engine,
having gotten a taste
for Tyranid Warriors,
seeks out the last
surviving creature,
although the game
ends before it can
close with its prey.

The Hive Tyrant

remains locked in
combat with the
stubborn Sisters

of the Dominator
Squad, who are keen
for vengeance due
to the loss of their
beloved Canoness.

The Termagants
swarm around Squad
Bethuda but it is

too little, too late -
victory belongs to
the Sisters of Battle!

' Sigters of Wattle

E Ffinal Score
ﬂ SISTERS OF BATTLE 2 TYRANIDS 1 %

A

| Pictor’s Lament

| Robin: Thanks to their faith in the Emperor, and some very jammy dice rolls, the
Sisters of Battle have salvaged a little pride for me after having lost to Jeremy earlier
on with my Tomb Kings. However, it was by no means a certain victory.

Winning the dice roll to deploy first in this game gave me a huge advantage, as it
meant | could deploy my squads in the fortress from the very start. Until Tom’s horde |
breached the fortress’ formidable armour there was no way his swarms could get to |
the Battle Sisters inside. This gave Tom all sorts of headaches, because those broods i
that had the ability to get through that armour, like his Zoanthropes and Hive Guard,
also had to contend with my own firebase units, such as the Exorcist and Retributor
Squad. I think Tom split his fire well but was let down only by his abysmal damage
rolls. It seemed that for every 6 I rolled for my Shield of Faith, he rolled a 1 when
trying to inflict damage. Tom was also unlucky with his reserves. 1 think his Trygon
appeared too early — and got hammered back into the ground as a result — whilst his
Genestealers arrived too late. By the time they appeared, Uriah Jacobus and Squad
Cythinian had secured their objective, and with the advantage of cover they managed
to fend off the dreaded xenos. Had they arrived earlier, | doubt even Jacobus’
mightiest heroics would have prevented them from being ripped to pieces.

. However, I didn’t have everything my own way. My Seraphim were
unceremoniously torn apart by Tom’s Raveners before they got a single shot off, and
the Battle Conclave was annihilated in a single round of bio-weapons fire, However,
when | needed those 6s the most, they were there. Truly the Emperor protects.

To join the Ecclesiarch and field a mighty Sisters of Battle
army of your own then visit the Games Workshop website
where you'll find the entire range of models and kits.
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| What will you need to attend?

* A 2500 point, fully painted Warhammer 40,000 army,
which can be broken down into smaller armies, as each
game uses differing points values.

* You must be at least 12 years of age to participate in this
event. Players under 16 must be accompanied by an adult.

s You will fight in a team of four - either arrange to come up
with three friends or simply join a team on the day!

» Full events pack available online at Games-workshop.com

» Tickets go on sale 17th August 2011, available from
www.games-workshop.com or

Game Workshop customer service on

0115 9140000.

as you fight as a member of a team of four to conquer the Galax‘yl Can
team conquer enough planets and collect enough resources to claim ch;er?

26th - 27th November 2011
Warhammer World, Nottingham

What does the ticket cover?

e Five great games of Warhammer 40,000, using lots of
unique special campaign rules.

e A hot lunch with dessert on Saturday and Sunday and an
evening meal on Saturday.

e Early registration and open gaming on Friday evening
18.00 - 22.00.

¢ Organised entertainment on both the Friday and Saturday
nights including a Warhammer 40,000 themed quiz!

e Access to all of Warhammer World's facilities including the
Miniatures and Exhibitions Hall.

e Tickets cost £57 per player.
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A directory of everything you need to get involved ) /
in the Games Workshop hobby community, from §
events and activities in your local gaming club
to what’s going on at Warhammer World and in
your GW Hobby Centre.

g

Events & Community 106-111 BRG

® UK Games Day 2011
In the last in the series of preview articles before the big day, Rik
Turner takes one last wander around Head Office, sniffing out the
latest news about what's going on at Games Day 2011.

N

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

® Club Information
Find regular opponents, play campaigns, and get involved in a host of
q,f other hobby activities with like-minded gamers at your local club.

g Store Information  112-117

©® 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 hobby.

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

Available to Order  120-121

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

@ Available to Order
This month we continue to release new miniatures in Citadel Finecast.
To accompany the release of Warhammer: Ogre Kingdoms, the

X

5 existing range will be released in Citadel Finecast, making it the first
range of miniatures to be available entirely in plastic and Citadel
Finecast. The Ogre Kingdoms range contains a wide variety of great
miniatures, many of which are exclusively available to order, from the
ay characterful Ogre Maneaters to special characters such as Greasus

Goldtooth.




going on at Games Day 2011.

his month | thought I'd take a wander
I over to Warhammer World and find
out what the team there have in store
for this year's Games Day. However, before
| could get very far, | was intercepted by a
very excited Graeme Lyon with the |atest

Black Library news.

Black Library Redux

Graeme: ‘Black Library’s presence this year
will be our best yet. We'll be bringing loads
of authors, including — deep breath! — Dan
Abnett, Graham McNeill, Aaron Dembski-
Bowden, Sarah Cawkwell, Chris Wraight,
James Swallow, Gav Thorpe, Nick Kyme and
many others. I'm very excited that William
King will be joining us for the first time in
eight years, and signing copies of Blood of
Aenarion, the first book in the brand new
Tyrion and Teclis series.

‘Blood of Aenarion will be available
to buy a whole two months early, along
with huge amounts of other great books,
including Salvation’s Reach, The Outcast
Dead, The Gildar Rift, Nocturne, The Red
Duke, Hammer & Anvil, Thanquol’s Doom
and Thorn and Talon, a compilation of Dan
Abnett-penned audio dramas featuring

This year we will be celebrating

the winners of the Golden Demon
painting competition along with
the winner of the Scrap Demon
conversion competition and, for the
first time ever, Armies on Parade.

106 WHITE DWARF GAMES DAY & GOLDEN DEMON

With less than a month to go until the big day, Rik Turner sets
out one last time in search of the very latest news about what’s

Inquisitors Eisenhorn and Ravenor.

‘We're making our annual Games
Day book bigger and better than ever. The
Games Day Anthology is fully three times
the size of previous years, with no less
than six (yes, six!) brand new short stories
from top authors Graham McNeill, C.L.
Werner, Gav Thorpe, Andy Chambers, Chris
Wraight and Nick Kyme, with tie-ins to
Black Library series old and new. It's also a
gorgeous hardback, which will look great on
any bookshelf — not that it’ll ever see your
bookshelf, as you'll be too busy reading it!

‘Speaking of hardbacks, we'll also have
one hundred copies of the limited edition
Horus Heresy novella Promethean Sun for
sale on the day. This handsome tome is
bound in faux-lizard hide, with a fold-out
colour insert and marker ribbon. Oh, and
did | mention that every copy is numbered
and personally signed by the author?

‘We'll have some other cool exclusives
as well, like posters and gorgeous A3 prints
of artwork from some of our most popular
novels. You'll also be able to check out
samples of our website-exclusive ranges,
like our Print On Demand books and
our wide — and ever-growing — range of
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eBooks and audio downloads. We'll also be
revealing an exciting new digital product...
‘Finally, | can announce that this year,
you'll be able to interact with the authors
in a brand new way. We can't reveal any
more at this stage — there will be full details
in the Games Day programme — but this is
something we're very excited about, and
we're sure you will be too!
‘Check out www.blacklibrary.com
and our Facebook page — or subscribe to
our Twitter feed (@blacklibrary) to keep
up to date with all the latest news and
information.’

And with that, Graeme was off, leaving

me to continue on to Warhammer World
where | caught up with the custodians of the
Gaming Hall, Ray Dranfield, Adam Snook
and Lise Ward.

Art Competition

Lise: ‘Each year Games Day hosts the
prestigious Art Competition; a fantastic
opportunity to bring your visions from your
sketchbooks and hard drives, to where
they can be truly appreciated - in front

of thousands of hobbyists. For 2011 the
theme ‘Storm of Magic’ provides plenty

of choice with magic users, sweeping
battles, unworldly architecture, rampaging
monsters, the effects of spells... Wherever
your imagination takes you!

‘Entering the competition is easy. We
have two categories, 12 to 15 years and 16
plus. You can enter one piece of your own
work, completed before Games Day, and no
larger than A4. This can be in any medium;
inks, pencil, computer graphics, acrylics,
pen — whatever you like. Simply bring your
piece of art to Games Day, register it with
the Art Competition staff before 12.00, and
wait for the results!

‘As well as receiving a framed art
print, we'll take the two winning pieces to
Warhammer World, and display them over
a few months to be seen by thousands of
visitors from around the world.’

Quick Draw Competition
‘There's also a Quick Draw art competition
on the day. Spaces are limited so start
thinking now. Will you draw a character, a
duel or a battle scene? With only a sheet of
A4 paper and a pencil, you'll have just 20
minutes to share your vision of Warhammer
or Warhammer 40,000, which will then be
judged by Games Workshop's own artists!’

Bring and Battle

Adam: ‘At the Bring and Battle area
Warhammer World will be bringing along
loads of gaming tables, including some of
our exclusive Feature Tables, built by our
scenery experts! Just bring along your army
and play on these truly great boards. You'll
also get to try out brand new scenarios,
written for our events, and have your battle

count towards the huge campaigns which
we’ll be running on the day - your game
could help decide the fate of millions!

Warhammer World Demos
‘Our team is running a stage where you

can observe the experts in fifteen minute
hobby demonstrations, and pick up a whole
range of quick tips. Taken from Warhammer
World’s new monthly workshop events,
these are run by experts from areas such

as Forge World, ‘Eavy Metal and the
Warhammer World Scenery Team. See what
the workshops offer and learn something
from these masters that you can then use in
your own hobby.

‘If all that isn’t enough, you can also
secure limited pre-release tickets for our
popular workshops and gaming events,
including January’s ‘Eavy Metal Masterclass
and the Storm of Magic: Shadows Over
Albion Campaign Weekend.’

Scrap Demon Competition

Ray: ‘The Scrap Demon conversion
competition is always popular, and to
increase the challenge, this year there’s

a time limit — what can you build in 20
minutes? With Storm of Magic as the theme,
you can ferret through mounds of plastic
sprues, then clip and glue together your
own converted Wizard, Shaman, Sorcerer,
Necromancer... Anything, as long as it looks
like it can blast magic. The only limit to your
miniature is your imagination.’

Games Workshop Archives
Lise: ‘The Games Workshop Archives
contain miniatures, products and artwork
from over 30 years and at Games Day you
can enjoy highlights from 2011's exhibitions
at Warhammer World. Original artwork for
Orcs & Goblins, classic Undead miniatures
that inspired Tomb Kings, memorabilia from
previous Games Days and much more.
What will you recognise or discover for the
first time?’

On the way back to my desk, | decided

to stop by the guys who work with our
licensing partners, and I'm glad that | did.
Although getting details from them was like
getting blood from the proverbial stone,

I was able to discover that Fantasy Flight
Games (publishers of Warhammer Fantasy
Roleplay, Deathwatch and many more), and
THQ (creators of the critically acclaimed
Dawn of War series and Space Marine ~
released this month) will be in attendance,
showing off their latest products for you to
immerse yourselves in.

And finally, | have just enough room to
tell you that the guys from the website will
also be at Games Day to talk to you about
your hobby and photograph your miniatures
for the blog. So, if you have something you'd
like to share (or have any cake to offer- Ed),
don't forget to bring it along.

i

BLACK LIBRARY
GaMES DAY ANTHOLOGY
2011/12

This year’s exclusive Black Library
Games Day Anthology is bigger
than ever and strictly limited to just
3,000 copies.

Licensed Partners including Fantasy
Flight Games and THQ will be at
this year’s Games Day, showcasing
their latest releases including Space
Marine, pictured above.

GAMES DAY TICKET £30
Product code: 60139999136
€39, 300dkr, 380skr/nkr, 15021

GAMES DAY PARENT TICKET £6*
Product code: 60139999103

€7.80%, 60dkr®, 75skr/nkr®, 30z{*

* When purchasedd together with 41 kesst ane regulsr Cames Day Tickst
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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. Events are the places to spend your weekends.

September 2011

108 WHITE DWARF THE AUGURY

September 3rd
COMMAND CENTRE WORKSHOP

Date: 3rd September, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Spend the whole day with our Warhammer World Scenery
Team experts, where they will teach you how to build an awe-inspiring
Warhammer 40,000 centerpiece to take home for your gaming table.
Over the course of the day you will build up your command centre
using all the materials provided as the experts show you all the skills and
techniques needed.

Your ticket includes entry for one person into the Command Centre
Workshop where you'll get a Shrine of the Aquila boxed set and three
Basilica Administratum boxed sets to build from. You also get lunch in
the legendary Bugman'’s Bar and access to all of Warhammer World's
available facilities including the Gaming Arena and Exhibition Hall.
Tickets: £122.50 per person, available from Customer Services on 0115
91 40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

September 10th

WARHAMMER 40,000 DOUBLES WEEKEND

Date: 10th-11th September, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s must be accompanied by an adult)

Details: Come along with your gaming partner and spend the weekend
at Warhammer World playing great games, meeting new opponents and
swapping your best war-stories.

You will need two fully painted and based 875 point armies. The
Doubles Rules Pack and Event Guide are available to download from
www.games-workshop.com under the Warhammer World section.

You will take part in five games over the weekend with early registration
and open gaming on Friday evening. Lunch on Saturday and Sunday and
evening meal on Saturday are included in the ticket price. There will be
organised entertainment activities on Saturday evening including a quiz!
Tickets: £87 per two player team, available from Customer Services on
0115 91 40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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October 2011

October 1st

PAINTING WORKSHOP:

SPACE MARINES

Date: Saturday 1st October, 2011

Venue: Warhammer World, Nottingham, England
Age Limit: 12+ (Under 16s must be
accompanied by an adult)

Details: If you're looking to learn the
techniques you need to paint Space Marines
quickly and effectively, who better to teach
you than Chris Peach and Duncan Rhodes
from the Design Studio’s Hobby Team!
Spend a fantastic day with them painting a
Space Marine Assault Squad in the Chapter
colours of your choice, and learn how to
paint your miniatures to a high standard in no
time at all.

Tickets: £102, available by calling 0115 91
40000 and from www.games-workshop.com
Contact: Warhammer World Events Team at
whworldevents@games-workshop.co.uk
Website: www.games-workshop.com
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Date: Warhammer

Age Limit: 16+

October 8th
AUTUMN THRONE OF SKULLS

Warhammer 40,000 15th-16th Oct
Venue: Warhammer World, Nottingham, England Finland

Details: Spend a weekend fighting great
battles, seeing wonderful-looking armies,
making new friends, and swapping war stories
at this year’s Autumn Throne of Skulls event.
Here's your chance to spend two days
playing your favourite game and testing your
skill against a wide range of opponents.
Could you walk away as the winner with one
of the coveted Throne of Skulls trophies?
Tickets: £56, available by calling 0115 91 40000
and from www.games-workshop.com

Contact: Warhammer World Events Team at
whworldevents@games-workshop.co.uk
Website: www.games-workshop.com

WL
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October 15th

TURKU FANATIC 2011
Date: 15th-16th October, 2011
Venue: T-Talo, Vanha Hiameentie 29, Turku,

8th-9th Oct

Age Limit: No limit

Details: The Gaming Club Ordo Aboensis
is proud to present the Turku Fanatic 2011
Warhammer and Warhammer 40,000
tournaments — the biggest annual Warhammer
tournament in Finland!

Tickets: Tickets cost €25 for the weekend,
available from 1st August. Order by e-mail
from teemaro@gmail.com.

Contact: teemaro@gmail.com

Website: www.ordoaboenis.net

November 2011

November 5th

APOCALYPSE - TITANICUS:

THE LIBERATION OF ORESTES

Date: 5th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s must be accompanied by an adult)

Details: Take part in the defence of Orestes — an epic all-day battle
featuring the Forge World Studio Titans! Join the massed ranks of either
the Imperium of Mankind or the dreaded Traitor Legions, as the battle
that will decide the fate of the sector is fought!

Tickets include entry into the biggest game Warhammer World has ever
held, and a number of exclusive extras including the opportunity to meet
Dan Abnett, author of Titanicus, and Forge World's Will Hayes, sculptor
of the Eldar Reaver Titan. Tickets also include a hot dinner provided in
the restaurant and access to all the Warhammer World facilities.
Tickets: £25 per person, available from Customer Services on 0115 91
40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

THRONE OF SKULLS: WAR OF THE RING

Date: 12th-13th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s must be accompanied by an adult)

Details: Spend a weekend fighting great battles, seeing wonderful-
looking armies, making new friends and swapping war stories! Here's
your chance to spend two days playing your favourite game and testing
your skill against a wide range of opponents — could you walk away the
winner of one of the coveted Throne of Skulls trophies?

