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This issue the good ship White Dwarf takes to the ocean waves in pursuit of our
latest boxed game, Dreadfleet, the game of pirate battles on the Warhammer high
seas. We bring you the scoop on the game and the miniatures starting on page 10.
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Chris Peach takes up the new Citadel Tools and shows us
how to use them to assemble Azhag the Slaughterer.
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We asked Chris Peach how he went abaut painting his
Ogre Kingdoms army.
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The Hobby Team show you how to paint up the contents
of the Dreadfleet boxed game.
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Set sail for adventure! In this new standalone wargame, take to the high
seas as corsairs and pirates battle the Undead amidst the deadly tides of the
Warhammer world. Dreadfleet is here...
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CITADEL

TO FIND OUT HOW TO USE

THESE TOOLS, TURN TO PAGE 56

CITADEL CLEANUP KIT

The Citadel cleanup kit
comprises a flash brush and a
mouldline scraping tool. Both
have been designed for use on
Citadel miniatures. The bristles
on the flash brush have the
right rigiclity for removing flash
from resin without removing
any detail, while the mouldline
scraping tool is ideal for use on
plastic, metal and resin models.

CTADEL CLEANUP KiT £830
1 e 055
fopoleuticns

This pack contains three emery
boards designed for use on
Citadel Finecast figures, and
are great for smoothing resin
surfaces. Each pack contains
two fine-grade emery hoards
and one extra fine grade board
CITADEL EMERY BOARDS  £3.75
Protuct eode: 9921999905

€453, 5y, 45ubink, S, 17500

CITADEL LIQUID
GREEN STUFF

Liquid Green Stuff is a non-
toxic filler for all your Citadel
miniatures. It's water soluble,
50 easy to clean off your
brush, and perfect for filling
buhbles or any small gaps.

CITADEL

CTADEL UGUD CREEN STURT 1139

LIQuID
GREEN STUFF

g
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COMING SOON
CITADEL TOOL KIT

This kit quite simply
includes every Citadel tool
we produce, contained in
a figure case and stored on
custom-cut foam layers.

CITADEL TOOL KIT oz
Prodict coue. 927599060
. 100l 34001




BLACK LIBRARY {ft

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 exclusive 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.

www.blacklibrary.com

Exclusive extract from Phil Kelly’s Dreadfleet novella
Reloading, Roth looked around at the raging battle. Gunners writhed in pools

of their own blood amidst shattered piles of debris. Loose groups of swordsmen
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YOUR LOCAL HOBBY CENTRE IS
NOW ON FACEBOOK & TWITTER

Facebook is a fantastic way to stay in
touch with your friends and family and
keep abreast of all the things theyre
doing. It's also a fantastic way to kvep up
to date with what your favourite movie
stars, rock bands and various celebrities
around the world are getting up to, and
niow you can use Facebook and Tw it
keep track of all the events and ac
going on at your local Games Workshop
Hobby Centre!

We have created unique Facebook
and Twitter pages for each and every
Games Workshop stare and have passed
the reins over to the store manager who
is, even now, adding all the very latest
news about their exciting events and
hobby activities.

You'll be able to read about
everything that is happening in-store,
including details about up coming events
such as tournaments and campaigns, as
well as all the dates and times for regular
events such as Sunday Beginners and
Gaming Club Nights.

Not only that, but you can also view
loads of image galleries of miniatures
painted by you guys and the stafi at your
local store. In fact, if you ask your store
manager really nicely, you might even be
able to get your works of art on display
for the world to see!

So, to find out what's going on near
you at any time, simply search for your
local Games Waorkshop Habby Centre on
Facebook.com

Following the
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LATEST RELEASES FROM FANTASY FLIGHT

Realm of the Phoenix King

second Battle
e Capital Cycle for

s an invaluable ex
players of the b

In last month's Bloodbath at the Bubbling
Pits battle report we made a mistake, as
Jeremy Vetock explains:

Jeremy: In the heat of the battle | forgot
Golglag’s rule that no other character

can join his Maneaters and joined the
Firebelly into the unit — while in hindsight

Talisman: The Dragon Expansion
The new Talisman Expansion brings the Draconic Lords

legions to life with over
tokens, plus six new characters! This exciting expansion one
offers players even more strategic challe
a new, dual-sided Inner Region. The alternate sides
voi the Phoenix —— allow you to .
or o venture
ever closer to a conirontation with the Dra

and their

NE!

The Black
Library Chart

Exciting news an
the Black Libra
Introducing: the Black
Library Chart. If you've
always wanted to know
what the most popular
fictic m the worlds
of Warhammer and
Warhammer 40,000 is,
then look no further,
The Black Library
Chart of the top 10
bestselling novels will
be announced every
month

stores and on the Black
Library websi
find out if

s the new
Horus Heresy the
the chart or if the
Space Marine Battles

book has ed i J
get yourself down to
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00 new cards and

el a path that requires all new tactics
into the Dragon Tower, leading
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« Reading

¢ Warhammer World

this could easily be explained by the
scenario (the Firebelly guide hired to
lead the Maneaters through the Bubbling
Pits), no proper player wants to bend the
rules to take advantage of an opponent.
Apologies were offered, jibes followed
and, as tabletop honour dictates a future
rematch was planned.

www.games-workshop.com 9
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Deatl on the Ccean Whves
As you'll be well aware by now, this month’s White Dwarf has a deeply piratical

theme — the reason is that Dreadfleet has set sail. Phil Kelly kicks off proceedings by
introducing the brand-new game, with Andy Hall acting as his trusty First Mate. ’
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just simple pitched battles but exciting
adventures in their own right, portraying the
struggle by the plucky Grand Alliance to
hunt down Count Noctilus and his fleet

This quest takes him across the high
seas until he finally comes into conflict
with the Dreadileet in a shadowy reflection
of the Warhammer world. The domain that
the warships fight in is more than just a bit
of the ocean on the map of the Warhammer

#4At the heart of Dreadfleet - our latest
boxed game - you have a revenge story,
something powerful and dramatic. 77

‘A its bare bones I'd describe Dreadileet
as a “Vampire hunt in the Warhammer
equivalent of the Bermuda ngle” As
cuncepls go, | think that's a cool one,
And it's this story that runs through
evely aspect ol the game, from the ste
sil al the heart of each of the scenarios
tw the faniastical tales of the captains
of eath of the game’s warships., "When
we describe Dreadfleet as a “narrative
wargaine”, that’s exactly what we mean
as you play through the campaign, you
igh the story of Caplain Roth’s
ance.” Each scenario is
1in this tale, so they're not

es

play throu
quest fc
firmly groun
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DEATH LN [HE OCEAN WAVES

world, as Phil explains. The game is set
in a shadow realm, known in lej
the Galleon’s Graveyard. Count Noctilus,
the game’s notorious villain, has made the
Galleon’s Graveyard his lair, From there he
is able to pierce the magical barrier that
separates the realm from the oceans to sail
out of the mists and attack any coast

1t is at this point that John Blanche
weighs in. ‘It is this strong sense of place
that really sets the game apart. If you can
a strong location locked down, then
the inhabitants tend to naturally spring
from it. That was certainly the case for
Mordheim, and we wanted Sartosa to have
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CARDS ON THE TABLE
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When you take command of a warship
you'll be given the relevant warship card.
This holds the statline and abi s of the
warship and its captain. It also works as
an at-a-glance guide on how your vessel
is faring during the game. Damage cards
are placed along the side of the main card
. and tucked under their relevant sections,
. Special and irreparable cards are placed
' below for easy reference, while the
; captain’s wound card is placed above.
|
| aMordheim-by-the-sea feel, a suitably antagonists of the story have their own
Warhammer take on the traditional British warship, not to mention their own reasons
seaside town.” The setting f for joining the hunt
drifted away from Sartosa and towards the You get everything you need to play it
shadowy realm. John continues. "When in ane go,’ continues Phil. ‘Warships, cogs
3 depicting the Galleon's Graveyard in the islands, shipwrecks, gaming paraphemalia
arty ame and on the seascape multiple decks of illustrated cards, a full
t had to be dramatic. You had to colour rulebook, even the lavishly detailed
get the feeling this was far more than just seascape — it's all included in the hox!
tumultuous seas, but a realm of magic, At the mention of the warships, my
sentient islands and Undead sea monsters.” attention is inextricably drawn to the

It's interesting to note that while the miniatures on the table before us. They're
ns are steeped in evil, even the good
uys are far from exemplars of valour. “They
pirates and outcasts,’ agrees Phil
1 this story are motivated
by revenge and greed; saving the world is
very much a secondary concern.’
This then is where the game is set - a
watery Undead realm steeped in sorcery! It
is a malevolent place, faithfully portrayed
by the contents of the new boxed game,
‘With Dreadileet the designers shied
away from what would have been seen
as a traditional tack. “It’s not a traditional
naval warfare game, with fleet lists and
saon, explains Phil. "We've set it around
a specific self-contained narrative as this
allowed us to craft very distinctive and
idiosyncratic warships, and create a cast of
colourful characters 1o sail them.’ And what
acastitis! As you'll see a bit later on, each
of the warships is a character in its own
rght, very much reflecting the personality
of its captain. Al of the protagonists and

a
“The protagonists

www.games-workshop.com 13
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Originally, we discussed cardboard islands,




quite literally. We all thought
ensional plastic islands were

r 5o that's what we made!

Dave Andrews did a fine job creating
esoteric islands with skulls, keeps and
Arcane Fulcrums on. It really brings the
ame Lo life, and a fully painted seascape
of Dreadfleet in the midst of battle is a
cautiful thing to behold. To me

s, says Phil.
acly touche
& scenarios, so

on the narrative
e asked Phil

bit more detail. “The narrative
) the game, and the scenari

15 well as teaching you

s whilst showing off the
dth of the system. There’s everything
from treasure hunts, jail br

uvring through maze-like reefs and,
cour

bushes,

aks, ar

h all the rules for operating your
nted a simple system that ¢
ables, with reat replay
e setting down
vork,” explains Phil
ay Dreadilee

I can pick up he
! five min

I
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mm,l-ma-mmml:r the momentum of the
warships forcing you to think two-to-three
turns ahead. The real innovation here,
in my mind, is the Damage card system,
hich adds an element of unpredictably to
the proceedings. If you get enough Hull or
Crew Damage cards you could potentially
k a warship in a turn. However, I've
en ships lurch on with

they're listing, the rudder
mascot has been killed, the
fire and they're moving two
Movement phase, but they're still going!

Much of the warships’ movement

ablishing arcs of fire is done with
‘Il find in the box, and Phil is as
enthusiastic about these as he is with thy
warships themselves. ‘They offer as much
character as the warship models,” he says.

They're clearly of the Warhammer world.
Take the ship’s wheel, for instance, We
could have easily just supplied an angled
piece of card but Aly Morrison created this
heel with skeletal pilot at
and motto on the rim, inspired by
agher concept sketch

So it is that after years of secret

development with Phil and the sculptars
clele 1 secret room, its walls

o, et VA o
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Is yo
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adorned with a
John Blanche ¢ nnu[)! pictures of real

life deep sea lurkers — their labour is now
complete and they |
grab your cu
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GAUGING THE WIND
The wind gauge is an
important parl of the
game. The wind gauge is
placed around the frame
of the seascape 1o show
whence the winds blow.
Expect it to move around
during a battle, What's
more, flipping over the
wind gauge reveals the

x marker, the dark
the Maelstrom,

wwiw.games-workshop.com 15
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SARTOSA

The city-port of Sartosa
is the undisputed pirate
capital of the world. A
city that sits as much on
water as it does land, a
ither

the honest. 1tis a lair of
iniquity, built from the
defritus of the oceans and
an economy that runs on
plunder. 1ts dwelling
made from the upturned
bows of apeing ships
and forecastles pr.\ml
on stilts, The cram
alleyways that cumwcl
the city’s many harbours
are made from rickety
jetties. There have been
many attempts to quel)
the larcenous ac
of its inhabi
entering Sartosa is no
easy matter for the city
is ringed by a wall of
chained galleons, all
with their broadsides
facing outwards..
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DEATH ON THE OCEAN WAV

- aego Roth is the captain of the

He rh'uil.h wmer, the flagship of

the Grand Alliance that ventures
into the monster-haunted depths of the
leon's Graveyard to hunt down Count
Noctilus, But this was not always the case,
nor how our tale truly begins.

For Captain Roth was once an infamous
privateer from the pirate-isle of Sartosa, the
son of the fabled Mapwright Indigio Roth
Roth's skill at the helm and knowledge of
the sea spread his reputation far and wide

ughaut the ports of the Old World and
beyond. He captained the Nightwatch, a
sleek and deadly vessel hired out to do the
work of any who could afford Roth's price,
and at its command hundreds of vessels
were sent lo the bottom of the st

But Roth began 1o long not for the s
but for home, for his wife and child
in distant Sartosa. When he returned to his
home city, however, he found it aflame an
his family slain. Count Noctilus had struck
the nigh-impregnable pirate isle pillaged by
the Dreadfleet, thought by Roth until now
to be only a legend

When Roth returned to his home he not
only found his family lying dead, but also
his father, whose body lay curled around
several strange artefacts. Roth prabbed

4

ack

the artefacts - an eldritch moondial, a
great shell with a sea-chart pinned to its
insicle and an enchanted Arabyan spyg|
buried his family and swore an oath of
revenge upon Noctilus and the Dr
Then he set sail for the Empire to find
But there he was to find that no aid
was forthcoming except that which he

1f. The courts of

could provide hims
nobles had no time for tales of the Undead
and the cult of Sigmar was en, din

ng war against the enemies of the
Empire elsewhere. Roth was enraged and
exasperated, and in his desperation stole
the Grand Theogonist's own warship, the
mighty Heldenhammer.

From there he set sail for the south,
raiding the tomb city of Zandri for ancient
coins to pay for aid, for the Heldenhammer,
mighty as she was, was but one ship. The
Golden Magus, captain of the pleasure
warship Flaming Scimitar was first to be
bought, followed by Aranessa Salispite, the
Pirate Queen of the Swordfysh.

Grimnir’s Thunder was last to join the
Grand Alliance, if only because its captain
had a similar taste for revenge, before the:
set sail for the Galleon’s Graveyard, and it
was there that they found the last of they
alliance, Prince Yrellian of the Seadrake. t




er,

( irates have long been superstitious
folk, believing in tales that the

more rational folk would find

of the Galleon'’s Graveyard, a
alm infested with the unliving
and the source of a curse upon the seas of
curse that when a ship sank its
wreck would vanish completely overnight
Some dismissed such occurrences as

2 the work of sea monsters or savage

the waorl

Nyklaus sought the maelstrom festering
in the distant heart of the ocean, a skull-
strewn vortex that was a tempest of magic
that drew the dead to it like a lodestone
Mastering the art of Shadow Magic, ane
particularly baleful Geheimnisnacht he
enacted a mighty ritual that translocated

not only Nyklaus himself, but also his castle

and all his Undead minions. Feasting upon
the dark magic of the Maelstrom, Nylaus
raised up the shattered remains of dead

#4For it was in this fell realm that Count
Noctilus made his lair, and from its cursed
denizens that he raise the Dreadfleet. 77

currents, but the rumours persisted that it
was the work of more malevolent forces
And so it was, for it was in this fell
realm that Count Noctilus made his lair,
and from its cursed denizens that he raised
the Dreadfleet. This was not always so,
however, as Noctilus was once known
by another name - Nyklaus von Carstein,
whose own home was in the distant land
of Sylvania.

warships ta form the hull of the Bloody
Reaver, and just as his realm was reborn
within the Galleon's Graveyard, so too was
Nyklaus reborn as Count Noctilus,

Count Noctilus has since founded
his own darkling empire, binding the
Shadewraith to his bidding, reanimating the
rolting carcass of Skabrus and striking foul
deals with the captains of the Black Kraken
and the Curse of Zandri.

THE MAELSTROM
At the heart of the
Galleon's Graveyard
lies the Maclsteom, a
sentient whirlpool that
pulls shipwrecks, the
plunder and the dead
of the seas beyond the
veil. It is here that Count
Noctilus hides his time,
is lair amidst
the corpses of long-dead
sea monsters and islands
scoured by unnatural
winds. To breach the
ethereal boundary of the

all but impossibl
only managed to do

s0 by using the arcane
maandial left to him by
his father.

www.games-workshop.com 17
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“>aptain y Roth is the mastermind
and driving force behind the
/ Grand Alliance that opposes Count

Noctilus’ Dreadileet. Blaming the Vampire
for the death of his family, Roth will stop at
nothing to get revenge on his nemesis.

The Heldenhammer was once the
personal flagship of the Grand Theogonist.
That Jaego Roth had both the courage and
temerity to steal such an illustrious warship
is testament to his grim determination to rid
the Galleon’s Graveyard of Count Noctilus
once and for all.

THE WARSHIPS OF THE GALLEONS' GRAVEYARD

he flagship of the Grand Alliance,
the Heldenhammer stands out from the rest
of the fleet. It resembles a three-masted
galleon, but on an unprecedented scale

the warship features hundreds of great
cannons, entire batteries of siege mortars
and murder holes for snipers. The warship is
unmistakably of the Empire, fish-tailed mer-
gryphons on the sails adding a naval touch.
At its aft stands a grand temple, and it has a
titanic figurehead of Sigmar mounted on its
prow, whose gigantic hammer is designed
to smash enemy ships apart.




“vaptain of the Bloody Reaver and
undisputed master of the Dreadfleet,
s

Count Nocti is behind the events
that have led to Jaego Roth's crusade
of vengeance at the head of the Grand
fleet
From his mystical realm, Noctilus used
ry to bind the wreckage of
the ships he found there to forge a warship
of staggering proportions with which to
dominate the seas and drown the mortal
world in blood. The Bloody Reaver began
as the Sylvanian castle of Count Noctilus

but the Vampire has since built up around it
the shattered hulls of ships he has destroyed

and it is manned by thousands of dead
crewmen raised once more to serve him,
The rocky crag on which it was mounted
has also been torn from its
place, as has the pathway and br
led to Noctilus’ desolate lair, le
model a real sense of its enormous scale. It
is a sea-faring hulk, replete with the myriad
hulls of broken ships and galleons that are
both Gothic and suitably grand enough for
the dread Vampire captain found within.

www.games-workshop.com 19
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THE WARSHIPS OF THE GA

~ grer origins are shrouded in
mystery, but Aranessa Saltspite
< is nonetheless one of the n

i hirate captains of Sartosa, a sel
styled Pirate Que e, she is th
da er of the st nn himself

with brine for blood. To others, she is a
mutant who cut off n fishtail after
being cast out of her Norscan tribe as a
child. What cannot be denied, whatever
her origins may be, is that her skill at the
helm or with cutlass in hand is such that
none can dispute her lethality in battle.

| EONS’ GRAVEYARD

The Swordfysh is manned by a motley
crew of cutthroats and brigands in their
hundreds. Her warship displays a stro
fishy theme, as befitting that belonging to
the daughter of Manann, with crown shells
and the teet monsters decorating
the hull, se sennants and the
addi i + fin in place of a rudder.
Other defining ils include Unicorn
Whale horns on the masts, a ram made
from a massive sea beast and a Sea Giant
skull figurehead with colossal jewels set in
its eye sockets.




g countless
asures from the city of Zandri
, he cou
nces of his actions.
Roused by the desecration of his realm,
King Amanhotep vowed eternal v
on those that had stolen from him
Summoning forth his skeletal legions,
Amanhotep commanded his tireless
servants to labour night and day until
they had built a warship worthy of his
quest for revenge. After many long weeks

ot have

geance

of relentless construction, the Curse of
Zandri was finally ready for the hunt. King
Amanhotep’s royal warship is crewed by
hundreds of skeletal oarsmen, and no less
than a Necrosphinx and four Necrolith
Colassi stand ready to protect their master
should the need arise.

The great gem at the tail's tip acts as
a prism for the Light of Pira, focusing the
incandescent energy into a devastating
b »i light. This warship also boasts
Sereaming Skull Catapults and dozens of
ballistae firing from its portholes.

wiww.games-workshop.com
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~~=y 0 eccentric wizard rich beyond
the wildest dreams of a merchant
+ prince, the Golden Magus is a

exotic tastes and fine manner. But

beneath this sophisticated exterior lies an

elementalist of incredible power.
Flaming Scimitar, warship of the self-
styled Sultan of the Seas, appears as a
pleasure-barge, complete with libraries and
an extensive harem, but this belies its true
nature as a warship of terrible potency. The
Golden Magus has bound many elemental
spirits that he can command in battle,

THE WARSHIPS OF THE CALLEONS’ GRAVEYARD

setting his enemies aflame with Fire Eireets,
or filling his sails with the roaring breath of
Tempest Djinns.

As the warship of a sorcerer from the
lands far to the south of the Empire, Flaming
Scimitar displays a unique and individual
design. The exotic nature of the minarets
really help to set it apart from the other
warships of the fleet, each housing one of
the great elementals — the Tempest Djinn
and the Fire Efreet — for which the Golden
Magus is famed. The designs of the sails
echo these elementals

S o i

R =



s, > very mariner that sails the Great
of Ocean has heard the tale of
7 Vangheist and his turncoat crew,

- for it is a tale of bitter treachery and greed
ing Lured by promises of immortality, Vangheist
I slew his wizard master in cold blood, not

. wishing to share that which he sought

. And immortality he received on reaching

o journey’s end, though it was not in the

| manner that Vangheist expected. When

the warship returned 1o the mortal plane,
both crew and vessel had long since rotted
‘away, leaving nothing but a ghost ship. It

had become the Shadewraith, doomed to
spread the misery of its eternal curse to all
who look upon it

The ghostly pirate ship projects an
eerie Undead feel, with its tattered sails
and exposed hull suggesting the image of a
rotting animal carcass. lts hull features rows
of antique cannons throughout its rotten
hull, but what identifies the Shadewraith
as an unnatural entity more than any other
aspect is that it floats above the waves, held
aloft by the tortured souls of the crew, the
sea beneath it recoiling from its touch.
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2cion of the Gunnarsson Clan, Red
J Brokk is well known as a nasty old
battlehammer of a Dwarf with little
love for anything other than the wondrous
seagoing engines for whi = is famed, His
ingenuity and ability in the field of naval
warfare has been proven time and again.
But a recent run-in with his former
colleague and arch-rival, Tordrek
Hackheart, saw his Ironclad destroyed
by the Black Kraken. Now at the helm
of his Grudgebreaker-class battleship,
Gunnarsson has returned to the ocean

THE WARSHIPS OF THE GALLEONS' GRAVEYARD

with Jaego Roth, the manling captain that
rescued him, to hunt down the Chaos
Dwarf and settle his prudge.

The only thing that a Dwarf trusts less
than a flimsy wooden boat is an EIf, so it
is that the silversteel battleship is both an
imprep; > floating fortress and aircraft
carrier all in ane. The heavy plating and
advanced engineering that has gone into its
forging is prevalent in its every aspect, from
the steam-driven paddles in their armoured
shells to seli-loading, swivel-mounted flame 3
cannons and industrial-sized en;




The 4 ﬁl{}( ]\nb({w

( ™ elore his descent into bitterness
/ and jealousy, Tordrek Hackhart
« once one of the most gifted

Dwarf Engineers in Barak Varr and the
disputed master of building submr
Ultimately his intense rivalry

with Red Brokk Gunnarsson was to be his
downfall, and he was banished in ignominy
tor his failed attempt on Gunnarsson's life.
Hackhart managed to escape in his latest
Ereation, a strange tentacled warship, the
Black Kraken
of troubled fever-dreams.

that he had built after a series

DREADFLEET '

ﬂ-t.-;,"

The most recent myths to surround the
Kraken-ship speak of its allegiance to the
Dreadfleet, though what unholy bargain
was struck remains unknown.

Tordrek Hackhart's ingenious creation
v captures the spirit of a terrifying
sea creature - if anyone could build
such a metallic behemoth, then it would
be a crazed Chaos Dwarf Engineer. The
articulated tentacles lend a sense of the
sinister to what is already an esoteric
submersible. Its twin paddles are visible,
safely ensconced within the ‘abdomen’.
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( rince Yrellian of Ulthuan, the
pnm born son of Phoenix King
< Finubar the Seafarer, fell in love
with the open ocean in the first years of

his infancy. Behind their back, many of

the court whispered that his love of the

sea was about the only thing that he had

in common with his father. It is perhaps

for this reason that after losing his younger
brother to a Leech Wyrm's gaping maw that
Prince Yrellian has refused to return home
to deliver the news without his body. So it
was that he went into self-imposed exile,

THE WARSHIPS OF THE GALLEONS’ GRAVEYARD

scouring the Gallean’s Graveyard in a bid
to bring his brother home, accompanied

as always by his faithful Dragons. Swift
and graceful, the Seadrake’s elegance is
beautifully represented by its sleek sails and
long, narrow hull set low in the water. The
mast towers further reinforce the warship's
scale and magnificence. The rearmost
tower is where Yrellian can stand to
communicate with his Dragon allies. These
mighty creatures are almost as powerful

as warships, taking to the skies and
immolating their enemies with dragonfire.
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id (“-huska\'rn|.\l-|\>nlkun\\'n mighty Necromantic ritual to raise the Orb
g / as Skretch, Warlord of Clan than, but also inadvertently brought
Skurvy, was once a prasperous kretch and his crew back to life too!

piratical mastermind. But his luck ran e any other warship in the fleet
out when his flagship was swallowed up the Skabrus is very much the Zombie of the
by an Orb Leviathan, having mistaken Dreadileet. Its exposed organs have been
its bioluminescent lure a haul of crudely built upon by the Skaven, who use
warpstone. With verminous desperation warp generators and the corpse pases of the
Lo survive, the trapped Skaven ate the decaying creature itself as both a propellant

hese giant beast from the inside out, but were and means of powering their deadly

| asphyxiated before they could escape arsenal. The Skaven have replaced the Orb
the sea monster’s husk. Discovering its Leviathan’s bioluminescent barbel lure with
drifting cadaver, Count Noctilus cast a their former ship’s Screaming Bell
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Corpse Reef

To introduce you to the new game, Jervis Johnson (in the guise of Captain Jaego
Roth) and Phil Kelly (playing the role of Count Noctilus) guide you through a
scenario from ear\y Jin the tale of Dreadfleet. Welcome to Corpse Reef...