You will need a 1500 point painted War of the Ring army, taken from
the War of the Ring Rulebook. You will play 5 games of War of the Ring
over the weekend against opponents matched to your ability, as well

as take part in organised evening entertainment on the Saturday night
(including the infamous War of the Ring Quiz...).

Tickets: £56 per person, available from Customer Services on 0115 91
40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

\. J

November 19th

WARHAMMER DOUBLES WEEKEND

Date: 19th-20th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s must be accompanied by an adult)

Details: Come along with your gaming partner and spend the weekend
at Warhammer World playing great games, meeting new opponents and
swapping your best war-stories.

You will need twao fully painted and based 1000 point armies. The
Doubles Rules Pack and Event Guide are available to download from
www.games-workshop.com under the Warhammer World section.

You will take part in five games over the weekend with early registration
and open gaming on Friday evening. Lunch on Saturday and Sunday and
evening meal on Saturday are included in the ticket price. There will be
organised entertainment activities on Saturday evening including a quiz!
Tickets: £87 per two player team, available from Customer Services on
0115 91 40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
Lat: whworldevents@games-waorkshop.co.uk

AATADELARKAKE
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November 26th

PLANETARY EMPIRES CAMPAIGN WEEKEND:

THE FINAL CRUSADE OF VRAN HYCHAX

Date: 26th-27th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: The renegade Vran Hychax intends to control all trade routes in
the Veiled Region and has amassed a mighty army. But word of Vran's
corruption has reached the Ordo Hereticus and Inquisitor Talmec, who
immediately despatches his own armies to bring the traitor to justice...
Fight in teams of four players using armies of varying sizes. Play five
games, either singles or team battles, in order to claim victory, fighting
for control of the Pleuric system!

Tickets include lunch on both days, an evening meal provided in the
restaurant and access to all the Warhammer World facilities.

Tickets: £56 per person, available from Customer Services on 0115 91
40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

=

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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WORHSHOP
THE SCHOOL

TOOLKIT

Getting Started

If you have joined a new
school this September
check out if they have

a club that you can join
so that you too can take
part in this fantastic
tournament. If you don’t
have a club at your
school - don’t despair,
download the School
Toolkit from our website
for your teacher and

get them to phone Bek
Hawkby on 0115 900
4821 and register now.

www.games-workshop.com
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Bek Hawkby reviews this year’s School League National Final,
celebrates the champions of 2011, and explains how you can
take part in the 2012 season, which starts now!

The School League National Final took
place on 29th June and a fantastic day was
had by all. Twenty-seven schools arrived to
fight for the glory of being crowned the best
players in the country. With the top teams
from across the country meeting to fight to
claim the victory it was always going to be a
day full of hard-fought battles.

The Warhammer 40,000 tournament
saw the fiercest battle — there being only
one point difference in the final scores
between first, second and third place.
Boston Grammar school carried the victory
with the help of Kye Hammond, a player
kindly loaned by De Lisle Catholic Science
College. Boston gained that vital point to
secure victory, as one of their players, Phillip
Peris also received a nomination for the Best
Painted Army Award with his beautifully
painted Grey Knights. However, the award
went to Michael Free of Northgate School
for his fabulous Dark Eldar army, with
galaxies and star systems painted across the
hulls and blades of his force.

Slough Grammar school carried the
day in both the Warhammer and War of
the Ring tournaments, going on to win the
Warhammer Best Painted Army and Most

Sporting Player awards as well! The Best
Painted Army was won by James Foster with
his great Morr-themed Empire army. Nathan
Young was awarded the Most Sporting
Player after coaching his opponents on how
best to use their armies — even if it turned
the battles against him!

Finally, the War of the Ring team from
Homewood School valiantly stepped up to
the mark when they replaced another team
who couldn’t attend, painting their armies
and learning to play in just five weeks to
then take the win — a truly epic effort!

2012, just around the corner
The School League 2012 season has begun
so make sure you visit your local Games
Workshop Hobby Centre and get practicing
for the Heats! Your store will be able to help
you plan, build and paint your armies and
can even give you great tactical advice to
give you the best chance of winning and
leaving your name in School League history.

The Heats take place in February —
locations and dates can be found on our
website, and places have been filling up fast
so get your teacher to book now to secure
your place and chance for glory.




WARHAMMER

1st Place: Slough Grammar School

2nd Place: East Norfolk Sixth Form College
3rd Place: Priestnal School

WARHAMMER 40,000
1st Place: Boston Grammar School
2nd Place: King Edward IV School
3rd Place: Park House School

WAR OF THE RING

1st Place: Slough Grammar School
2nd Place: Kings School Grantham
3rd Place: Homewood School

WARHAMMER
BEST PAINTED ARMY

James Foster, Slough Grammar

WARHAMMER 40,000
BEST PAINTED ARMY

Michael Free, Northgate School

MOST SPORTING PLAYER

Nathan Young, Slough Grammar

www.games-workshop.com 111




STORE FINDER

Hobby Centres are Games Workshop’s own retail outlets. Each

OPENING TIMES

Games Workshop stores
can be found up and
down the land, in cities
and towns, on high
streets and in shopping
centres. Consequently,
the opening hours of
individual stores may
vary greatly.

We therefore
recommend you
contact the relevant
store for individual
opening times before
visiting.

You can find your local
store’s details online
with our Store Finder:

www.games-workshop.com

store provides gaming and painting facilities and is staffed by

expert hobbyists.

Full range of products

All our Hobby Centres stock a full range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

In-store order point
All our Hobby Centres also have a
webstore order point through which
you can choose from our entire range of
Citadel miniatures, including the Specialist
Games and Collectors ranges and the ever-
expanding range of Bitz Packs which allow
you to further customise and add character
to your armies.

What's more, if you have your order
sent to your local Hobby Centre, we'll

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew.

Free gaming & tactics advice

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free Beginners programme

Our special Beginners programme teaches
you how to play and helps you take your
first steps into the Games Workshop

send it POST FREE!

Games Workshop Independent
Stockists are official sellers of Games
Workshop games and hobby products.

INYOUR LOCAL AREA

With over 2000 locations worldwide there is never a stockist
very far away, making them perfect for that quick resupply or
hobby need.

MOST POPULAR STOCK LINES
Independent Stockists carry our most popular products, so you're
more likely to find exactly what you're looking for!

GAMES WORKESHOP INDEPENDENT STOCKISTS

hobby. All you need to do is come along.

Games Workshop products are sold by a large number of
shops in many different countries across the world.

IN THIS DIRECTORY

Full listings of all the stores that sell Games Workshop products
across the UK, parts of Europe, South America, South Africa, the
Middle East and Far East.

AROUND THE WORLD
If you're unsure where your nearest stockist is located, anywhere
in the world, call Customer Services on: +44 (0) 115 91 40000

i GAMES WORESHOP
&=/ PREMIUM STORES

Games Workshop Premium Stores are a select group
of independent retailers located across the UK and
Europe that offer a ‘complete hobby experience’,
more akin to a GW Hobby Centre than a traditional
independent stockist.

* Premium Stores offer a wide range of Games Workshop
products.

e They also offer a Mail Order service giving you access to
the entire Games Workshop range.

e The knowledgeable staff of these stores offer painting and
modelling lessons and can help devise killer tactics for
your armies.

¢ Premium Stores also have a number of gaming tables
to hold in-store tournaments, bespoke mega battles or
general open-play gaming.

Check out the full store listings to find your local
Premium Store!

If you are an independent retailer and you think you could be our next Premium Store, then why not give us a call?

FOR MORE INFORMATION, CALL: 08700 134411

112 WHITE DWARF AUCGURY
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STORE LISTING

Septem

GW BRISTOL:

13b Wine Street

BS1 2BQ) Tel: 0117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):
Unit 129, The Mall,

BS34 5UP Tel: 0117 959 2520
BRISTOL, Area 51:

BS7 BBA Tel: 01179 244655
BRISTOL, Cut and Thrust Wargaming:
BS2 OF) Tel: 01173020 021
CRIBBS CP\USEWA‘I’ HobbyCraft;
BS34 5TS : 0845 051 6524

II!I]HIIIIISIIIHE

* GW BEDFORD:
10 Greylriars,
MK40 Tel: 0123 427 3663
BARTON LE CLAY, Redcoat Soldiers:
MKA5 4RF Tel: 07848 375765
BEDFORD, Close Encounters:
MK40 1PW Tel: 01234 270777
DUNSTABLE, Parallel Worlds:
LU4 ONP Tek: 01582 668 200
HARPENDEN, Lorna’s:

1H Tel: 01582 769 204
LEIGHTON BUZZARD, 8 Model Shop:
LU7 1FA Tel: 01525 373357

* GW MAIDENHEAD:
1 Kingsway Chambers,
SL6 1FF Tel
* GW NEWBURY:
114 Bartholomew Street,

rect,
0162 B63 1747

RG14 50T : 0163 540 348
GW READI

29 Oxford Road,

RG1 7QA Tel: 0118 959 8693

* GW WINDSOR:
Lnil 3, ».(.mrg‘ V Place

Tel: 01753 861087
HENLEV ON THAMES, Henley Mndel Miniatures:
RGY 1AG Tel: 01491 572684
READING, HobbyCraft:
RG1 3HS Tel: 0845 051 6532
WINDSOR, W] Daniels:
L4 1DP Tel: 01753 B62106

GW BIRMINGHAM:

16 Priory Queensway,

B4 7LA Tel: 0121 233 4840
GW DUDLEY:

Unit 36, Merry Hill Centre,

DY5 15P Tel: 0138 448 1818
* GW SOLIHULL:

690 Warwick Road,

B91 3DX Tel: 0121 705 7997
+ GW SUTTON COLDFIELD:
36 Birmingham Road,

B721QQ Tel: 0121 354 3174
* GW WALSALL:

Unit 26, Old Square Shopping Centre,
W51 1QF Tel: 0192 272 5207
« GW WOLVERHAMPTON:

9 King Strect,

WV1 15T Tel: 0190 231 0466
KIDDERMINSTER, TJ Models:
DY10 20P Tel: 01562 747002

= GW AYLESBURY:

6 Market Street,

HP20 2PN Tel: 01296 429 703

GW HIGH WYCOMB

Na 55 Eden Walk Gallery, Eden,

HP11 2HT Tel: 0149 453 1494

GW MILTON KEYNES:

Unit 2, 502 Silbury Boulevard,

MK9 24D Tel: 0190 869 0477

AYLESBURY, Bear Necessities:

HP20 2PU Tel: 01296 421098

CHESHAM, Harvey Johns:

HPS 1EP Tel: 01494 762161

GERRARDS CROSS, Howard Marshall:
Tel: 01753 862952

HAZELMER'E Childs Toys:

HP15 7AA Tel: 01494 711 425

MILTON KEYNES, HobbyCraft:

MK13 aPU Tel: 0845 051 6544

GW CAMBRIDGE:
54 Regent Streel,
€82 1DP Tel: 0122 331 3350
GW PETERBOROUGH:
3 Wentworth Street,
PEI 1DH Tel: 01733 890 052
CAMBRIDGE, Cambridge Toy Shop:
CB1 1PA Tel: 01223 309 010
ELY Cny Cycle Centre;

Tek: 01333 663131
EYNESBUR\‘, Gamers:
PE19 2TA Tel: 01480 217 443
PETERBOROUGH, The Rift:
PET 1EL Tel: 01733 341007
WISBECH, Prams & Toys:
PE13 1BA Tel: 01945 584142

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
JE2 3NT Tel: 01534 601925
GUERNSEY, ST. PETERS PORT, Carousel:

GY1 118 Tel: 01481 721721
CHESHIRE

GW CHESTER:

112 Foregate Street,

CHI 1HB Tel: 0124 431 1967

er 2011

+ GW CREWE:

@ Market Street,

CW1 2EG Tel: 01270 216903
* GW MACCLESFIELD:

31 Church Street,

SK11 6LB Tel: 0162 561 9020
* GW STOCKPORT:

32 Mersey Square,

SK1 1RA Tel: 0161 474 1443
*« GW WARRINGTON:

Unit 20, Bank Street, Time Square,
WAT ZAP Tek: 0192 5
BRIDGEMERE, HobbyCraft:

1984

CW5 7Q8B Tel: 0845 051 6537
CHESTER, HobbyCraft:
CH1 4RY Tek: 0845 051 6546

CONGLETON, Colours and Crafts:
CW12 1EE Tel: 01260 277211
NORTHWICH, Level 1:

CWA 5AF Tel: 01606 45053
NORTHWICH, The Model Shop:
CW9 5EA Tel: 01606 J:‘nn
E‘IOCRPORT Goslings Toym:
SKa Tel: 01614 272099
STOCKl’DRT, thhyCraﬁ

SKI 2HH Tel: D845 051 6530
WARRINGTON, HobbyCraft:

WAZ BTP Tel: 0845 051 6541
WIDNES, Widnes Model and Craft Centre:
WAB 6AZ Tel: 01514 228043

GW MIDDLESBROUGH:
Unit 33, 39 Dundas Str
181 1HR Tel:
GU!SIIDI!OUGH Road

Tel: 01287 63
GUISBDKOUGH Stokelds Toy Centre:
1514 6PP Tel: 01287 632 935
NORMANBY, PC Tech:
156 OLT Tel: 01642 401888
REDCAR, PC Tech:
1510 3DL Tel: 01642 461010
STOCKTON ON TEES Hobbies R Uz:
518 1PL : 01642 535187

I}DIIHWM.I.

GW TRURO:
Unit 1, Bridge House, New Bridge Street,

TR1 244 Tel: 0187 232 0047
IODM|N Bricknells:
PL31 Tel: 01202 277088

CALLINGION GMS @ Slmpheu st
900

lAUNCESTON Gamezone Models:

PL15 9DY Tel: 01566 773487
LISKEARD, Trago Mills:
PLI4 BHY Tel: 01579 348477

PENZANCE, Newlyn Post Office:

TR18 GHL Tel: 01736 364592
REDRUTH, Barb’s Lil Shop:

TRI5 2AU Tel: 01209 213827

ST AUSTELL, Mad for Miniatures:

PL25 508 Tel: 01726 72259

ST IVES, Dragon’s Hoard:

TR26 2DS Tel: 01736 79848
WADEBRIDGE, Bricknells Toy & Nursey:
PL27 7DD Tel: 01208 813 274

COUNTY DURHAM

* GW DURHAM:

&4 North Road,

DH1 45Q Tek 0191 374 1062

* GW DARLINGTON:

78 Skinnergate,

DL3 71X Tel: 0132 538 2463
BISHOP AUCKLAND, Windsock Models:
DL14 7PF Tel: 01188 609 766
CHESTER LE STREET, Chips:

DH3 38) Tek 01642 227348
CONSETT, Chips:

DHE 5 Tel: 01642 227348
DARLINGTON l.arnh‘
DI3 9EP Tel: 01325 466042
SEAHAM, Games of War:

SR7 0AA Tel: 01915 817 118
STOCKTON ON TEES, HobbyCraft:
1817 7BW Tel: 0845 051 6559

GW CARLISLE:

Unit 2 Is Lane,

CA11DP Tel: 0122 859 8216

GW KENDAL:

Units 4 & 5, Blackhall Yard,

LA% 4LU Tel: 01539 722211
BARROW-IN-FURNESS, Heaths:

LA14 1JE Tel: 01229 820 435
BOWNESS-ON-WINDERMERE, Emest Atkinson & Sons:
LAZ3 3AP Tel: 01539 443 047

CA13 91U

COCKERMOUTH, The Toy Shop:
Tel: 01900 825055

PENRITH, Harpers Cycles:
CAT1 7PG Tel: 01768 864 475
WORKINGTON, ToyTown:
CAT4 1NQ Tel: 01900 873 322

DERBYSHIRE

* GW CHESTERFIELD:
21 Knifesmithgate,

540 1RL Tek 01246 271118
GW DERBY:
42 Sadler Gate,
DE1 3NR Tel: 0133 237 1657

ASHBOURNE, Lumbards Toy Shop:
DE6 1GG Tel: 01335 345115
BUXTON, Knowles Toys and Models
SK17 6JY Tel: 01298 24203

CHESTERFIELD, Midland Co-op:
540 1UN Tel: 01246 220 200
DERBY, Tokyo Otaku

Tel: 01322 311355
DE'RIIY. Toy Planet:

Tel; 01312347734
CLGSSOP Wain Services:

K13 7AB Tel: 01457 853 548
ILKESTON, Midland Co-op:
DE7 55G Tel: 01159 327 777

MATLOCK, Shawes:
Tel: 01629

DES 3BU Tel: 017

STANLEY COMMON, Oakfeld Farm:
DET 6FP Tel: 07969 534912
SWADLINCOTE, Extreme Gamez:
DET1 U Tel: 01283 558338

* GW BARNSTAPLE:
8 Queens House, Queen Stroet,

EX32Z BH] Tel: 01271 B59115
GW EXETER:

31a Sidwell Strcet,

EX4 6NN Tel: 0139 249 0305

GW PLYMOUTH:
04 Comnwall Street,
PLT 1LR Tel: 0175 225 4121
* GW TORQUAY:
12 Markel Street,
Q1 3AQ Tel: 0180 320 1036
BRIXHAM Mainly Miniatures:

1 01803 882 555
CIJLLOMPTON Nanni s Toy Chest:
EX15 118 Tel: 01884 839317
DARTMOUTH, WG Pillar & Co:
TQ6 YAN Tel: 01803 832 139
EXMOUTH, Collett’s Model Trains:
EXB 1)L Tel: 07885 988578
HONITON, Pmssrlay:
EX14 1PG 01404 549612
KINGSBRIDGE, The Trading Post:
TQ7 1PG Tel: 01548 852921
NEWTON ABBOT, Trago Mills:
Q12 6)0 Tel: 01626 821111
OKEHAMPTON, Kinderbox:
EX20 1AW Tel: 01837 659950
FAIGNTON Palgnton Model Shop:
TQ4 Tel: 01803 555682
FLYMOUTH An(lcs Model Shop:
PL11DU Tel: 01752 221 851
PLYMPTON, Nimrif Models:
PL7 2AL Tel: 01752 511999
SIDMOUTH, Gliddons TW’ er:
EX10BLZ Tel: 01395 516695
TAVISTOCK, Kaleidoscope:
PL19 OHE Tel: 01522 615 236
TAVISTOCK, Games and Computers:
PL19 0DD Tel: 01822 615 260
TEIGNMOUTH, iackmans Toybox:
TQ14 BEA : 01626778 260
TEIGNMOUTH M Cubed:
TQ14 BPE Tel: 01626 870995
TIVERTON, Banbury’s:
EX16 6QD Tel: 01884 25
TORRINGTON, Toyzone:
EX38 8HQ Tel: 01805 624 790
TOTNES, Finishing Touches:

27

TQ9 5RW Tel: 01803 862244
GW BOURNEMOUTH:

85 Commercial Road,

BH2 5RT Tel: 01202 319 292
GW POOLE:

Unit 12 Towngate Cenlre,

BHI5 TER Tel: 0120 268 5634

BLANDFORD, Inspirations:
DU 7PX Tel: 01258 480999
BOURNEMOUTH, HobbyCraft:
BH22 9D] Tel: 0845 051 6520
BRIDPORT, Frosts Toymaster:
DT6 3QP Tel: 01308 422 296
CHRISTCHURCH, Slrrvple Miniature Games:
BH23 1E8 Tel: 01202 489721
DORCHESTER, Dorchesler Toys:
DT1 1BY Tel: 01305 261 152
SHERBOURNE, Th&' Corner House:
: 01935 815 615

SHERBOURNE. The Toy Barn:

79 4 Tel: 01935 815 040
SWANAGE Leonard'’s:
BH19 1BT Tel: 01929 426096
WE\‘MOUTH Howley’s Toymaster:

4HQ
WIMBORNE MINSTER, Riverside Toys:
BH21 1LN Tel: 01202 881754

GW CHELMSFORD:

Unit 4C, The Meadows Ci

CM2 6FD Tel: 0124 A’D 0048

GW COLCHESTER:

2 Short Wyre Stre

COTILN Tel: 0120 676 7279

GW SOUTHEND:

12 Southchurch Road,

551 INE Tel: 0170 246 1251

GW THURROCK:

Unit 4158, Level 3, Lakeside Shopping Centre,

RM20 27] Tel: 0170 886 7133

@ HARLOW, Marquee Models:
CM20 1XS  Tel: 01279 423 334

BASILDON, HobbyCraft:

5514 TWP Tel: 0845 051 6536

BILLERICAY, Toys N Tuck:

CM12 9YB Tel: 01277 650444

BRAINTREE, Kidzone Toys:

CM7 3YA Tel: 01376 554 793

BRAINTREE, Games Cellar:
CM7 2¥N Tel: 01376 552755

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(®) These Hobby Centres are closed on Mondays and Tuesdays.

PREMIUM STORE

Stacks most of the product range.*

NEW STORE OPENING
Indicates g tes new stocklsts

*To be sure they have what you want in stock, we recommend calling the store first

BRENTWOOD, B&M Cycles:

CM14 4RG Tel: 01277 214 342

CHELMSFORD, HnbhyCrafL

M2 6XE : 0854 051 6572

CLACTON ON !H, Cimon Art & Craft Centre:

€015 1A : 01255 436 346

‘COLCHESTER, 4TK Gaming:

€04 5EG Tel: 01206 756300

HARLOW, HohbyCraft:

CM20 2DA Tel: 0845 051 6565
YLEIGH Gamerz Nexus:

§56 7HI Tel: 07875 957506

SOUTHEND ON SEA, Wayland Games:

1

§52 55 I: 01702 668750
HORNCHURCH, Tole Have:
RMI2 4TN 5
MALDON, Colin Bliss Models:
CM9 5BZ Tel: 01621 851 327
RAYLEIGH, TDyS N Tuck:

56 7EW. Tel: 01268 775 501

SAFFRON WALDEN, Game On:
CB10 1AX Tel: 07799 506 022
WESTCLIFFE ON SEA, Argosy Tays:
550 91§ Tel: 01702 346 806

GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pittville Street,

GL3z 21 Tel: 0124 222 8419

* GW GLOUCESTER:

35 Clarence Street,

GLT 1EA Tel: 0145 250 5033

BOURTON ON THE WAI'EH.Emmm Model Railway:

GL54 2AN Tel: 01451 820 686

CIRENCESTER, Crntudlle Toys:
2PR Tel: 01285 656 D50

GLOUCESTE!! HuhhyCraﬁ

GL1 55F Tel: 0845 051 6522

STROUD, Alan T m‘]all Ltd:

GL5 1AN Tel: 01453 765920

GW BASINGSTOKE:

3 Potters Walk,

RG21 7GQ Tel: 0125 646 6050
GW PORTSMOUTH:

34 Arundel Street,

POT INL Tel: 0239 287 6266
GW SOUTHAMPTON:

23 Fast Street,

5014 THG Tel: 0238 033 1962
* GW WINCHESTER:

35 Jewry Streel,

5023 BRY Tel: 0196 286 0199
@ ALDERSHOT, The Game Shop:
GUITIDZ  Tel: 01252 311 443

ALTON, Alton Model Centre:

GU34 10D Tel: 01420 542 244
ANDOVER, Andover Toys:

S5P10 1LX Tel: 01264 352 263
BASINGSTOKE, HobbyCrafi
RG22 GHN Tel; DB4S 051 6571
EASTLEIGH, Eastleigh Wargames:
5050 9JA Tel H2380 644 179

FARNBOROUGH, Dark Star:
Tel: 01252 545019

GUIS g
‘GOSPORT, TD Books and Wargames:

PO1Z ILR Tel: 07969 494855
HAVANT, HobbyCraft:
PO9 IND Tel: 0845 051 6554

LYMINGTON, HE Figgures:
S041 9AQ Tel: 07590 672002
MILFORD ON SEA, Milford Models and Hobbies:
5041 0QD Tel: 01590 642 1

NEW MILTON, Toys of New M
BH25 6HY Tel: 01425 617 805
NORTHEND, Fun Toys and Games:
PO2 OLH Tel: 02392 696734
PETERSFIELD, Folly Models:

GU31 4AD Tel: 01730 267 932
RINGWOOD, Toys of Ringwood:

on:

BH24 1AT Tel: 07425 479 444
ROMSEY, Roundabout:
$051 8GD Tel: 01794 512 145

SOUTHAMPTON, HobbyCraft:
5018 3HW Tel: 0845 051 6521
SOUTHSEA, Solent Wargames:
PO4 0P Tel: 02392 363575
SOUTHSEA, Southsea Models:

PO5 25G Tel: 02392 733 208

HEREFORDSHIRE

* GW HEREFORD:
40 Fign Gate,

HR4 DAB Tel: 01432 355 040
HEREFORD, Weﬂbley Bookshop:

HR4 BSA : 01544 319202
LEDBURY, I.InlE Shup of Wonders:
HRE 2AA Tel: 01531 632206
LEOMINSTER, Martin's Models & Crafts:
HRG BES Tel: 01568 614 742
LETCHWORTH GARDEN CITY, Cuthbert's Toys:
SGB IDA Tel: 01462 486010

ROSS ON WYE, Revolutios
HR9 7DY Tel: 01989 562 639

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:

16 Bridge Street,

HP1AEF Tel: 0144 224 9752

* GW ST ALBANS:

18 Heritage Close,

AL3 4EB Tel: 0172 786 1193

« GW STEVENAGE:

5 Queensway,

§G11DA Tek: 01438 355044

BERKHAMSTEAD Hamli
Tel: 01442 864 642

CHESHUNT Creative Thinking:

ENG 9NU Tel: 01992 622333

HITCHIN, Mainly Models:

$G5 108 Tel: 01462 422 204
LETCHWORTH, Rowells Toy Emporium:
5G6 3DN Tel: 01462 680 717
STEVENAGE, HobhyCraft:

SG11XN Tel: 0845 051 6553
STEVENAGE, KS Models:
SG1 3AW Tel: 01438 746 616
WELW'I'N GARDEN CITY, Fun Hm'[ay Store:

GHA Tel:

WD17 25F Tel: 0845 051 6538

ISLE OF WIGHT

NEWPORT, Cheal) Thrills;

PO30 1]P 01983 530 570
NEWPORT, Toy & Models:
PO30 18Q Tel: 01983 528 258

RYDE, The Sports & Model Shop:
PO33 2DT Tel: 01983 862 454

KENT

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Bluewater,
DAY 95Q, Tel: 0132 242 7480
GW CANTERBURY:

Uniit 5, Iron Bar Lane,

CT1 2HN Tel: 0122 745 2880
GW MAIDSTONE:

7a Pudding Lane,

ME14 1PA Tek: 0162 267 7435
GW TUNBRIDGE WELLS:

36 Grosvenor Road,

TNT 2AP Tel: 0189 252 578
ASHFORD, Kid’s Stuff:

TN23 1Al Tel: 01233 610200
ASHFORD, XPRESS Games:
TN14 BN Tel: 01233 621710
BEXLEY HEATH, Kit Krazy:

DAG 8DT Tel: 0208 298 7177
BROADSTAIRS, Tlme & Space:
CT10 1LP Tel: 01843 866 006
CHATHAM, Maynes:

ME4 48P Tel: 01634 400 031
CRAYFORD, HobhyCraft:

DA 41D Tel: 0845 057 6535
DEAL, John Roper:

CT14 6TE Tel: 01304 361404
DOVER, Tumers Models:

€117 05T Tel: 01304 203 711

DO XPRESS Games:

€116 18 Tel: 07809 201704
FOLKESTONE, Penkraft:

CT19 4DP Tel: 01303 279292
GRAVESEND, Steve’s Collectables and Toys:
DA12 2EQ Tel: 01474 564 465
GRAVESEND, The Stamp Centre:
DA11 0AY Tel: 01474 534 166
HERNE BAY, Spearings:

CTo 568 Tel: 01227 374 049
HYTHE, Apple Jax
cva15jU Tel: 01303 262 602

MAIDSTONE, HobbyCraft:
1

14
ROCHESTER, Rochester Games.
ME1 1]T Tel: 07952230818

SEVENOAKS, |H Lorimer:

TN13 1R Tel: D1732 452 840
SEVENOAKS, Manklows:

TN14 5AR Tel: 01732 454 952
SITTINGBOURNE, F1 Hobbies:
MET0 3TB Tel: 0845 2602622
SITTINGBOURNE, Nickel Books:
MET0 4PD Tel: 01795 429 546
THANET, HobbyCraft:

CT10 28F Tel: 0845 051 6564

TUNBRIDGE WELLS HobbyCraft:
Tel: 0845 051 6568

* GW BLACKPOOL:
# Birley Street,
FY1 1DU

GW BOLTON:

Unit 14 (15t floor), Crompton Place,

Tel: 0125 375 2056

BL1 1DF el: 0120 436 2131
GW BURY:

16 Crompton Street,

BLY 0AD Tel: 0161 797 6540

GW PRESTON:

15 Miller Arcade,

PR1 2QY Tel: 01
= GW WIGAN:

12 Cromplon Street,

WNT 1YP Tel; 01942 829121
ASHTON UNDER LYNE, Roundabout Toys:
OL6 6A] Tel: 01613 432 344
BLACKBURN, Batcave:

BB2 1)L Tel: 01254 667 488
BLACKBURN, Mercers Toys:

BB2 2BL Tel: 01254 61401
BLACKPOOL, iCollectables:

FY4 18BW Tel: 01253 403839
BOLTON, HohhyCraf!

BL1 251 Tel: 0845 051 6531
BOLTON, Portcullis Wargames Emporium:
BL1 4AD Tel: 07528 722365
BURNLEY, Compendium;

BBIZ 0BQ Tel: 01262 457 060
CHORLEY, Hampsnns Toys & Nursey World:
PR7 25Q Tel: 01257 263045
CLITHEROE, Cow of Clitheroe Ltd:
BB7 2DA Tel: 01200 423 587
COLNE, West End Model Centre:

BES 0BT Tel: 01282 867711
LEIGH, Storktown Ltd:

WN7 1AW Tek: 01942 671 116
ORMSKIRK, Taylurs’

139 2AA Tek: 01695 573516

77 282 1855

www.games-workshop.com
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FRESTON HﬂbbyCraﬂ
PR1 6AF Tel: 0B45 051 6529

THORNTON, Tnys 2 Save;

FYs 4z Tel: 01253 855 905

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16/20 Silver Street,

LE1 SET Tel: 0116 253 0510

* GW LOUGHBOROUGH:

22 Biggin Streel,

LE11 1UA Tel: 0150 923 8107
LEICESTER, Table Top Tyrant:
LE1 3JR Tel: 01162 533 954

ASHBY-DE-LA-ZOUCH, Steve's Models:

LE6S THP Tel: 01530 416 827

LOUGHBOROUGH, Wargames Inc:

LET1 1JA Tel: 01509 215505

LUTTERWORTH, Ace Connections:

LE17 4F) Tel; 01455 558335

MELTON MOWBRAY, Cobwehs:

LE13 1XA Tek: 01664 500700

LINCOLNSHIRE AREA

* GW BOSTON:
45 Wide Bargate,
PE2T 65H Tel: 01205 356596
* GW GRIMSBY:
9 West St Mary's Gate,
DN31ILB Tel: 0147 234 7757
* GW LINCOLN
Unit SUA, Saltergate, side of Waterside Centre),
LNZ 1AP Tel: 0152 254 J'IUZT
GI!ANTHA.M, A1 Hobbies:

Tel: 01476 565989
LOUTH Castaline:
LN11 9ET Tel: 01507 602 149
MABLETHORPE, Belas Toymaster:
LN12 1AD Tel: 01507 473 328
SCUNTHORPE, Shermans Model Shop:
DNI15 6LD Tel: 01724 842 439
SKEGNESS, The Model Shop:
PE25 3NY Tel: 01754 763 429
SKEGNESS, Warlords of the Coast:
PE25 1RY Tel: 01754 763606
SPALDING, Mason’s Maodels:
PE11 1DQ Tel: 01775 722 456
STAMFORD, Stamford Models and Hobbies:
PES IAZ Tel: 01780 767934

LONDON

* GW ANGEL:

26-37 Myddleton Street, Angel Islington,
ECIR 1UA Tel: 0207 7130835
GW BRENT CROSS:

Uniit F9, Lawer Mall, Brent Cross Shopping Centre,
NW4 IFE, Tel: 0208 202 4979
GW BROMLEY:

Unit 24, The Mall, Bromley,

BR11TS Tel: 0208 466 0678
GW COVENT GARDEN:

Unit 33, The Market,

WCZE BBF Tel: 0207 240 5106
GW CROYDON:

Unit 35, Centrale Shapping Centre, Keeley Road,
CRO1TF Tel: 0200 680 4600
= GW EPSOM:

8 High Street,

KT19 8AD Tel: 01372 751881
GW KENSINGTON:

Shap 7, Lancer Square, K:m ton Church Streel,
W 4EH Tel: 0207 937 7011
GW KINGSTON ON THAMES:
33 Fife Road,

KT1 1SF Tel: 0208 549 5224
GW OXFORD ST:

Unit F10, The Plaza Shopping Centre,
WiD LT Tel: 0207 436 0839
* GW MUSWELL HILL:

117 Alexandra Park Road,

N10 2DP Tel: 0208 833 9901
GW ROMFORD:

12 Quadrant Arcade,

RM1 3ED Tel: 01708 742 140

TW18 45P Tel: 0178 446 0675
GW SUTTON:

Unit 26, Times Square Shopping Centre,

SM1 1LF Tel: 0208 770 9454
GW UXBRIDGE:

Unit 32, Chequers Mall, The Pavilions Shapping Centre,
UBS 1IN Tel: 0189 525 2800
GW WATFORD:

Unit @, 1A Queen Street, Harlequin Centre,
WO1 2T8 Tel: 01923 245388
GW WOOD GREEN:

Unit 93, The Mall Wood Green, High Street,
N22 6BA Tel: 0208 8891079
BARNET Toys Toys Toys:

EN3 5XQ Tel: 0208 449 0966

1EN ;
BLACKHEATH 2nd Impressions:

SE3 OTA Tel: 0208 852 6192
CHISWICK, Turnham Arts and Crafts:
W4 LS Tel: 0208 9952872
CLAPHAM, Russ:

SWIT THW Tel: 0207 228 6319
CROYDON, HobbyCraft:

CRO 4XU Telt 0845 051 6570
DULWICH, The Art Stationers:

SEX1 7HN Tel: 0208 693 5938

EALING Northfields Models:
wi3 Tel: 0208 299 3444

EAST SHEEN Pandemonium:

SW1d BAE Tel: 0208 B78 0866
ENFIELD, Pearsons:

EN2 61 Tel: 0208 373 4200
FINCHLEY, Leisure Games:
N1 2DN Tel: 01208 346
FULHAM, Patrick’s Toys:

SW6 75X Tel: 0207 3859864
‘GREENFORD, HobbyCraﬂ.

UB6 DUW Tel: U845 051 6528
HAMPSTEAD, I'lappy Returns:
NW3 INH Tel: 0207 435 2431
HARROW, Toy Galaxy:

HAT 2RH Tel: 0208 424 0300
HERNE HILL, Just Williams:
SE24 9HU Tel: 0207 733 9955
HORNCHURCH, Modellers World:
RM12 5RX Tel: 01708 630633
KINGSTON, The Print Gallery:
W11 3HL Tel: 020 7221 8885

WHITE DWARF  AUGURY

020 8442 0512
LONDON 4D Mndelshu
: 020 7264 1288
ORPINGTON Chlps
BRG OJR Tel: 01642 227348
ORFINGTON, Hobbyc
el: 0845 0516575
PUTNE‘! Tuyslup.
SW15 1TW Tel: 0208 785 9955
ROMFORD, HohbyCrait:
RM1 1AU Tel: 0845 051 6545
RUISLIP, John Sanders
HA4 B)8 Tel: 01895 634 848
SOUTH WOODFORD, South Woodford Lil
18 205 Teli 0208 708 9067
VICTORIA PARK, The Toybox:
Tel: 0208 533 2879
WATERLOO Dark Sphere Rehll
7NJ Telt

MUSWELL HILL, Ari For Art’s Sake:
N10 1D} Tel

0207 928 722
w&sT URA\‘TON,IheAmDon Hobbyshop:
UB7 BEA Tel: 01895 442123

MANCHESTER ARER

* GW ALTRINCHAM:

Unit 1, 19 Grafton Street,

WAT4 1DU Tel: 0161 929 9896

GW MANCHESTER:

U:-h Rh Marsden Way South, Arndale Centre,
Tel: 0161 834 6871

MANCHESTER Fanboy 3:

M1 1FZ Tel: 01422 378 532

MANCH{STER Hub Retail Manchester:

Tel: 0161 839 7602

MiHSEYSIIIE ARER

GW LIVERPOOL:

13b Central Shopping Centre, Raneleigh Street,
L1 1QE Tel: 0151 703 0963

+ GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghtan St,

PR OTE Tel: D170 450 1255
BRIMSTAGE, Wargames Store:

CH63 A Tel: 01513 421 233

ST HELENS, Scott Rock Hobbies:
WA9 3N Tel: 07512 098742

ST HELENS, Rennies Arts and Crafts:
WATO INW Tel: 01744 739660

NORFOLK

* GW KINGS LYNN:

23 Norfolk Street,

PE3D 1AN Tel: 01553 777 920
GW NORWICH:

12-14 Exchange Street,

NR2 1AT Tel: 0160 376 7656
CROMER, Cromer Furniture:
NR27 9HT Tel: 01263 515153
GREAT YARMOUTH, Kerrisons:
NRID 2NZ Tel: 01493 B53 891
HOLT, Starllngs Toymaster'
NR25 6BN Tel: 01263 713 101
HUNSTANTON, Pav:llun Toymaster:
PEI6 5AH Tel: 01485 533 108
NORWICH, HuhhyCraft'

NRT IWR Tel: 0845 051 6573
NORWICH, Kerrisons:

NR3 2RX Tel: 01603 494 008
NORWICH, Starwynn Game:
NR2 1DE Tel: 01603 631920
SHERINGHAM, Starlings Toymasler.
NR26 BDS Tel: 01263 822 3

* GW KETTERING;

4 Lower Streel,

NN16 B0H Tel: 01536 411114
* GW NORTHAMPTON:

24:26 Abington Square,

NNT 4AA Tel: 01604 636 687
DAVENTRY, The Games Vault:
NNT1 4AA Tel: 01327 310541
NORTHAMPTON, HobbyCraft:
NNS 5AF Tel: 0845 051 6523
NORTHAMPTON, Wargames Workshop:
NNT 4AE Tel: 07331 775263
PETERBOROUGH, HobbyCraft:

PE1 4YZ Tel! 0845 051 6563
RUSHDEN, Osborne S;wrts & Toys:
NN10 0PE Tek: 01933 312 415
WEL[INGIOROUGH Software Seller:
NNB 18Q Tel: 01933 440 861

CORBRIDGE, The Village Square:

NE45 5AW Tel: 01434 634 056
MORPETH, TG Allan:
NE6T 1BA Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

34a Friar Lane,

NG1 6DQ Teli 0115 948 0651

GW WARHAMMER WORLD:

Willow Road, Lenton,

NG7 2Ws Tel: 0115 916 8410

@ MANSFIELD, Eye of the Storm:
NGIA 38U Tel: 01623 236919

BEESTON, Chimera Leisure:

NG9 2LH Tel: 01159 229380

MANSFIELD, TC Painting Studios:

NG21 9DA Tel: 01623 480841

MANSFIELD, The Games Emporium:

NGB INGQ Tel: 01623 640 022

NEWARK, Access Models:

NG24 1BE Tel: 01636 673 116

NEWTHORPE, Caliver Books:

NG16 2DP Tel: 01159 382111

NOTTINGHAM, Foundry Miniatures:

NG 1DE Tel: 0115 $413000

NOTTINGHAM, Hobb Craft:

NG2 3GZ Tl mu.n;: 6249

NOTTINGHAM, Vague Connections:

NG1 5FP Tel: 07616 976048

RETFORD, Bookworm:

DN22 6EA Tel: 01777 B69224

WEST BRIDGFORD, Inspirations

NG2 5GR Tel: 0115 982 1200

WORKSOP, Model Base;

SBO 1DY : 01909 501 752

IIIIFIIIIIISIIIIIE
GW OXFORD:

1A Bush House, New Inn Hall Street,
OX1 20H Tek: 01865 242 182

BANBURY, Trinder Bros:
OX16 36N Tel: 012
BICESTER, HobbyCrait;
0X25 ZNY Tel: 0845 051 6557
CARTERTON, Giles Sports:

0X18 3JL Tel: 01993 842 396
DIDCOT, Toys-UK:

OX11 8R) Tel: 01235 759450
GORING ON THAMES, Goring Hardware:
RGE 9HG Tel: 01491 872420
OXFORD, Boswells Toymaster:

OX1 3AG Tel: 01865 241 244
WAlLlNGFORD Kev s Toyshop:

OX10 0EW ; 01491 825136
WITNEY, Denmns.

OX28 6HW Tel: 01993 704 979

GW SHREWSBURY:

6 Market Street,

SY11LE Tel: 0174 336 2007

@ WELLINGTON, Questing Knight Games:
TIPS Tel: 01952417 747

JACKFIELD, Robert Harrop Designs Ltd:

TF8 71) Tel: 01952 684804

OSWESTRY, Totally Games:

SY11 252 Tel: 01691 688 994

DONNINGTON, Sanda Games:

TE2 BAF Tel: 01952 676 722

GW BATH:

15 St James Parade,

BAT 1UL Tel: 0122 533 4044

BRIDGWATER, Insane Games:

TA6 3BW Tol: 01278 433554

BURNHAM ON SEA, GW Hurley:

TAS 1PA Tel: 01278 789 281

CLEVEDON, Insane Games:

B521 6ND Tel: 01275 871612

FROME, The Ellenbray Press:

BAII 1BS Tel: 01373 462 139

FROME, Frome Model Centre:

BAIT 1DA Tel: 01373 465295

MIDSOMER NORTON, Signals:
A3 200 Tel: 01761 402484

SOMERTON, Somerton Hobbies:

TA11 6QQ Tel: 01450 273755
STREET, Insane Games:

BATH OHP Tel: 01438 441443
TAUNTON, Krackers:

TA1 4ER Tel: 01823 335 057
TAUNTON, Hatcher & So

TA2 BRX Tel: 01823 27

WESTON SUPER MARE, The Games Bunlmr
BS23 1RH Tel: 01934 622141
WIRRAL PARK, Pedalers Toymaster:
BAG 9XE Tel: 01458 B34 562
YEOVIL, Witch Engine:

BA20 INB Tel: 01935 427077

STAFFORDSHIRE
+ GW BURTON ON TRENT:
Unit 8, Union Court, Union Streel,

DET4 1AA Tel: 0128 353 5865
GW STOKE:

27 Staiford §t,

sT1 11U Tel: 0178 220 5267
BUR'ION ON TRENT, Midco Toys:

Tel: 017132 !‘773(
FENTON Guys That Game:
ST4 2QA Tel: 02081 338048
LEEK, Old-S-| Kou i
ST13 508 7516 643600
LICHFIELD, Dlgltal Dragons:
WS13 60T Tel: 07941 637793
STAFFORD, HobbyCraft;
5T17 45U Tel: 0845 051 6569
STAFFORD, Midlands Co-op Society:
ST16 28P Tel: 01785 223431
STAFFORD, Stafford Games:
TG 2HS T
STAFFORD, Too Fat Goblinz:
ST1H 2NQ Tel: 01765 244 499
STOKE-ON-TRENT, Staffs Gaming:
ST3 2NN Tel: 0780 530 6213
TAMWORTH, HobbyCrait:
B78 3HB Tel: 0845 051 6525

SUFFOLK

GW IPSWICH:

63 Weslgate Street,

171 3DZ Tel: 01473 210 031
BECCLES, Toy Box:

NR34 9HE Tel: 01502 712 785

BURY ST. EDMUNDS, iniature W

1P33 3AA Tel: 01284 747363
BURY ST EDMUNDS Starlings Toymaster:
1133 181 l’ 284 761 646
FEI.IXSTOW{ W lards Workshop:
P11 2AW Tel: 01394 277 233
LOWESTOFT, Annatar:

NR32 1HB Tel: 01502 513477
NEWMARKET, Moons Toyland:

€88 BUG Tel: 01638 663 147
STOWMARKET, D | Collectables:
P14 1AH Tel: 01449 771 15
STOWMARKET, Simpson & Sons:
P14 1HA Tel: 07449 612 914
SUDBURY, Tinetty's Toys:

Com L Tel: 01787 372238
WOODBEBRIDGE, Toytown:
P12 1DH Tel: 01394 383 170

SURREY

GW GUILDFORD:

Unit 1, 9/12 Tunsgate,

GU1 3QT Tel:0148 345 1793

GW WOKING:

Unit 3, Cleary Court, 169 Church Street Fast,
GU21 6H) Tel: 0148 377 1675
ADDLESTONE, Addlestone Model Centre:
KT15 28F Tel: 01932 45440
CAMBERLEY, Morning Star:

GUI15 35G Tel: 01276 6BS160
COBHAM, Funt
KT11 2LR Tel: 01932 867374
DORKING, Dorking Models:
RH4 18L Tel: 01306 BB1 747
FARNHAM, Enchanted Wood:
GUI9 7RX Tel: 01252 722222
GODALMING, The To 1
GU7 INN Tel: 01463 424379
HASLEMERE, Enchanted Wood:
GU27 2HR Tel: 01428 646900

OXTED, JH Lorimer;
RH 00A Tel: 01883 715 305
REDH[LL Gamers Guild:

188 Tel: 01737 789123
REIGATE The Tu¥ Shop:

RH: um. 245 300
RICHMOND, Toy Station:

TWY 1EE Tel: 0208 940 35896
SURBITON, Heroes and Legends Games:
KT6 7AB Tel: 0203 258 0054
WOKING, HobbyCrait:

GU22 BRD Tel: 0845 051 6556

SUSSEX AREA

GW BRIGHTON:

Unit 7, Nile Pavilions,

BNT THW Tel: 0127 320 3333

* GW CRAWLEY:

11 Broadway,

RH10 1DX Tel: 0129 355 2072

* GW EASTBOURNE:

13 Cornfield Road,

BN21 40G Tel: 0132 364 1423

* GW WORTHING:

2 Bath Place, Worthing,

BN11 3BA Tel: 01903 213 930

BEXHILL ON SEA, Tiddzn Tackle:

TH4D 1DX Tel: 01424 222024
BILLINGHURST, Aurora Gaming;

Tel: 01403 701 991

BOGNOR REGIS, Trains Models and Hobbi

PO21 1EH Tel: 01243 B64 7

BRIGHTON, Brighton Toy and Model Museum:

BN1 1AD Tol: 01273 749494

BURGESS HILL, Kid’s Stuff:

RH15 9NP Tel: 01444 257 724

CHICHESTER, anw i22:

PO1Y 1DS 01243 788 05

CRAWLEY, HobbyCraft:

RH11 78T Tel: 0845 051 6552

EAST GRINSTEAD, Martells of Sutton

RH14 1BE Tel 01342 321303

EAST WITTERING, Shell Toys and Gifts:

PO20 8BL Tel: 01243 672353

HASTINGS, Hastings Hobbies:

TN34 THL Tel: 01424 200021

HAYWARD’S HEATH, Clarkes:

RH16 4LL Tel: 01444 457551

HORSHAM, Battlequest Games:

RH13 5AA Tel: 01403 242003

HOVE, Kids Dreams:

BN3 5TD Tel: 01273 420 666
LEWES, Tashtori Arts and Crafts:

BN7 208 Tel: 01273 487670
SEAFORD, Toytown:

BN25 1PL Tel: 01323 895 681

ST LEONARDS ON SEA, Silverhill Models and Toys:
TN37 6PA Tel: 01424 431 133

STEYNING, The Dollhouse Shop:
BN44 3RD Tel: 01903 816812
UCKFIELD, Kid's Stuff:

TN22 5DQ Tel: 01625 768 198

WISBOROUGH GREEN, Aurora Gaming:
RH14 0ES Tel: 01403 701991

TYNE AND WEAR AREA

GW NEWCASTLE (Central):
Unit &, Newgale Shopping Centre,

NE1 5PY Tel: 0191 232 2418
GW METRO (Metro Centre):
Unit 2, First Floor, The Arcade

(near the Mediterranean Village),

NE11 9YL Tel: 0191 461 0950
* GW SUNDERLAND:

2538 High Sirect Wesl, Sunderland,

SR1 3DH Tel: 01915 100 434
HOUGHTON LE SPRING, The Gamers Outpost:
DH3 4w Tel: 0191 385 2030
GATESHEAD: HobbyCraft

NET1 0BD Tel: 0845 051 6547
NEWCAS‘ILE UPON TYNE, Fantastic Toys:
NE1 5QF Tel: 07812 511001
NORTH SHIELDS, SR Gladston & Son:
NE29 60 Tel: 01912 570 335

SOUTH DS, Hawthorn A
NE1 4LU 1!‘1 01914 560822
SUNDERLAND, Toy and Computer Store:
SRT 3JH Tel: 0191 565 5196

WARWICKSHIRE

GW COVENTRY:

Unit 39, Upper Level, Cathedral Lanes Shopping Centre,
€11l Tek: 0247 622 7311
* GW LEAMINGTON SPA:

32 Regenl Streel,

€¥32 5EG Tel: 01926 435771
* GW NUNEATON:

3 Bridge Sireet,

€V114DZ Tel: 02476 325754
* GW STRATFORD:

27 Windsor Street,

BNL Tel: 01789 297 262
COVENTRV Alan Tyndall Lid,
15 Tel: 02476 55115

COVENTR\’ HobbyCraft:
16TA Tel: 0345 051 6534

NUNEATON. Heart of England Co-op:

V11 6JX Tel: 02476 382 331
RUGBY, Joto Railways & Models:
V22 5E) Tel: 01788 562 372
SOLIHULL, HobbyCraft:

B90 4LD Tel: 0845 051 6562
STRATFORD-UPON-AVON, Much ado about toys:
CV37 6YW Tel: 01789 295 B50

€V34 4HS 49
WOLVERHAMPTDN HubhyCrafl
W11 18P Tel: 0845 051 6543

WILTSHIRE

GW SALISBURY:
18 Winchester Stree,

5P1 THB Tel: 0172 233 0955

GW SWINDON:

18 Brunel Plaza,

SN1ILF Tel: 0179 343 6036
CHIPPENHAM, Thorntons Toymaster:
SN15 WL Tel: 61249 463100
DEVIZES, Devizes Toys:

SN1D 1AG Tel: 01380 723 841

MARLBOROUGH, Ducl
SNB 1BE Tel: 0167
MELKSHAM, Gamingalor:
SN12 6LE Tel: 01225 700754

MELKSHAM, The Toyshop:

SN12 6LE 01225 768 415
SWINDON, Cleu alra s Palace:
SN26 7EA Tel: 01793 724526

4ES el: 0845
TROWBRIDGE, The Toy Shop<

BA14 8AS Tel: 01225 768 415
'WESTBURY, The Gas Cupboard:
BA13 3PB Tel: 01373 825 825

WESTBURY, Tr|p|e Hel Wargames
BA13 415

WIHEESTEIISIlIIIE

GW WORCESTER:
23 Lychgate Mall, Cathedral Plaza,
WR1 2Q5 Tel: 0190 561 6707
DROITWICH, HobhyCraﬂ
WR9 0DG Tel: 0845 051 6548
DROITWICH, Look- rite Ltd T/A Toyworld:
WRY BE] Tel: 01905 772 403
EVESHAM, Gift Hurse.
WR1 4BG Tel: 01386 76153
EV?SHAM, 'I'ohl Wi

BO1080

MALVERN, The on Corner;
WR14 3LT Tel: 01684 577544
REDDITCH, Hobby Hu

B97 41 Tel: 01527 540 B40
STOURBRIDGE, Invasion Games:
DYS 1EF Tel: 01384 373536

YI]HI(SIIIII!

dilly, Bradford,
BD1 3LW Tel: 0127 473 9430
* GW DONCASTER:26 High Street,
Daoncaster,
DN1 1DW Tel: 0130232 0535
* GW HARROGATE:
53 Station Parade,
HG1 1TY Tel 0142 356 4310
GW HULL:
30 Paragon Streel,
HU1 3ND Tel: 0148 258 9576
GW LEEDS:
3BA Lands Lane,
157 618 Tek: 0113 242 0834
s GW SHEFFIELD (Central):
16 Fitzwilliam Gate,
s14JH Tek 0114 275 0114
GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Street, Upper Mall
(next 1o entrance near Boots),
59 1EN Tek 0114 256 9836
GW WAKEFIELD:
46 Kirkgate, The Ridings Centre,
WF1 ITB Tel: 0192 436 9431
GW YORK:
13A Lendal,
YO1 8AQ Tel: 0190 462 8014
@ SHEFFIELD Wargames Emporium:
01142 754 826
HARNSLEY lancn Tnys:
570 5AA Tel: 01226 208654
DEWSBURY, Cosmic Toys and Collectables:
WF13 1LF Tel: 01924 650348
DONCASTER, Zone Out:
DN1 2PW Tel: 01302 810285
DRIFFIELD, Snl(e!ls'
Y0235 6PS Te
GOOLE, Hall's M.u
DN14 68P Tel: 01405 764191
HALIFAX, Halifax Modellers Wnrld!
HX1 1RE Tel: 01422 349 15
HUDDERSHELD, l’alrlot Games;
484 511019
HUDDERSFIE[D Sumelhlng Wicked:
HD1 18T Tel: 01484 559 2260
HULL, Archeron Games:
HU1 3BA Tel: 01482 221011
HULL, HnbbyCraﬁ~
HUT 21X Tel: 0845 051 6566
LEEDS, Geek Games:
1519 7TA Tel: 01133 183994
LEEDS, HobbyCraft:
1510 1EW Tel: 0845 051 6542
NORTHALLERTON, T & FM Grover Ltd:
DL7 BLW Tel: 01609 771 334
PICKERING, Pickering Model Centre:
YO18 74 : 01751 472 762
RIPON, The l(nowledge Magnet:
HG4 1PA Tel: 01765 690118
SCARBOROUGH, § pace, Myth and Magic:
YO11 1HQ Tel: 08456 441 113
SHEFFIELD Hu!)hyCrafl
Tel: 0845 051 6326
SKII’TON Craven Model Centre:

BDI3 1)Z Tel: 01756 797414
THIRSK, The Artist's Palette:

YO7 1AA Tel: 01845 574457
WHITBY, John Anderson Toymaster:
YO22 48G Tel: 01947 602213
YORK, The Craﬂ Wnrksh op:

Y062 6UA : 01751 417926

YDRK Travﬁlhng Man:
Tel: D!QUJ 628 7878

HIIIII'Il!HII IRELAND
GW BELFAST:

20A Castle Court,

(towards the back of the centre)

BT1 10D Tel: 0289 0233684
BALLYMENA, Camerons:

BT43 6ER Tel: 028 25648621
BANBRDGE, Roger’s Toymaster:
RT32 371 Tel: 018 20622225
BANGOR, Replay Games:

BT20 58D Tel: 028 91452210
IELFAST Arts and Hobby Belfast:

1418 Tel: 028 9033 2540

Tel: 02
COLERAINE Neta’amed
BTS2 1IN Tel: 0781
COUNTY ARMAGH, Creative Destruction:
BT60 1TF Tel: 02837 552411
ENN!SKILL!&N, Modellers Corner:

Te

el: 028 66322367
Sﬂlll'llllll

GW ABERDEEN:
Unit 1, 12.14 Upper Kirkgate,
AB1D 1BA Tek: 0122 464 9779

u
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Ad:

gic:

tion:

. (‘WA t

lunu 1r(d!1l‘ 115 High Street,
m. Tel: 01292 285 650
GW DUNDEE
110 Commercial Streel,
DD1 2A) Tel: 0138 220 2362
GW EDINBURGH:
136 High Street,
EH11QS Tel: 0131 220 6540

* GW FALKIRK:
12 Cow Wynd,

FK1 1PL Tel: 0132 462 4553
GW GLASGOW:

81 Union Street

G13TA Tel: 0141 221 1673

* GW LIVINGSTON:

26 Almondvale Cenlre,

EH54 6NB Tel: 01506 343256
* GW STIRLING:

45 Barntan Streel,

FKB THF Tel: 01786 459009
ABERDEEN, HobbyCraft:
AB1I 5PP Tel: 0845 051 6567

ABERFELDY, Crossiire Hobhy:
Tel: 01867 529 519

ANGUS, Hags:

TH, Hags:
POITIHL o craaaranes
ARGYLL, Alba:
PA34 4AR Tel: 01631 563645
AYR, Tuy Town:

Tel: 01292 282945

D!NGWALL Spurls and Model Shop:
V15 9RY Tel: 01349 862 346
DUMFRIES, Toylﬂwn
DG1 TBW Tel: 7 264884
DUNFERM[INE Abbey Models:

Tel: 01383 731 116
DUNFERM[INE Walker’s Opticians:
KY119NH Tel: 01303 821 688
EDINBURGH, HobbyCraft:

EH15 3RD Tel: 0845 051 6361
EDINBURGH, Marionville Models:
EH12 BLX Tel: 01313 177 010
EDINBURGH, Tuys Galore (Mid Lothian):
EH4 1DR Tel: 013133 28189
EDINBURGH, Toys Galore (West Lothian):
EH10 40P Tel: 0131 447 1006
ELGIN, Junner’s Toymaste
V30 17 Tel: 01343 5

FAI.KIRI(, Little Mnndél‘ f%

u
FORT W!lLIAM TI\E Granite House:
PH33 6AD Tel: 01387 703 651
GLASGOW, A1 Comics:
G158) Tek: 0141 55297
GLASGOW, HobhyCraft:
G34 9DL Tel: 0845 051 6335
GREENOCK, Arts, Crafts & Hobbies:
PATS 10E Tel: 01475 785 204
HAMILTON, Ink Spol.
ML 6BU Tel: 01695 201311
HELENSBURGH, Acorn Art:
G4 BAW. Tel: 0143 66:

INVERNESS, Heroes For Sale:

Vi 1DR Tel: 01463 711717

INVERNESS, Invernesi Modelshop:

i 1p) Tel: 01463 712443

INVERNESS, lunners Toymaster
Tel: 01463 233

KIRKCALDY, The Hope Che:

KY1 1ED Tel: 01592 260 116

KIRKCALDY, Kin%dom of Adventure:
01592 328121

KIRKCUDBRIGHT. Solway Books:

DG 4HZ : (01357 330635
KIRKWALL, Cyrle Orkney

KW15 1AQ Tel: 01856 B
LARGS, Bus Stop Toy Shop Ltd:
KA30 8HR Tel: 01475 689892
LIVINGSTON, Worlds at War:
EH54 5ED Tel: 01506 494013
PAISLEY, Paisley Model Shop:

PA1 3T5 Tel: 0141 889 4221
PERTH, The Gamers Pad:

PH2 8EP Tel: 01738 442 836
PERTH, Intrepidations:

PH2 BLT Tel: 0173 B36 1900
PETERHEAD, George Donald Ltd:
AB42 1DT Tel: 01779 474 737
PETERHEAD, Peterhead Puffers:
AB42 1TE Tel: 01779 481102
SHETLAND, Harrrs Dept Store:
ZE1 OLL 91335 693 097
STEWARTON, Annic Arts:

KA3 5BY Tel: 01560 vU'HliiE]
STONEHAVEN, Tnymasler Toyland:
AB3Y 285 1: 01569 766333
STRANRAER, Dlsmver

DGI 7RS Tel: 01776 700069
THURSO, Durrans

KW14 7TAN Tel: 01847 893 169

WALES

* GW CAMARTHEN:
19 Bridge Street,

SA31 S Tel: 01267 231209
GW CARDIFF:

31 High Street,

CF10 1PU Tel: 0292 064 4917

* GW CWMBRAN:
30 The Parade, Cwmbran, Gwent,
NP4 1PT Tel: 01633 874 070
* GW NEWPORT:

11 Griffin Street,

NP20 1GL Tel: 0163 325 6295
GW SWANSEA:

53 Kingsway,

SA1 5HE Tel: 0179 246 3969
ABERYSTWYTH, Albatross:
SY23 2AN Tel: 01970 617 8436
BRECON, ] Clark Toys & Gifts:

LD3 7AL Tel 01874 622 065

CAERPHILLV Jet Madels and Hobbies:
Tel: 02920 BAOGO0

CARDIFF Firestorm Games:

CF10 5DQ Tel: 02920 227117
CARDIFF, HobhyCraft:

CF11 8AZ Tel: 0845 051 6358
CARDIFF, Otakuzoku:

CF24 4AA Tel: 07891638960
CHEPSTOW, Artists Corner:
NP1G SEW Tel: 01291 627 393

COLWYN BAY, Hlppu Toys:

LL29 7HS Tel: 07492 534 169
DOLGELLAU, Waterloo:

LL40 TAU Tel: 01341 423 407
}MVE”FORDWEST Emrys Art Supplies:
SAG1 INH 01437 779 646
LAMPETER, Lom:x §i

SA48 THG Tel: 01570 422 539

iLANDRIDOD WELLS, Uandridod Model Shop:
Tel: 01597 825805
lLANDUDNO Al:me Games:

LL30 2AD Tel: 01248 354798
LLANTWIT MAJOR, Rainbow Plaza:
CF1 1XZ Tel: 01446 794 118
NEATH, Fish N Things:
\Amh!& Tel: 01792 812 199
NEWPORT, Forged Iron:

NP20 1FS Tel: 07581 253379
NEWPORT, HohhyCraf!:
NP20 3BA Tel: DB45 D51 6540
NEWPORT, D-9 Models:
NP20 1DX Tel: 01633 222282
NEWTOWN, Crafts and Co:
5Y16 2PQ Tel: 01686627800
OSWESTRY, Totally Games:
SY11QG Tel: 01691 688994
PEMBROKE, Dragon Alley:
SA714DA Tel: 01646 621 456
PONTYPRIDD, Sugar and Spice:
CFa7 2TH Tel: 07879 221 379

PORTHMADDG I'nrlhmadng Mndels'
1141 4DE
RHYL, Games Exrhang
L1 1TR Tel: 01745 336644
SWANSEA, Cﬂmll Shoppe:

SA1 3AY Tel: 01792 642 097
WELSHPOOL, Frontline Games
Y23 7JP Tel: 01938 5

INTERNATIONAL
ACCOUNTS

BELGIUM | B

GW ANTWERPEN:
Vieminckstraat 10, Antwerp, Antwerpen2000
Tel: 03485 8627
GW GENT:
st Niklaasstraat 17a/19, Gent B9000
Tel: 09223 9120
HASSELT, Oberonn:
Tel: 011 351 358
@ MECHELEN, De Spelfanaat:
Tel: 015 34 59 07
AALST, Hermelijn:
Tek: 053 41 44 66
AALST, Highborn:
Tel: 0485 26 64 47
AARSCHOT, Ingelberts:
Tek +32 16 56 62 23
ANTWERPEN, Celtic Cross:
Tek 03 288 81 65
BRUSSEL, Au Chaudron Magique:
Tel: 0470 67 80 49
SRUSSEl
Tel: 025 23 8
BRUSSE!., Inlerlny; Ixelles:
Tel: 025 14 17 03
DENDERMONDE, Utopia Games:
Tel: 052 52 31 99
DEURNE, The Gamestore:
Tel: 033 25 55 35
GHENT, World’s End Comics:
Tel: +32 (09) 222 05 76
HALLE, Mishra’s Playground:
Tel: 023 61 58 53
HALLE, Top 1 Toys:

Inlerlnys Anderlecht:

Tel: 023 56 04 03
HEIST-OP-DEN-BERG, RC Vulture:
Tel: 432 473 B2 54 62

KOKSIJDE, Delta Toys:

Tel: 58 51 30 14

KONTICH, Janneke Maan:
Tel: 03 448 22 34

KORTRIJK, Alhion:

Tel: 056 32 43 07

LEUVEN, Spelfanaat Leuven:
Tel: 016 84 36 30

NEERPELT, ‘t Spellenhuis:

Tel: 011 744979

OVERI|SE, Intertoys Overijse:
Tel: 026 67 42 53

OOSTENDE King Arthur:

=3 :
RDESELARE Black Border:
Tel: 051 20 62 50

RON! Modelbouw Dekeyser:
Tel: 05
SINT NIKLAAS Krokodil:

Tel: 03 296 77 63

TURNHOUT, “t Bazarke:

Tel: 014 41 19 36

VILVOORD, Boekcenter BVBA:
Tel: +32 (02) 251 20 05

WESTKERKE, What Ever:

Tel: +32 (0473) 77 16 41
'WESTOUTER, Domino:

Tel: 057 445166

BRASILIA, Hobbyart:
Tel: 16 3443 8329
CAMPINAS, Legends do Brasil:
Tel: 19 3234 3343
CURITIBA, Itiban Comics Shop:
Tel: 41 3232 5367
JUIZ DE FORA, Magazine Taberna do Dragdo:
Tel: 32 3234 5
PIRACICABA, Nobel Livraria:
Tel: 91 3403 2727
PORTO ALEGRE, Jamba:
Tek: 51 3226 1426
SAN JOSE Dos CAMPOS, Hobby Depot:
‘En! 12 3942 545
SAN PAULO, lududerra Bar Café:
Tek: 11 3253 8452
SAN PAULO, Moonshadows:
Tel: 11 3266 3916
SAN PAULO, Taverna do Ogro Encantado:
](I 11 3061 9842
SAN PAULO, Terramédia:
Tel: 11 2127 8787
SANTO ANDRE, Hobby Depot:

Tel: 11 4438 5680

VINHEDO, Hobby Depot:
Tel: 19 3826 1580

BULGARIA ==

SOFIA, Magic Worlds:
Tel: 159 2 986 6A58
SOFIA, Black Citadel:
Tel: 4359 BAS539771
SOFIA, Moria:

Tel: 360 2 986 6858

CAYMAN ISLANDS
GEORGE TOWN, GameShack:
Tel: 1345 943 4263

CHINA
BEIJING, Tong Yun Card Game:

Tel: 0066 13801324686

BEIJING, Beijing Warhammer Club:
Tel: 0086 10 64037588

BEIING, Warhammer Elite Club:

Tel: 0086 13 601274736

BENING, Warhammer Elite Club:

Tel: D0B6 10 82615654

BEIJING, Beijing Book Building:

Tel: 0086 10 66066504

BEIJING, QI-WAN Miniatures Wargame Club
Tel: 0086 13 681244512

BEIJING, Wangfujing XinHua Bookstore;
Tel: D086 10 6527
BEIJING, Xinshi Hobby Xinjiekou Shop:
Tel: 0086 10 82615654

BEHING, Xinshi Hobby Zhongguancun Shop:
Tel: 0086 10 59863764
CHONGQING, XinShangYou Game:
Tel: 0086 13 638392310

FUZHOU CITY, Play&Show Warhammer Club:
Tel: 0086 591 B3339562

KUNMING, Kunming Elite Warhammer Club:
Tel: 0086 13658813689

KUNMING, Yunnan Lanyu Model:

Tel: 0086 671 4112937

QINGDAO, Qingdao Battle of Wits Club:
Tel: 0086 13963950012

SHANGHAI, Zark:

Tel: 0086 21 57631663

SHANGHAL, Good Knight Board Game Store:
Tel: 0086 21 35080880

SHANGHAI, You Lai, You Qu:

Tel: 0086 13916719676

SHANTOU, Miniature Kingdom:

Tel: 0754 88810916

SHENYANG, Shenyang Warhammer Club:
Tel: 0086 13389197092

TIANJIN, Tianjin Waaagh! Gaming Club:
Tel: 0086 11682199861

WUHAN, Stormcastle Warhammer Club:
Tel: 0086 13476007121
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XIAN, Xian Wiaagh Warhammer Club:
Tel: 0086 13488470106

ZHENGZHOU, Zhengzhou Warhammer Front HQ:
Tel: 0086 11592517573

NICOSIA, Isengard Fantasy Shop:
Tel: 00 35 722680700

APHOS, Cyprus Crusade:
Tel: +357 976 49072

CZECH-REPUBLIC [
BRNO, Cerny Rytir:

Tel: 4420541213860

CESKE BUDEJOVICE, Chaotit:

Tel: +420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: +420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420605584448

LIBEREC, Battle Games-Ohchodni Pavilion:
Tel: +420777526154

OSTRAVA, Matrix (knihkupectvi):

Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel: +420224934811

PRAHA, Cerny Rytir:

Tel: +420222312461

PRAHA, Cerny Rytir:

Tel: +420222312461

VSETIN, Atlantis:

Tel: +420571471697

DENMARK

GW K@BENHAVN:
Frederikshorggade 5KL, 1360,
Tel: 0045 33 12 2217
AALBORG, Dragons Lair:
Tek +45 98121618
@ ARHUS C, Dragons Lair:
Tel; +45 86 18 44 03
@ KOBENHAVN K, Faraos Cigarer:
Tel: +45 33 67 20 09
LYNGBY, Faros Cigarer:
Tel: +45 32 1023 23
ODENSE C, Dragons Lair:
Tek: +45 63 111219
ROSKILDE, Fanatic Roskilde:
Tel: +45 46 36 35 48
AALBORG, Aalborg Hobby Service:
Tel: 98121315
AARS, Ting og sager:
Tel: 98 62 45 52
ARHUS, Gunmne.
Tel: 35 1245 4.
ASNAS, Bug & Ide Asnaes:
Teli 59 65 00 14
BORNHOI.M Dorthes Hobbystue:
Tel: 56 95 94 4

ESBI[RG Arnold Busck:

Tel: 75 1211 7
ES?ERGA‘ERDE Arnold Busck:

Tel: 49 13 19 46

HELSINGE, Arnold Busck Helsinge:
Tel: 48 79 40 01

HELSING@R, Hobby og Fritid:

Tel: 49 21 45 42

HERNING, Ferges Kelder:

Telk 35 10 18 97

HILLER@D, Hobby & Fritid:

Tel: 48 25 26 16

HJ@RRING, Arnold Busck:

Tel: 98 92 80 40

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(#) These Hobby Centres are closed on Mondays and Tuesdays.

PREMIUM STORE

Stocks most of the product range.®

NEW STORE OPENING
Indicates new stockists

*To be sure they have what you want in stack, we recommend calling the store first.

HOBRO, @sterskov Efterskole:
Tel: 61 6995 93
HOBA&K, Hack ‘n’ Slash:
Tel: 61 66 29 12
HORSENS, Legekaeden:
Tel: 75 61 60 11
HORSHOLM, Bog & Ide:
Tel: 45 86 04 08
HUNDIGE, Arnold Busck:
Tel: 43 90 6 08
K@BENHAVN K, Fantask:
Tel: 33 93 85 38
KGBENHAVN S, Pipi Legetaj:
Tel: 32 55 74 47
KE’BENHAVN N, Wicked Workshop:
Tel: 60 64 69 74
l 1NG Gnod Games:

LYNGBV Arnold Busck:

Tel: 45 87 04 45

MARIBO, Guldborgsund Hobby:
Tel: 54 60 17 50

N/ASTVED, Guns and Games:

Tel: 5120 97 13

ODDER, Legekaeden Odder:

Tel: B6 54 42 76

RANDERS, Byrge Sarensen Hobby:
Tel: B6 42 58 14

RANDERS, Randers Hobby Import:
Tel: B6 43 39 23

RODOVRE, Arnold Busck:

Tel: 36 41 04 85
ROSENGARDSCENTRET, Arnold Busck:
Tel: 66 15 59 28

SILKEBORG Asgaard Games:

SILKEBORG, Bog & Ide:

Tel: B6 62 02 87

SKANDERBORG, Magic Market:
Tel: 70 70 16 76

SKIVE, Jydsk Boghandel:

Tel: 97 51 25 99

SLAGELEE Uldlutten'

Tel 3
ST EDDINGE Hobbystalden:

STE OSE HH Hobby:

Tel: 23 46 39 61

SVENDBORG, Farve & Hobby Hjarnet:
Tek 6221 31 31

TAASTRUP, Genbrugsbager:

Tel: 43 71 61 15

VEJLE, Arnold Busck:

Tek: 75 82 05 44

VIBORG, Bog & Ide:

Tel: 86 62 638 68

ESTONIA -

TALLINN, Apollo Kri
Tek: 63 36 000
TALLINN, Ludo:

Tel: 603 04 37

TARTU, Ludo:

Tel: 7353369

STANLEY, Falkland Collectibles:
Tel: 0030021174

FINLAND =

oW HELSINKI:

5 1':

0, Espoonlahden Pelikauppa:
Tel: 09 6980300

@ ESPOO, Tapmlan Pelikauppa:
Tel: 09 - 412 994

@ HELSINKI, Famas:apehl Helsinki:
Tel: (09) 650 803

@ HELSINKI, Stadin Pelikauppa:
Tel: 09 6980300
JOENSUU, Fantasiapelit Joensuu:
Tel: (013) 204 314

@ JYVASKYLA, Fantasiapelit Jyviskyla:
Tel:(014) 216 629
KOUVOLA, Kouvalan Puolenkuun Pelit:
Tel: (03) 222 52 00
LAHTI, Lahden Puolenkuun Pelit:
Tel: 037515151

@ LAPPEENRANTA, Fantasiapelit Lappeenranta:
Tel: (03) 541 1373

@ OULU, Fantasiapelit Oulu:
Tel: (U8) 374 906

@ PORVOO, Fowoon Pelikauppa:

a1a
@ MPERE Fanmmpelll Tampere:
Tel: (03) 22252 0

0

@ TURKU, Fantasiapelit Turku:
Tel: (02) 232 84 13

AHTARI, Honkaniemen Kirjakauppa:

Tel: 06 553 0027

ALAND, Dillen AB:

Tel: 01815578

EKENAS, Kungshokhandeln AB:

Tel; 0192461028

HAMEENLINNA, Lelushoppi:

Tel: 036823950

HEINOLA, Taluusmuuvl ja lelu:

Tel: 03 715 390

vaNKAA Royal Toys:

Tel: 019 439376

HYVINKAA, Virinappi:

Tel: 019 414 700

Ki r|a Lahja Alex Ky:

% Askarlelularwkelnkn Taitaville:
Tel: 09 2794 0120

KARIS, Bld Lidan KD:

Tel: 019 233 94

KERAVA, Antikvariaatti Kersa:

Tel: 00358 44 965 7775

KERAVA, Keravan Pelikauppa:

Tel: 09-42890813
KLAUKKALA, Hilma ja Huugo:
Tel: 09 879 2697
KOTKA, Eagle Card OY:
Tek 0038 5 214238
KOUVOLA, Muoviepox KY:
Tel: 053117955
LAPINJARVI, Onnimuxu;
Tel: 040 7389543
LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 4117761
MIKKELI, Lastentarvike Muppela:
Tel: 015361611
MIKKELI, Mikkelin Pelikauppa:
Tel: 09-42890753
ORIVESI, Silver Seed:
Tel: 0417775166
PORI, Askartely-Pori:
Tel: 02 6326671
PUDASJARVI, Aarrearkku:
Tel: 050 386 0660
RAAHE, Raahen Astartelu ja Paperi:
Tel: 082236325
SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: 015 534412
SEINAJOKI, Fantasialinna:
Tel: 040 5616338
SEINAJOKI, Pellkeldas
Tel: 00358 6
TAMPERE, Pellmna oY:
Tel: 050 55! !BJL{
TAMPERE, Kirja Karkkainen:
Tel: 03 2251850
URUMI, Kuopio:
Tel: (0) 17 364 86 B6
VAASA, Pelimies OY:
Tel: 06 312 5111

@ GIBRALTAR K&M Hobby Centre:

Tel: 150 20070037

GREECE =
ATHENS, Avalon Games:

Tel: 0030 210 BO16041

ATHENS, Fantasy Shop:

Teli 0030 210 8231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 210 6005312

ATHENS, Fantasy Shop: Exarcheia:
Tel: 0030 210 3828077

ATHENS, Fantasy Shop: Kallithea:
Tel: 0030 210 959 2922

ATHENS, Fantasy Shop: Pagrati:
Tel: 0030 210 7560750

ATHENS, Hobby Planet:

Tel: 0030 210 6042816

ATHENS, Kaissa Amarousiou:

Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 210 8982 057

ATHENS, Kaissa Halandriou:

Tel: 0030 210 6898485

+ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 366488

ATHENS, Kaissa Monokeros:

Tel: 0030 210 8813 990

ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 9817944

ATHENS, Kaissa Neas Smimis:

Tel: 00 30 210 9317944

ATHENS, Kaissa Pagratiou:

Tel: 00 30 210 7218 18

ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: 0030 2821088996

CRETE, Fantasy Shop: Herakleion:
Tel: 0030 2810 301312

HALKIDA, CD Corner:

Tel: 0030 2221 087315

KERKYRA, Digital Fantasy:

Tel: 002261035279

LARISA, Kaissa Larisas:

Tel: 0030 2410 538555

LOANNINA, Kaissa Loannina:

Tel: 00 30 2651030890

LARISA, Kaissa 1ﬂr|sa§

Tel: 0030 2410
NAFPLIO, Mi lalure Shop:

Tel: 00 30 2752024884

NEA SMYRNI, Games Vault:

Tel: 0030 213 0304722

PALLINIS, Hobby Planet:

Tel: 210 6042 016

PATRAS, Kaissa Patras:

Tel: 0030 2610625632

PERISTERIO, Kaissa Peristeriou:
Tel: D030 2105786707
THESSALONIKI, Kaissa Kalamaria:
Tel: 0030 2310 449377
THESSALONIKI, Kaissa Thessalonikis:
Tel: 00 30 2310 257 397
THESSALONIKI, Underworld:

Tel: 0030 2310 2401 93

VOLOS, Fantasy Shop:

Tel: 0030 24210 26762

HONG KONG
HONG KONG, Fun Atelier:
Tel: (B52) 2866-4870

HUNGARY —

BUDAPEST, Padimentum:
0036 30 9607730
BUDAPEST, A Hely:

0036 1 7872853
BUDAPEST, Beholder:
0036 1 2973660
BUDAPEST, Compaya:
0036 20 4281186
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BUDAPEST, Dungeon:

0036 13211313

BUDAPEST, Fonix:

0036 70 6080252

BUDAPEST, Gamer Cafe:
0036 20 4281186

BUDAPEST, Gemklub:

0036 1 7871601

BUDAPEST, Holdfeny Fantasy:
0036 1 3430730

BUDAPEST, Jatek Box:

0036 1 2393710

BUDAPEST, Kristdlcsarnok:
0036 209 251 030

BUDAPEST, Modell Hungaria:
0036 17691171

BUDAPEST, Sarkanytuz:

0036 70 3223093

BUDAPEST, Sas Military:
0036 1 2664393

BUDAPEST, Szikla-Fonix:
0036 20 5373303

BUDAPEST, Wargammers:
0036 30 6467670

DEBRECEN, Sarkanytuz:

0036 70 3163014

GYOR, Sarkanytuz:

0036 20 4216738

KECSKEMET, Sarkanytuz:
0036 76 329008

MISKOLC, Sarkanytuz:

0036 20 3962160

MISKOLC, Valhalla Pahaly:
0036 30 9950564
NYIREGYHAZA, BitzBoat:
0036 20 4241471

PECS, Sarkanytuz:

0036 20 2962860

SOPRON, Sarkanytuz:

0036 20 3962288

SZEGED, Sarkanytuz:

0036 70 3290245
SZEKESFEHERVAR, Holdfeny Fantasy:
0036 22 329793
SZEKESFEHERVAR, Sarkanytuz:
0036 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
0036 20 9179197

SZOLNOK, Sarkanytuz:

0036 20 1962050
SZOMBETHELY, Sarkanytuz:
0036 94 789208

TATABANYA, Sarkanytuz:
0036 20 3180922

VESZPREM, Sarkanytuz:

0036 20 3610015
ZALAEGERSZEG, Sarkanytuz:
0036 20 2962870

REYKJAVIK, Nexus:

Tel: 00354 552 9011

INDONESIA

JAKARTA BARAT, Comics N Games:
Tel: 021 5696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-740-2475

IRELAND it

GW DUBLIN:
Unit 3, Lower Liffey Street
Tel: 00353 187 257 91
CORK, Other Realms:
Tel: 021 4279508
DUBLIN, Gamers World:
Tel: 0879299392
BALINA, World of Wonder Balina:
Tel: 096 76676
BLACK ROCK, Arts and Hobby
Tel: 00353 12832394
COBETT COURT, Arts and Hobby
Tel: 01 874 5312
C