WHITE DWARF



7 he players had set up Corpse Reci
s it had a few tricky reaches to
C navigate, Each had a set of Order
cards to hand, and the Damage and Fate
decks had been shuffled and placed next to
the seascape — it was time for battle!
Dreadfleet is played in game turns,
with each player taking it in turns to act
with their warships. The first phase of the
game turn is to determine initiative, which
Phil won in a D6 roll-off. This was then
followed by a Status phase but, as this was
early in the g, ere was nothing to
50 we quulx moved onto ta the
ase. As Phil had the initiative he was
the first to draw a card, gaining an Assassin
thing he could use later in the
rvis then picked a Fate card that
ed a damaged ship to repair a Hull

card, but was not applicable as
had just begun. The wind gauge
moved along the border of the seascape in

accordance with the icons on Jervis and
Phil's Fate card

Phil went first. In a larger game he
would nominate one of his warships to
move and fire, then Jervis would active one
1 Phil would choose a second

~ = 7
e Cursed 2Jeas

warship per side, the players just had a
single vessel to activate each turn. Phil
began by giving an order to his ship, ‘Fire
As She Bears', ensuring that should Jervis
launch the Heldenhammer’s broadsides at
his warship, then the Bloody Reaver would
get to shoot first, The w r‘v||E!J then closed
with the 5w 1 1o use ‘Full
Speed Ahead’ for his |=r(|(-r but as he started
the turn with the wind in his bow - wn
as being caught in irons — he couldn't issue
it, so he also elected to order ‘Fire As She

. Jervis want

=7

af

phase is an
important part of the
when the Gallean's

of events oceur, from
Undead sea monster ers

T <

and applics the results if
able. Unless stored iol
future use, the card is
then placed face up on
the discard pile.

cards can akso

)

}/

)

Ve

He then took a Command check to
see if he was still caught in irons; a failure f the card denotes the
would mean that Heldenhammer would be
slowed by the current wind speed twhich

1 at this point). Thanks to Captain ¢
Rath’s superior leadership skills, this was of the seascape. The
easily passed, and so the Heldenhammer number on 1

The following turn saw the players enter
ly navigate through Corpse Reef,
Jervis taking a northern tack, while the

r headed south-west. At one
point Jervis could have fired his broadsides
fed to hold off until he was nearer
with his firing arc unimpeded as the first
broadside of the battle always gives you a

Fa
alter the wind gauge. The
icon on the bottom right

Jo

bottom
left denotes the wind
strength.

CHANGE HEADING

The titanic warships of
Dreadfleet are difficult vessels to
manoeuvre — navigating through
the straits of the Galleon’s
Graveyard is certainly not for
the faint-hearted! A warship’s
manoeuvrability is determined

by its Handling characteri
The lower the Handling value
the easier your warship will

be to turn. The Handling
characteristic of a warship is the
number of inches in a straight
line the vessel must move
befare it can change heading
For example, the Bloody Reaver
musl travel 5" in a straight line
before making a 45 turn - not
much good if a rocky island is 3"
straight ahead!

To turn your warship, simply
place the ship’s wheel device so
the inside edge is flush with the
side of the warship’s base. Now
pivot the model around so that
the front corner of the warship’s
base never leaves the centre of
the ship’s wheel.
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ORDERS
In the A
when you activate
warship the first thing
you do is issue an order.
There are five orders to
choose irom and each
will give your warship

a certain advantage for
that turn. These range
fram a free chan

~=n the third turn Phil gained the
initiative, His Fate card summoned
2 adread Bone Hydra from the inky
depths, which had to be placed within

an inch of the warship closest to the

wind gauge. This just happened to be the
Heldemhammer! b gleciully placed the
sea monster in the starboard arc, where the
Bloody Reaver was as well - a cunning ploy
to force Jervis to deal with the Bone Hydra
or ignore it for a shot at the Bloody Reaver
at his peril. The next Fate card prompted
the second of the three sea monsters
included in the game 10 emerge - the Leech
Wyrm rose from the foaming sea! Two sea
monsters rising in the same Fate phase is
highly unusual, in fact, Phil was certain

it had never happened before. This didn't
allay Jervis’ fears as the second monster
was positioned just 17 from his warship.
This time Phil placed the sea monster right
in front of the vessel to slow down the
Heldenhammer, From a story perspective,
the game was hitting all the right notes
and we could easily imagine this was a
cunning trap set by Count Noctilus, luring
Captain Roth into the Corpse Reef to then
have his warship attacked by three Undead
monstrosities of the deep in thrall to the
Vampire Lord!

opponent’s ph.lsr‘ and
repairing damage. A ;,nud

given time. Ta issue an
order you need to make
a successful Command
check by rolling equal

to or higher than your
captain’s command value.
For example, Captain
Roth’s Command is 3+.

e
FIRE!
The warships of Dreadfleet
are bristling with hundreds of
cannons. Any other ship would
be blown out of the water by
a single broadside, but each
warship is a hulking construct
in its own right and so stands
a chance of surviving - if not
entirely unscathed.

To fire a broadside, select
a target model in your side arc
(which extends 45° from the
corners of the base), then roll
dice equal to your warship’s
broadside value. You'll need a
4+ to hit if the target is in shorl
range (0-6"), 5+ if the targel is
in medium range (6-12") and
6+ if the target is in long range
(12-18"). The targel’s aspect
is important, as il you hit it in
the front or rear arc you get a
raking shot and so a +1 bonus
to hit. The captain of the target
vessel gets to make a saving,
throw for each successful hit. A
damage card is then drawn for
each unsaved h

CORPSE REEF

Lught // ‘. m(!/
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The Bloody Reaver continued its stately
southern move, turning west and heading
into the reef to avoid the formidable
cannons of the Heldenhammer. Jervis
had other things on his mind rather than
chasing the Vampire - he had sea monsters
1o deal with. Luckily he was equipped with
the right tools for the job — a giant warship
bristling with cannons and large hammer
The Heldenhammer sailed directly forward
and came into contact with the Leech
Wyrm. In the Broadside phase, Jervis let rip
at the Bone Hydra with a full six dice (the
largest broadside of any warship) and only
needed 3+ to hit as the creature was both at
short range and its gun powder was dry — it
was the Heldenhammer's first shot of the
battle so Jervis got a +1 to hit. As expected,
the Sea Monster collapsed back into the sea
whence it came. But Captain Roth was not
finished yet. Before the Leech Wyrm could
attack Sigmar’s Wrath, the Heldenhammer's
steam-powered figurehead, brought its grea
hammer down onto the creature. Anything
hit by Sigmar's Wrath takes D6-1 Damage
cards, and Jervis rolled high, consigning
another of the evil denizens back to the
murky depths. With the sea monsters dealt
with, Captain Roth could turn his attention
back to sinking the Bloody Reaver.




isters
with
ship

saw Jervis take the
hance to catch up

his quarry to hem into range
2 proud gunnery crews under the

§ decks. The Fate phase
woe 10 both ships. Jervis
azlo’s Fire and both vessels

m-\ applicable
r your vessel

nd rigging on fire, Phil’s

; irin,

intervening, whether that's

shipwreck or r warship,
50 the broadsi

island

r that a few of the other w
only have a Broadside value of
All rolls hit and damaged as Phil failed all
three of his 5+ armour saves, The Bloody

in total!

{‘fhe Bloody Reaver was rocked as
cannonballs and mortar shells impacted
upon the warship. 77

repair order sssfully
Issue, despite Captain Roth’s ability to
[ rnl!(umn.m(l(ln cks. slowed h\

b sluggish sw
but still managed to brir
Reaver into range. This time Captain Roth
didn't hesitate; ‘Fire!” he barked, and

the Heldenhammer s cannons roared in
response. However, as much as Jervis
would have liked to roll all 6 dice for the
Heldenhammer s broadside, Dreadfleet
has very simple rules regarding partial
shats, By drawing imaginary lines from

w was rocked as cannonballs and
mortar shells impacted upon the warship.
Phil drew three [ !lrm\u cards - two Hul
Damage and one sy R Damage
card, which increased its Ha mz\lm
by 2. This would make the Bloody Reaver
far more difficult 1o manoeuvre, a tricky
proposition, considering it was about 1o
straits of Corpse Reef
Unsurprisingly, Phil started his Action
phase by successiully issuing a R
arder and removing the Rigging Damage
card. The Bloody Reaver returned fire
but its cannons could not pierce the
Heldenhammer’s hull.

corridor. Anything

FIFEE AN

el

LI,

When a warship is
damaged — be i
devastating broadside,

a desperate boarding
action, being set ablaze
ar any of a myriad other
ways  the vessel’s awner
draws a Damage card.

It's quite passible th
ak

cards pumm or
even in a single broadside
and go from by
healthy to crippled in
very short space of time!
Hull Damage cards and
Crew cards are the most
dangerous, but there are |
many other types in the
deck, everything from
‘Rudder Destroyed” lo
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aground it must imme

then it moves D3+

may the

is not a good

[ ]

HERE BE MONSTERS
The seas of the
Warhammer world have
ever been home to
that lurk beneath the
waves and the Galleon's
Graveyard even more
so. In the Graveyard,
the bones of these
creatures rise again a
Undead monstrosi
Dreadileet includes th
such creatures that can

from the depths
1o attack, While th a
mansters will suri
strike indiscriminatel
as a Vampire, Noct
can control the
creatures and so ord:
them to attack and hinder
the Grand Alliance.

32 WHITE DWARF

HL N‘\IH\C ACROU[\D
Staying clear of the racks isn't
easy. A warship must move at
least its Handling value before
it can change heading, and
even then the maximum turn of
45" may not be enough to avoid
hitting something sharp and
jagged. When a warship runs

take a Hull Damage card.
However, its problems do not
end there. In the following
Action phase the vessel must
Escape Jeopardy by making

a Command check. If it does

" directly
away from the obstacle. 1t
make one change

of headsn;, but no other
movement is allowed. In its
next Action phase the warship
may finally get underway once
again. Being stationary for long
lea in Dreadileet
as a warship will surely be

at the mercy of faster and
more manoeuvrable predators
seeking fo take advantage.

tely

«

espile the heavy damage, the
-’ Bloody Reaver was far from
sunk. In fact, the warship was
notoriously difficult to sink due to its
special ability o regenerate.

In the fifth turn of the h.\.llv Phil won
the initiative and in t is phase used
his Regenerating Hulk ability to remove a
Hull Damag ith a successful roll
He rh w a Fate card and the
third sea monster - a Sea Giant - surfaced
to cause chaos. The Heldenhammer was
still closest to the wind gauge, so Phil
placed the monster in the warship’s port
flank. Jervis gained a Brief Respite for his
Fate card as the normal effects were not
applicable, so he tried to discard a Damage
card, but failed to make the required roll

Phil issued a ‘Hard-a-Starboard’ order,
allowing him to make an immediate
change of heading (to starboard, obviously)
although he could use the order at any
point in his Movement phase if he so
wished. As it was, the Bloody Reaver turned
early so as to avoid the shipwreck it was
rapidly approaching. It also allowed Phil
to bring the pursuing Heldenhammer into
the Bloody Reaver’s firing arc. It was time
for the Heldenhammer to get a taste of its
own iron-shod medicine, and so the Bloody

of 4+

CORPSE REEF
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Reaver fired its broadsid
warship has a Broadside
reduced to 2 to the intervening islands.
Even with the +1 bonus for a raking shot,
Count Noctilus couldn’t land a blow.

ly issued a ‘Hard-

Jervis also successf
a-Starboard’ order to allow him to move
away from the Sea Giant and gain on the
Bloody Reaver. He fired his broadsides
hit once but this time Phil made his armour
save, so didn’t sustain any further damage,
It was then the Sea Giant’s turn. Control of
sea monsters always falls to the opponent of
the player who has a warship closest to
monster itself. At the beginning of this tur,
Phil would have had control, but with Jervis
maoving the Heldenhammer, the Bloody
Reaver was now nearest the Sea Giant,
leaving the monster in thrall to the Grand
Alliance. Jervis wisely sent the creature off
towards the Bloody Reaver but it was a few
inches short of its tarpet.

For the sixth turn, Phil kept the
initiative, and deftly moved through the
rocks, bringing his vessel to bear on the
Heldenhammer. He fired another partial
broadside and damaged Jervis’ ship.
However, another failed order for Jervis left
the Heldenhammer careening towards a
rocky outcrop, which it crashed into!




and
nour

on the reef, Count Noctilus saw

his chance. He issued a ‘Full
Speed Ahead” order, allowing him to swoop
round the intervening island and then
close on Captain Roth’s flagship with a
late burst of speed — an extra 206 inches
10 be precise. Phil rolled a bonus 8°; not
quite enough to contact his prey but the
crew were now within spitting distance of
each other. All Jervis could do was make a
successiul Escape Jeopardy roll and move
off the reef. His free change of heading
allowed him to unleash a devastating
broadside into the Bloody Reaver, which
resuled in another two Damage cards.

Winr
key, If Jervis won it he could s
keep pounding the Blaody Re.
If he would surely close with
the He mmer and start boarding, and
as Noctilus warship has the highest crew
compliment in the game, this is where he
could do the most damage. As it was, Phil
got the Ir e {again!) and sailed straight
inta the side to initiate a boarding action

e ’)nh the Heldenhammer gmul.uf('d

ver from afar.

Al ﬂﬁ(f:tﬂ).i

Phil rammed his prey at a cheeky angle
to allow him to broadside, inflicting anather
Damage card, but it was in boarding that
m-knm he could gain the upper hand.

Captain Roth sought out Count Noctilus
and the arch-enemies engaged in a duel,
both wounding each other. The boarding
action saw Phil rolling 7 dice to Jervis’ 4
ithe Heldenhammer’s crew is 6 but he had
two Crew Damage cards, reducing this by
2). Jervis scored one victory (a roll of 2 5 or
more) to Phil's four. The Bloody Reaver had
won the boarding action by three, leaving
the Heldenhammer listing badly.

Jervis tried to disengage his warship
from the Bloody Reaver but failed his
Command check and so was forced into
another boarding action. He couldn’t
even fire his broadside, due to the way the
Vampire’s vessel had contacted his own
o of its hull was visible). So it
was that Captain Roth and his crew fought
the Vampire yet again. The Men o’ Bones

(less than 50

ds, and won the day. The
o retreated into the mists.

.- f~ o
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SWASHBUCKLING 7
In boarding actions e
captains will seek
ach other out to
fight in a duel. Their
prowess in duclling
is represented by the

i shbuckling
he higher
the better. Players
an amount of dice
equal to their captain's
Swashbuckling, looking
far 5 and bs. The captain
with the most vi
wins the duel and his
opponent takes a wound

od

? /,mrﬁ/}/,’ VIS

the wound E.tllh below.

When warship
crews draw th

BOARDING ACTIONS!
clash they fight a boarding action as

cullasses and swing onto the enemy

vessel. Boarding actions are fought by rolling dice
equal 0 your current Crew value and counling how
many 55 and 6s you have rolled. The opposing
does the same, and the player with the most ‘viclories’
wins. The losing warship must draw Damage cards
equal to the difference he lost by,
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A]llance as 11(' seeks his rcvcnbc upon Count Noctilus and the sinister Dreadfleet.

Assemble the fleet Into the Galleon*

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER
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Dreadileet provides
great factical challe
10 would-be ca

e to

can the oth

1o a canny caplai
advantage, from the wind
gauge to the shipwrecks
In fact, there's
1 than we can

n this tactica, even
more tricks to master.

WHITE DWARF

ains if
emerge from
leon's Grave
alive. Each warship has
its own strengihs and
weaknesses that must be
learned to get the best
out of them, but so oo

in nautical skullduggery.

of epic

d

Ullimate Miratical Ba \|||\-\.H|H||mz|'z
keep some princ

HAVE A

AN

1 without a battle plan is e.
and will ¢
getting in each other’s way

ind his own

of all prrate lords, Because of this, rule

TACTICA: DREADFLEET

It’s time to raise the black flag and slit some throats! Captain Gt
Phileas ‘Sidebeard’ Kelly gives us landlubbers a five-step lesson i

his may seem obvious enc
you'll be surprised how ofter
abandon his overall ba

to seize upon
his unsupy

s Forvapid espe
3l Il need to plan . ahead to wir

That's all very well and d’, you
say, arms crossed and eye patch raised
expectantly, 'but what in Manann’s fishy
codpiece constitutes a good battle f
su one thing right now;
it starts with knowing your foe.

ant’
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Put

ifferent warships are goad at
different things, so you should
employ them accordingly. You
nmi to understand each warship’s strengths
and weaknesses 1o make intelligent choices
as the game unfolds.

I've summarised these in the table
below. Note that a warship with an entry in
bold is arguably the bestiworst in the game
in that particular field - the Hel f:fwthnnm
has over 180 guns and a huge hammer, but
mass makes it difficult to manoeuvre.
aglance, the Grand Alliance has
the advantage — it has the most all-
round ability, the warships are faster,
have powerful abilities and two of their
auiliaries are small warships in their own
right. However, the Dreadfleet can take
more punishment, are better at boardi
and they have the home advantage
many Fate cards that benefit the
t than the Grand Allia

Loosely speaking, the Dreadileet should
launch boarding actions on vulnerable
warships whilst the Grand Alliance is
loaking to maximise its opportunities to
manoeuvre into position to broadside. Let's
look at the warships in more detail.

e,

ANVILS

Bloody Reaver, Grimnir’s Thunder,
Shadewraith

Anvils' are extremely durable warships.
You can stick an anvil in the path of danger
and - provided you've not offered any easy
ng shots to the enemy warships — it will
incoming broadsides with only a
few Damage cards to show for it, You can
then use vour other warships to pick on
enemies committed to taking out the anvil
Deplay anvils up front and
in - hopefully the foe will take the bait and
expase weak points in his own formation.

HAMMERS
Heldenhammer, Skabrus, Curse of Zandri,
Bloody Reaver

‘Hammers’ are warships that can hit

really, really hard. They have lots of guns
{or in the case of the Skabrus and Curse

of Zandri, great offensive abilities) and
hence can make devastating broadsides on
warships you've pulled out of position with
your Anvils. Hammers with a high Crew
characteristic should pounce on wounded
enemy warships — one well-timed boarding
action can change the course of the game.

RAPIERS

Seadrake, Shadewraith, Black Kraken,

the Dragon auxiliary

‘Rapiers’ are precision weapons, where
skill becomes far more important than brute
force. They can nip around the back of an
enemy formation to deliver a punishing

rake, launch a perfectly placed boarding
action, snatch an objective from the foe or
lure a warship out of position before they
slink out of harm's way. You'll often need to
use your captain’s special ability to pull off
really sneaky manoeuvres, so don't attempt
them unless he's in good shape to issue

orders - anything less than a 3+ and you're
asking for your plans to backfire.

CUTLASSES

Swordfysh, Flaming Scimitar,

Curse of Zandri

‘Cutlass” warships are great all-rounders
and capable in pretty much any theatre of
war, They can shoot, they can fight, they
have some great abilities, but they don’t
excel at any one aspect of war. The best
way ta use your Cutlasses is in support of
your other warships” tactical plays - | like
1o keep one warship back a little in order to
respond as the game unfolds

RAKE 'EM LADS

Even though an enemy
showing its bow or stern
presents a smaller target,
a hroadside that ploughs
into the front or rear can
tear through the entire
length. This is called

the fore or aft arc of
rget, it has +1 to
.

with the +1 modifier
a warship gets for its
first shot of the game. A

mere 2+ to hit!

¥
THISWARSHIP.. IS GREATAT.. BUT NOT GREAT AT..
Idenh d , ram allacks, boarding actions Manoeuvring, raw speed
Swordfysh All-round ability, ram attacks N/A = she's an all-rounder
Faming Scimitar All-round ability, raw speed, flaming attacks Swashbuckling |
Grimnir’s Thunder Armour, auxiliaries, flaming attacks, repair Raw speed |
Seadrake Raw speed, manocuvring, auxiliaries, command Broadsides
Bloody Reaver Boarding actions, durability, shbuckli ng, raw speed |
Curse of Zandri Boarding actions, durability, flaming attacks Raw speed |
Skabrus Broadsides, escaping/generally running away Command
Shadewraith Durability, manoeuvring Broadsides, Auxiliaries
Black Kraken Boarding actions, manoeuvring, surprise altacks  Broadsides
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P, '!m.ml;.:\nur\v.\r-lnlh are so
they can shrug off an
& enemy cannonad
volley of cannonballs, not a pirate-themed
soft drink - Ed) and batter a seafort to
rubble in the process, the really big ones
handle like pregnant whales in treacle.
Staying away from the treacherous rocks
and shipwrecks of the Galleon's Graveyard
is not as easy as it looks. The rules for

wind speed and handling are deliberately
unpredictable; even the most careful
captain might find he’s obliged to move

his warship forward into that sea monster/
cliff face/daemonically possessed mecha-
kraken. Because of this it's generally good
practice to stay at least 3" away from
obstacles and other warships.

The the scenario is king when it
comes o deployment — many scenarios will
require you to invent a specific battle plan
for a specific goal. Instead of giving away
the best tactics to ‘solve’ the story-drive
arios, we're going to concentrate on a
aht up fight. In the box out on the right
well laok at deploying for one of the large
scale battles in Scenario 8.

Go v W

sce

stra

(- he best way to kill an enemy
/ warshipii4 16 gang up en it
and though this is true for

broadsides,

it goes double for boarding

£ vo-against-one boarding action
will almost always see the out yer
warship scuppered. To achieve this you
need your warships to support each other
and stick together in twos and threes if
possible. Some players like to keep all their
warships in the same area of the seascape;
undeniably a strong tactic in a game where
battering the other guy is the only goal
Those of you I‘Ir\\lh‘l\ with naval history
m:;!ln recog wing tactics, albeit
less in the way of dragons, ghost ships
iant undead electro-whales.

ZONE OF DEATH

WHITE DWARF

TACTICA: DREADFLEET

W

THE GRANDALLIANCE

The Grand Alliance’s plan is to attack one or two warships to the exclusion
of all else o secure numerical sup srimmir’s Thunder is up front

as the anvil. The Heldenhammer waits alongside as the hammer, ready to

blast or hoard anything that comes close. The rapier, the Seadrake, is placed
behind the fleet, ready to dash around the flank of any damaged warshi
His cutlasses, the Swordfysh and Flaming Scimitar, are in support, ready to
concentrate on the most damaged foe, or o reinforce any b

Line abreast is a powerful
affensive formation that
enables your warships to
easily launch boarding
actions and to react to
the enemy. You can head
ta one flank or the ather,
gang up on any warship
faolish enough to cha
or use one of your anvils
ta shield a wounded
warship. However, sailing
line abreast into a fleet
that is line astern will see
vou dead in the water.

LINE ASTERN

This is a very shooty formation, Each
warship presents its flank to the enemy
denying the enemy any shots on their prow
or stern and giving them a great chance

of raking anything thal approaches. The
warships have overlapping fields o
meaning they can gang up on things.
Uniortunately if your enemy somehow gets
around you, your own warships will end up
n each other’s way

w Ay

0
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;, DREADFLEET
Fighl Like a Dirale

y tricks. Pirates

jior | THE-THONE' 3 4 ;

e, this means
aren't known for their honour

N

o/ all. Lets look at three such tactics. -_.\.
THEDOUBLE WHAMMY | ::\
When launching a boarding action, don't 3
plough foe. lhumu- -

4 but |
the rest will regret such hastiness. This is
because once you are locked in a boarding |
acton it usually means a fight to the death, |
and your enemy can fire upon you e | »
i ctivates his warship. Trust me, you | |
ant that to have a +1 madifier for | |
g if you can help it (the T-Bone, ¢
Instead, go in at an angle so you can fire at
close range before launching the boarding
Double Whammy, right), With :

of luck you'll damage his crew, giving
you a better chance of

nning
Y BLOCKADE |
for the faster warships in the

ach not only stops your
varship in its tracks but also
e your opponent to launch a boarding
orow-first after weathering a storm
of fire. To pull off a deadly blockade, move
your warship so that it is only a fraction of

nt of an enemy vessel — whi

an inch in fr

he will not
hout inadvertently
hoarding action. To compe
first use the ‘Fire as She Bears’
his means you can move, rake tf
my at close range, rake again when the
contacts you, escape his retaliatory
{ then fight the enemy in
Actions sub-phase. Not
sady Reaver can laugh that off Ry R e S
y this on the Hel
offends. e~

THE DEADL‘{BLOCKADF

1t activates

v wil

IH AUXILIARY STALL
ant of the deadly blockade, this uses
liary to block a warship. In most
auxiliaries are pretty disposable

. rubbish in a fight but great at getting in

the way and generally being a nuisance.
ol \\I\.\II @ as not want |n

ove your other

when you di
in front of tf
it can onl
crush the

s biggest warship so
) fraction before 1
roublesome insect in front of it

That crash course in piracy should get you
offta a good start, To recap: have a battle
plan, knaw your warships, deplay like you
mean it, go in mob-handed, and fight like a
pirate. Just remember, nothing goes to plan
in the Galleon’s Graveyard...
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His fleet scattered and
his enemies dangerously
close to the source
of his power, Count
Noctilus sought a more
pernicious method with
which to deal with the
trespassers. Taking the
most blasphemous of
tomes from bis library,
Noctilus began to harness
his reserves of warpstone,
the forbidden substance
that scholars say is Dark
Magic given solid form.
With enough of this
malefic crystal, Noc
could work a great ritual
that would slay all Rving
things within bis realm
and raise them up again
as anthinking zombie
Sending a psychic
signal to Skretch Half-
dead, Noctilus demanded
that the last of the
warpstone he needed
be reclaimed from the
wrecked Skaven vessels
that were once part of
Sketch’s own clanfleet....

40 WHITE DWARF

“F n the second of this month’s
/ Dreadileet battle reports, we've
_#_ decided to up the stakes and give
both players their full fleets to unleash upor
each other. Taking charge of the Dreadileet
once more, Phil is out to gather some
abandoned warpstone from the flotsam,
whilst Jervis looks to deny him at all costs.
Starting with Phil, both players took
itin turns to place the treasure toker
least 6° apart from each other or an i
and further than 12" from the seascape
edge. Phil then deployed all of his warships
within 12* of the seascape’s north-west
corner before Jervis positioned his fleet
within 12" of the south-wi
The game would last for
the winner being the player v
treasure tokens in his posse
end of the game. If both play
game with an equal ni
n the g
This scenario also features a number of
additional special rules:

rs ended

mber of tokens

would be declared a draw

Raging Currents: The warpstone is being
swept away by a strong eastward current. At
the end of each turn, the treasure tokens are
all swept towards the eastern edge of the

seascape, If they touch it they are removed,

WARPSTONE HUNT

giving both players a real incentive to grab
the abjectives as quickly as possible.

Contrary Winds: For the entirety of the first
turn, the wind gauge remains steadfastly in
the same place.

Low Waves: The strong current means little
in the way of waves. Normally a Cog that
is launched when its parent warship is
moving has a 50% chance of capsizing, but
in this scenario it is much less likely.

Electrical Storm: Arcs of electricity crackle
through the skies above the battle. Each

ho wins the initiative
can pick an enemy warship - on a 4+ the
warship is struck by a bolt of lightning!

Recovering Warpstone: This scenario is
all about the treasure tokens - the way
Jervis or Phil will win is by recovering,
more warpstone than their rival. The only
way to recover the treasure tokens is with
auxiliaries, however, which will have to
be quick and cunning to avoid being sunk
by the larger vessels. Although the Grand
Alliance has the advantage, with better
auxiliaries, Skabrus gives nearby Cogs a
bonus to find warpstone.




In the second of this month’s battle reports, Jervis and Phil prepare to dn battle in
the Galleon’s Graveyard once more, playing Dreadfleet’s tenth scenario and pitting
the full might of both fleets against one another. Simon Grant recounts the tale.

e baganar an nndertaket bajore spending
number of years as a games developer. Now
he wanders the halls of the Studio, seeking
out his rival, Count Kelly, to do battle.

eet is different to of o
k an army; instead the forces under you
etermined by the scenario you are going
ip with a good plan «
army selection ca
e whole of the Grand Alliance
fleet under my command. With such a large force it's vital
th a clear plan before you deploy, as this
your ships where they will
». | decided to concentrate on capturing
jectives that were on my half of the table
was secondary.
that the Seadrake and G
t snatching objectives be
m, thanks to the flying
- of this | set them u
ves | wanted the

ames in

be most effecti

the thre
everyth

fer would
we Phil’s ships
hat they
s |

1 to capture. | decided

carried.
dared to \I
tosend the Seadrake off 1o capture the first objective as

Iwas pretty sure it could reach it within a turn, while
Crimnir's Thundler headed off to capture the other two. Th
test of my fleet was tasked wi g and protecting
these ships. 1 was de 1 to focus on the abjectives,
and not 1o get drawn into simply trying to sink Phil’s flee

& dmue e of Games Workshop for years,

in the shadowy corners of the
acally at passers-by
- before van, 'hmg once more.

how best to shiver Captain Johnson’s timbers? Well,
this scenario
ng the super-

scenario.
Ausiliaries are the on that can pick up the
warpstone treasure tokens, and Jerv’s Dirigibles and

agons can fly pretty much where they please. The

fleet has only four auxiliaries, so I'll need my wits
about me if I'm to win. My tactic to counter the Grand
Alliance’s inevitable grab-and-snatch techniques is to send
ast as fast as possible, submerging
ng close enough to snag a
treasure token whilst the Skabrus blasts apart any
nmln'n- or rapier-fast warships that try to do the same.

in the central area of the table, the Bloody
il take the fight right into
my, picking mercilessly on any vessel that looks like
it could snag a trophy. The Shadey my back-up plan;
if any enemy auxiliaries get to safety with the warpstons
send the ghost ship a-hunting..
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FLYING SOLO

Jervis' decision to launch
the Seadrake’s Dragon
auxiliary proved wise, as
it could now lay claim
to the treasure nearby.
Unlike with Cogs, the
demise of its parent ship
meant the Dragon could
no longer dack with any
other Grand Alliance
warships, but as a highly
m.mnwnmh\u flying

ry, the Dragon
wild Tonalhelos prave
very difficult to hunt
down and engage.

WHITE DWARF

( - il won initiative and went first.
/)l)m\\mn the Spear of the Sea God
as his Fate card, Phil was lucky to
ath as the Dreadilee
rvis was unable to

<
escape Manann’s w
was just out of range.
benefit from his Fate card other than 10
advantage of a Brief Respite to repair the
Seadrake of the Speed damage caused by
the roiling electrical storm.
Phil i||\.\lllt odl forwards wi
Kraken, bu o his ‘Full Spe
order. Jervis activated the S
deploying a Dragon auxil
n the two nearest treasures to shield

h the Rlack

al target, the bolt throwers of the
sleek High Eif warship inflicted one Crew
damage to the Shadewraith. The spectral

WARPSTONE HUNT

warship returned fire,

hole the elegant hull of t

The Hel Jer swung rounc
shield the 5 d unleashed a raking
fusillade at the Curse of Zandri, Despite his

warship’s fearsome Broadside value, Jervis
rolled poorly and Phil made it worse by
passing all of his armour saves! The S
drifted eastwards, lining up a raking sh
the Seadrake. The High EIf warship sufie
further Hull damage and snapped rigging.
he vast engines of Grimn der
made a mockery of the he r\.\md surging
forward additional 11" with a ‘Full
speed Ahead” order, before a speculative
long-range blast from its flame cannon
slew the mascol of the Shadewraith and
sel it aflame. In response, Phil unleashed
his mighty flagship, but it was in irons and
unable to make a ‘Full Speed Ahead” order
This left the Bloody R with only a
partial view of the Seadrake, but Phil opted
to save his first broadsi
The Flaming Scimitar was also in irons
but the ¢ v Magus summoned forth a
Tempest Djinn for an extra 3" move. Phil
unleashed a partial shot with the Curse of
Zandii in a last-ditch attempt to sink the
Seadrake. The warship took a third point
of Hull damage and was sunk! A dejected
Jervis finished the Action phase by moving
the Swordfysh to act as reserve for his right
flank. The End phase saw the treasure swepl
77 towards the eastern edge of the seascape.

Ve

Turn ()nc

a
fire
by i
to i
fire
Phil
subi
pha
orig
to h

Bloc
at th
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1
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ning blast smashed the
crow’s nest from the Shadewraith
» as Jervis claimed the Initiative,
0st ship was unaffected by the fire
ng on its hull. Jervis was granted a
Powder Ship by his Fate card, and assigne
itto the Heldenhammer. Phil's Fate card
e crew of Grimnir’s Thunder beset by
hallucinations, but the Dwarfs resisted wel
The Heldenhammer moved first, passing
a ‘Fire as She Bears’ order and tu A6
fire at the Shadewraith. Protected somewhat
by its ethereal nature, the gh
to list badly (and would be
fire this turn), but was otk
Phil's first move saw the B
it would re-emerge in the E
thin 2D6+10" of its

rwise unafiected

de behind the volcanic island
urning ‘Hard-a-Starboard” with the
Reaver, Phil launched a fusillade
nhammer. Jervis utilised his
“Fire gnxlx Bears' order to pre-empt the
using one Speed damage, and the
emerged unscathed.
sh was in irons once ;
ck. Jervis successiully deployed
w's Cog and turned
A Fire Efreet b
wside value and hammered
ith, which suffered one

Istered his

famage. The Skabrus closed on the

Golden Magus’ warship and blasted its sa

with warp lightning. Unperturbed by the

arrival of the Skaven warship, lervis kept the

olijective in mind and swept up his second
e with the Flam, Scimitar's Cog.

1 a raki

i idspep. o

Jervis only made a single save, and the
Light of Pira set the mighty warship
ablaze. Grimnir's Thunder then launched
a Dirigible before the Dwarf warship cut
across the path of the Skabrus with a Full
Speed Ahead order. The pun batteries
ted a point of Hull damage, before the
gigantic flame cannon incinerated a mass
of the crew and set the hulk ablaze,

The treasures were swept 11" by the
tide before the Black Kraken gave chase,
rerging just behind one of the obj

ct

e T\J(n Tun

A e mE——

STASH AN
With two more

arics successfully
deployed this turr
form of a Cog and Dwa
gible, Jervis wasted

b time in snatching
the warpstone treasures
nearby before they could
drift out of reac
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Jerv
this turn and looked
1o further weaken the
vulnerable Skabrus with
ghtning bolt from the
ous storm. His
successiul 4+ roll was
rewarded, and a Triple
Speed damage card
applied to the Undead
skaven warship.

As if this wasn't
enough already, \hl> effect

abaard the Skabriss
ted in damage to
hig able

lacation... the magazine.
Forced Lo in
draw an ad
damage ¢
was unsurprised when,
amangst other damage,
the warship's remaining
crew were engulfed

in a fatal explosion
effectively wrecking it.

- Gufore:

(‘vh\ Heldenhamnr
of Speed to the hungry flames
onhoard, but the Shadewraith
was unaffected. This turn’s Fate cards saw
the seas becalmed, reducing the Speed
any sail-class warships to half their normal
value, and the forming of a Ghastly Fog that
would limit any broadsides to short range
Eager 1o claim the treasure onboard,
Phil smashed into mmnir’s Thund it
the Bloody Reaver, A stalwart Red Brokk
held Count Noctilus to a draw in personal
combat, both retreating with Flesh Wounds
that would hamper their Ce
The Dwarf crew took a b.
boarding action and their warship suffered
a chain explosion that would cause Jervis a
lot of problems unless he could h
Phil passed a Ghostly Flight order with
the Shadewraith to swoop over towards the
Dragon as it hovered amid the thermals
of the volcanic island. Unable ut.w-w
the Dragon directly for the moment,
fired a raking broadside into the rear of |‘1x-
Heldenhammer, damaging its rudder and
hampering Jervis® ability to manoeuyre.
Seeing the threat to the easternmost
treasure posed by the Black Kraken,

rlost a point

i

BLOWN AWAY!

point and its Hea

broadside

Shadewraith, its spect
winds by the explosiv

The Heldenhammer's damaged rudder causi

it to run aground, though not before deploying
its Powder Ship. The Curse of Zandri lost a Hull
d Gunner 10 the flagship’s
Moments later, the H(-Mmb..mmln
Powder Ship detonated as it reached the
[ ttered to the
blast wave.

Tarn 3

gave chase with the Flaming Scimitar using
a Tempest Djinn and a Full Speed Ahead
arder, but his broadside completely missed
Jervis successfully escaped jeopardy
with Grimnir’s Thunder despite the -2
Command penalty for his captain’s Flesh
Waound and being entangled with an enemy
varship. His luck ended there, however, a
he failed his Repair order, and completely
missed the Bloody Reay h a broadsidy
Phil deployed the Black Kraken's Cog,
and unleashed a raking broadside at the
Scimitar, but only managed to
damage the enemy warship’s rigging.
ing that his Dragon couldn’t

took a mare direct approach to solving

the problem. His flying auxiliary swooped
behind the Phil's warship and blasted it
with dragonfire, causing one point of Speed
damage. The Black Kraken's Cog snapped
up the treasure floating nearby, and Phil
was relieved to find his first catch of the d;
and not simply junk
easure

was indeed warpstone

The End phasc saw the
token drift off the seascape. With the four
remaining reasurcs all aboard warships, it

in.




p passed his special My Will Be Done
g mr(um of peed, Crew and
nd hurtled into
launched a brutal
ng another

nted Ushabti
tered the pirate crew of the Swordfysh to a man
cuttled the warship.

X MARKS THE

A Afire onboard
spreads o t
w

warships could hold
out for a little while
erv

rams the Swordfysh
and annihilates if
crew in a bru




s spared 1
and the
The Curs
powered forwards an
tra 12" with a ‘Full
Speed Ahead" order and
ed into Griom

that had b
last is’

sl
Thunder. Phil

battered warship buckled
from a Doul
damage card be

wother fire to

Amanhaotep, but his cl
orps of Ironbreake

board the Flaming Sc
Il for Jervis as he pa
armour save 1o re
then held the ire a v continue to take Hi
vith the Golde: 5, F r k paired. Riding the
ha W )
e e with his twe
iliaries, moving both Co,

46  WHITE DWARF




the warpstone safely
ensconced within its
» hold.

around 1
Mud Kral
d

]
Golden Ma
duel,

frlack Kral
of Hull dam.
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ABANDON SHIP!

Winning the Initiative at
last, Phil blasted Jervis”

flagship with lightning,
causing il o suffer
another point of Hull
Beset on all

sides by fi
the Heldenhammer |
apart beneath the impact
of the titanic energy bolt

and slowly began 1o sink
beneath the waves.

e |
FATE AND FORTUNE
Phil drew his Fate

card, revealing that an
Undead Leech Wyrm had
emerged from below,
though circumstances
dictated that Jervis

of placin;
thal the gr
beast burst from the
water directly in front
of the Bloody Reaver,
preven
turning to hunt down the
fleeing Grand Al

t serpentine

card, Lector Lazl
targeted all sai
warships with

of speed dama
Bloody Reaver and the
FHlaming Scimitar.
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T e Beller fﬂtr[ of Vit

() Ctormined to deny Jenvis one
/ of his treasures, Phil escaped
e jeopardy with the Black Kraken,

but his long-range broadside at the Flar
Scimitar's fl Cog let him clm Takir

advantage of In\ reprieve, Je 'n‘\ Cog
ad yet to

sated north-west, tho
make it beyond the range
nable to steer clear of the I
Wyrm, the Bloody Reaver plough
into the giant sea beast, firing
at the Flaming Scimitar as she went.
rise when Jervis passed

1!

predicted the outcome of the ensuing
clash with the Leech Wyrm. Phil lost the
boarding action badly, suffering two points
of Crew damage 1o the sea beast’s fury.
Grimnir’s Thunder continued its
strupgle to defend its treasure from the
Curse of Zandri. Red Brokk suffered a
Horrific Wound duelling the mighty King
Amanhotep, though he inflicted a Serious
Waound in return. The valiant Dwarf crew
were pushed back in the boarding action,
though the damage was limited to a point
of Speed and a shattered crow’s nest
Deciding that the 1 re aboard €
Thunder was too well defended, Ph
escaped je
in order to launch one more fusillade
Jervis’ warpstone-|: Cog, b
Despite the Golden &
a Fire Efreet to augment his broadsidle
Flaming Scimit. hit the Blood)
Reaver, thoug Wyrm continued
|u|mmm|\I‘hll\\mrx ip, causing a
n explosion. Hm|mw to finish it
raking shot v

urn S

shing
the

warship’s armour and
resulting in one point of Hull 2
Speed damage as w

With three tre
won the game for the Grand \‘I

asa ‘u\v\h

es to PH

Turn Five

3-1
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Gramd Arance L/f/wy/

Jervis: Well, in the end my plan on focusing
on the abjectives worked, but | have to say
itwas something of a Phyrric victory — | lost
somany ships that, while | won the battle,
my losses would have meant | may well
have lost the war!

Itwas touch and go though, especially
when | lost the Seadrake so early on.
Thank goadness | had managed to launch
one of its Dragons before the ship went
down - without it | would have been hard
pressed o stop Phil irom getting the closest
jective, could really have been on
the back foot. Luckily for me I've had a few
mes where | forgot to launch auxiliaries
until it was too late, so | was determined to
avoid making the same mistake this time,

1was helped to victory by some lucky
draws from the Damage deck, which sank
two of Phil's ships (the Shadewraith and

S s) just as they were about to
o1 in the works of my
s had survived
1 well have lost. |

for one m turn | coul
was aware of this at the which is why
I poured as much fire into them as | could,
but nonetheless | was lucky ta sink them as
quickly as | didl, If there is a lesson here
that in order to win Dreadfleet you need

to have a good! plan, know who your most

erous enemies are and get lucky!

it's

arted by a flying lizard and a

i balloon! The ignominy of it all.

v played like a pro, which might

d something to do with it. Every

time | play Dreadileet | mull over ways |

ave played better; v

if you will. One thing | can’t

enough is concentrating on the
ves. Saclly twao of the three Cog
ed ralled a 1 for their capsize check,
vehind in auxiliaries. | still
ave overcome that had |

n disciplined enough to hunt treasure

ships, but | got distracted by the

Its easily done, with explosions

monsters and ghosts at every turn.

Still it was extremely fun with plenty of
highlights. The best part of the game for me
was when the vengeful King Amanhotep
bravely/iolishly took on two warships at
once, setting fire 1o the Heldenhammer,
smashing the Swordfysh in half with a
m«rﬂhn;, action and somehow managing

Io survive the retaliatory fire. Still, he was
aways off from the action, and with the
@ception of the Seadrake the rest of Jerv's
fleet were able to dictate the course of the

L game. You got me fair and scuare this time,
Captain Johnson, but the thing about us
flndead is that we'll be back to getcha...

TP

3
)

A

Ao

HERO OF THE HOUR - THE FLAMING SCIMITAR

As much as | was impressed at the tenacity of Grimnir’s Thunder,

the Flaming Scimitar performed admirably throughout the game, and

€ even held up the Bloody Reaver and Black Kraken for the last few
turns without falling victim to their combined wrath.

VILLAIN OF THE PIECE - THE BLACK KRAK

Though it's awiully tempting to nominate the Curse of Zandri after

B the unholy drubbing it gave the Swordfysh, my warship of the match

M was the Black Kraken. That second-turn submerge move and double
six roll for its re-emergence meant that ol’ tentacle head could turn

B up right by a far-flung objective and snaffle it whilst the good guys

H were still scrambling to react. | made a mistake sending the Kraken

B in against the Haming Scimitar at a wonky angle, though — if I'd

§ managed to bring ils tentacle attack into play, | reckon | could have

i

robbed Jerv of at least one more Ireasure token in dramatic style!
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Riven By WAR

Whether on the sea or across the lands, there is one constant in the Warhammer
world - war! From mountain chains to the e@d_fess,deserts, nations battle each other
}@:naq in a conflict where victory is ﬂ;u‘glmg and :‘?r is eternal. y
A v S
s

for su|







THE

ISTIAND o BLOOD

The Island of Blood is bursting at the seams with finely detailed Citadel miniatures.
It contains two complete armies made up of plastic High Elf and Skaven models and
everything else you need to play games of Warhammer.
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Box Contents: * High Elves
& SRavan 1 Prince on Grifion
1 Warlord 1 Mage
ock Er 10 Sword Masters of Hoeth
20 Clanrats with hand weapans and 10 Lothern Sea Guard
5 Ellyrian Reavers

¢ Full-colour rulebook
ire Thrower Weapon Team * Full-colour Starter booklet
yon Team ¢ 2 range rulers

¢ Dice

e Templates

shields
20 Clanrats with spears and shields
T Wa
1 Poisoned Wind Martar We

1 Master Moulder

g ;I

e ol

=

" ISLAND o BLOOD

Now available in Dutch

‘Warhammer

The Warhammer
rulebook is a massive
532-page full-colour
hardback tome. The
book is divided into five
comprehensive sections,
including the complete
vules; background and
battles section and a
showcase of miniatures.

Army Books

Army hooks cantain

all the informatian you

need to play with your
i iniatures.

on the race,
bestiary
detailing every troop type
and the army list needed
to field an army.

Storm of Magic
Storm of Magic is the
latest Expan:
Warh

titanic monsters and
cataclysmic magic to the
battlefield. This hardback
book contains all the
rules needed to play
Storm of Magic.

To see the complete range of
Warhammer miniatures, go to:
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This month Jervis

urges us all to
gather round,
grab our tools an

paintbrushes and
embark on a group
project with like-
minded hobbyists tha
— the big-hearted

liberal that he is!

The Schaol League is a
opportunity for school
10 get involved in a seri
hobby events and acti
their local Games Wor
Hobhy €

i in Regional Heats and Finals
acrass the country, and
the top three teams from

the School League Tournament.
Schaal clubs compete

ach are then invited to the
nternational Final held each
year at Warhammer World.

s I've said many times bei
A hobby, ar

perhaps because of this most of
the habbyists | mee
group. These groups rang
handful of fri
hou

their local Hobby Ce
up to large ¢

of a gaming

size from a

4s that meet 4

es, to la »s that

tworks with thousands
eople such as the UK's School Le
and Ga ib Network

s Blood Bowl events. He
sroups are united

they are made up of people who

e same interests, enjoy each other’s
t to meet up on a regular
ate in their favourite habby
3 groups have ano
important strength, and
nd experience ¢

d

contains, Let’s face it, there are few of us

who excel in all areas of the hobby. One

of the things 've come 1o appreciate is
things

often have . simple “advice that

less skill like me!) can easily
use and e of. So, if you know
someone like this, dont | fraid 10 ask

them how they achieve the things they

do, as they are bound 1o be al

you some really helpful hints and tips. My

hs are

ng rules and co
ther than in pai
2. Because of this | really

» speak to people like
Anews o Michat) ot

Dave Alan Perry
so | can get their help and advice on my
painting and modelling projects

All of which leads to the point of this

month's Standard Bearer. You see
because gaming groups include such a
breadth of different talents, they can take

precisely

great
clubs
< of
ities in
kshap

ptre, culminating in

54 WHITE DWARF ST

NDARD BEARFR

on “group projects’ that one person on their

own could not hope to be able
More

are

be a part of. | v
10 somebody :

wvhen

e Studio, You see, for me, the

spect of my wor
rking on a pr

nspiration from the thi

anc

est Studio
There's

project, Dreadileet came about
really nothing qui :
3 MI\(-‘In. because it allows yor
r more than you would be abl
to do on your own. The good news is that
whi do at the Studio is no different

sect coming

much fun anc
S0,
project? Well

w best 1o

start small and bui

ng session. Group
projects like this act as a spur that will
help one get things done
allowing all of the participants to pick up
nts and tips.

The next step up is 1o or
multi-player battle every me
up conltributes miniatures or i

as well as

anise a bij

wher




e like this simply
everyone together at
ore fun, though

lace. It's
nbine the big b
nod
d terrain are prepared for the
attle H‘An acts as a de.
e work |
s big battle game is what
This is really just a b

sessions whe

of the | for one of our games,

or perhaps being something described in a
rary novel. So, for m.mum you
ide 1o refight the Battle of Hell
the Battle for Helm’s Deep or part
Heresy. Alternatively your

with its own ‘famous

ground story for the
age of this is
the madels

er form of group projer
Most of our rulebooks explain

o time, Howeve
@ with running a
rves 10 link play
can take it to the

g it as inspiration for other
sjects. For example, you might decide to
have a large multi-player battle as part of
the campaign, with the scenario and terrain
drawn from your campaign
ound. Or you might include areas

'\!EEI\!! to make

along to shows like our own Cames Day.
Taking on the challenge of putting on a

game should not be ta
for a "\u' C a
but when they worl A

Write to Jervis at

Jervis Johnson
/o White Dwarf

nevitably ¢

of work by the gro

well, they can be imme Design Studio
1ce they work | Games Workshop
evolve from somethin up has Willow Road
ple, you might Nottingham
NG7 2WS

W, and decide

United Kingdom

at it would be just the t
to a local games shov
take this idea one step further
of taking a game along to sho
on a whole show themselves, Som
largest gaming events in the world
out as group ‘open days’ like this

Large groups c:

¢ Coming together is a beginning.
Keeping together is progress.
Working together is success. 99
- Henry Ford

Hopefully you'll be inspired to
and you'll find it
g as | do

ndl mnk from ther

undertake

a group proj
owing! The possibilities are endless, a
can serve as fantastic inspiration for your
gaming group.

Feel free ta write to me abou
month’s Standard Bearer - I'd love to hear
aboul your own gaming group p

ct 1o get the creative juices

¢
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Citadel Tools

WORKING WITH
CITADEL FINECAST
The unique resin
that Cil
miniatures are made
from is a great material
1o work with. It's
flexible, light and

maki it easy
t0 assemble and great
for conversions. Due to
the porous nature of the
resin, parts will bond in
seconds with just a small
dab of super glue.

adel Finecast

resilient,

the ex ]
y project; whe
n, metal or plastic, you'l
right tool for the right joh.

In this article, we'll be looking at
the tools in more detail and tal
through a ‘test run’ on a project
from taking it out of the box for the irst
time, all the way to the final assembly.
we'll be using a Citadel Finecast model
Azhag the Slaughterer 1o be precise - so
the majority of the work will be on resin.
However, we'll be providing int
where we offer advice on ho
tools on metal and plastic as v

udes
use the
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Once again we loc
is Peach, w

) the capable
stunt hands’ you can

d who v

s
in the pictures 2
words of wisdom and wit;
we're hoping for less wit and more wisdom,
but you never can tell with Chris! He'll
guide us through making Azha
some tips that can be applied on
other projects as wel|

All Citadel Tools can be bought
separately but it’s worth noting 1l

his

at an
updated version of the Citadel Toolkit will
be with us very soon. The toolkit provides
you with every Citadel Tool (apart from th
Liquid Green Stuif), all placed in a Citadel
Figure Case and presented in several

custom cut foam layers




ASSEMBLING THE WYVERN LEGS A

»od look at

-
| Hobby Vice
Used for: Securely
holding your models
while you saw, cut or
work on them. The
cushioned grip ensures
no loss of d
squeezed in the vice.

while

Hobby Knife
Used for: Cutting
models and removing
imperfections.

\
| Sculpting Tool

| Used for: Shaping
and manipulating
Green Stuff and other
maodelling putties.

7

Razor saw

Used For: Cutting
though large parts such
as terrai

ieces and
manster or vehicle kits.
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ASSEMBLING THE WYVERN HEAD AND TAIL C

With the lower portion of the Wyvern stuck on its base, the next stg

mount in anticipation of its rider. But before Chris could get to the Adhesives
neck, head and tail of the monster. There are three different
types of

Citadel Range.

Mouldline Scraping
This tool works by si

mould line. The tip has b
with a straight and
a narrow point to get in all the nooks
and crannies.
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the body of the Wyvern complete, Chris w
to insert support struls

the Citade

ted to attach the wings. In its metal form,
joints to hold the heavy metal parts in place;

o the
inecast version

Flash Brush
erge and stiff bristles of
Flash perfect for removing

Finecast

nomic h.

Brush a

I types of

wadel, especially
ou've used other tools, such as files
mery boards and the mouldline scraper

-
At

Liquid Green Stuff is a

can be applied using
apainibrush into any
part of the model.
Once dry, the area can
then be sanded and
painted over as normal.
Wash your paintbrush
as you would
normally do, to keep it
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a ASSEMBLING THE RIDER AND SADDLE

1 1o the side for now, it was then tir
he Ore Warlord stu
wrately before joinin

them to;

Modelling Files:

hlemishes and smo
of metal and plastic
However, w "

n Citadel
ite thro

k down on his s.

hese are greal for removing

othin surfaces
vl their

@ resin oo easily

S—

The Chain

1 you wish t ks

k the chain on the
model until all sub-
assemblies are painted.
esil easy to
manipulate and bend,
just need to heat

the chain, Chris stuck
one end to the madel
then moved i

the desired position.