Tel: 00353 58 413 7
COUNTY DONEGAL, Tinnys Toys:
TE\: l)?-l ‘)IZZ I‘-l

COUNTY WESTMEATH, Amaruduuhhym\m
Tel: 01 862 4500
DOUGLAS, Arts and Hobby:
Tel: 021 436 3580
DROGHEDA, Arts and Hobby:
Tel: 041 987 3271
DIJBLIN, Atts and Hobby Dundrum:
Ir;f.l;‘:.al; Art d‘ Hobby Liffey Vall
an al
Tel: 00353 14565308 (e allen
DUBLIN, Banba Toymaster:
Tel: 018 727 100
DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 012 804 011
DUN LAOGHAIRE, Arts and Hobby:
Tel: 012805047
DUNGARVAN, Toymaster Murphys:
Tel: 058 41376
DROGHEDA, Arts and Hobby
Telk: 00353 41 987 3270
ENNIS, Tir na Nog Toymaster:
Tel: 00353 65 D(NZ 388
s Hobby's:
Tel: 00353 BH’I"“ 7
GREYSTONES, Arts and Hobby
Tel: 00353 12873796
KERRY, Cabal’s Toymaster:
Tel: 00353 66 7121847
LIMERICK, Arts and Hobby:
Tel: 061 309757
LIMERICK, The Gathering:
Tel: 061 315133
MARKET CROSS, Arts and Hobby
Tel: 056 777 1904
NEW ROSS, Bridge Stores:
Tel: 051 422696
NEWBRIDGE, Arts and Hobby:
Tel: 045 450280
SANTRY, Arts and Hobby:
Tel: 01 862 4500

116 WHITE DWARF AUGURY

STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2880788
THURLES, Bookworm:

Tel: 0504 22257

XFORD, Gamers Paradise:
Tel: 00353 539121190
WEXFORD, Readers Paradise:
Tel: 054 9124400
WICKLOW, Hopkins Toymaster:
Tel: 00353 46 722 25

YOUGHAL, Murphys Toymaster:
Tel: 00353 58 413 76

ISRAEL =

HAIFA, Kitaro:

Tel: 00972 48503232

HERZLIA, Freak:

Tek: 00972 99589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tel: 00972 36961826

TEL AVIV, Kitaro:

Tel: 00972 36299320

GW IKEBUKURO:

Nishi-lkebukukuro 3-32-6 1F, Toshima-Ku, Tokyo
Tel: 03 5391 7646

GW JIMBOCHO:

Jimbocho 1-7 1F, Chiyoda-Ku Kanda, Tokyo,
Tel: 03 3296 2733

GW KASHIWA:

Kashiwa 2-4-12 1F, Kashiwa-shi, Chiba

Tel: 04 7167 2125

GW KICHIJO)I:

Kichijoji-Honcha 1-11-20, Musashino-shi, Tokyo
Tel: 0422 27 2511

GW MACHIDA:

Haramachida 6-10-19 1F, Machida-Shi, Tokyo
Tel: 042 721 8385

GW NAKANO:

Broadway Bldg. 223.2, Nakano-Ku Nakano 5-52.15, Tokyo
Tel: 03 5380 4636

GW OMIYA:

Miyacha 2:113, Saitama-Shi Omiiya-Ku, Saitama
Tel: 048-779.8019

RIGA, Games Shop:
Tel: 0371 27700390
RIGA, Ludo:

Tel: 67294040

—
LITHUANIA et

VILINIUS, D6 Necona:
Tel: 00 370 5 2133269

MACAU e |
MACAU, Game Fun Table Games Shop:

Tel: +853 66698427

MADEIRA

MADEIRA, Sétima Dimensio:
Teli 351 291 238 244

MALAYSIA =
BANDAR TANJONG TOKONG, Gameforce:

Tel: 0164449194 / 048900361

KOTA KINABALU, Sabah, Just Wargame:
Tel: 6013 - 865 5269

KUALA LUMPUR, Comics Mart:

Tel: 03 - 2267 0626

KUALA LUMPUR, MySciFiFan Outpost:
Tel: (6) 016 - 982 1506

PENANAG, Comics Mart:

Tel: 04 - 226 2508

PETALING JAYA, Wolf’s Game Shop:
Tel: 012 2599952

PETALING JAYA Selangor, The Games Circle:
Tel: 6 016 - 451 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games:
Tel: 6 017 -292 0525

MALTA, Forbidden Power:
Tel: 00356 21 227999

MALTA, K Hobbies Ltd:
Tel: 00356 21 B95423

LOMAS, Quest Hobbies & Games:

Tel: 55 63 83 60

MIXCOAC, Quest Hobbies & Games:
Tel: 55 98 92 78

NAUCALPAN, Quest Hobbies & Games:
Tel: 55 98 92 78

MOLDOVA (O |
CHISINAU, Adepl:
Tel: 373 69819996

MONTENEGRO

PODGORICA, Neutron Podgorica;

Tel: 00 381 69 060 669

THE NETHERLANDS =

GW ALKMAAR:

Laal 68, 1811 EX,

Tel: 072 512 2880

GW AMSTERDAM:

Rokin 36, 1012 KT,

Tel: 020 622 3663

GW BREDA:

Torenstrant 21, 4811,

Tel: 0765 229 277

GW DEN HAAG:

Schoolstraat 128, 2511 AX,

Tel: 070 392 7836

GW EINDHOVEN:

Kleine Berg 50, 5611 )V,

Tel: 040 244 3448

GW ROTTERDAM:

Van Oldenbarneveldplaats 452, 3012 AP,

Tel: 010 280 0268

@ ARNHEM, Spelkwartier:
Tel: 026 370 2028
DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530

(@) ENSCHEDE, Pijplin
Tel: 053 430 5727

@ HAARLEM, Spellenhuis:
Tel: 023 53 13 188

@ LEEUWARDEN, Spellekijn:
Tel: 058 213 1112

@ LEIDEN, Vliegershop:
Tel: 071 513 2783
MAASTRICHT, Vlieg it:

) s
NORWAY |

GW OSLO:

Tel: 043 325 1653
MIDDELBURG, De Burcht:
Tel: 011 8650048
NIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119
TILBURG, De Dobbelsteen:
Tel: 013 544 3700
UTRECHT, Subcultures:
Tel: 030 2311122
ZWOLLE, Games-n-Us:
Tel: 038 421 6385
ALKMAAR, Bookers & Strippers:
Tel: 072 5121213
ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 0172473031
AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322
AMSTELVEEN, Het Ganzenbord:
Tel: 020 641 2552
AMSTERDAM, The Game Keeper:
Tel: 020 630 1579
AMSTERDAM, Snoek Strips:
Tel: 020 468 8 109
ASSEN, Plok:
Tel: 059 231 3202
BARENDRECHT, Peter’s Posttrein:
Tel: 0180 619539
BERGEN OP ZOOM, Boz Spellen:
Tel: 0164 249120
BERGEYK, Wouters Technohobby:
Tel: 049 755 0248
BEVERWIJK, Bmm Games:
Tek: 025 1216568
BREDA, Spellenwinkel Breda:
Tel: 076 522 17 56
DELFT, Speldorado:
Tek 015 213 4516
DEVENTER, Knibbel Comics;
Tek: 057 061 6879
DOETINCHEM, Top 1 Toys Speelplanet:
Tel: 0314 366368
DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 078 631 2711
EDE, Tinnen Soldaat:
Tel: 0318 65 3296
EINDHOVEN Gameforce Eindhoven:

Tel: 0591 (45787

GEMERT, Top 1 Toys Van de Goor:
Tel: 0492 36 58 45

GENDT, Euromaxx Gendt:

Tel: 0481 421 737

GOES, Het Hobbyhuis:

Tel: 0113 227 690

GRONINGEN, Wirwar:

Tel: 050 314 8424

GRONINGEN, Purperen Draak:

Tel: 064 166 1972

GRONINGEN, Zinneheeld:

Tel: 050 3126472

HEEMSKERK, Bob Hes:

Tel: +31 (0251) 24 19 99
HEERHUGOWAARD, Huider Madeltreinen:
Tel: 0725714157

HEERLEN, De Houten Sleutel:

Tel: 32 (045) 54 91 428

HENGELO, De Dondersteen:

Tel: 074 2595030

HILVERSUM, Hilversumse Boekhandel:
Tel: 035 62 33 131

HOODFDORP, Spellenwinkel Wahalla:
Tel: 023 5578092

HOORN, De Spellenhoorn:

Tel: +31 (0229) 29 55 65

HUISSE
Tel: 026
LEIDEN Tnlluenwmlm!

Tel: 071 541 2324

LEIDEN, Warp 9;

Tel: 071 5121380

LELYSTAD, Games of War:

Tel: 032 024 4 003

MAASTRICHT, Hounjet:

Tel: 043 363 6776

NES AMELAND, Top 1 Toys Van den Brink:
Tel: 0519 54 21 21

NUENEN, Schellens Speelgoed:

Tel: +31 40 787 10 00

‘OLDENZAAL, Top 1 Toys:

Tel: 0541535238

RIJNSBURG, Toys 2 Play:

Tel: 071 40 21 244

RIJSWIJK, Top 1 Toys In de Bogaard:
Tel: 070 39 32 411

ROERMOND, Bloemboetiek Hermien:
Tel: 047 531 6824

ROSMALEN, Top 1 Toys Jovi:

Tel: 431 (73) 5212409

ROOSENDAAL, Top 1 Toys jadin:
Tel: 0165 55 7964

ROTTERDAM, Rogue Trader:

Tel: 010 2709233

SCHIEDAM, BTS:

Tel: 010 473 8755

SCHOONHOVEN, De Gruijter Boekhandel:
Tel: 0182 382490

SITTARD, Atomik:

Tel: 046 4515074

SLIEDRECHT, De Gruijter:

Tel: 0184 412 744

UDEN, Goblin:

Tel: 041 327 0662

UTRECHT, Lahyrinth:

Tel: 030 281 7157

UTRECHT, Whoops:

Tel: 030 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 354 2668

WASSENAAR, Top 1 Toys Kouwenhaven:
Tel: 070 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 351 2827

WORMERVEER, Mini-Wonders:

Tel: 075 640 1617

ZEVENBERGEN, Top 1 Toys:

Tel: 0168 330455

ZOETERMEER, RC-Pitstop:

Tel: 079 316 0560

7, 0179,
Tel: +47 22 33 29 90
LESUND, Brio Kremmerhuset Moa Syd:
Tel: +47 70143770
BERGEN, Outland:
Tel: +47 55314622
BERGEN, Proworks:
Tel: +47 98056653
DRAMMEN, Outland:
Tel: +47 32893400
DRAMMEN, Drammen Spillforening:
Tel: +47 93819757
FREDRIKSTAD, Norstar Leketorvet:
Tel: +47 69315630
KONGSBERG, Rolf Liane:
Tel: +47 98819560
KRISTIANSAND, Outland:
Tel: +47 38099420
MO | RANA, Ringo Lekehjarnet Mo:
Tel: +47 75151717
MOSJ@EN, Hobbysenteret:
Tel: +47 75170170
MOSS, Replay:
Tel: +47 45407735
NARVIK, Ringo Barnas Verden:
Tel: +47 76946505
SANDNES, Osaland Hobby:
Tel: +47 51661509
SJBVEGAN, Outpost:
Tel: +47 95703245
SKIEN, Sokratis Hobby Gérden:
Tel: +47 35526764
STAVANGER, Outland:
Tel 51938080
STOKKE, Hobby Hagen:
Tel: +47 33335292
TROMS@, Tromse Bruktbokhandel:
Tel: +47 77686974
TRONDHEIM, Tronderfrim:
Tel: +47 73520840
TONSBERG, Brio Bamse:
Tel: +47 33316790
TONSBERG, Gledeshuset:
Tel: +47 92251707

LAHUG CITY, Neutral Ground
Tel: (63916) 8305040

MAKATAI CITY, Neutral Grounds:
Tel: (632) 8195800

MUNTINLUPA, Neutral Grounds:
Tel: (632) 8502033

QUEZON CITY, Neutral Grounds:
Tel: (632) 6348982

SAN JAUN, Neutral Grounds:

Tel: (632) 7278583

TAGUIG, Hobbes and Landes;

Tel: (632) 850939

BIELSKO-BIALA, Gnom:
Tel: 0048 33 8213432

KATOWICE, Bari
Tel: 0048 32 257181
KRAKOW, Bard:
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Tel: 0048 61 8538277
WARSZAWA, Faber i Faber:
Tel: 0048 22 5491265
WROCLAW, Bard:
Tel: 0048 71 3417472

BIALYSTOK, Komnata Gier:

Tel: 0048 666381663

BYDGOSZCZ, Wszystko Gra:

Tel: D048 608641909

GDANSK, Rebel Centrum Gier:

Tel: 0048 58 3470204

GDANSK, Usmiech Naszego Dziecka:

Tel: 0048 56 3057045

GDYNIA, Futurex:

Tel: 0048 501563066

GLIWICE, U Zyrafy:

Tel: 530091156

GLOGOW, Zielone Wzgérza Centrum Gier:

Tel; 784498775

GORA, Zielone Wzgdrza Centrum Gier:

Tel: 602337754

KATOWICE, Smok:

Tel: 032 605 03 53

KIELCE, Wargamer:

Tel: 0048 501439335

KOSZALIN, Tecza Zabawki:

Tel: 94 3422075

KRAKOW, AGTOM:

Tel: D048 12 3563678

KRAKOW, Bard:

Tel: 0048 12 2596140

KRAKOW, Magic Traders:

Tel: 12 3801543

KRAKOW, Sklep Imperium:

Tel: 514812564

KRAKOW, Sklep Smok:

Tel: 0048 12 4330110

KRAKOW, Vannhelm

Tel: 0048 12 4221137

LEGNICA, Skelp Feniks:

Tel: 0048 69 4606618

LODZ, Da-ta:

Tel: 0048 42 6337263

LODZ, Gamelord:

Tel: 0048 42 6311161

LODZ, Stagraf Studio:

Tel: 605650752

LODZ, Strategia Centrum Gier:

Tel: 0048 796595539

LODZ, Twoja Ksiazka:

Tel: 0048 42 6821326

NYSA, Raptor Hobby:

Tel: 698096524

OPOLE, HMS Computers II:

Tel: 0048 77 4547413

OSTROW WIHKDPOI.SI(I Centrum Gier Arena:
Tel: 0048 694877
OSWIECIM, S| rp 'Modelarski Model-Hit:
Tel: 0048 602745519

PILCHOWICE, Imperator FF:

Tel: 0048 662250291

POZNAN, Cube-Q-Workshop Polanka:
Tel: 061 6712415

POZNAN, Cube-Q-Workshop M1:
Tel: 061 6712415
POZNAN, Cube-Q-Workshop King Cross:
Tel: 0040 506079264
POZNAN, Cube-Q-Workshop Panorama:
Tel: 514812564
POZNAN, Cube-Q-Workshop Pestka:
Tel: 514812564
POZNAN, Wilczek:
Tel: 0048 503652888
PSZCZYNA, Red Scorpion:
Tel: 602656281
RADOM, Wargamer:
Tel: 0048 503582781
RZESZOW, W&W Skelp Modelarski Hobhy:
Tel: 017 85 28 101
SIEMIANOWICE, Jaga PHU:
Tel: 0048 32 2290139
SZCZECIN, Fenix:
Tel: 0048 695934995
TARNOW, Salon Gier Jaskinie:
Tel: 4732904053
TORUN, Sklep Papierniczy:
Tel: 0048 56 6522593
TORUN, Wszystko Gra:
Tel: 0048 56 6522593
WARSZAWA, Altdori:
Tel: 0046 22 6280392
WARSZAWA, Graal KEN Centre:
: 0048 22 2089090
WARSZAWA, Altdorf:
Tel: 0048 22 6280392
WARSZAWA, Graal Blue City:
Tel: 0048 22 3117627
WARSZAWA, Graal CF Skorosze:
Tel: 0048 22 8827595
WARSZAWA, Graal Galeria Mokotow:
Tel: 0048 22 5413318
WARSZAWA, Graal KEN Centre:
Tel: 0048 22 2089090
WARSZAWA, Graal Sarmacka:
Tel: 0048 22 8427040
WARSZAWA, Hobbyt:
Tel: 0048 22 8340206
WARSZAWA, Morion Bemowo:
Tel: 0048 22 4239120
ZAWA, Morion Bielany:
Tel: 0048 22 4241062
WARSZAWA, Panda Zabawki:
Tel: 0048 22 B264461
WARSZAWA, Paradox:
Tel: 0048 22 6280781
'WARSZAWA, Sklep Superserie:
Tel: 0048 515 434 444
'WARSZAWA, Wargamer Centrala:
Tel: D048 72457513
WARSZAWA, Wargamer CH Targowek:
Tel: 0048 72457513
WROCLAW, Bolter:
Tel: 00448 71 3491910
WROCLAW, Games R Us:
Tel: 0048 666297232
WROCLAW, Wroclaw Model Centre:
Tel: 713419991
WROCLAW, Ogryn:
Tek: 0048 71 3771872
WROCLAW, Planszoweczka:
Tel: 792301796
ZABRZE, U Zyrafy:
Tek: 510240581

ALCABIDECHE, CascaisPress:
Tel: +351 314 600 530
CARCAVELOS, Escala Directa

ERICEIRA, Tabacaria Ovni:

Tel: +351 261 B63 661
LARANIJEIRO, Discoeuropa:
Tel: +351 212 501 463

LISBOA, Fnac:

Tel: +351 219 404 700

LISBOA, Homem Azul:

Tel; +351 213 629 382

LISBOA, Lojas Arena:

Tel: #351 213 155 560

LISBOA, Myrdinn's Magic, Lda:
Tel: +351 213 032 258

LISBOA, Puros e Companhia:
Tel: +351 217 156 791

LISBOA, Rocha & Vasconcelos - Dentinho:
Tel: 4351 213 B33 257

LISBOA, Sete Rios Tabacarias:
Tel: +351 217 222 202
MIRAFLORES, Brinca Riscos e Rabiscos:
Tel: +351 214 104 908

PAIVAS, Brinca Brincando:

Tel: +351 212 254 841

PALMELA, Devir Livraria, Lda:
Tel: +351 212 139 440

PORTO, Lojas Arena:

Tel: +351 222 011 388

SINES, Galeria BT:

Tel: +351 269 632 511

TELHEIRAS, Tabak:

Tel: +351 217 165 574

TORRES VEDRAS, Papelaria Unido:
Tel: 4351 261 314 186

ROMANIA
BUCHAREST, Hobby Games:
Tel: 0040 72 1204918

RUSSIA P
KRASNODAR, Alegris-Jug (South)

Tel: 70959283337

MINSK, Valahanovich ent:
Tel: 008029 6358212

MINSK, Valahanovich ent:
Tel: 008029 6548426
MOSCOW, Alegris:

Tel: +7(495)628 337
MOSCOW, Alegris:

Tel: +7(495)137 5668
MOSCOW, Alegris:

Tel; +7(499)261 5075
MOSCOW, Club TM:

Tel: +7(495)933 6441
MOSCOW, Detskiy Mir:
Tel: +7(495)291 2221
MOSCOW, Detskiy Mir:
Tel: +7i495)730 7731
MOSCOW, Detskiy Mir:
Tel: +7(495)783 8511
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Tel: +7(495)229 8692

MOSCOW, Detskiy Mir:

Tel: +7(495)938 2655
MOSCOW, Detskiy Mir:

Tel: +7(495)550 0761

MOSCOW, Detskiy Mir:

Tel: +71495)405 6294

MOSCOW, Hobby and Tabletop Games:
Tel: +7(495)772 5675

MOSCOW, Little Genius:

Tel: +7(495)291 2147

MOSCOW, Mr Hobby:

Tel: +7(495)661 8893

MOSCOW, Urfin Juice:

Tel: +7(495)784 6355

MOSCOW, Wonderful World:
Tel: 47(495)793 4433 *132
NORLISK, Na Styke Mirov:

Tel: 008029 6548426
NOVOSIBIRSK, Icehummer:
Tel: 70957076664

SARATOV, Detskiy Mir:

Tek: 64 5840

ST PETERSBURG, Art-Miniatures:
Tek: 476121633 3395

TAMBOVY, Hobby and Igrushki:
Tek: 0075 2728811

BIA
BELGRADE, ANET Hobbystore:
Tel: 00 381 11 3612 525
BELGRADE, ANET Hobbystore:
Tel: 00 381 11 2652236
BELGRADE, EXIT Hobby store:
Tel: 00381 11 62 78 27
BELGRADE, White Dragon:
Tel: 00 381 63827222
NOVI SAD, Dragon:
Tel: 00 381 11 636 24038
NOVI SAD, Valhala:
Tel: 00 381 21315538
ZRENJANIN, Takeda:
Tol: 00 381 2364572

SINGAPORE
SINGAPORE, Comics Mart PTE Ltd:
Tel: A3 2724

SINGAPORE, Comics Mart PTE Ltd:
Tel: 6336 9069

SINGAPORE, Comics Mart PTE Ltd:
Tel: 65 6462 2751

SINGAPORE, Forgeworks Hobbies:
Tel: 65 6438 5975

SINGAPORE, Paradigm Infinitum Pte Ltd:

Tel: 65 64666771

SLOVAKIA o
BRATISLAVA, Kristalovasala:

Tel: 421 948844794

BRATISLAVA, Madmaxon:

Tel: 421 2 524 927 87

KOMARNO, Jonako SRO:

Tel: +36704550489

KOSICE, Draco:

Tel: +421557296557; +421905518060
SPISSKA NOVA VES, War Gaming:
Tel: +421903219195

SLOVENIA ]
BLED, Pik Pok:
00386 45768030

LJUBLIJANA, Crna Luknja:

Tel: D0386 59031220

LJUBLIJANA, Direndaj Citypark:
00386 45768030

SOUTHARRICR D=
BELVILLE, The Boys and Mens Hobby Shop:

Tel: 0027 21 914 B688

BLOEMFONTEIN, The Games Dungeon:
Tel: 0027 72 B51 9970

CAPE TOWN, Pastimes Retail:

Tel: 0027 21 421 1191

CAPE TOWN, Wizards Books and Games:
Tel: 0027 21 683 0360

CRAIGHALL, OtherWorld Games:
Tel: 011 326 0790

DORINGKLOOF, Battle Planet:

Tel: 00 27 B245 93933

DURBAN, The Hobhy Specialists:

Tel: 0027 31 566 4806

EAST LONDON, Slaters Toy Magic:
Tel: #27 43 7265762

EDENVALE, Plastiks:

Tel: 0027 B2 783 1489
JOHANNESBURG, The Underground:
Tek: +27 11 795 3946

JOHANNESBURG, Esswex Retail:

Tel: 0027 11 5883619

JOHANNESBURG, Outer Limits Johannesburg:
Tek: 0027 11 482 3771

JOHANNESBURG, Outer Limits Pretoria:
Tel: 0027 12 342 4360

JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 890 9253
JOHANNESBURG, Warfair:

Tel: 0027 82 431 2242

JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 3996

MENLYN, Top CD:

Tel: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel: +27 33 342 9978

RUSTENBURG, Warcry:

Tel: 0027 72 910 2608

UMHLANGA, The Hobby Specialists:
Tel: D027 31 566 4806

SOUTH KORER

SEOUL, Orctown:
Tel: 02 6402 5946

SWEDEN

GW GOTEBORG:
Dratininggaten 52, 411 07,
Tel: 031-133958

GW STOCKHOLM:
Master Samuelsgatan 67,

Tel: 08-21 38 40

@ KARLSTAD, Spel & Fantasi;
Tel: 054-15 10 70

@ LUND, Playoteket Center:
Tel: 0461-27810

@ MALMO, Playoteket Center:
Tel: 040-185530
STOCKHOLM, Science Fiction Bokhandeln:
Tel: 0821 50
UMEA, Fan
Tel: 090.77 03 60
UPPSALA, Fantasia:
Tel: 018-100150

@ UPPSALA, Prisfyndet:

ia:

018-10 66 07

@ OREBRO, Batalj Paintball:
Tel: 019-18 46 00

AVESTA, Vega Video:

Tel: 0226-80078

ESKILSTUNA, Lasses Leksaker:

Tel: 0161-303 35

FALKENBERG, Lekcenter:

Tel: 0346-807 60

FRITSLA, Fritsla Hobby:

Tel: 0320.70166

GAVLE, Hobbyshopen:

Tel: 026-18 62 99

GOTEBORG, Goblin Games:

Tel: 031.245110

GOTEBORG, Toys Leksaker & Hobby:

Tel: 031-459401

GOTEBORG, Wizard Games:

Tel: 031-51 41 50

HALMSTAD, Lekcenter:

Tel: 035-15 91 75

HUDDINGE, Humlan Lek & Hobby:

Tel: 08-689 5885

KALMAR, Lek & Hobby:

Tel: 0480-24717

KARLSKRONA, Leksakshuset:

Tel: 0455-24082

KATRINEHOLM, Game Maniacs:

Telk 0150-12032

KIRUNA, Lekhuset Lekia:

Tel: 0980-825 65

KUNGSBACKA, Lek & Hobby:

Tel: 0300-14136

KUNGALYV, Frisknarna Bus:

Tel: 0303139 40

LAHOLM, Lekia:

Tel: 0430-10069

LIDKOPING, Game Maniacs:

Tel: 0510-25320

LINKOPING, Sagoland:

Tel: 0131-22290

LJUNGBY, Lekman:

Tel: 0372-13481

LULEA, Barnens Hus:

Tel: 0920-220095

LULEA, locus:

Tel: 1920-69954

LUND, Unispel:

Tel: 046-285 9112

MALMO, Hérnan pa Limhamn:

Tel: 040-367520

NORRKOPING, Hobbyh#rnan:

Tel: 0111-62120

NORRKOPING, Lekhuset:

Tel 0112-87070

NORRTALJE, Lekplaneten:

Tel: 0176-12558

NYKOPING, Laka TV-spel:

Tel: 0155-261000

NYNASHAMN, Asas Leksaker:

Tel: 08-520 11235

ORMINGE, Happies:

Tel: 08-7152501

SALA, Elons Leksaker:

Tel: 022-41 03 14

SKELLEFTEA, Legend:

Tel: 09101 35 02

STOCKHOLM, Arcane pi Hagagatan:

Tel: 08-22 25 22

STOCKHOLM, Brio Higdalen:

Tel: 0B-749 1146

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(#) These Hobby Centres are closed on Mondays and Tuesdays.

PREMIUM STORE

Stocks most of the product range.*

NEW STORE OPENING
Indicates new stockists

* To be sure they have what you want in stock, we recommend calling the stare first.

STOCKHOLM, Dragons Lair:

Tel: 08-634 60 50

STOCKHOLM, Hobbyisterna:

Tel: 06-403 90500

STOCKHOLM, Happies Hammarby Sjostad:
Tel: 08-52244800

STROMSTAD, Kjells Lek & Hobby:
Tel: 052-615989

SUNDSVALL, Orion Spel:

Tel: 060-155 947

TROLLHATTAN, Hobbyhérnan:
Tel: 0520-13363

TUMBA, Leksakskungen:

Tel: 08-530 380 00

UMEA, Incrade:

Tel: 090-196 580

UDDEVALLA, Olles Leksaker:

Tel: 0522-88520

UPPLANDS VASBY, Barnens Hus:
Tel: 08-626 99 40

VARBERG, Fyndmagasinet:

Tel: 0340-678990

VIMMERBY, Brio Vimmerhy:

Tel: 0492-31188

VISBY, Skuggspel:

Tel; 0498-21 10 62

VASTERAS, Zetterlunds:

Te); 021-10 44 91

VASTERVIK, Lekstugan:

Tel: 0490-36171

VAX)O, Helges Hala:

Tel: 047-02 18 60

YSTAD, Tv-Spelshérnan:

Tel: 0411-66680

ANGELHOLM, Leksaksmagazinet:
I_l‘l, 0431-82350

OSTERSUND, Hobbyboden:

Tel: 0635-13310

TAIWAN =

GANGSHAN, Toys Cat:

Tel: +B86 7 6214940

KAOHSIUNG, Dwarf's Goldmine:
Tel: +B86 7 2299467

TAIPEI, Akmigames:

Tel: +B86 2 274198
TAIPEI, Cacacil
Tel: +B86 2 23099

9
THAILAND ?
BANG CHAK, Battlefield Bangkok:

Tel: 02 747 9367
BANGKOK, Fantasia(TS Toys):
Tel: 66 8 9773 1379

DNEPROPETROVSK, Golbin:

Tel: D038(067)564 B558

DNEPROPETROVSK, Modelist:

Tel: 0038(067)564 B558

DONETSK, Toy Story:

Tel: 0038(062)387 5203
Aladdin:

Tel: 0038(057)715 7738

KIEV, Budinok Igroshek:

Tel: 00 38 57 851121

KIEV, Budinok Igroshek:

Tel: 00 38 5 733 979

KIEV, Budinok Igroshek:

Tel: 00 38 5 821 385

KIEV, Budinok Igroshek:

Tel: 00 38 2 308 150

KIEV, Budinok Igroshek:

Tel: 00 38 4 567 671

KIEV, Game Hall:

Tel: 0038(044)4: B8

KIEV, Model Kits:

Tel: 0038(067)769 4842

KIEV, Models:

Tel: 0038(067)417 2442

KIEV, Toy Story:

Tel: 0038(044)573 3979

KIEV, Toy Story:

Tel: 0038(044)581 2385

KIEV, Toy Story:

Tel: 0038(044)495 3494

KIEV, Toy Story:

Tel: 0033(044)417 2442

KIEV, Toyland:

Tel: 003A(044)587 5603

LEVIV, Hobby World:

Tel: 0038(066)764 2261

LEVIV, Toy Story:

Tel: 0038(032)295 8329

ODESSA, Vanguard:

Tel: 0038(050)565 5577

SEVASTOPOL, Arcanum Store & Club:

Tel: 0038(050)594 5328

VINITSA, Spellscape:

Tel: 0038(063)440 0902

ZAPOROZHYE, Warhammer ZP:

Tel: 00380671761 5913

UNITED ARAB EMIRATES [l
DUBAL, Bishops Trading:
Telk 00971559487870

www.games-workshop.com 117
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Get your first 3 issues for only £3!

A saving of more than 60% off the cover price. Hereafter your subscription will be just £9 every 3 months
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= = ] FREE issue every three months

It is the best way to get White Dwarf

Get access to the exclusive subscriber
model every year. Check out this year’s
‘Ancestor One’ below!

Receive exclusive subscriber offers, like
seminars and early tickets for Games Day

Most importantly, it guarantees you never
miss another issue!
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‘Ancestor One” is the 2011 exclusive
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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.

ou can order ANY current Games to place an order for the latest Bitz Pack Wherever you see this
YWorkshop product, including our or simply pre-order the latest miniatures, symbol, that product is only
Collectors Range, Bitz Packs, Specialist  ordering directly from Games Workshop is a;“:""":: (‘i‘ét‘;:l‘ie;nTi:‘(;; i
Games range and models that are exclusively  quick and convenient. There are three main ge;ghold of it.
‘available to order’. Whether you want ways to get your hands on the latest products.

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 your order is just a click away, 24-7!

* Register for the Games Workshop website to gain personal recommendations,
store products in your personal Gift List, save your favourite articles, 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

All of our Hobby Centres carry a large range of products, but there simply isnt
enough space to stock the entire GW range — which is why we now offer web
order points in all of our stores.

¢ The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases.

e Don't forget — whether you order your miniatures from the in-store order point,
or directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 113 for the Store Directory

Games Workshop has a vast number of independent stockists across the globe who
carry our most popular ranges. Some of these are Premium Stores, who offer a
greater range of services and can place orders for you from our catalogue.

e To find a Premium Store near you that carries the entire GW range, just call our

Customer Services team on +44 (0)115 91 40000, or log onto
www.games-workshop.com

See page 113 for the Directory
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This month we continue to release new miniatures in Citadel Finecast. To accompany the release Pl
of Warhammer: Ogre Kingdoms, the existing range will be released in Citadel Finecast, making 4 :
it the first range of miniatures to be available entirely in plastic and Citadel Finecast. The Ogre 38
Kingdoms range contains a wide variety of great miniatures, many of which are exclusively 3
available to order, from the characterful Ogre Maneaters shown below to special characters such
as Greasus Goldtooth. Head to the Games Workshop website to see the full Ogre Kingdoms
range of Citadel miniatures in all their glory and to see the latest Citadel Finecast releases.
Ogre Kingdoms Maneater (Paymaster) Ogre Kingdoms Maneater imperial) Ogre Kingdoms Maneater [Pirate)
99810213013 99810213011 99810213014
au$d1 nz$48 Au$41 Nz$48 Au$41 nz$48
*
[
Ogre Kingdoms Maneater (Arabian] Ogre Kingdoms Maneater (Fomale) Ogre Kingdoms Maneater [Ninjal wed
99810213009 99810213010 99810213012 4
Aubd1 nz$48 Au$41 nz$48 au$d1 nz$48 Fvae
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