A quick blast of a hair
dryer will warm the
resin and *fix’ it in place.
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ider and mount nov

> areas you'll have
lefield in no time at
oat the madel,
t the colour

and so on

vl have a legendary Ore
i reacly to take over the world!

P RENSHINGTOBGHEs e

Ily assembled,

Painting
When assembled,

s time to paint your
miniature. You should
always start with an
undercoat, which gives
further layers of paint
something to adhere to.
Skull White and Chaos
Black Undercoal sprays
are available from your
local Hobby Centre.

Citadel

Paint Station
This portable workspace
is a great way of
arganising a project,
allowing you to keep
all the taols, paints and
components you need
in one place.

Citadel paints
Before you begin, plan
out your colour scheme
and gather your chosen
paints together so you
don’t have to keep
interrupting your flow.

Citadel Brushes
For a big project such as
this, you'll necd a Large
Drybrush for texturing
the body and wings, as
well as smaller brushes
for painting the details.
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TﬂlllS OF THE TRADE

Our range of hobby tools and accessories has been specifically designed to provide
you with everything you need to assemble and model your Citadel miniatures.

PROPELLANT

CITADEL

i ¥l

PLASTIC CUTTERS . PLASTIC GLUE SUPER GLUE PVA GLUE

RAZOR SAW

~————Egr T

CLEANUP KIT SCULPTING TOOL

Pl o Bsiraive s posks oo, Frocuc condedts
cas e gont vy e rice. Pices i a1




CETADE]L
SKULL WHITE PURITY SEAL on vrars
i E LIQUID GREEN STUFF
< - -

-

SKULLWHITE SPRAY  PURITY SEAL

WATER EFFECTS

GREEN STUFF

HOBBY VICE

o

TOOLSET

CITADEL PAINT STATION

CUTTING MAT







en | started working on my Og
Kingdoms army, | knew that |
| an army of Ogres

great hordes of the hig-bellied
easts. | was determined to paint two large
e hordes at the army’s core, not only
because they’Il hit like a ton of bricks on
hletop, but there’s no mistaking such
g units look great on the tabletop.
When assembling the Ogre infantry, |
sitioned many of the models at slightly
fierent angles on their base to help break
eir uniformity — Opres are a bunch of
ge brutes, not professional soldiers that
march in disciplined ranks. The
aks were especially important whe
ame 10 the two large Ogre units, as with
eir increa ize can preater risk of
lnoking
To add some further v.
berally kit-bashed between the

subtle

carries a hanging cow from the
s both a modified banner

nt units. In fact, one of my large Ogre

The unit of lronguts in particular fe
a lot of clever conversion work. To ave
all of the models in the unit from w
their enormous blades in a two-handed
grip, 1 used some standard bearer arms and
mounted the lronguts’ great weapons in
place of the banner pales,

Taking inspiration from the Studio’s
Ogre Kingdoms collection, | decided to
match this army to their colour scheme. The
e areas of flesh are broken up by the
red of the tattoos and war painl, as well as
s-covered bronze.

The red hasn’t been applied in a
uniform manner - | wanted each of the
Ogres to be an individual, so some have
taltoos around the crown of their head,
others on their face or around their arms.

The verdigris is a very simple technique
that looks really effective — it's just a wash
of watered-down Hawk Turquoise and Dark
Angels Green applied into the recesses

You can find a stage-by-stage painting
guide later on in the article to show you
how | painted the Opres.

P, AR OGRE KINGDOMS g

Over the past few weeks, exemplary army-painter Chris Peach has been hard at work
painting an army of Ogres the likes of which has rarely graced the gaming table. We
asked him to tell us what all the fuss is about.

e et o

In order o prepare
himself for this month’s
Ogre Kingdoms Army
Workshop, Chris Peach
stuck to a diet of raw

meat for a solid month to
better channel the spiri
of the Great Maw into
his painting. His methods
may be strange, but his
finished army certainly
looks impressive
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LEADBELCHEF
| decided to apply verdigris shading sparingly to the powder burns that the Leadbleche
Leadbelchers” cannons, helping to reinforce the image each time they fire their enormous
s being truly ancient, and others 0 t to their improvised matchl
ack before applying a final highlight to

IRONBL !

Given a ch the Ironblaster’s weapon to denote its antiqui

Scraplauncher, it was casy to pick - the one . painted the rest of the model in darker, muted colours
annon of course! As it was a weapon of incredible n features of the model, namely of

age, | applied heavy verdigris shading to the barrel of elcher gunner and the enormous cannon it
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THE MONSTROUS HOST

| he Ogre Kingdoms have access
Wwa number of t beasts in the
| rm of the Stonehorn, Thundertusk

gs. The Stonehom can be

e army as either a character
ler, or as a unit in its own
ith an Ogre Beast Rider atop it. |
emble it as the latter.

\-mllm fing my Stonehorn,
king up the model’s
as additional
e | began paintir
ins of a

Jed o a

e st

found on the Stonehc

and complemented this with so

ks and skulls that | took from a
Warhammer Basing Kit

I painted the fur of the Stonehorn
na darker shade of brown to further
the mighty behemoth from the
ny’s other beasts, namely the Mournfangs
ml he Rhinox pulling the Ironblaster. This
er (one had the added benefit of nicely

offsetting the lighter colour of the monster’s
stone endoskeleton, which was painted
Codex Grey and washed Badab Black

In a similar way to the two huge Ogre
regiments, | wanted to include a large,
intimidating unit of Mournfang Cavalry
complete with full command group to
lead them (see overleaf). As Monstrous
Cavalry, the Ogre riders get their full quota
of supporting attacks, making an already
powerful unit hit even harder in combat! |
wanted to equip each rider with an ironfist
and heavy armour, so assembled the
models with as much armour plating as |
could get my hands on 10 represent this.
I painted the fur of the Mourmn,

icing their overall coherence
they're still part of the same unit after all
1 carefully selected a r

different stripes and patterns,

A

Citadel Warhammer
Basing Kit

1 used a variety of

rocks, skulls and bones
found within Citadel
Warhammer Basing Kit
1o add some extra details
to the army’s hases. V
such a large average hase
size, the Ogre Kingdoms
beneiit enormously from
anything that helps to
break up the flat surface
area on their bases.
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MOURNFANG CAVALRY
Here is the stage-by-stage guide I used to paint the Mournfang Cavalry. The Ogre
infantry were painted using the same methed as the rider shown opposite.

MOURNFANG CAVALRY

Step 2. He
with Khe
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RS C SRS, R OGRE KINGDOMS 5

OGRE SKIN

Step 1.5

) ¢ :
| METAL
|

Stop 1. Over 2

BLOOD AND TATTOOS

Step 1. Apply

Step 3. Highlight with Blood Re Step 4
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SfOgres can be found the world
monstrous hum







Storm of Magic
Storm of Magic is the
latest Expansion for
Warhammer, allowing
players to fight hattles
with cataclysmic spells
and titanic bound
mansters. You can find
over 40 more Scrolls of
ling within its pages,
and much more besides.

72 WHITE DWARF

erhaps the beastmancer Kadon's
atest achievement was the creation
of the Scrolls of Binding, ancient

magical scriptures that — when the Winds of
Magic blow st allow a mage to hind
another creature to his will. Each scroll
allows a wizard to bind a specific type of
creature and there are scrolls written for
beasts as varied as Dragons, Manticores
and Giants. How many of these scrolls exist
is unknown, but there are many dozens

at least — and this manth three more are
added to this magical library in the form of
Scrolls of Binding for the creatures of the
Mountains of Mourn - the Thundertusk,
Stonehorn and Mournfang,

In games of Storm of M. each player
has a Monsters and Magic allowance to
spend - an extra 25% of their army points
total again - on Scrolls of Binding, Mythic
1s. Scrolls of
to include a unit of
army chosen from
the dozens of those found in either the
Storm of Magic book or the pages of White
Dwarf. These bound creatures then become
part of yaur army to fight for your cause.

SCROLLS OF BINDING

SCROLLS OF BINDING

Scrolls of Binding allow players to include huge hulking monsters, terrifying beasts
and even stranger creatures in their Storm of Magic armies. This month we’ve got
three new Scrolls of Binding for you to bind the creatures of the Ogre Kingdoms,

The most direct use for them is for
charging enemy-held fulcrums and eating
the Wizards on top. Both the Thundertusk
and the Mournfang are great at this when
upgraded appropriately — the Thundertusk’s
Icy Breath can turn a Wizard into a block
of ice, whilst the Mournfang has a profile
to make it the envy of most monsters, with
loads of Attacks and a high Strength for
snapping Wizards in hali

Another great use for bound maonsters
is 1o hunt the enemy’s monsters. With
loads of Attacks and a high Stres the
Stanehorn is great at this, especially if it
gets to charge and inilict 3D3 Impact Hits.
A pack of Mournfangs is savage at bringing
du\\n larger monsters too, as they also
ve Impact Hits as well as a bucketload of
ks coupled with Strength
And the third use for Scrolls of Binding
dd a monster to compensate for a

Dwarfs a poweriul Wizard
But that's the tip of the iceberg
are over 40 Scralls of Binding, after all!




g,

THUNDERTUSK

AThundertusk Is a huiking four-legged beast that

srides the glacier-ridden lands of the for north. It s a

primordial creature that has sursived since a bygone

| i3, 0 time wwhen the enfire worid was sheathed in ice.
Howeser, it has not done so unchanged. Ocer many

i generations, the warping effects of raw Chaos has

gradually turned the Thundertusk into a walking

| patch of winter. The Thundertusk cmanates frost,

| sending out chilling waves of freczing air that lap

| around its mammoth hide, stowing all who dare

\Sepproach the great beast.

| Named ofter its most prominent feature, the
 Thondertusk bears o deadly set of long and
caroing tusks thot jut out from its goping mav,
brutal projections that it uses to smash down
ohstacles or skewer prey, By projecting its
coid qura with a massice thunderclop, the
Thundertush can even hurl blasts of orctic air
thot ill freeze distant victims, slowing them
doun and keeping then: in place 1o allotw the
gargantuan creature to close. The resulting
tesk charge, not to mention the massive
stoaiping feet, will shatter just about any foe
isto fragments. The strength and stamina
of Thundertusks are legendary and the
Ogres that hunt those rorthern lands oaiue
| the creatures s feast-worthy prey, able
tofeed a whoie tribe. On rare occasions
s Thandertusk can eoen be captured, and
*r{x Ogres then use them to serve as nigh-
wbeatable mounts.

Thundertusk [

e R Pt

SPECIAL RULES Natural Armour (5+): The Thundertusk is OPTIONS:

SRR > its thick, furry hide, granting it an S 2 !
Large Targert, Terror. et .\ln)llilk_ any of the fullomnﬂ.
e e « Spike
AThundertusk was once Numbing Chill: Any cremy model withia 6 S

boused in the Imperial Zoo as Thundertusk has the Always Strikes Last rule.
purt of the Emperor’s famous
menageric. During the first fow
mooths of captivity in summer,
the Thundertusk was docile and
sickly, not maving at all, When

the bowling winds of winter came,
lhowever, the beist toared to life, Range Strength  Special

freezing its enclosure with thick 6-24" 3(6) Multiple Wounds (D3}
ke before shattering the walls

+ Tey Breath,

st-wreathed lee: The Thundertusk
hrower shooting attack with th
This attack may be made even if
if it marches.

same turn in \\lwinl\ the Thundertusk uses its ley
Blast shooting attack.

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

A
b
4 : L
fire this turn, thougeh it may sill fire as narmal in
=/

misfire

its next turn.



MOURNFANG

While the howling winds that swirl around the peaks
of the Mountains of Mourn are well known for the
gloomy plaintioe feeling they instil in al who hear
them, there are other sounds carried on those harsh
winds that are altogether far more ominous. None
16ho have heard the deep-throated roars emitred by
a hunfing pack of Mournfangs and survived to tell
the tale will ever forget it. Even the largest of apex
predators that haunt those dongerous lands, such
as Chimera, Stonchorns or Iee Wyrms, will do their
ufmost to avold being downeind from the pock, and
the eldest and wisest of their kind might cven seck o
dark cave to hide in.

Mightity built beasts almost hunched with coiled
muscles, Mournfongs are straightforward hunfers.
Upon spying their prey they prefer to charge their
quarry, hurtling themseloes forword and pouncing ot

I mosimum olocity, The impoct of such strikes alone

can snap a full-grown Ogre in fiso. Once engaged,
g aMournfang wil use it sipping clais and powerful

jaus to savage its victim. Working together, a pack of
B Mourafungs can bunt and Jill angtbing that lioes in
that harsh domain, and even shole Ogre tribes have
retreated before the hungry packs. Their toughened
| Wides and thich, mrted fur make them credibly
resiient, but it is their relentless nature that has
Inspired countless tales. It Is said that a Mournfang,
even when slain, will not relox its bite — but will
continue to hold on in  death grip. Woe to anything
that crasses paths with a bungry hunting pack.

SPECIAL RULES ,"' e A e

Fear, Impact Hits (D3).

—a necessity for such hostile creatures as their own litter matcs will devour any not tough cnough to
OPTIONS: vigorously defend themselves. There can be no denying that all Mournfangs arc vicious killers. yet cven
May mke i ol amongst such constant aggression. there arc some par ular packs of Mournfangs that have carned 2
foll (all Motintongs § reputation for being especially bloodthirsty.
:n':':"'"“‘ i have the q ‘The Mournfang pack that chims the territory of Deathgorge has nearly filled that massive defile with the
i [ cracked sod picked over bonss of thir prey — ncluding numerous Ginats, Manticores and even thegem-

flled careass of s Stonehorn o two. Although riches golore might be found there, none have yet made it |

e past the huagry beasts to explore. It s said the Mournfings who live 100 high up in the Ancient Sky-tifan #

Grants the eatire unit of

mountains have glowing green eyes and can disappear at willin the misty clouds that crown those majes

. o c
g e o binguad peaks, Ogre tribes cove the tiger-striped hunters that range across Mount Bloodhorn, because despite |
i their many attempts, not 1 single beast has even been captured and riddes. Even more impressive, no Ogre

[ who attempted to captute a Mournfang from Mount Bloodhorn has ever returned. To be the first to break
; 5 points per model

e e Voo the
Scaly Skin (5 +) special rule.

such a violent creature and be scen riding it triumphantly would give any Ogte bragging rights scross the 1
Ogre Kingdoms.

Opre Hunters sy that Mourafang cubs are born with thei cyes open and theirtecth lready fully developed ‘



Stonchorns are shaggy-haired beasts that make the
foothills of the Mountains of Mourn their stomping
grounds, They sech out precious metals fo eat, using
their great iron-hard horns to smash info the rock face
' nsearch of such mineral deposits. The charge of a
i Stosehorn can puleerise stone, collopse a cliff face or
shotter a glacier. And that's just what the Seast does,
smash into the frozen mountainsides, tearing up the
terrain in ts quest for siloer or goid, literally crunching
b i the rocks and rubble in order to find and follow a
[0 ich cein of precious metal.

Iy gronen Stonchorns have litele or no flesh lefe
their bony heads, having long ago scraped it off
in their constant quest to headbutt the mountains
ves. Irascible to an extreme, they have no
patience with other living creatures and charge
iegalong af them to drive them off or crush them
beneath their mighty hooves. Few things can surcive
sucha hefty charge, for Stoneharns are unnaturaily
heaty, their considerable bulk rising from a pecuiiar
affiction. Stonchorns suffer from a stouw form of
petrifaction — an act that gradually turns the beast
into a living fossil. Even a substance as hard as
Duaif-forged steel will be utterly fl
thecrushing tread of the Stonchorn. Yet eoentually the
creatures turn completely to immobile stone and it is
said that the upper slopes of the Mountains of Mowu
dotted with such stran;
~beasts that have at lost suceumbed to n!Juy?le
!mnmfmmdy 10 rock.

MWSBS § T W I A Ld Unit Size
Stonehorn 7 .3 OSSR 2 SIS Monster i

e e i e,

SPECIAL RULES Earth-shattering Charges Ifa St o5 OPTIONS:

, s a successful charge, it inflicts 3D3 Impact Hits
;:: Lacgellnrges, instead of making its normal close corl

t In addition, if when calculating the charge rang

wo highest di re a tofal or 10 or mor

ded to each dice roll, for a total of
Hits. This doesn't prevent the
wrn from using its Thunderstomp later in
the same turn

nchorn mal

May take any of the following:

30 points.

Grants the Stonehorn | Chomp Attack with the
Multiple Wounds (D3) sp :

* Mace T
Grants the Stonehorn |
1 Strength.

= Jaws of Iron

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

4
Stone Skeleton: If an Artack with the Multiple
Wounds special rule successfully wounds a
Stanchorn, halve the number of Wounds inflicted )
(roundling fractions up) i




Battle Migsions:

- Sisters of Battle

herever there are foes of the Emperor, the Sisters of Battle v&u[l be found
f ting with faith and steel. In this article, games developer Robin Cruddace
\\\ g‘qu}is three new Battle Missions for Slslers of Battle playeq 0 use.
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Defend the Shrine

CECThe Emperor is with us. We sfaff}mvmf Death to the rd'"ﬁl'crs')’
- Sister Superior Verita, the Order of Our Martyred Lady

Fanatical Ecclesiarchy Preachers
would rather die i a
Ministorum Shrine be defiled,

© 78 WHITE DWARF

BATTLE MISSION:

he shrine of a revered Ecclesiarchy
msainl is in danger of being overrun

and defiled by an enemy force. Such
desecration cannot be allowed and the
Sisters of Battle form a defensive circle to
defend the holy site, no matter the cosl.
The Sisters of Battle are surrounded on
all sides and it will not be long before the
enemy hauls their heavy weapons into
position. The shrine’s protectors must
stand their ground and defend the shrine
long enough for reinforcements to arrive,
or one of the Imperium’s most sacred
monuments will be destroyed.

The Battle Sisters fight before a

shrine to one of the Emperor’s most loyal
servants, a shining beacon of faith that
inspires the Adepta Sororitas to great acts
of heroism. So long as the shrine remains
intact the Sisters of Battle will fight with an
indomitable strength of spirit. However,
should the enemy desecrate the shrine it
will surely be seen as a sign that their faith
has been found lacking. To fail in this task
is to fail not only the Ecclesiarchy, but the
Emperor himself, and for a Battle Sister
there is surely no worse a fate. So it is that
as the enemy advances upon the isolated
shrine the Battle Sisters offer up their
prayers as they level their ritually blessed
weapons. A moment later and they are
raining bolter shells upon their n]med(.hln\.,
foes, the light from th(- shrine framing the
defenders in a glowing halo of brilliance.

Objectives

Set up one objective at the centre of the
table - this represents the Ministorum
Shrine. The objective for both players is to
control the shrine at the end of the game.

Deplopment

The players take it in tumns to deploy units
starting with the Sisters of Battle. Each
player picks a unit, and either deploys it
on the table or places it in reserve (note
that some units must be placed in reserve
— see below), Sisters of Battle units that

are deployed on the table must be set up
within 12" of the centre of the table. Enemy
units that are deployed on the table may
be set up anywhere that is more than 18"
away from the centre of the table. If for any
reason it's impossible to deploy a unit, it
must deploy in reserve

Reserves

The Sisters of Battle player must place
half of their Troops units (rounding up,
the Sisters of Battle player’s choice) and

ISTERS OF BATTLE

all of their Fast Attack units in res All
other Sisters of Battle units must attempt
to deploy within 12" of the centre point of
the table if possible. If for any reason it’s
impossible to deploy 2 unit, it must deploy
as reserves. The enemy player must place
their Heavy Support units in reserve, and
may place any ather units in reserve if they
wish. Reserves enter from any table edge.

First Turn
Roll-off 1o see who gets the first turn. The
winner may choose to go first or second

Game Length

The Sisters of Battle pl.wl rrolls a dice at
the end of game turn 5. On a 1-2, the game
ends immediately, and on a 3 or more, the
pame continues. If the game continues, the
ers of Batile player rolls a D6 at the end
pame turn 6; this time the game ends on
the roll of a 1-3, and continues for another
turn on the roll of a The game ends
automatically at the end of game turn 7.

Victory Conbitions

At the end of the game the player that
controls the objective marker wins the
battle. You control the objective if there

is at least one of your scoring units, and

no enemy unit (any unit, scoring or not),
within 3" of it. As rlsﬁeu nt objectives vary
in shape and si important to agree

at the beginning of the game exactly where
this distance will be measured from.

v

Special Rules

Beacon of Faith: Provided the Ministorum
Shrine has not been desecratec the
Desecration special rule, all Sisters of
Battle units within 12" of the Ministorum
Shrine gain +1 to both their Acts of Faith
rolls and any Shield of Faith rolls they are
required to take.

Desecration: The enemy player can atlempt
to desecrate the Ministorum Shrine during
the game. Any unengaged, non-vehicle
unit can desecrate the shrine if it begins

its Shooting phase in base contact with

the objective. If a unit desecrates the
Ministorum Shrine, it can do nothing else
for the remainder of that turn. If the shrine
is desecrated, all Sisters of Battle s on
the table lose their Shield of Faith special
rule and suffer a -1 penalty to their Acts of
Faith rolls for the remainder of the game.

Line of Retreat: All units will fall back
towards the nearest table edge.




CAEEY Sisters of Battle

le units that cannot be deployed
[ e are placed in

Set-up Summarp
. th t *  Any

entre

than 18" from the centre

units must deploy mo

t place their Heavy Support units in

may place any other units in reserve

of the table
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Recover the Relics

CCThe eneny secks to des
to go unprnishied. 99

wil the E

wperor’s most holyy treasures. Such an

iffront canvor be allowed

- Canoness Amelda, the Order of the Ebon Chalice

Sister Ce
Sore
recove

&

he history of the Ecclesiarchy
mslwtchm back to the dawn of the

Imperium, ten thausand years ago.
During this time it has seen many saintly
heroes who have vanquished the foes of
the Emperor. Artefacts left by these great
individuals are holy symbols, objects with
great power and mystery. There are many
thousands of these relics, some of which
are connected with the greatest saints
the Imperium has known. Such items can
be small, unassuming things - a polished
finger bone, a shard of a broken sword, a
bloody death shroud - but to the Sisters
they are revered, irreplaceable objects all,
and they would fight to the death rather
than allow a single one to he destrayed

Should one of the Eccle: hy's

s fall, the Sisters of Battle will
\ storming the ruins and

h missions are desperate indeed; the
ed to sift through the rubble
approaching foes arrive to destroy

the very artefacts the Adepta Sororitas
are recovering. If the Battle
quick, they may find potent icons of faith
10 inspire them, or perhaps even a sacred
weapon to turn upon the defilers, Should
they tarry, the Ecclesiarchy’s most valued
artefacts may be lost forever,

Sisters ¢

before

isters are

BATTLE MISSIONS: SISTERS OF BATTLE

Ghjectives
Set-up D3+2 objective markers before
cither side deploys or rolls for deplaymer
area. The Sisters of Batt|
their objective first, then the enemy pl
sets up an objective, and so on until the
requisite number of markers have been
placed. Objective markers must be placed
vhere on the table m

any e than 12" from
a table edge or another objective.
Deplopment

Split the table into four g and roll-off

1o see which player picks t

will deploy in. The opposing ¢
quarter

ayer d

in the opposite

The Sist
anywhere
9

ene

loys first

wore than
way fre le. The

w pla

o then does likewise

Reserves

Both sides may place number of units

in reserve,

Afirst Turn
4

first, otherwise the Sisters of Battle player
takes the first t




Bame Length

The Sisters of Battle player rolls 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
the Sisters of Battle player rolls a D6 again
at the end of game turn 6; this time the
game ends immediately on the roll of a 1-3
and continues for another turn on the roll
of 2 4+, The game ends automatically at the
end of game turn 7.

Yictorp Conditions

Atthe end of the game, each player scores
2 number of victory points for each relic
they have recovered or destroyed (sec the
special Rules below). The player with the
highest total victory points wins,

Special Rules
Holy Relics: The objective markers
represent places where holy relics may
be found. The Sisters of Battle player is
attempting to find and recover these relics
whilst the enemy player is attempting to
find and destroy them.

Any unengaged, non-vehicle unit
can search for a holy relic if it begins its
Shoating phase in base contact with an
objective marker. Searching for a relic does
not prevent a unit from shooting that phase,
but if 2 unit searches for a holy relic it
cannot run or launch an assault that turn. If
aunit searches for a holy relic, remove the
objective marker from play, roll a D6 and
consult the table on the right to find out
what is discovered

Sisters of Battle

Result of Search

Nothing: Despite a thorough search, no relics can be found.
Neither player receives any victory points,

Saintly Bones: A small stasis-field is discovered within which are
the assorted skeletal remains of a martyred saint.

I a Sisters of Battle unit discovered the Saintly Bones, make a
note of which model in the unit will carry the holy relic - this
model counts as having a Simulacrum Imperialis. If the model
carrying the Saintly Bones is alive at the end of the game, the
Sisters of Battle player gains 1 victory point. If this model is slain,
or if the enemy player discovers the Saintly Bones first, the enemy
player receives 1 victory point instead.

Blessed Weapon: Beneath a pile of rubble is found a gilded aitar
upon which lies a shining golden blade.

If a Sisters of Battle unit discovered the Blessed Weapon, make

a note of which model in the unit will carry the holy relic - this
madel counts as having a power weapon that always wounds

on a 4+ (unless a lower rall would be required). If the model
carrying the Blessed Weapon is alive at the end of the game, the
Sisters of Battle player gains D3 victory points. If she is slain, or if
the enemy player discovers the Blessed Weapon first, the enemy
player gains D3 victory points instead.

Ecclesiarchy Cardinal: Instead of a holy artefact, the warriors find
an aged Cardinal kneeling in silent prayer to the Emperor.

If a Sisters of Battle unit discovered the Ecclesiarchy Cardinal,
replace the objective with a model to represent him (a spare
Ecclesiarchy Priest model is ideal) - this model has the same rules
and wargear as an Ecclesiarchy Confessor and is controlled by
the Sisters of Battle player from that point on. If the Ecclesiarchy
Cardinal is alive at the end of the game, the Sisters of Battle
player gains D6 victory points. If this model is slain, of if the
enemy player discovers the Ecclesiarchy Cardinal first, the enemy
player receives D6 victory points instead.

RKecober the Relics Deplopment MHap

am—up Summary

Take it in turns, starting with the Sisters of Battle, to
set-up D3+2 objective markers at least 12 from a table

edge or another objective.
Roll-off for deployment areas.

centre of the table.

- Enemy deployment area & table edge.

entre of table

+  The enemy deploy second more than 9” from the centre
of the table.
* Both players may place any number of units in reserve.

The Sisters of Battle deploy first mare than 9" from the
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Purae the Avch-Heretic

€ € Heretics crave the cleansing fir

- Rerri

of absolution. They need not fear; for we shall defiver. 2

utor Superior Josmane, the Order of the Sacred Rose

WHITE DWARF

erelics take many forms. Most
are lost humans, whose weak
minds have been corrupted by the
fold temptations of a dark and sinister
g None are immune - planetary
governors, Imperial Guard commanders
and even whole Space Marine Chapters
have been declared heretic and been
exterminated as such by the Sisters of
Battle. Yet there is no stricture within the
Ecclesiarchy that heresy is a purely human
crime. Aliens can also be sanctioned as
heretics — that the creed against which
they transgress is not their own is of no
account, Nevermore so is this true than

of the alien who chances his army against
the Emperor’s Will by inciting rebellion,
subverting the will of Imperial subjects ar
invading by force. Genesis matters naught
~ all heretics are damned, and all must be
purged with fire, lest their apostasy gather
a following,

Heresy has begat uf
has begat war. What bey
of unbelief and apostasy has become a
guttering flame, one that will reduce a
sector to tainted ash if it is not
stopped soon. Thus do the Sisters of Ba
go to war, holy fervour lending th
strength to overcome the corrupt might of
the insurrectionists. For lasting victory to be
achieved, the Arch-Heretic at the upr

ng, and uprising

pped, and

ing’s

BATTLE MISSIONS: SISTERS OF BATTLE

sst be slain and his body submitted
v st his taint continue to sprea

The Sisters of Battle are tasked not merely

with defeating this foe, but with utt
scouring him from existence. The
cleanse every pocket of resistanc
only the scorched bones of their
their wake. Only in this way can the threat
of heresy be truly eradicated.

Ohbjectives
The Sisters of Battle player is the attacker
his scenario and his opponen

sfender. The Sisters of Battle ple
objective is to cause as much damage
to the enemy as possible (see victory
fitions, below) by slay
Heretic in the def
of his minions as possible
the defend,
and destroy the Sisters of Battle

Deplopment
must deploy his entire army
able,

mies in

s the

yer's

is to protect the A

HQ unitis). If for any
s impossible to deploy a unit, it
must deploy as reserves.
Unless they Deep Strike ¢
hattlefield, the Sisters of B.
their first turn,
long table edges.

red

the
e enter play on
wing on from either of the

|



Reserves

The enemy player cannot place any of his
units in reserve voluntarily, but may be
forced to do so during deployment (see
above). Those units that do enter from
reserve enter play from either of the short
table edges.

Sisters of Battle units that have the
Deep Strike special rule must be placed
inreserve, The Sisters of Battle player
may place any or all of his other units in
reserve. Unless they Deep Strike onto the
battlefield, Sisters of Battle units that are
placed in reserve enter play from either of
the long table edges.

First Tuen

The Sisters of Battle player automatically
takes the first wrn,

Game Length

The Sisters of Battle player rolls 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 the Sisters of Battle player rolls a D6
again at the end of game turn 6; this time
the game ends immediately on the roll of a
1-3 and continues for another turn on the
roll of a 4+, The game ends automatically
at the end of game turn 7. As soon as the
game ends, before working out victory
conditions, remove all units that are falling
back - these count as destroyed.

Sisters of Battle

Victory Conditions

At the end of the game, each player scores
1 victory point for each enemy unit they
completely destroy, regardless of type. In
addition, if the Arch-Heretic (see below)

is slain, the Sisters of Battle player gain an
additional D3 victory points. If the Arch-
Heretic is slain and he suffered at least one
unsaved wound during the battle from a
flamer, hand flamer, combi-flamer or heavy
flamer, the Sisters of Battle player instead
ns an additional D6 victory points. If
the Arch-Heretic has not been slain by

the end of the game, the Sisters of Battle
automatically Ih.w. regardless of the victory
points score. Otherwise, the player with the
highest total victary points wins

Speaal Rules

Arch-Heretic: At the beginning of the game,
aiter the defender has deployed, but before
the first turn begins, the defender nominates
one of his non-vehicle HQ models to be

the Arch-Heretic imake sure both players
know who the Arch-Heretic is).

The Arch-Heretic, and any friendly unit
within 127, has the Fearless rule in this
mission. In addition, on a player turn in
which the Arch-Heretic assaults, he and all
members of the unit he has joined re-roll
failed rolls to hit in close combat.

Abhor the Heretic: All Sisters of Battle units
have the Preferred Enemy (Arch-Heretic)
rule in this mission.

Purge the Arvch-Bevetic Deplopment Hap

ovee 0n fig
g table edg

%rl-uu Summary

The defender deploys first, starting with HQ units, .

within 12" of the centre of the table.

units to be the Arch-Heret

The defender cannot voluntarily place any units in
reserve, but may be forced 1o do so (see above).
The defender nominates one of his non-vehicle HQ

s deploy no more than

The Sisters of Battle player must place all units that can

Deep Strike in reserve. Any other unit can be placed in

reserve,

The Sisters of Battle enter play on their first turn from
either of the long table edges.
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The Desecration of Angel Spire

. Amotations

0 Despite leading
the Sisters in a
courageous defence
for much of the
battle,. Canoness
Verena is sent
sprawling as the
Immolator beside
her explodes, and
is overwhelmed by
Orks before she can
recover her footing.

Q Mok
Battlewagon

is completely

abliterated by a
devastating salvo
from the Exorcist.

@ Momens later, the
affending Exorcist
is wrecked by an
outflanking mob of
Ork Kommandos.

@ A squadron of Ork
DeifKoptas

hlown out of the sky
by sustained heavy
bolter fire from the
Retributer Squad.

re

Furious melees
break oul in the
centre of the
battlefield, but with
unyielding fa
the Emperor, the
Sisters of Battle hold
the line.

The tide begins to
turn as the Penitent
Engines make the
presence felt. Three
of the berserk
machine crash into
the speeding Ork
Warbikes and tear
through them with
holy fervour,

Seraphim Superior
Camille discovers
the Sword of Saint
Helena in a blasted
shell hole, and with
it begins ta tear
through the Ork
fines. Moments later,
she culs down the
Ork Warboss with
the blessed weapon
and routs the
greenskin horde.
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aaagh! Uggrot had almost their arrival. Hordes of Ork Boyz charged
whmm;in the Hive World of headlong at the ers, who methodically

Acheron IV to its knees by the cut them down with disciplined volleys of
time a battlehost of sisters from the Order baolter fire. The arrival of Uggrot’s arch-rival,

of the Argent Shroud made planetiall. But

og Chewtops, steadied the wavering Ork
to the surprise of the embattled Imperial

es and th swed their furious attack
defenders, the Sisters of Battle struck th avy toll on the Sisters of Battle,
first blow at the Shrine of Saint Helena chering an Ecclesiarchy Cardinal
located at Angel Spire, an outpost long they found amid the ruins of the Shrine.
since overrun by the greenskin invasion At the battle’s climax, a pincer assault

Verena Armenii, Canoness of the Argent by a squad of Seraphim
Shroud’s strikeforce, had deemed the and three Penitent Engines
recovery of the relics lost during the on the flanks culminated
destruction of the Shrine of Saint Helena in the death of the

as a top priority, and led the mission Qrk leader and finally
personally to ensure its success. broke the greenskins'

But the greenskin presence in the resolve and they fled the
area had far from abated, with many Ork battlefield. The Sisters
warbands still looting and pillaging, and recovered the missing
the Sisters of Battle found themselves under relics but the cost of

sustained attack almost immediately upon victory had been high.

BATTLE
SCENES




Ry Sisters of Battle

TLost and JFound
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ssault gained

in a shell crater.
Leading her squad
forwards, she grasped the &
and pulled it fi
aling the rev

swepl 1 B
and scythed them down.




ASSAULT ON BLACK REACH




tis an age of darkness and strife. Mankind teeters

on the brink of oblivion, stayed only by the eternal
vigilance of the Imperium’s armies.

In Warhammer 40,000,
you and an opponent
take control of opposing,

} . nies o ni res
'WARHAMMER Etan
- 40,000

the tabletop in a variety
of thrilling missions.

The Assault on Black
Reach boxed game

has everything you
need to start playing
Warhammer 40,000
including two complete
forces - the heroic
Space Marines and the
barbaric Orks. Can the
valiant Space Marines
halt the green tide or
will the world of Black
Reach fall into the
hands of a despotic Ork
Warlord?

Box Contents:

* Pocket-sized
rulebook

= Starter booklet
* 2 range rulers

* Dice

= Transfer sheet

= Templates

'3

WARHAMMER
ASSAULT ON 20)

e e BOKED GAME
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There are so many different miniatures and thematic scenery pieces contained.

within the Dreadfleet box that the Hobby Team offered to paint a set and expl.
_how they did so. We didn’t threaten to walk the plank. Honest.




Steve Bowerman is
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ASSEMBLY
Steve assembled the
Heldenhammer’s hull
in its entirety before he
started painting. The
sails were attached to
their respective masts
but were left off the
model at this stage, lo
be painted separately.
The Heldenhammer,
like all the warships in
the game, is an intricate
madel with many finely
detailed components,
Nevertheless, building
your warship is not
d ult: start ||v

gathering all parts with
the code letter *)”. 5

together, trapp
temple and deck parts in-
between. Then attach the
figurehead and place on
the correct sea hase, It
now ready for paintin

) » Heldenhammer, and
/ all the warships, the order in
which you paint certain areas is
important. Sa a bit of planning before you
start doesn’t hurt as this will save you ]
at a later date, and prevent you endi
up in a constant cycle of retouching
you've already paintec
the deck, which Steve finished off
drybrush layer of Bleached Bone (this was
preceded by a basecoat of Khemri Brown,
followed by a wash of Devlan Mud). There
is little point painting the temple front if
you're going to catch it when drybrushing
the deck. To this end, Steve painted the

90 WHITE DWARF PAINTING WORKSHOP: DREADFLEET

Heldenhammer in an optimal sequence
starting with the aforementioned deck, then
painting the hull, followed by the temple,
n picking out ’w.nh

e pail mw\ se| \,um : Iu
ensure a rich, smoath red canvas for the
basecoal, Steve used a 1:1 mix of Mechrite
a ood Red applying it is with

the spray for an even coal. For the
iconography on the sails Steve applied a
basecoat of Vomit Brown, followed by a
wash of Gryphonr . He then edge
highlighted it with Vomit Brown, followed
by Bleached Bone to finish.




 DREADFLEET -

Phunting lhe W 1l

*e

Y Jtr}n"r.i‘;.y I’/._f:ynnﬂ' s Whath

You might want ta tackle the great brass clockwork statue that adorns the bow of the warship last

Dg” 3 4 =
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ASSEMBLY
The Bloady Re

a large warship

plenty of piec
of de

that you can paint
of the detail, assemble

the hull in two halves,
so that you can reach all
of the citadel —

citadel in plac

as the outer shipwreck
ut do not glue

piec

the two halves t
yet. Attach the sails to
the masts, but leave these
separate, along
base. Once the warship is
mplete, glue the masts
ta position and then
ue both halves of the

hull together.

92 WHITE DWARF

. To make sure

Il

gether

h the

in the Dreadfleet

it,” he explains.

The model is a large warshi
with intricate ¢ £
you make sure you can reach
your paintbrush
of the components bel

hulkin,
well as th

at hull,
base.

MODELLING WORKSHOP: DREADFLEET

g it off first). It’s
imposing of warships

CyUnean painted the Bloody Reaver
/ saving i 1l last (although we're

so | wanted 1o wa
td finished the other ships before tackl

inted each
sre assembling the
Bloody Reaver — the two halves of the
each of the four sails as

Is cleverly lock
¢ Bloody R 5
50 you either need to
stor nt it all and then
ommend painting it

as you can get at all of the detail on
Noctilus’ keep that way. Same of the sails
sit quite closely together so you need to
paint those first too or else you'll struggle to
get your brush into the gaps.’

Duncan drybrushed the rocky outcrop
that forms the centre of the Bloody Reaver
first, as it is quite a messy stage and he
didn’t want to get paint on the other
shipwrec ter he'd painted them.

) position
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Step 2 Step 3 e Step 4:
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ASSEMBLY
The hull of the £

Scimitar, the Tempest

Djinn and the
were glued toge

painted as one picce,
The sails were glued to
the masts and painted
rately, along with

the base.

Y ')H.if//}gr; te &
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Haming

re Efreet
ther and

ementady and. Futl
2

e Efrent
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IhL two sides of |m hull

v/ e J m:/awmﬂ

and the base. Both sides

\‘ L= \ of the hull are painted

: ¥ p in the same way, but

H f keeping them separate
b allows you to get at the

interior detailing.

torch fla
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ASSEMBLY
The Swordiysh is
shtforward to paint

warship was painted
separately from the base
and the sails,

2 %u}f//}{r/ Hhe FHuld”
1)

Step 1: Baseco

9 WHITE DWARF  MODELLING WORKSHOP: DREADFLEET




Y

1

Phinling the Wicker

1 2

ve to paint
the warship ingle
piece after it was fully

glue the three
hull sections togeth
affix it to the approj
base and get painting!

e wicker
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ASSEMBLY

The three parts of
the hull of Grimnir’s |
Thunder were painted
separately, allowing
| access to the interior.
Once painted, the
warship was glued to the
painted hase

Tin Btz

Shatinting e Green Panels

.

Step 2: Wach

Step 1; Basecoat the green
a coat of Badlab

i Knarloc Gree
inting around

care
i areas
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ASSEMBLY
Unlike the other
warships, the Black
Kraken is completely
assembled and glued to
the base before being
painted. This is because
some of the Bl
Kraken's tentacles are

{ onto the base,
nient o paint
ame time as
on the madel, Although
the Black Kraken has

coessible with

a paintbrush even aiter
the madel has e
completely ass

Step 4: £i

that surrounds it
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ASSEMBLY

As a sail-class warshi

the Seadrake was painted
in four separate parts
before its final assembly:
the three primary

tower masts and the
hull, complete with the
Dragon auxiliary.

with Fenris Crey

Lhuinling he (‘)‘r.;.'fs

ifs with

Step I: Basec

Step 4: Ege highlight the sails
Regal Blue. nd

with Space Wolves Grey and the
trimminngs with Skul White.
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ASSEMBLY
Of all the warships in i
Dreadileet, the Skabrus |
has the most visible

ternal details. For this

reason portant

to paint the three parts

separately 5o you can gel

atthe guts, which are

madelled an to the hase.

9, %H}.l//}g:/ fhe Giuls
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Amsmamas s

vecrs | S ddiliomal Delarls

of the warships, there
are plenty of other
components lo
There are loads of lslﬂﬂds
and shipwreck pieces,
and you can find the
guide to paining those
over the p There is
also an auiliary piece

@

for cach warship (apart
from the Shadewraith}
we painted ours in

the auxiliaries, however,
a it more

n ~ the Dirigible
and the Dragon, and
we've presented the
guide for thase belaw.
Finally, there are little
details such as the
treasure tokens, the wind
gauge and the navigation
rod - we recommend

he guides for

painting gold and hone
found carlier.
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5 With your warships and auxiliaries finished, its time to make a start on painting
b the rocky terrain that litters the Galleon’s Graveyard.

e fava with
W recesses

hbles with
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1 ) hen it comes to making your warships and
scenery, indeed any of your mir

as spectacular as possible on
essential to take the time to fully prepare them before you
begin painting. There is little that frustrates a hol
than finishing a beautifully painted miniat
the overall effect ruined by an unsightly mo:

spoilt for hobby equipment at every stape!

However, with many of the warships in Dreadileet, you
will want to paint them in separate sub-assemblies before
gluing them together, as mentioned earlier. With this in
mind, remember not to gel too carried away with building
your lovely new warships, or you risk not being able 1o
paint some of the details properly

Dreparing Your SWodels

only to have /
-t ruined by sightly mould line v
Thankfully, there are a number of fantastic hobby
praducts fresh from the Citadel forges that make this task
even easier to perform. From the Plastic Cutters that hel,
you clip each component from the frame to the Fine Detail
Brush with which to apply the final brush stoke, you are
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ayers in this Storm of Magic themed Campaign Weekend.
Have you got what it takes to claim Albion for your own¢

~ 14th - 15th January 2012,
~ Warhammer World, Nottmgham

. What will you need to attend? What does the ticket cover?
- * A 2400 point fully painted Warhammer army, as well as » Five great games of Warhammer, using the Storm of Magic

b

two Arcane Fulcrums and any extra bound monsters and/or Expansion, which will include some unique special rules
sorcerous pact units! (Note you will use armies of different and events!

- sizes over the weekend — see the Rules Pack for details). * A hot lunch with dessert on Saturday and Sunday and an

'« You will need a copy of the Storm of Magic Expansion, as evening meal on Saturday.

~ well as a Warhammer Rulebook and your relevant Army » Early registration and open gammg-on Friday evening

Book, dice, templates, and a tape measure. 18.00-22.00.
» Travel and accommodation for the weekend - contact us for ~ ® Organised entertainment on Saturday evening including a
details about discount rates for local hotels. Warhammer themed pub quiz!

& » You will play as a team of four — either pre-arrange with  Access to all of Warhammer World's facilities including the

three others or simply come along on the day and we'll find Miniatures and Exhibitions Hall.
a team for you! o Tickets cost £58 per player and are available from

~ » For any more information, contact us on www.games-workshop.com.

whwevents@games-workshop.co.uk or 0115 9004994,

Tickets availqble from Lth pb21.1!

.

. i em



THE AUGURY

(GAMES WORKSHOPS

THE AUGURY

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.

Events & Community 108-110

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

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

Store Information  111-117

@ 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  118-119

® 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
Nowhere can a more wretched den of scum and villainy be found
than the pirate city of Sartosa. The inhabitants of this island are
pirates, cutthroats and brigands one and all, and a selection of these
characterful denizens are available to order.

Also this month, we present a selection of Sisters of Battle miniatures
that are available to order, to reinforce your army ready for the new
challenges posed by this month’s new Battle Missions.




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.

October 2011

October 1st October 8th

PAINTING WORKSHOP: SPACE MARINES AUTUMN THRONE OF SKULLS

Date: Saturday 1st October, 2011 Date: Warhammer 8th-9th Oct

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

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

Details: If you're looking to learn the techniques you need to paint Space Age Limit: 16+

Marines quickly and effectively, who better to teach you than Chris Details: Spend a weekend fighting great battles, seeing wonderful-
Peach and Duncan Rhodes from the Design Studio’s Hobby Team! looking armies, making new friends, and swapping war stories at this
Spend a fantastic day with them painting a Space Marine Assault Squad year’s Autumn Throne of Skulls event.

in the Chapter colours of your choice, and learn how to paint your Here’s your chance to spend two days playing your favourite game and
miniatures to a high standard in no time at all. testing your skill against a wide range of opponents. Could you walk
Tickets: £102, available online or by calling 0115 91 40000 away as the winner with one of the coveted Throne of Skulls trophies?

Tickets: £56, available online or by calling 0115 91 40000
Contact: whworldevents@games-workshop.co.uk
Website: www.games-workshop.com

Contact: whworldevents@games-waorkshop.co.uk
Website: www.games-workshop.com
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October 15th October 25th L -IC1G i
TURKU FANATIC 2011 ORKTOBERFEST ?I
Date: 15th-16th October, 2011 Date; 25th-26th October, 2011 T
Venue: T-Talo, Vanha Himeentie 29, Turku, Finland Venue: South Woodford Library, London, England 4
Age Limit: No limit Details: The South Woodford Library Warhammer Club welcomes you to C
Details: The Gaming Club Ordo Aboensis is proud to present the Turku their annual Orktoberfest! This year's event focuses on War of the Ring a
Fanatic 2011 Warhammer and Warhammer 40,000 tournaments — the and you are invited to bring along your armies to do battle across the &

lands of Middle-earth. Across the two days there will also be plenty of
hobby activities for you and a parent, and loads of games of Warhammer
and Warhammer 40,000 using the School League rules.

Tickets: Tickets cost £1.50 per session

Contact: Email: Archie.Black@visionrcl.org.uk, Tel: 0208 708 9067

v o o

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
kWebsite: www.ordoaboenis.net

GAMES WORKSHOP

GETTING STARTED

Wherever you find yourself, Games Workshop Hobby Centres
across the land offer the same amazing service; introducing
new gamers to the hobby and helping you to develop and
improve your hobby skills.

From modelling and painting tutorials to army selection and
gaming tactics, your local Hobby Centre is the place to go
when you're in need of a little help or advice.

And it’s all completely free!

Not only that, but Hobby Centres are also the only place you :
can guarantee you will be able to collect your New Releases on _
the day of release.

\: . ‘ So, don’t delay. Pop into your local Hobby Centre today, pick up
Thereis 10 y ) Frararn . ' IS set, one of these fantastic Activity flyers, and get stuck in!

‘ IN STORES NOW! |

No respite: This is a world of eremal e . @ moving, .
108 WHITE DWARF THE AUGURY 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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GOLDEN DEMO

November, Warhammer World

Golden Demon trophies are awarded throughout the year to the
finest miniature painters and, in November, the names of all 2011
Slayer Sword winners will be inscribed on our honour boards,
accompanied by detailed pictures of their beautiful winning entries,
s0 you can see how our hobby stretches around the world.

Ogre Kingdoms and Grey Knights
September 10th-November 6th, Warhammer World
Two amazing displays in one space! With detailed artwork, stunning
miniatures and the sculptors’ original work on display, fans of
Warhammer and Warhammer 40000 can look forward to being
both fascinated and inspired.

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

A W,

www.games-workshop.com

November 12th

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

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 two 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

at: whworldevents@games-workshop.co.uk

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
\ e

(G€S WORKSHOPS

games-workshop.com

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

J FIND OUT WHAT’S GOING ON AT YOUR LOCAL HOBBY CENTRE WITH
“ FACEBOOK, TWITTER anD oN WWW.GAMES-WORKSHOP.COM
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STORE FINDER

Hobby Centres are Games Workshop’s own retail outlets.
Each 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
send it POST FREE!

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

Free gaming & tactics advice

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

Free Beginners programme

Our special Beginners programme teaches
you how to play and helps you take your
first steps into the Games Workshop
hobby. All you need to do is come along.

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
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STORE LISTING

October 2011

GW BRISTOL:

33h Wine Streel,

851 28Q Tel: 0117 925 1533
facehook.com/GWiristol

GW BRISTOL (CRIBBS CAUSEWAY):

Unit 129, The Mall,

8534 5UP Tel: 0117 959 2520
facebook.com/GWCribbsCauseway
BRISTOL, Area 51:

BS7 8BA Tel: 01179 244635

BRISTOL, Cut and Thrust Wargaming:

BS2 OF) Tel: 01173 020 021

CRIBBS CAUSEWAY, HobbyCraft:

BS34 515 Tel: 0845 051 6524

* GW BEDFORD:

10 Greyfriars,

MK40 1HP Tel: 0123 427 3663
facehook.com/GWBedford
BEDFORD, Close Encountei
MK40 1PW Tel; 01234
DUNSTABLE, Parallel Worlds:
LU4 ONP Tel: 01582 668 200
HARPENDEN, Lorna’s:

ALS 1LH Tel: 01362 769 204

LEIGHTON BUZZARD 8 M dl'] Shop:

LU7 TEA

BERKSHIRE

* GW MAIDENHEA
1 Kingsway Chambers
SLG 1EE Tel
facebook.com/GWhMaidenhoad

* GW NEWBURY:

114 Bartholomesw Street,

RG14 50T Tel: 0163 540 348
facebook.com/GWNewbury

GW READING:

29 Oxford Road,

RG17QA Tel: 0118 959 8693
facehook.com/GWReading

* GW WINDSOR:

Unit 3, 6 George V Place,

Tel: 01753 B61087
facebook.com/GWWindsor

eel,
63 1747

HENLEY ON THAMES, Henley Model Miniatures:

RCY 1AG Tel: 01491 572684
READING, HobbyCraft:
RG1 3HS Tel: 0845 051 6532

WINDSOR, W] Daniels:
SL4 1DP Tel: 01753 862106

BIRMINGHRAM ARERA

GW BIRMINGHAM:

36 Priory Queensway,

B4 7IA Tel: 0121 233 4840
/i gha

Unit 36, Merry “I” Centre,
DY5 18P Tel: 0138 448 1818
facebook,com/GWDudley

* GW SOLIHULL:

690 Warwick Road,

B91 3DX Tel: 0121 705 7997
facebaok.com/GWsolihull

* GW SUTTON COLDFIELD:
36 Birmingham Road,

B72 1QQ Tel: 0121 354 3174
facebook.com/GWSuttonColdiield

* GW WALSALL:

Unit 26, Old Square Shoppiny
W51 1QF Tel: 0192
facebook.com/GWWalsall

* GW WOLVERHAMPTON:

9 King Street,

WV1 18T Tel: 0190 231 0466
facebook.com/GWWalverhampton
KIDDERMINSTER, T) Mo
DY10 20P Tel: 0156

* GW AYLESBURY:

6 Market Street,

HP20 2PN Tek 01296 429 703
facebook,com/GWAylesbury

GW HIGH WYCOMBE:

No 55 Eden Walk Gallery, Eden,

HPIT 2HT Tel: 0149 453 1494

facebook.com/GWHighWycombe
GW MILTON KEYNES:

Unit 2, 502 Silbury Boulevard,

MK9 ZAD Tel: 0190 869 0477
facebook.com/GWMiltonKeynes

8ES el: 0175
HAZELMERE, Childs Toys:

HP15 7AA Tel: 01494 711 425
MILTON KEYNES, HobbyCrait:
MK13 8PU Tel: 0845 051 6544

GW CAMBRIDGE:
54 Regent Street
CB2 1DP Tel: 0122 331 3350

facebook.com/GamesWarkshopCambridge

GW PETERBOROUGH:

3 Wentwarth Street

PE1 1DH Tel: 01733 890 052
facebook.com/GWPeterborough

CAMBRIDGE, Cambridge Toy Shop:

CB11PA Tel: 01223 309 010
ELY Clty l'_‘ycle Cenlre

: 01353 663131
EYNESBUKY Wheelers
PE19 2TA Tel: 01480 476529
HUNTINGTON, Niche Comics:
PE29 3TF Tol: I'IHM 352 307
MARCH, The Ti
PEI5 818 ui: 01354 658 051
PETERBOROUGH, The Rift:
PEI 1EL Tel: 01733 341007
WISBECH, Prams & Toys:
PEI3 1BA Tel: 01945 584142

CHANNEL ISLANDS

IERSEY, ST, HELIER, The Little Shop:

Tel: 01534 601925

GUERNSEY, ST, PETERS PORT. Carousel:

GY1 1B Tel: 01481 721721

CHESHIRE

GW CHESTER:

112 Foregate Street,

CH1 1HB Tel: 0124 431 1967
facebook.com/GWChester

* GW CREWE:

B Markel Streel,

CW1 2EG Tel: 01270 216903
facebook.com/GWCrewe

* GW MACCLESFIELD:

31 Church Street,

K11 6LB Tel: 0162 561 9020
facehook.com/GWMacclesfield

* GW STOCKPORT:

32 Mersey Square,

SK1 1RA Tel: 0161 474 1443
facehaok.com/GWStuckport

* GW WARRINGTON

www.facebook.com (1\1\\'.1nin:_;|un

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(#) These Hobby Cenires 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

BRIDGEMERE, HobbyCrait:

LISKEARD, Trago Mills:

CW3 7QB Tel: 0845 051 6537 PL14 6HY Tel: 01579 348877
CHESTER HuhhyCraft PENZANCE, Newlyn Post Off'ce
Tel: 0845 051 6546 TR18 5HL 1 01736 3645

CO!\GLETON Colours and Crafts:

REDRUTH, Earh’s Lil Sh
Tel: 079

CWi2 1EE Tel: 01260 277211 TR15 2AU

ELLESMERE PORT, D&A Models: ST AUSTELL, Mad for

CH65 BDA. Tel: 01513357949 PL25 5Q8 Tek 01726
NORTHWICH, Level 1: ST IVES, Dragon's Hoard.

CW3 SAF Tel: 01606 45053 TR26 2D5 Tel: 01736 79848
NORTHWICH, The Model Shop: WADEBRIDGE, Bricknells Toy & Nursey:
CW9 5EA Tel: 01606 47740 PL27 7DD Tel: 01208 B13 274

STOCK?OKT Goslings Tnymaster
Tel: 01614 27209

BAW
STOCKPORT, HobbyCra

COUNTY DURHAM

* GW DURHAM:

SK1 2ZHH Tel: 0845 051 6530 64 North Road,
WARRINGTON, HobbyCraft: DH1 45Q Tel: 0191 374 1062
WA2 a1P Tel: 0845 051 6541 facehook.com/GWDurham

'WIDNES, Widnes Model and Craft Centre:

GW DARLINGTON:

WAB 6AZ Tel: 01514 228043 78 Skinnergate

cliuiu“n DL3 7IX Tel: 0132 538 2463
www.facebook.com/GWDarlington

GW MIDDLESBROUGH: BISHOP AUCKLAND, Windsock Models:

Unit 33, 39 Dundas Streel, DL14 7PF Tel: 01388 609 766

151 1HR : 0164 225 4091 CHESTER LE STREET Chips:

www.facehook.com/GWMiddleshrough DH3 38) 01642 227348

BILLINGHAM, W Boyes & Co Ltd: CONSETT, Ch:ps

1523 2N] Tel: 01642 553 058 DH8 5LA Tel: 01642 227348

GUISBOROUGH, Road Flag Ltd: DARLINGTON, Lambs

1514 6BN Tel: 01207 637777 DL3 9EP Tel: 01325 466042

GUISBOROUGH, Stokelds Toy Centre: SEAHAM, Games of War:

TS14 6PP Tel: 01287 632 335 SR7 0AA Tel: 01915 817 118

NORMANBY, PC Tech: STOCKTON ON TEES, HobbyCraft:

56 OLT Tel: 01642 481888 1517 7BW Tel: 0845 051 6559

REDCAR, PC Tech:

T510 301 Tel: 01642 461010 e““nn'n

STOCKTON ON TEES, Hobbies R Uz:

GW CARLISLE:

TS18 1PL Tel: 01642 535167

nnn“w““. 0122 859 8216
facebook.com/GWCarlisle

GW TRURO: GW KENDAL:

Unit 1, Bridge House, New Bridge Street, Units 4 & 5, Blackhall Yard,

TR1 2AA Tel: 0167 232 0047 LA LU Tel: 01539 722111

facebook.com/GWTrura
BODMIN, Bricknells:

facebook.com/GWKendal
BARROW-IN-FURNESS, Heaths:

PL31 2L Tel: 01202 277088 LA14 1JE Tel: 01229 820 435
CALLINGTON GMs mphee’s: BOWNESS-ON-WINDERMERE, Emest Atkinson & Sons:
PLI7 7 Tel: 01579 mmuu LA23 3AP Tel: 01539 443 047
HAYLE Blewetts of Hayle: COCKERMOUTH, The Toy Shop:
TR27 4B Tel: 01736 753 012 CA13 91U Tel: 01900 B25855
LJ\UNCESTDN Gamemne Models: KENDAL, Aireys of Kendal

PL15 9DY 73487 LAY 4RA Tel: 01539 720 781

www.games-workshop.com 111



PENRITH Harpers Cycles:

1171 Tel: 017 Nﬁ 864 475
WORKINGTON, ToyTown:
CA14 1INQ Tek :Ir'umﬂn 322

DERBYSHIRE
* GW CHESTERFIELD:
21 Knifesmithgate,

$40 1RL Tel: 01246 271118
facebook.com/GW Chesterfield

GW DERBY:

42 Sadler Gate,

DE1 3NR Tel: 0133 237 1657

facebook.com/GWDerby

ASHBOURNE, Lumbards Toy Shop:
DE6 1GG Tel: 01335 345115
BUXTON, Knnwles Tnys and Models
SK17 BJY 298 24203
CHESTERFIELD M land Co-op:

540 TUN Tel: 01245 220 200
DERBY, Tokyo Otaku:

DE1 208 Tel 01322 311355
DERBY, Toy Plane

DET 2PQ Tek: 01332 347734
GLOSSOP, Wain Services:
SK13 7AB Tel: 01457 853 548
ILKESTON M|dland Co‘op

DE7 5 1159 327 777
MATI.OCK, Shawe

DE4 3AQ 1629 582 482
RIPLEY, Chimera Leisure:

DES 38U 1773 747849
STANLEY COMMON, Oakfield Farm:
DE7 6FP Tel: 07969 534912

* GW BARNSTAPLE:

# Queens House, Queen Stree,

EX32 BH) Tel: 01271 859115
facebook.com/GWHarnstaple

GW EXETER:

31a Sidwell Street,

EX4 6NN 0139 249 0305
facebook.com/GWExeter

GW PLYMOUTH:

84 Comwall Street,
PLI IR T
facebook.com/GW
* GW TOI!QU»W’>

12 Market Street,

TQ1 3AQ Tel: 0180 320 1036
facebook.com/GWTorquay
BRIXHAM, Mainly Miniatures:

TQ5 8E) Tel: 01803 882 555
CULLOMPTON, Nanna’s Toy Chest:
EX15 1LB Tel: 01884 839317

DARTMOUTH, WG Pillar & Co:
TQ6 9AN 01803 832 139
EXMOUTH, Collett’s Model Trains:
EXB L Tel: 07885 988578
HONITON, Pressplay:

EX14 1PG Tel: 01404 549612
KINGSBRIDGE, The Tradlng Post:
107 1PG B 852 923
NEWTON ABBOT Tragn Mills:
T0Q12 6jD Tel: 01626 821111

-

OKEHAMPTON, Kinderbox:

EX20 1AW Tel: 01837 659950
PAIGNTON, Paignton Model Shop:
TQ4 5BY 01803 555882
PLYMOUTH,

PLY DU
PLYMPTON, Nimrif Models:
PL7 2AL Tel: 01752511999
SIDMOUTH, Gl
EXT0 817 Tel: 01395 516695
TAVISTOCK, Kaleidoscope:

PL19 OHE Tel: 01822 615 236
TAVISTOCK, Games and Computers:
PLIS 0DD Tel: 01822 615 288
TEIGNMOUTH, Jackmans Toybox:
TQ14 BEA Tel: 01626 778 260
TEIGNMOUTH, M Cubed:

TQ14 BPE Tel: 01626 870995
TIVERTON, Banbury’s:

EX16 6QD Tel: 01884 252627
TORRINGTON, Toyzone:

EX38 8HQ Telt 01805 624 790
TOTNES, Finishing Touches:

TQ9 5RW Tel: 01803 862244

GW BOURNEMOUTH:

85 Commercial Road,

BH2 5RT Tel: 01202319 292
www.facebook.com/GWBournemouth

GW POOLE:

Unit 12 Towngate Centre,

BH15 1ER Tel: 0120 268 5634
facehaok.com/GWPaole

BLANDFORD, Inspirations:

DUE1 7PX Tel: 01258 480999
BOURNEMOUTH, HobbyCrait:
BH22 9D) Tel: 0845 051 6520
BRIDPORT, Fmsls Toymaster:

D16 3QF Tel: 01308 422 296
CHRISTCHURCH, Srmplu Miniature Games:
BH23 1EB. Tel: 01202 489721
DORCHESTER, Dorchester Toys:
DY 1BY Tel: 01305 261 152
SHERBOURNE, The Corner House:
DT9 3LL Tel: 01935 815 615
SHERBOURNE, The Toy Barn:

D719 41X Tel: 01935 815 040
SWANAGE, Leonard's:

BH19 1BT Tel: 01929 42609
WEYMOUTH, Howley's Toymaster:
DT4 BHQ Tel: 01305 779255
WIMBORNE MINSTER, Riverside Toys:
BH21 1LN : 01202 BE1754

GW CHELMSFORD:

Unit 4C, The Meadows Centre,

CM2 6FD Tel: 0124 549 0048
facebook,com/GWChelmsford

GW COLCHESTER:

2 Short Wyre Street,

CO1 1N Tel: 0120 676 7279
facehook.com/GWColchester

GW SOUTHEND:

12 Southchurch Road,

551 2NE Tel: 0170 246 1251
facebook.com/GWSouthend

112 WHITE DWARF AUGURY

GW THURROCK:
Unit 4158, Level 3, Lakeside Shopping Centre,
RM20 27] Tel: 0170 886 7133
facebook.com/GWThurrock
HARLOW, Marquee Models:
€M20 TXS
BASILDON, HobbyCraft:
SS14. 1WP Tel: 0845 051 6536
BILLERICAY, Toys N Tuck:
CM12 9YB Tel: 01277 650444
BRAINIREE Kidzone Toys:
Tel: 01376 554 793
BRAINTREE Games Cellar:
CM7 2YN Tel: 01376 552755
BRENTWOOD, B&M Cycles:
CM14 4RG Tel: 01277 214 342
CHELMSFORD, Hobhy(?rafl
CM2 bXE : 0454 051 6572
CLACTON ON SEA, Elmun Art & Craft Centre:
CO15 1JA Tel: 01255 436 346
COLCHESTER, 4TK Gam

=

€04 5EG Tel: 01206 756300
HARLOW, HobbyCraft:
CM20 2DA Tel: 0845 051 6565
RAYLEIGH, Gamerz Nexus:
§56 7HL Tel: 07875 957506
SOUTHEND ON SEA, Wayland Games:
§52 55 Tel: 01702 568750
HORNCHURCH, Tole Haven:
RM12 4TN Tel: 01708 475051
MALDON, Colin Bliss Mode!
CMY 5BZ Tel: 01621 851 327
RAYLEIGH, Toys N Tuck:
556 7EW Tel: 01268 775 501
SAFFRON WALDEN, Game On:
CB10 1AX Tel: 01799 506 022

GW CHELTENHAM:

16 Pittville Street,

GL52 21 Tel: 0124 222 8419
facehook.com/GWCheltenham

* GW GLOUCESTER:

35 Clarence Street,

GL1 1EA Tel: 0145 250 5033
www. facebook.com/GWGloucester

BOURTON ON THE WATER, Bourton Model R‘aihm:

GL54 2AN Tel: 01451 820 686
CIRENCESTER, Crocudlle Toys:
GL7 2PR Tel: 01285 656 050
GLOUCESTER, HobbyCral’I.

: 0845 051 6522
STROU[J, r\lan ndall Ltd:
GL5 1AN Tel: 01453 765920

GW BASINGSTOKE:

3 Potters Walk,

RG21 7GQ Tel: 0125 646 6050

facebook.com/GWBasingstoke

GW PORTSMOUTH:

14 Arundel Street,

POT INL Tel: 0239 267 6266

www.facebook.com/GWPortsmouth

GW SOUTHAMPTON:

23 East Street,

5014 1HG Tel: 0238 033 1962

facebook.com/GWSouthampton

* GW WINCHESTER:

35 Jewry Strect,

5023 8RY Tel: 0196 206 0199

www, facebook.com/GWWinchester

@ ALDERSHOT, The Game Shop:
GU11 1DZ Tel: 01252 311 443

ALTON, Alton Model Centre:

GU34 10D Tel: 01420 542 244
ANDOVER, Andover Toys:

SP10 1LX Tel: 01264 352 263
BASINGSTOKE, HobbyCraft:

RG22 6HN Tel: 0845 051 6571
EASTLEIGH, Eastleigh Wargames:
5050 9)A Tel: 02380 644 179
FARNBOROUGH, Dark Star:

GU14 DEN Tel: 01252 545019
FLEET, Fleet Toys:

GU15 3BL Tel: 01252 613949
GOSPORT, TD Books and Wargames:
PO12 1LR Tel: 07969 494855
HAVANT, HobbyCraft:

PO 1ND Tel: 0845 D51 6554
LYMINGTON, HE Fl

S041 9AQ

MILFORD ON SEA, Mll(ord Models and Hobbies:
5041 0QD Tel: 01590 642 112
NEW MILTON, Toys of New Milton:
BH2S 6HY Tel: 01425 617 805
NORTHEND, Fun Toys and Games:
PO2 OLH Tel: 02392 696734

PETERSFIELD, Fnlly Models:
GU31 4AD Tel: 01730 267 932
RINGWOOD, ani of Ringwood:

BH24 1AT 01425 479 444
ROMSEY, Roundabout:

S051 8GD Tel: 01794 512 145
SOUTHAMPTON, HobbyCraft:
SO18 IHW Tel: 0845 051 6521
SOUTHSEA, Solent Wargames:

PO4 0JP Tel: 02392 363575
SOUTHSEA, Southsea Models:

POS 25G Tel: 02392 733 208

* GW HEREFORD:

40 tign Gale,

HR4 0AB Tel: 01432 355 040
facebook.com/GWHereford

HEREFORD, Weobley Bookshop:

HR4 BSA Tel: 01544 319292
LEDBURY, Little Shop of Wonders:
HRB 2AA Tel: 01531 632206
LEOMINSTER, Martin’s Models & Craits:
HR6 8ES Tel: 01568 613 782
ROSS ON WYE, Revolutions:

HRS 7DY Tel: 01989 562 639

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:
16 Bridge Street,

HP1 1EF Tel: 0144 224 9
facebook.com/GWHemelHempstead

= GW ST ALBANS:

18 Heritage Close,

AL3 4EB Tel: 0172 786 1193
facebook.com/GWStAlbans

* GW STEVENAGE:

5 Queensway,

SG1 1DA Tel: 01438 355044
facebook.com/GWStevenage
BERKHAMSTEAD, Hamlins;

HP4 2A8 Tel: 01442 864 642
CHESHUNT, Crealwe Thln!ung.

ENA 9NU 01992 62233
HITCHIN, Mainly Mude :

SG5 1DB Tel: 01462 422 204
LETCHWORTH GARDEN CITY, Cuthbert's Toys:
S$G6 30A Tel: 01462 486030
LETCHWORTH, Rowells Toy Empurlum
SG6 30N 1 01462 680 7
STEVENAGE, HuhhyCraﬂ.

SG1 1IXN Tel: 0845 051 6553

STEVENAGE KS Madels:
Tel: 01438 746 616

WELWYN (GARDEN CITY, Fun House Toy Store:

ALB 6HA Tol: 01707 391 319
WATFORD, HobbyCraft:
WD17 25F Tel: 0845 051 6538

ISLE OF WIGHT

NEWPORT, Cheap Thrills:

O30 1]P Tel: 01983 530 570
NEWPORT, Toy & Models:
PO30 1BQ Tel: 01943 528
RYDE, The Sports & Model Shop:
PO33 2DT Tel: 01983 862 454

KENT

GW BLUEWATER:
Unit 0528, Upper Thames Walk, Bluewater,
DA9 95Q, Tel: 0132 242 7880
facehook com/GWBluewater
GW CANTERBURY:
Unit 5, Iron Bar Lane,
CT1 2HN Tel: 0122 745 2680
facebook com/GWCanterbury
GW MAIDSTONE:
7a Pudding Lane,
MET4 1PA Tel: 0162 267 7435
www.facebook.com/GWMaidstone
GW TUNBRIDGE WELLS:
36 Grasvenar Road,
TNI 2AP Tel: 0189 252 5703
facebook.com/GWTunbridgeWells
ASHFORD, Kid's Stuff:
TN23 1AB Tel: 01233 610200
ASHFORD, XPRESS Games:
TNT4 8IN Tel: 01233 621710
BEXLEY HEATH, I( Krazy:
DAG 8DT Tel: 0208 298 7177
BROADSTAIRS, Time & Space:
T iLe Tel: 01843 866 006
CHATHAM, Maynes:
ME# 4BP Tel: 01634 400 031
CRAYFORD, HobbyCraft:
DAT 4LD Tel: 0845 051 6535
DEAL, John Rops
CT14 6TE Tel: 01304 361404
DOVER, Turners Models:
CT17 OST Tel: 01304 203 711
DOVER, XPRESS Games:
CTi6 18U Tel: 07809 201704
FOLKESTONE, Penkraft:
CT19 4DP Tel: 01303 279292
GRAVESEND, Steve's Collectables and Toys:
DA12 26Q Tel: 01474 564 465
GRAVESEND, The Stamp Centre:
DAT1 DAY Tel: 01474 534 166
HERNE BAY, Spearings:
Tel: 01227 374 049
HTTHE, Apple Jax
€121 5)U Tel: 01303 262 602
MAIDSTONE, HobbyCrait:
ME16 0SN Tel: 0B45 051 6539
MAIDSTONE, Model World:
ME14 5LH Tel: 01622 735855
ROCHESTER, Rochester Games:
MET 1T Tel: 07952230018
SEVENOAKS, JH Larimer:
TNI3 1R Tel: 01732 452 B40
SEVENOAKS, Manklows:
TNT4 SAR Tel: 01732 454 952
SITTINGBOURNE, F1 Hobbies:
ME10 378 Tel: 0845 2602622
SITTINGBOURNE, Nickel Buoks.
ME1D 4PD Tel: 0
THANET, HohbyCra i
T10 2BF Tol: 0845 051 6564
TUNBRIDGE WELLS. HobbyCrait:
N2 3UR Tel: 0845 051 6568

IMBISI'IIIIE

* GW BLACKPOOL:

8 Birley Street,

FYriou Tel: 0125 375 2056
facehook, com/GWBlackool

GW BOLTON:

Unit 14 (15t floor), Cramplon Place,
BL1 1DF Tel: 0120 436 2131
facebook.com/GWaalton

GW BURY:

16 Cromptan Street,

BL9 DAD Tel: 0161 797 6540
facebook.com/GWBury

GW PRESTON:

15 Miller Arcade,

PR1 2QY Tel: 0177 2821
facehook, |amfc.wzsw\:rlshupl’umun
* GW WIGAN:

12 Crompton Street,

WN1 YR Tel: 01942 B29121
www.facehook com/GWWigan

ASHTON UNDER LYNE, Roundabout Toys:

OL6 6A] Tel: 01613 432 344
BLACKBURN, Batcave:

BB2 1)L Tel: 01254 667 488
BLACKBURN Mercers Toys:
BA2 2L Tel: 01254 6E1401
ILACKPOOL, iCollectables:
FY4 16W Tel: 01253 403839

BOLTON HobbyCrait:
Tel: 0845 051 6531
BGLTON Portcullis Wargames Emporium:
Tel: 01204 772 522
BURNI.EY, Compendium:
BA12 08Q Tel: 01262 457 060
CHORLEY, Hampsons Tays & Nursey World:
PR 25Q Tel: 01257 263045
CLITHEROE, CDWFI s of Clitheroe Ltd:
BB7 2DA 01200 423 567
COLNE, West End Model Centre:
BBB 0BT Tel: 01262 867711

LElGH Sturklown Ltd:
Tel:

01942 671 116
ORMSKIRK Taylors:
L39 2AA Tel: 01695 373516
PRESTON, Huhi)yCraft
BAF Tel nsa.ual 6529
THORNTON Tuyi 2 Savy
FY5 452 Tel: UIZSHhS'JnS

LEICESTERSHIRE

GW LEICESTER:
Unit 2,16/20 Silver Street,
LE1 5ET Tel: 0116 253 0510
facebook.com/GWleicester
+ GW LOUGHBOROUGH:
22 Biggin Street,
LE11 1UA Tel: 0150 923 8107
facehook.com/GWiloughbarough
LEICESTER, Table Top Tyrant:
LE1 3R Tel: 01162 533 954
ASHBY-DE-LA- ZOUCH Steve’s Models:
LE6S THP 1530 416 827
LDUGHBOROUGH Wargames Inc:
LE11 1JA Tel: (ll)(“l 235505
LUTTERWORTH, Ace Conneclions:
LE17 4E) Tel: 01455 558335
MELTON MOWBRAY, Cobwebs:
LE13 1XA Tel: 01664 500700

LINCOLNSHIRE AREA

* GW BOSTON:

45 Wide Bargate,

PE21 65H Tel: 01205 356596
facebook.com/GWBoston

* GW GRIMSBY:

9 West 51 Mary’s Gate,

DN31 LB Tel; 0147 234 7757
www.facebook.com/GW Grinshy

* GW LINCOLN:

Unit SUA, Saltergate, (outside of Waterside Centre),
IN2 1AP Tel: 0152 254 B0O27
facebook.com/GWLincoln
GRANTHAM, A1 Hobbies Ltd:
NG31 95E Tel: 01476 565909
LOUTH, Castaline
INT1 9ET Tel: 01507 602 149
MABLETHORPE, Belas Toymaster:
LN12 TAD Tel: 01507 473 328
SCUNTHORPE, Shermans Model Shop:
DN15 6LD Tel: 01724 Ba2 439
SKEGNESS, The Maodel Shop:

PE25 3NY Tel: 01754 763 429
SKEGNESS, Warlords of the Coast:
PEZ5 1RY Tel: 01754 763886
SPALDING, Mason’s Models:

PEVT 1DQ Tel: 01775 722 436
STAMFORD, Stamford Models and Hobbies:
PE9 2AZ Tel: 01700 767934

LONDON

* GW ANGEL:

36-37 Myddleton Street, Angel Islington,
ECIRIUA Tel: D207 7130835
facehoak.com/GWAngel

GW BRENT CROSS:

Unit F9, Lawer Mall, Birent Cross Shopping Centre,
NW34 3FE, Tel: 0208 202 4979
facehaak.com/GWBrentCross

GW BROMLEY:

Unit 24, The Mall, Bromley,
BR1 1TS : 0208 466 U678
facebaak.com/GWBromley

GW COVENT GARDEN:

Unit 33, The Market,

WC2E BBF Tel: 0207 240 5106
www.facebook.com/GWCoventGarden

GW CROYDON:

Unit 35, Centrale Shopping Centre, Keeley Road,
CRO ITF Tel: 0208 650 4600
facehaok,.com/GWCroydon

* GW EPSOM:

8 High Streel,

KT19 8AD Tel: 01372 751881
www.facebook.com/GWEpsom

GW KENSINGTON:

Shop 7, Lancer Square, Kensington Church Sireed,
WE 4EH Tel: 0207 937 7011
faceboak.com/GWKensinglon

GW KINGSTON ON THAMES:

33 Fife Road,
KT1 1SF Tel: 0208 549 5224
facebaok.com/GWKingston

GW OXFORD ST:

Unil F10, The Plaza Shopping Centre,
WID LT Tel: 0207 436 0839
facehook.com/GWLondonPlaza

* GW MUSWELL HILL:

117 Alexandra Park Road,

N10 2DP Tel: 0208 883 9901
www.facehook.com/GWMuswellHill
GW ROMFORD:

12 Quadrant Arcade,

RM1 3ED Tel: 01708 742 140
facebook.com/GWRomford

* GW STAINES:

8 Clarence Street,

TWIR 4P Tel: 0176 446 0675
facebook.com/GWStaines
GW SUTTON:

Unit 26, Times Square Shopping
SM11LF Tel: 0208
facehook.com/GamesWaorkshopSutton

GW UXBRIDGE:

Unit 32, Chequers Mall, The Pavifions Shopping Cenre,
UBs 1LN Tel: 0189 525 2800
www.facebook.com/GWUxbridge

GW WATFORD:

Unit Q, 1A Queen Street, Harlequin Centre,
WD1 278 Tel: 01923 2453808
facebook.com/GWWatford

GW WOOD GREEN:

Unit 93, The Mall Wood Green, High Street,
N22 6BA Tel: 0208 8891079
www.faceboak.com/GWWoodGreen
BARNET, Toys Toys Toys:

ENS 5XQ Tel 0200 443 0966
BECKENHAM Beckenham Toys.
Tel: 02086 505

BLACKHEATH 2nd Impres!luns

0TA Tel: 0208 852 m'iz
lIlOM].E\’. Chamn

R2 9QN Tel: 020846:

CHISWICK, Turnham Arts and Crafts:
W4 115 Tol: 0208 9952872
CROYDON, HobbyCraft
CRO 4XU Tel: 0845 051 6570

DUlWlCH The Art Stationers:

SE21 7B Tel: 0208 693 5938
EALING Northfields Models:
LAk Tel: 0208 299 3444

EAST SHEEN Pandemonium:

SW14 SAE Tel: 0208 B78 0866
ENFIELD, Pearson:
ENZ 6L) Tel: 0208 373 4200

FINCHLEY Lmsure Games:

: 0208 346 2327
FUlHAM Pamd('s Toys:
SW6 7 Tel: 0207 3859864
GREENFDRD HobbyCraft:
UB6 0UW Tel: 0845 051 6528
HAMPSTEAD, Halppy Returns:

NW3 INH 0207 435 2431
HARROW, Toy Galaxy:

HA1 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:

HL Tel: 020 7221 B85
MUSWELL HILL, Art For Art’s Sake:
N101D) Tel: 020 8442 0512
LONDON, 4D Modelshop:
E1 BEU T

BR6 OR Tel: 01642 227348
ORPINCTON HobbyCraﬂ~
5 IRP Tel: 0845 0516576
]’UTNEY 'I'oys!op‘
SWI5 Tel: 0208 785 9955
ROMFORD HobbyCraft:
M1 1AU Tel: 0845 051 6545
RUISLIP John Sanders:
Tel: 01895 634 840
SOUTH WOODFORD, South Woodford
E18 208 Tel: 0208 708 9067
VICTORIA PARK, The Toybox:
Tel: 0208 533 2679
WATERLOO Dark Sphere Retail:

SE1 7NJ Tel: 0207 928 7220
WEST DRAYTON, The Aviation Hobby Shop:
UB7 BEA : 01895 442123

HIIIEI'IES'I'EII AREA

* GW ALTRINCHAM:

Unit 1, 19 Graftan Street,

WAT4 1DU Tel: 0161 929 9896
facehook.com/GW.Altrincham

GW MANCHESTER:

Unit R35, Marsden Way South, Arndale Centre,
M4 3AT Tel: 0161 834 6871
facehaok.com/GWManchester
MANCHESTER, Fanboy 3:
M11FZ Tel: 01422 376 532

MERSEYSIDE AREA

GW LIVERPOOL:

13b Central Shopping Centre, Rancleigh Street,
L11QE Tel: 0151 703 0963
facehaok.com/GWLiverpool

* GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghton 1,

PRY OTE Tel: 0170 450 1255
www.facehook.com/GWSauthpart
BRIMSTAGE, Wargames Store:

CH63 bJA Tel: 01513 421 233

ST HELENS, Scolt Rock Hobbies:
WAY 3N Tel: 07512 098742

ST HELENS, Rennies Arts and Crafts:
WAT0 INW Tel: 01744 739660

* GW KINGS LYNN:

23 Norfolk Street,

PE30 1AN Tel: 01553 777 920
www.facebaok.com/GWKingsLynn
GW NORWICH:

12-14 Exchange Streel,

NR2 1AT Tel: 0160 376 7656
facebook.com/GWNorwich
CROMER, Cromer Furniture;
NR27 9HT Tel: 01263 515153
DEREHAM, Starlings Toymaster:
NR19 1TR Tel: 01362 697 769
GREAT YARMOUTH, Kerrisons:
NR30 2NZ Tel: 01493 B53 891
HOLT, Slarllngs Toymaslw
NR25 6BN Tel: 01263 713 101
HUNSTANTON, Pavilion Toymaster:
PE36 5AH Tel: 01485 533 108
NORWICH, HobbyCraft:

NRT TWR Tel: 0B45 051 6573
NORWICH, Kerrisons:

NR3 2RX Tel: 01603 494 008
NORWICH, Langleys

NR13 6LH Tel: 01603 621959
NORWICH, Ssarwynn Games:
NR2 1DE Tel: 01603 631920
SHERINGHAM, Starlings Toymaster:
NR26 BDS Tel: 01263 622 368

NORTHAMPTONSHIRE

* GW KETTERIN

4 Lower Street,

NN16 8DH Tel: 01536411114

facehook. com/GWKettering

* GW NORYHAMI’TON

24-26 Abington Square,

NNT 4AA Tel: 01604 636 687

facehook,com/GWNorthampton

NORTHAMPTON, thbyCraﬂ:

NN5 5AF Tel: 0845 051 6523

NOITHAMPTON Wargames Workshop:
Tel: 07531 775263

FEIERBOKOUGH HobbyCraft:

PEL 4YZ Tel: 0B45 051 6563
RUSHDEN, Osburne Sports & Toys:
NN10 OPE Tel: 01933 312 415

WElLINGBOROUGH, Software Seller:
18Q Tel: 01933 440 861

IIIIIITIIIIMB!HIIIIII

CORBRIDGE, The Village Square:

NE45 5AW Tel: 01434 634 056
MORPETH, TG Allan:
NE61 1BA Tel: 01670 515 136

NOTTINGHAMSHIRE
GW NOTTINGHAM (Central):
34a Friar Lane,

NG16DQ 0115 948 0651
facehook.com/GWNottingham

GW
Willa
NGT
facebi



GW WARHAMMER WORLD:

Willow Road, Lenton,

NGT 2Ws Tel: 0115 916 8410

facebaok.com/GWWarhammerWorld

@ MANSFIELD, Eye of the Storm:
NG18 58U Tel: 01623 236919

ARNBLD, Boyes & Co Ltd:

NG5 Tek: 01159 260 106
BEESTON Ch1mera Leuure’

NG3 2LH 159 229880
MANSFIELD, TC I’alnlmg Studios:
NG21 9DA Tel: 01623 480841
MANSFIELD, The Games Emporium:
NG18 INQ Tel: 01623 630 022

NEWARK, Access Models:

NG24 1BE Tel: 01636 673 116
NEWTHORPE, Caliver Books:

NG16 20P Tel: 01159 362111
NOTTINGHAM Foundry Miniatures:
Tel: 0115 8413000
NOTTINGHAM HobbyCraft:

NG2 3GZ Tel: 0845 051 6249
NOTTINGHAM, Vague Connections:
NG1 5FP Tel: 07816 978048
RETFORD, Bookworm:

DN22 6EA Tel: 01777 869224
WEST BRIDGFORD, Inspirations
NGZ 5GR Tel: 0115 982 1200
WORKSOP, Model Base:

580 1DY Tel: 01909 501 752

GW OXFORD:

1A Bush House, New Inn Hall Streel,
OX1 2DH Tel: 01865 242 182
facebook.com/GWOxford
BANBURY, Trinder Bros:

OX16 58N Tel: 01295 262 546
BICESTER, HobbyCraft:
OX25 ZNY Tel: 0845 051 6557

s Sports:
01993 842 396

CARTERTON, G
OX18 3L |
DIDCOT, Toys-U

OX11 8R) Tel: 01235 759450
GORING ON THAMES, Goring Hardware:
RGS 9HG Tel: 01491 872420
OXFORD, Boswells Toymaster:
OX13AG Tel: 01865 241 244
WALLINGFORD I(ev s Toyshop:
OX10 DEW : 01491 825136
WITNEY, Dennmi

OX28 6HW Tel: 01993 704 979

GW SHREWSBURY:

6 Market Street,

SY11LE Tel: 0174 336 2007

facebook,com/GWShrewsbury

@ WELLINGTON, Questing Knight Games:
TELIPS  Tel: 01952417 747

IACKFIELD, Roherl Harmp Designs Ltd:

Tel: 01952 BB4804
OSW{STRV, ?o!ally Games:

SY11 252 Tel: 01691 688 994
DONNINGTON, Sanda Games:
TF2 BAF Tel: 01952 676 722

WHITECHURCH, Malibob Toys:
suHIEIlsn

GW BATH:

15 5t James Parade,

BAT UL Tel: 0122 533 4044
facebook.com/GWBath
BRIDGWATER, Insane Games;

TAB 3BW Tel: 01278 433554
BURNHAM ON SEA, GW Hurley:
TAB 1PA Tel: 01278 789 281
CLEVEDON, Insane Games;

BS21 6ND Tel: 01275 871612
FROME, The Ellenbray Press:

BAI1 18 Tel: 01373 462 139
FROME Frome Model Centre:
BAT1 1DA Tel: 01373 465295
MIDSOMER NORTON, Signals:
BA3 208 Tel: 01761 402484
SOMERTON, Somerton Hobhies:
TA11 6QQ Tel: 01458 2713755
STREET, Insane Games:

BA16 OHP Tel: 01458 441443
TAUNTON, Krackers:

TA1 4ER Tel: 01823 335 057
TAUNTON, Hatcher & Sons:

TAZ BRX Tel: 01823 272 277
WELLS, Insane Games:

BA3 2AW Tels 01739 679911
WESTON SUPER MARE, The Games Bunker:
B523 1RH Tel: 01934 622141
WIRRAL PARK, Pedalers Toymaster:
BAG 9XE Tel: 01458 834 562
YEOVIL, Witch Engine:

BA20 INB Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:
Unit 8, Union Court, Unian Street,

DE14 1AA Tel: 0128 353 5865
facebook.com/GWBurton

GW STOKE:

27 Stafford St,

sTiu Tel: 0178 220 5287

www.facehook com/GWStoke

BURTON ON TRENT, Midco Toys:
DE14 1JE Tel: 01332 347734
FENTON, Guys That Game:

ST4 20A Tel: 02081 338045
LEEK, Old-5-Kool:

5T13 505 Tel: 07516 643600
LICHFIELD, Digital Dragons:

W513 60T Tel: 07947 637793
STAFFORD, HobbyCraft:

STI7 45U Tel: 0845 051 6569
STAFFORD, Midlands Co-op Society:
5T16 2BP Tel: 01785 223431
STAFFORD, Stafford Games:

ST16 2HS Tel: 01785 255577
STAFFORD, Too Fat Goblinz:

ST16 2NQ Tel: 01785 244 499
STOKE-ON-TRENT, Staffs Gaming:
ST3 2NN Tel: 0780 530 8213
TAMWORTH, HobbyCraft:

878 3HB Tel: DB45 051 6525

SUFFOLK

GW IPSWICH:

63 Westgate Street,

1P13DZ Tel: 01473 210 031
facebook.com/GWipswich

BECCLES, Toy Box:

NR34 9HF Tel: 01502 712 785
BURY ST, EDMUNDS, Apocalypse Miniature W
1P33 3AA Tel: 01284 747363

BURY ST. EDMUNDS, Starlings Toymaster:
P33 10E Tel: 01284 761 646
FELIXSTOWE, leards Workshop:
P11 2AW Tel: 01394 277 233
LOWESTOFT, Annatar:

NR32 1HB Tel: 01502 513477
NEWMARKET, Moons Toyland:
B8 BUG Tel: 01638 663 147
STOWMARKET, D ] Collectables:
P14 1AH Tel: 01449 771 015
STOWMARKET, Simpson & Sons:
1P14 THA Tel: 01449 612 914
SUDBURY, Tinetty’s Toys:

ot 1L Tel: 01787 372238
'WOODERIDGE, Toytown:

1P12 1DH Tel: 01394 383170

SURREY

GW GUILDFORD:

Unit 1, 9/12 Tunsgate,

Gu1 30T Tel:0148 345 1793
facebook.com/GWGuildford

GW WOKING:

Unit 3, Cleary Court, 169 Church Street East,
GU21 6H) Tel: 0148 377 1675
facebook.com/GWWoking

ADDLESTONE, Addlestone Model Centre:

KT15 2BE Tel: 01932 845440
CAMBERLEY, Morning Star:
GUI5 35G Tel: 01276 685160
COBHAM, Funtasia:

KT11 2LR Tel: 01932 867374
DORKING, Dorking Models:
RH4 TBL Tel: 01306 881 747
FARNHAM, Enchanted Wood:
GUY 7RX Tel: 01252 722222
GODALMING, The Toy Box:
GU7 1NN Tel: 01483 424379
HASLEMERE, Enchanted Wood:
GU27 2HR Tel: 07428 648900
OXTED, |H Lorimer:

RHB 0QA Tel: 01883 715 305
RH1 188 Tel: 01737 789 123
KEIGATE The Toy Shop:

RH2 9. Tel: 01737 245 300
RICHMOND Tny Station:

TW9 1EE Tel: 0208 940 4896
SURBITON, Heroes and Legends Games:
KT 7AB Tel: 0203 258 0054
WOKING, HobbyCraft:

GU22 8BD Tek: 0845 051 6356

SUSSEX AREA

GW BRIGHTON:

Unit 7, Nile Pavilions,

BN1 THW Tel: 0127 320 3333
facebaok.com/GWrighton

* GW CRAWLEY:

11 Broadway,

RH10 1DX Tel: 0129 355 2072
wwiw.facebook.com/GamesWorkshopCrawley
* GW EASTBOURNE:

33 Cornfield Road,

BN21 4QG Tel: 0132 364 1423
facebook.com/GWEasthourne

* GW WORTHING:

2 Bath Place, Worthing,

BNT1 3BA Tel: 01903 213 930
facehook.com/GWWaorthing

BEXHILL ON SEA, Tiddys Tackle:
TN40 1DX Tel: 01424 222024
BILLINGHURST, Aurora Gaming:
Tel: 01403 701 991

BOGNOR REGIS, Trains Models and Hobbies:

PO21 1EH Tel: 01243 864 727
BRIGHTON, Hlly\lnn Tay and Model Museum:
BN1 1AD Tel: 01273 749494

BRIGHTON, Onsl | Games:
OXI00BW T&% 963841
s Stuff:
1444 257 724

BURGESS HILL, Ki
RH15 ONP
CHICHESTER, Kid's Stuff,
PO19 108 Tel: 01243 786055
CHICHESTER, Toywizz:
PO19 1DS Tel: 01243 788 055
CRAWLEY, HobbyCraft:
RH11 78T Tel: 0845 051 6552
EAST GRINSTEAD, Martells of Sutton
RH19 Tel: 01342 321303
EAST WI'I'I'ERING, Shell Toys and Gifts:
PO20 ABL Tel: 01243 672353
HASTINGS, Hastings Hobbies:
TN34 THL Tel: 01424 200021
HAYWARD'S HEATH, Clark
RH16 4Ll Tel: 01444 457551
HORSHAM, Battlequest Games:
RH13 5AA Tel: 07403 242003
HOVE, Kids Dreams:
BN3 5TD Tel: 01273 420 666
LEWES, Tashtori Arts and Crafts:
BN7 2DB Tel; 01273 487670
SEAFORD, Toytown:
BN25 1PL Tel: 01323 895 681
ST lEUNAlI]S ON 5[&, Slh‘!Fhl“ Models and Toys:
4431133
ETE\‘NING, The Dullhnuse Shop:
BN44 3RD Tel: 01903 B16B12
UCKFIELD, Kid's Stuff:
TN22 5DQ Tel: 01825 768 398
WISBOROUGH GREEN, Aurora Gaming:
RH14 0ES Tel: 01403 701991

TYNE AND WEAR ARER

GW NEWCASTLE (Central):
Unit 6, Newgale Shopping Centre,

NE1 5PY Tel: 0191 232 2418
facebook,com/GWhewcastle

GW METRO (Metro Centre):
Unit 2, First Floor, The Arcade

{near the Mediterranean Village),

NE11 9YL Tek: 0191 461 0950
facehook.com/GWMetroCentre

* GW SUNDERLAND:

2538 High Street West, Sunderland,

SR1 3DH Tel: 01915 100 434
facebook.com/GWSunderland

HOUGHTON LE SPRING, The Gamers

DH4 4JW Tel: 0191 385 2030
GATESHEAD: HobbyCrafl

NEI1 0BD Tel: 0B4S 051 6547
INEWCASTLE UPON TYNE, Fantastic Toys:
NE1 'i[!l Tel: 07812 511001
NORTH SHIELDS, SR Gladston & Son:
NE29 60 Tel: 01912 570 335
PELAW, Graham's Wuerkshopp:
NET0 OHW Tel: 01914 690745
SOUTH SHIELDS, Hawthorn Arts:
NE33 41U Tel: 01914 560822
SUNDERLAND, Tuy and Computer Store:
SKR1 3H Tel: 0191 565 5196

GW COVENTRY:

Unit 39, Upper Level, Cathedral Lanes Shopping Centre,
V11 Tel: 0247 622 7311
facebook.com/GWCoventry

* GW LEAMINGTON SPA:

32 Regent Streel,

CV32 5EG Tel: 01926 435771
facebook.com/GWieaminglonSpa

* GW NUNEATON:

3 Bridge Streel,
CV114DZ
facebook.com/GW!
* GW STIIA“’ORD

Unit 1, 27 Windsor Street,

CV37 GNL Tel: 01789 297 262
facebook.com/GWStratford
COVENTRY, Alan Tyndall Ltd:

02415 325754

CV11FS Tel: 02476 551155
‘COVENTRY, HobbyCraft:
€3 6TA Tel: 0845 051 6534

LEAMINGTON SPA, Avon 3
CV324RR 1!&%1925339];2!!
NUNEATON, Heart of England Co-op:
CV11 6X Tel: 02476 382 331
RUGBY, Joto Railways & Models:
CV12 5E) Tel: 01788 562 372
SOLIHULL, HobbyCraft:

BY0 4LD Tel: 0845 051 6562
STRATFORD-UPON-AVON, Much ado about toys:
CV37 6YW Tel: 01789 295 850
WARWICK, Castle Trains:

CV34 4HS Tel: 01926 497 905
WOLVERHAM]’TON HobbyCraft:
WV11 18P Tel: UIN: 051 6543

WILTSHIRE

GW SALISBURY:

1B Winchester Street,

SP1 1HB Tek: 0172 233 0955
facebook.com/GWSalishury

GW SWINDON:

18 Brunel Plaza,

SNTILF Tel: 0179 343 6036
facebook.com/GWSwindon
CHIPPENHAM, Thorntons Toymaster:
SN15 IWL Tel: 01249 463100
DEVIZES, Devizes Toys:

SN10 1AG Tel: 01380 723 841
MARLBOROUGH, Ducklings Toys:
SNB 1BE Tel: 01672 512170
MELKSHAM, Gaminga!ore:

SN12 6LE Tel: 01225 700754
MELKSHAM, The Tnyshn

SN12 6LE Tel: 01225 768 415
SWINDON, Cleo satra’s Palace:
SN26 7EA Tel: 01793 724526
SWINDON, HobbyCraft:

SN3 4ES Tel: 0845 051 6551
TROWBRIDGE, The Toy Shop:
BAT4 BAS Tel: 01225 768 415
WESTBURY, The Gas Cupboard:
BA13 3P8 Tel: 01373 825 825
WESTBURY, Triple Helix Wargames:
BAI3 418 Tel: 07974 260384

\WORCESTERSHIRE

GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza,
WR1 2Q5 Tel: 0190 561 6707
facebook.com/GWWorcester

DROITWICH, HobbyCraft:

WR9 DDG Tel: 0B45 051 6548
DROITWICH, Look-rite Ltd T/A Toyworld:
WR9 BE] Tel: 01905 772 403
EVESHAM, Gift Horse:

WR11 4BG Tel: 01386 761535
EVESHAM, Total Wargamer:

WR11 7RE Tel: 01483 801080
MALVERN, The Toy Corner:

WR14 3LT Tel: 01684 577544

REDDITCH Hobby Hut:
Tel: 01527 540 840
STOUIIBRIDGE, Invasion Games:
Tel: 01384 373536

\'IIIIISI'IIHE

* GW BRADFORD:

4 Piccadilly, Bradford,

BDIT 3LW Tek: 0127 473 9430
www.facehook. com/GWradford

* GW DONCASTER:

26 High Street, Doncaster,

DNI 1DW Tel: 0130 232 0535
facebook.com/GWDoncaster

* GW HARROGATE:

53 Station Parade,

HGI 1TT Tel: 0142 356 4310
facehook.com/GWHarrogate

GW HULL:

30 Paragon Street,

HU1T 3ND Tel: 0148 258 9576
facebook,com/GWHull

GW LEEDS:

38A Lands Lane,

L51 6L8 Tel: 0113 242 0834

facebook.com/GWLeeds

* GW SHEFFIELD (Central):

16 Fitzwilliam Gate,

S14H Tel: 0114275 0114
facebook. com/GWSheffield

GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Street, Upper Mall

(next to entrance near Boots),

59 1EN Tel: 0114 256 9836
facebook.com/GWMeadowhall

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
|n§\gm‘ new stockists

*Ta be sure they have what you want In stock, we recommend calling the store first

GW WAKEFIELD:
96 Kirkgate, The Ridings Centre,

WF1 1TB Tel: D192 436 941
facebook.com/GWWakefield

GW YORK:

13A Lendal,

YO1 8AQ Tel: D190 462 BO14

facehaok.com/GamesWarkshopYork
SHEFFIELD, Wargames Emporium:

51 2F8 Tel: 01142 754 826
BARNSLEY, Janco Toys:
570 5AA Tel: 01226 208654

BR,IDLING‘DON, W Bu;es & Co Ltd;

Y015 20N 609 111

DEWSBURY, Cusmlc Tuys and Collectables:

WE13 1LF Tel: 01924 650348

DONCASTER, Zone Out:

DN1 2PW Tel: 01302 810285

DRIFFIELD, Sokells:

YO25 675 Tel: 01377 252101

‘GOOLE, Hall's Music:

DN14 6BF Tel: 01405 764191

HALIFAX, Halifax Modellers World:

HX1 1RE Tel: 01422 349 157

HUDDERSFIELD, Patriot Games:

HD1 1DU Tel: 01484 511019

HUDDERSHELD, Something Wicked:
Tel: 01484 559 226

HULL, Archerun Games:

HUT 38A Tel: 01482 221011

HULL, HohhyCraﬂ
Tel

II.KEI.Y W B’deu
T T

LEEDS Leeds Wargaming Centre:

157 2JF Tel: 07581 121617

LEEDS, HobbyCraft:

Ls10 1E\V Tel: 0845 051 6542

NOITHALI.ERTON, CNE Nnﬂhl"!lnll'

NORTHA[[ERTON T&M Grnver Ltd:
DL7 BLW Tel: 01609 773 334
PICKERING, Pickering Model Centre:
YO18 7A) Tel: 01751 472 762
RIPON, The Knowledge Magnet:
HG4 1PA Tel: 01765 690118
SCARBOROUGH, S?ace Myth and Magic:
YO11 1HQ 08456 441 113
SCARBOIIDUGH,I. w M&I & Co Ltd:
You1 1

SHEFFIELD Huhbycra ft:

Tel: nuu 051 6526

SHEFFIEI.D, Im
525 2P el 909550 73
SKIPTON Craven Model Centre:
BD23 1)2 Tel: 01756 797414
TH]RSK The Artist’s Palette:
Yo7 Tel: 01845 574457
WHITB‘{ John Anderson Toymaster:
Y022 48G Tel: 01947 602 213
HUTTON LE HOLE, The Craft Workshop:
YO62 bUA Tel: 01751 417926
YOI!K, Travelling Man:
YO Tel; u |9n4 628 7678
\’0 W Bo!

nx’ y“‘!d' B|9ﬂ‘ 5“1 660

GW BELFAST:

20A Castle Court,

(towards the back of the centre)

BT1 1DD Tel: D289 0233684
facebook.com/GWBelfast
BALLYMENA, Camerons:

uaﬂ 05 ! 6566

BT43 6EB Tel: 028 25648821
BANBRDGE, Roger’s Toymaster:
BT32 3TL Tel: 018 20622225

BANGOR Replay Games:

Tel: 028 91452210
BE[FAST Arts and Hobby Belfast:
BT14LS Tel: 028 9033 2540
BELFAST, Serenity Games:

BI7 IR Tel: 026 9024 9578
COLERAINE, Netramedia:

BT52 1IN Tel: 07813 905966
COUNTY AilMAC.H, Creative Destruction:
BT60 1TF Tel: 02037 552411
ENNISKILLEN, Modellers Corner:
BT74 TEW Tel: 028 66322367

SCOTLAND

GW ABERDEEN:
Unilt 1, 12-14 Upper Kirkgate,
AB10 1BA Tel: 0122 464 9779
facebook.com/GWAberdeen
R:

* GW AY]

Unit 2, Larne Arcade, 115 High Street,
KA7 15B Tel: 01292 285 650
facebook.com/GWAyr

W DUNDEE:
110 Commercial Street,
DD1 2A) Tel: 0138 220 2382
facebook.com/GW Dundee
GW EDINBURGH:
136 High Street,
EH1 105 Tel: 0131 220 6540
facebook com/GWEdinburgh
* GW FALKIRK:

12 Cow Wynd,

FK1 1PL Tel: 0132 462 4553
facebook.com/GWFalkirk

GW GLASGOW:

81 Union Street,

G13TA Tel: 0141 221 1673

facebook.com/GWGlasgow
* GW LIVINGSTON:

26 Almondvale Centre,

EH54 6NB Tek: 01506 443256
facebook.com/GWLivingsten

* GW STIRLING:
45 Barnton Street,
FK8 THF T
facebook.com/GWS
AEERDEEN, HuhbyCraft

AB11 5P Tel: 0845 051 6567
ABERFELDY, Crossfire Hobby:
Tel: 01867 829 519

ANGUS, Hags:

DD 18P Tel: 01307 463263
ARBROATH, Ha 5:

'I?ﬂb 459009

DD THL Tel: 01241 872195
ARGYLL, Alba:

PA34 4AR Tel: 01631 563645

AYR, Toy Town:

KA7 1L Tel: 01292 262945
DINGWALL, Sports and Model Shop:
V15 9RY Tel: 01349 B62 146

DUMFRIES Tnytown'

Tel: D1387 264804
DUNFERML]NE, Abbey Models:
KY12 7NH Tel: 01383 731 116
DUNFERMLINE, Walker's Oplicians:
KY11 9NH Tel: 01383 621 688
EDINBURGH, HobbyCraft:
EH15 3RD Tel: 0843 051 6561
EDINBURGH, Marionville Models:
FH12 BLX Tel: 01313 177 010
EDINBURGH, Toys Galore (Mid Lothian):
EH4 1DR Tel: 013133 28199
EDINBURGH, Toys Galore (West Lothian):
EH10 4QP Tel: D131 447 1006
ELGIN, Junner's Toymaster:
V30 117 Tel: 01343 542 492
FALKIRK, Little Monster Toys:
K1 1U) Tel: 01324 670070
FORT WILLIAM, The Granite House:
PH33 GAD Tel: 01397 703 651
GLASGOW, Stallc Games:
G158 Tel: 0141 5529705
GLASGOW, HobbyCraft:
G34 9DL Tel: 0845 051 6555
GREENOCK, Arts, Crafts & Hobbies:
PAT3 1DE Tel: 01475 785 204
HAMILTON, Ink Spot:
ML3 6BU Tel: 01698 201311
HELENSBURGH, Acorn Art:
G84 BAW Tel: 0143 667 2132
INVERNESS, Heroes For Sale:
V1 1DR Tel: 01463 711717
INVERNESS, Inverness Modelshop:
V1 1P Tel: 01463 712448
INVERNESS Junners Toymaster:

10A Tel: 01463 233 234

INVERURIE Models Unlimited:
ABS1 3XQ Tel: 01467 672 277
KIRKCALDY, The Hope Chest:
KY1 {ED Tel: 01592 260 116
KIRKCALDY, Kingdom of Adventure:
KY1 1XF Tel: 01592 328121
KIRKCUDBRIGHT, Solway Books:
DG 4HZ Tel: 01557 330635
KIRKWALL, Cycle Orkney:
KWI15 1AQ Tel: 01856 875777
IARGS Bus Stop Toy Shop Ltd:
KA30 BHR Tel: 01475 689892
llVINGSTON Worlds at War:
EH54 5ED Tek: 01506 494013
PAISLEY Paisley Model Shop:

Tel: 0141 889 4221
PERTH The Gamers Pad:
PH2 BEP Tel: 01738 442 836
l’ERTH Intrepidations:

Tek: 0173 856 1900
?ETERHEAD Geﬂrg? Donald Ltd:

AB4Z 10T el: 01779 474 737
PETERHEAD, Pe!erhead Puffers:
AB42 1TE Tel: 01779 481102
SHETLAND, Harr(s Dept Store:
ZE1 OLL 01595 693 097
STEWARTON, Annic Arts:

KA 58Y Tel: 01560 484400
STONEHAVEN, Toymaster Toyland:
AB39 285 Tel: 01569 766333
STRANRAER, Discover:

DGY 7RS Tel: 01776 700069
THURSO, Durrans:

KW14 7AN Tel: 01847 893 169
GW CARDIFF;

31 High Street,

CF10 1PU Tel: 0292 064 4917

facebook.com/GWCardiff

* GW CARMARTHEN:

19 Bridge Street,

SA31 3)S Tel: 01267 231209
facebuok.com/GWCarmarthen

* GW CWMBRAN:

30 The Parade, Cwmbran, Gwent,

NP44 1PT Tel: 01633 874 070
www.facehook.com/GWCwmbran

* GW NEWPORT:

11 Griffin Streel,

NP20 1GL Tel: 0163 325 6295
facebook.com/GWNewport

GW SWANSEA:

53 Kingsway,

SAT SHF Tel: 0179 246 3969

facebook.com/GWSwansea
ABERYSTWYTH, Albatross:

5Y23 2IN Tel: 01970 617 836
BRECON, | Clark Toys & Gifts:

LD3 7AL Tel: 01874 622 865
CAERPHILLY, Jet Models and Hobbies:
CF83 1)s Tek: 02920 BBOG0D
CAERNARFRON, Austins:

LL35 INS Tel: 01286669030
CARDIFF, Firestorm Games:

CF10 5DQ Tek: 02920 227117

www.games-workshop.com

113



CARDIFF, HobbyCraft:

CF11 BAZ Tel: 0845 051 6558
CARDIFF, Otakuzoku:

CF24 4AA Tel: 07891638960
CHEPSTOW, Artists Corner:
NP16 SEW Tel: 01291 627 393
COLWYN BAY, Hippo Toys:
LL29 7HS Tel: 01492 534 169
DOLGELLAU, Waterloo:

LL40 1AU Tel: 01347 423 407
HAVERFORDWEST, Emrys Art Supplies:
SA61 INH 01437 779 64
LAMPETER, anax s;

SA48 7HG Tel: 01570 422 539
LLANDUDNO, Acme Games:
LL3D 2AD Tel: 01248 354798
LLANTWIT MAJOR, Rainbow Plaza:
CF61 1XZ Tel: 01446 794 118
NEATH, Fish N Things:

SAT0 GTE Tel: 01792 812 199
NEWPORT, HobbyCraft:

NP20 3BA Tel: 0845 051 6540
NEWPORT, D-9 Models:

NP20 1DX Tel: 01633 222282
NEWTOWN, Crafts and Co:
5Y16.2PQ Tel: 01686627800
OSWESIRY, Totally Games;

5Y1 1 Tel: 01691 688994
I'EMBROKE Dragon Alley:
SA714DA Tel: 01646 621 456
PONTYPRIDD, Sugar and Spice:
CF37 2TH Tel: 07879 221 379
PORTHMADOG, Porthmadog Models:
LL41 4DE Tel: 01766 830269
RHYL, Games Exchange:

L8 1TR Tel; 01745 336644
WELSHPOOL, Frontline Games:
sY21 7)P Tel: 01938 590256

INTERNATIONAL
ACCOUNTS

ARGENTINA

BAHIA ﬂlANCA, Las Cuatro

Tel: 029 14 52 57 57

BUENOS AIIIES, La Cueva del Enano:
Tel: 011 52 91 49

IIUENOSAII!ES, Warzone SA:

Tel: 011 47 10 00

LA PLATA, Sepﬂmn Portall Comics:
Tel: 022 14 22 15 67

MENDOZA, El Baron Rojo:

Tel: 034 14 2410 54

BELGIUM | I

GW ANTWERPEN:

Vieminckstraat 10, Antwerp, Antwerpen2000

Tel: 03485 B627

facehook.co

GW GENT:

St Niklaassteaat 17a/19, Gent B9000

Tel: 09223 9120

facehaok.com/GamesWorkshopGent
HASSELT Oberonn'

WAntwerpen

ECH N De Spelfanaat:
: 015 34 59 0

AALST, Hermell]n:

Tel: 053 41 48 66

AALST, Highborn:

Tel: 0465 26 b4 47

AARSCHOT, Ingelberts:

Tel: 432 16 56 62 23

ANTWERPEN, Celtic Cross:

Tel: 03 288 81 65

BRUSSEL, Au Chaudron Magique:

Tel: 0470 67 B0 49

BRUSSEL, Intertoys Anderlecht:

Tel: 025 23 84 73

BRUSSEL, Intertoys Ixelles:

Tel: 025 14 17 03

DENDERMONDE, Ulnpia Games:

Tel: 052 52 31 99

DEURNE The Gamestore:

Tel: 033 25

GHENT, World’ End Comics:
Tel: +32 (09) 222 05 76

Al.l.% Sf(tlp]tr

HALLS Mlshra 's Playground:

Tel: 023 61 36 5.

HALLE, Top 1 '!'nyi:

Tel: 023 56 04 03

HEIST-OP-DEN-BERG, RC Vulture:

Tel: +32 473 B2 54 62

KOKSI)DE, Delta Toys:

Tel: 58 51 30 14

KONTICH, Janneke Maan:

Tel: 03 448 22 34

KORTRIJK, Albion:

Tel: 056 32 43 07

LEUVEN, Spelfanaat Leuven:

Tel: D16 B4 36 30

NEERPELT, ‘t Spellenhuis:

Tel: 011 74 49 79

OVERIISE Iraler(nys Overijse:
7 a2

ng Arthur:
56

Tel: 059
ROESELARE, Black Border:

Tel: 051 20 82 50

RONSE, Modelbouw Dekeyser:
Tel: 055 45 79 60

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: 432 (0473) 77 16 41
WESTOUTER, Domino:

Tel: 037 445166

BOLIVIA

LA PAZ, Bakovia Battle Bunker:
Tel: §9 1775 03283

LA PAZ, Las Dos Torres:

Tels 591720 07931

LA PAZ, Valhalla:

Tel: 59 1720 16484

SANTA CRUZ, Uroloki:

Tel: 59 1 726 20510

114 WHITE DWARF AUGURY

BRAZIL
CAMPINAS, Legends do Brasil
Tek 19 3234 3343

CAYMAN ISLANDS
GEORGE TOWN, GameShack:
Tek 1 345 943 4263

CHILE E
LAS CONDES SANTIAGO. Fenris Hol i

LAS CONDES SANTIAGO, Mirax:

Tel: 56 22 46 34

PROVIDENCIA SA.NTIAGU, Guild Dreams:
Tel: 5622 31 71 37

PROVIDENCIA SANTIAGO, Stronghold:
Tel: 56 97 905 4214

GW SHANGHAL:

IEIIING Bel]lng Book Building:
Telk: 0086 10 66066504

BEIJING, Beijing Warhammer Club:
Tel: +B6 13601274736

BEIING, QI-WAN Miniatures Wargame Club
Tel: 0086 13 681244512

BEIJING, Tong Yun Card Game:

Tel: 0086 13001324686

BEIJING, Wanghqlng XinHua Bookstore;
Tel: 0086 10 6527775

BEIJING, Warhammer Elite Club:

Tel: 0086 13 601274736

BEIJING, Warhammer Elite Club:

Tel: 0086 10 52615654

BEIJING, Xinshi Hobby Xinjiekou Shop:
Tel: 0086 10 82615654

BEIJING, Xinshi Hobby Zhongguancun Shop:
Tel: 0086 10 59863766

inShangYou Game:
0

FUZHOU CITY, Play&Show Warhammer Club:
Tel: 0086 591 83339562

KUNMING, Kunmlng Elite Warhammer Club:
Tel: 00B6 13638613689

KUNMING, Yunnan Lanyu Model:

Tek 0086 871 4112937

QINGDAO, ngdan Battle of Wits Club:
Tel: 0086 1396395001

SHANGHAI, Good K.mghl Board Game Store:
Tel: 0086 21 35080880

SHANGHAL, You Lai, You Qu:

Tel: 0086 13916719676

SHANGHAI, Za
Tel: 0086 21 57611665

SHANTOU, Miniature Kingdom:

Tel: 0754 88B10916

SHENYANG, Shenyang Warhammer Club:
Tel: 0086 13689197092

TIANJIN, Tianjin Waaagh! Gaming Club:
Tel: 0086 11662199861

WUHAN, Stormcastle Warhammer Club:
Tel: 0086 13476097121

WUHAN, Zhi-Li Model:

Tel: 0086 27 82818761

XIAN, Xian Waaagh! Warhammer Club:
Tel: 0086 13488470106

ZHENGZHOU, Zhengzhou Warhammer Front HQ:
Tol: 0086 13592517573

COLUMBIA —
CALI, Magic Columbia:
Tel: m 371 46 26

CYPRUS

NICOSIA, Isengard Fantasy Shop:
Tel: 00 35 722680700
KATO PAPHOS, Cyprus Crusade:

Tel: 4357 976 49072

BRNO, Cerny Rytir:

Tel: 4420341214860

CESKE BUDEJOVICE, Chaotit:

Tel: +420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tek +420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420605584448

LIBEREC, Battle Games-Obchodni Pavilion:
Tel: 4420777526154

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: +42057 1411697

DENMARK

GW KG@BENHAVN:
Frederiksborggade 5KL, 1360,
Tel: 0045 33 12 22 17
facebook,com/GWKabenhaviy
@ AALBORG, Dragons Lair:
Tel: +45 98 12 16 15
@ ARHUS C, Dragons Lair:
Tel: +45 86 18 44 03
@ KO@BENHAVN K, Faraos Cigarer:
Tel: +45 33 67 20 09
@ LYNGBY, Faros Cigarer:
Tel: +45 32 1023 23
ODENSE C, Dragons Lair:
Tel: +45 63 11 12 1
ROSKILDE, Fanahc Roskilde:
Tel: +45 46 36 35
AALBORG, Aalborg Huhhy Service:
Tel: 981213 15
ARHUS, Guuzune.
Tel: 351245 4
ASNAS, Bog & Ide Asnzes:
Tel: 59 65 00 14
BORNHOLM, Dorthes Hobbystue:
Tek: 56 95 94 49
ESBJERG, Arnold Busck:
Tek 75121177
GREVE, Greve Games:
Tel: 4369 0299

HELSINGE, Arnold Busck Helsinge:

Tel: 48 79 40 01

HELSING@R, Hobby og Fritid:

Tel: 49 21 45 42

HERNING, Ferges Kelder:

Tel: 35 10 18 97

HJ@RRING, Arnold Busck:

Tel: 98 92 80 40

HOBRO, @sterskov Efterskole:

Tel: 61 69 95 93

HOB/K, Hack ‘n’ Slash:

Tel: 61 66 29 12

HORSENS, Legekeden:

Tel: 75 61 60 11

HORSHOLM, Bog & Ide:

Tel: 45 86 04 0B

HUNDIGE, Arnold Busck:

Tek: 43 90 6 08

K@BENHAVN K, Fantask:

Tek: 33 93 85 38

KG@BENHAVN 5, Pipi Legetoj:

Tek: 32 55 74 47

K@BENHAVN N, Wicked Workshop:

Tek: 60 64 69 74

KOLDING, Good Games:

Tel: 75 50 03 04

LYNGBY, Arnold Busck:

Tel: 45 87 04 4

MARIBO, Guldburgsund Hobby:

Tel: 54 60 17 58

NKSTVED, Guns and Games:

Tel: 51 20 97

ODDER, legekaeden Odder:

Tel: 86 54 42 7

RANDERS, Byrge Serensen Hobby:

Tel: 86 42

RANDERS, Randers Hobby Import:

Tel: 86 43 39 2

RINGSTED, Andron

Tek: 27 28 36 71

R@DOVRE, Arnuld Busck:

Tel: 36 41 04

ROSENGARDSCENTRET Arnold Busck:

Tel: 66 15 59 28

SILKEBORG, Asgaard Games:

Tel: 28 55 94 o8

SILKEBORG, Bog & Ide:

Tel: 86 82 02 87

SKIVE, lydsl( Boghandel:

Tel: 97 51 25 99

SLAGELSE Uldtotten:

Tel: 58 53 50 35

ST HEDD[NGE, Hobbystalden:
el: 56 50 86 10

Tel:
STENlGSE, HH Hobby:

Tel: 23 46

SVENDBORG, Farve & Hobby Hjornet:
Tel: 62 21 31 31

TAASTRUP, Genbrugsbager:

Tel: 43 71 61 15

VE LE, Arnold Busck:

VI ORG, Bog & Ide:
Tel: 86 62 68 68

ESTONIA s

TALLINN, Apollo Kristiine:
Tel: 63 36 000

TALLINN, Ludo:

Tel: 603 04 37

TARTU, Ludo:

Tel: 7353369

FALKLANDS
STANLEY, Falkland Collectibles:
Tel: 0050021174

FINLAND =

GW HELSINKI:
Simonkatu 9, 00100,
Tel: 09 75 l;-\n.w
facebook.com/GWHelsinki
@ ESPOO, Espoonlahden Pelikauppa:
Tel: 09 6980300
@ ESPOO, szlulnn Pelikauppa:
Tel: 09 - 412 9
@ HELSINKI, Famaslapehl Helsi
Tel: (09) 650 80
@ HELSINKI, Slarhn Pelikauppa:
Tel: 09 6980300
@ JOENSUU, Fantasiapelit Joensuu:
Tel: (013) 284 314
@ JYVASKYLA, Fantasiapelit Jyviskyl:
Tek:(014) 216 629
@ KOUVOLA, Kouvolan Puolenkuun Pelit:
Tel: (03) 222 52 00
LAHTI, Lahden Puolenkuun Pelit:
Tel: 037515151
@ LAPPEENRANTA, Fantasiapelit Lappeenranta:
Tel: (05) 341 1375
@ ‘OULU, Fantasiapelit Oulu:
Tel: (0B) 374 906
@ PORVOO, Porvoon Pelikauppa:
Tel: 019-53 4§37
@ TAMPERE, Fanlasrapelll Tampere:
Tel: (03) 222 52 00
@ TURKU, Fantasiapelit Turku:
232 84 13

AHTARI, H,
Tel: 06 551 0027
ALAND, Dillen AB:

Tel: 01815576

EKENAS, Kungshokhandeln AB:

Tel: 0192461026

HAMEENLINNA, Lelushoppi:

Tel: 036523950

HEINOLA, Talousmuovi ja lelu:

Tel: 03 715 3905

HYVINKAA, Royal Toys:

Tel: 019 439376

HYVINKAA, Virinappi:

Tel: 018 414 700

IMATRA, Kirja-Lahja Alex Ky:

Tel: 0343 19555

JARVENPAA, Askartelutarvikeliike Taitaville:
Tel: 09 2794 0120

KARIS, Bl& Ladan KD:

Tel: 019 234 94
KERAVA, Antikv.
Tel: 00358 44 965 7775

KERAVA, Keravan Pelikauppa:
Tel: 09-42890813

KLAUKKALA, Hilma ja Huugo:
Tel: 09 879 2697

KOTKA, Eagle Card OY:

Tel: 0038 5 214238

kaniemen Kirjakauppa:

1ti Kersa:

KOUVOLA, Muoviepox KY:

Tel: 053117955

LAPINJARVI, Onnimuxu:

Tel: 040 7389543

LAPPEENRANTA, Antikvariaatli Suma:
Tel: 05 4117761

MIKKELI, Lastentarvike Muppela:
Tel: 015361611

MIKKELI, Mikkelin Pelikauppa:
Tel: 19-42890753

ORIVESI, Silver Seed:

Tel: 0417775166

PORI, Askartely-Pori:

Tel: 02 6326671

PUDASJARVI, Aarrearkku:

Tek: 050 386 8660

RAAHE, Raahen Astartelu ja Paperi:
Tel: 082236825

SAVONLINNA, Savanlinnan Antikvariaatti;
Tel: 015 534412

SEINAJOKI, Fantasialinna:

Tel: 040 5616338

SEINAJOKI, Pelikeidas:

Tel: 00350 6 4177880

TAMPERE, Pelimaa OY:

Tel: 050 5558313

TAMPERE, Kirja Karkkainen:

Tel: 03 2251850

URUMI, Kuopio:

Tel: (0) 17 364 86 86

VAASA, Pelimies OY:

Tel: 06 312 5111

GIBRALTAR
GIBRALTAR, K&M Hobhy Centre:
Tel: 350 20070037

ATHENS, Avalon Games:
Tel: 0030 210 8016041
ATHENS, Fantasy Shop:
Tel: 0030 210 8231072
ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 210 6005312

ATHENS, Fantasy Shop Exarcheia:
Tel: 0030 210 342887

ATHENS, Fantasy Shop> Kallithea:
Tel: 0030 210 959 2922

ATHENS, Fanlasy Shop: Pagrali:
Tel: 0030 210 7560780

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: D030 210 6898485

ATHENS, Kaissa Kallidromiou:

Tel: 0030 210 366488

ATHENS, Kaissa Monokeros:

Tel: D030 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 318

ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: 0030 2021088996

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 I.ansas

Tel: 0030 2410 531

NAFPLIO, M mu:e Shop:

Tel: 00 30 2752024884

NEA SMYRNI, Games Vault:

Tel: 0030 213 0304722

PALLINIS, Hobby Planet:

Tel: 210 6042 816

PATRAS, Kaissa Patras:

Tel: 0030 2610625632

PERISTERIO, Kaissa Peristeriou:
Tel: 0030 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 28782

HONG KONG
HONG KONG ISI.AND, Jumbo Arts Co:
Tel: (852) 68911

WANCHAI, Fun Atelier:

Tel: (852) 2866-4870

HUNGARY e

BUDAPEST, Padimentum:
0036 30 9607730

BUDAPEST, A Hely:

0036 1 7872653

BUDAPEST, Beholder:

0036 1 2973660

BUDAPEST, Compaya:
0036 20 4281186

BUDAPEST, Dungeon:
0036 13211313

BUDAPEST, Fonix:

0036 70 bOBO252

BUDAPEST, Gamer Cafe:
0036 20 4281186

BUDAPEST, Gemklub:

0036 1 7671601

BUDAPEST, Holdfeny Fantasy:
0036 1 3430730

BUDAPEST, Jatek Box:
0036 1 2193710

BUDAPEST, Kristalcsarnok:
0036 209 251 030
BUDAPEST, Modell Hungaria:
0036 1 7691171

BUDAPEST, Sarkanytuz:
0036 70 3223093

BUDAPEST, Sas Military:
0036 12664393

BUDAPEST, Szikla-Fonix:
0036 20 5373303

BUDAPEST, Wargammers:
0036 30 6467670

DEBRECEN, Sarkanytuz:

0036 70 3163014

GYOR, Sarkanytuz:

0036 20 4218738

KECSKEMET, Sarkanytuz:
0036 76 329008

MISKOLC, Sarkanytuz:

0036 20 3962160

MISKOLC, Valhalla Paholy:
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 3962050
SZOMBETHELY, Sarkanytuz:
0036 94 789208

TATABANYA, Sarkanytuz:
0036 20 3180922

VESZPREM, Sarkanytuz:

0036 20 3610015
ZALAEGERSZEG, Sarkanytuz:
0036 20 2962870

IGELAND
REYKJAVIK, Nexus:
Tel: 00354 552 9011

INDONESIA -

BANDUNG, Hobbyline:
Tel: 022 4218355
JAKARTA BARAT, Comics N Games:
Tek: 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 B

GW DUBLIN;
Unit 3, Lower Liffey Street
Tel: 00353 187 257 91
facebook.com/GWDublin

CORK, Other Realms:

Tel: 021 4279506

DUBLIN, Gamers World:

Tel: 0679299392
BALINA, World of Wonder Balina:
Tel: 096 76676
BLACK ROCK, Arts and Hobby
Tel: 00353 12632394
COBETT COURT, Arts and Hobby
Tel: 01 874 5312
CORK, Murphy ‘s Toymaster:
Tel: 00333 58 413 76
COUNTY DONEGAL, Tinnys Toys:
Tel: 074 9122374
COUNTY LOUTH, Marley Model Mania:
Tel: 00353 419873741
COUNTY MEATH, Art and Hobby Navan:
Tel: 00353 14565308
COUNTY WESTMEATH, Arts and Hobby Athlone
n‘ 01 862 4500

WEIMEAII;, Arts and Hobby
m’onasnmmsza

COUNTY WICIH.OW‘ The Hobby Hut:
Tel: 00363861073706

DOUGLAS, Arts and Hobby:

Tel: 021 436 3580

DROGHEDA, Arts and Hobby:

Tel: 041 987 3270

DUBLIN, Arts and Hobby Dundrum:
Tel: 00353 12962944

DUBLIN, A and Hobby Liffey Valley:
Tel: 0035
DUBLIN, lanha Tuyma;ter

Tel: 018 727 100

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 012 804 011

DUN LAOGHAIRE, Arts and Hobby:

Tel: 012805047

DUNGARVAN, Toymaster Murphys:

Tek: 058 4137

DROGHEDA Arts and Hobby

Tel: 00353 41 987 3270

ENNIS, Tir na Nog Tnymaster.

Tel: 00353 65 6842 181

GALWAY, Nobby s Hobby's:

Tel: 80353 868670177

GREYSTONES, Arts and Hobby

Tel: 00353 12873796

KERRY, Cabal's Toymaster:

Telk 00353 66 7121847

LIMERICK, Arts and Hobby:

Tel: 061 309757

LIMERICK, The Gathering:

Tek: 061 315133

MARKET CROSS, Arts and Hobby

Tel: 056 777 1904

NEW ROSS, Bridge Stores:

Tel: 051 422696

NEWBRIDGE, Arts and Hobby:

Tel: 0435 450280

SANTRY, Arts and Hobby:

Tel 01 862 4500

STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2880788

THURLES, Bookworm:

Tek 0504 22257

WEXFORD, Gamers Paradise:

Tel: 00353 539121190

WEXFORD, Readers Paradise:

Tel: 034 9124400

WICKLOW, anklns Toymaster:

Tel: 00353
YOUGHAL, Murphys Toymaster:
Tel: 00353 56413 7




1sy:

HAIFA, Kitaro:
Tel: 00972 485032
HERZLIA, Freak:

Tek: 00972 99589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tol: 00972 36961826

TEL AVIV, Kitaro:

Tel: 00472 36299320

JAPAN (@]

GW JINBOCHO:

Jinhocho 1-7 1F, Chiyoda-Ku Kanda, Tokyo,
Tel: 03 3296 2733
facebook.com/GW.Jinbocho

+Ku Nakano 5.5

Tel: 03 5380 4636
facebuok.com/GW.Nakano

RIGA, Games Shop:
Tel: 0371 27700390
RIGA, Ludo:

Tel: 67294040

LITHUANIA
VILINIUS, D6 Necona:
Tel: 00 370 5 2133269

MACAU
MACAU, Game Fun Table Games S|
Tel: +833 6658427

MADEIRA, Sétima Dimensio:
Tel: 351 291 238 244

MALAYSIA
BANDAR TANJONG TOKONG, Gameiorce:
Tel: 0164449194 / 045900381
KOTA KINABALU, Just Wargame:
Tel: 6013 - 865 5269
KUALA LUMPUR, Comics Mart:

Tel: 03 - 2287 0626
KUALA LUMPAR, Hobby Forge:

el
PENANAG, Game Forge:

Tel: 60 164701475 / 60 48900381
PETALING JAYA, Wolf’s Game Shop:
Tel: 012 2599952

Dn l] “ f’
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MALTA, Forbi dan Power:
Tel: 00356 21 4

MALTA, K Hnbblcs Ltd:
Tel: 00356 21 895423

MEXICO 0|
AGUASCM.IENTES AGS, Tienda Omega:
Tel: mms 3926

CANCUN Q I!OQ, ‘Gamer’s Den:

Tel: 461 200 08 27

CELAYA GTO, La Cueva Del Mago:
Tel: 461 546 76

CUERNA\MCA, Darkland:-

Telk: 777137 71 52

LOMAS, Quest Hobbies & Games:

Tel: 55 63 83 60

MEXICO DF, Battlel Lore:

Teki 551514 07 99

MEXICO DF Capital 8:

7657

MEXICO DF, Colecciones Colibri:
Tel: 55 50,19 99 60
MEXICO DF, Imp Comics:
Tol: 55 55 98 92 79

EXICO Dl'-, Kzlllltlz
Tel: 55 56 80 03
MIXCOAC, Quesl Hobbies & Games:
Tel: 55 98 92 78
NAUCALPAN, Quest Hobbies & Games:
Tel: 55 9892 78
SATELITE EDQ, Entretente Toys:
Tel: 55 46 33
TOLUCA, War Eﬂmm
Tel: 72237 5277 11

MOLDOVA
CHISINAU, Adept:
Tel: 373 69619996

MONTENEGRO

PODGORICA, Neutron Podgorica:
Tel: 00 381 69 060 669
THENETHERLANDS
GW ALKMAAR:
Laat 68, 1811 EK,
Tel; 072 512 2860
facebook.com/GWAIkmaar
GW AMSTERDAM:
Rokin 36, 1012 KT,
Tel: 020 622 3863
facebook.com/GWAmsterdam
GW BREDA:
Tarenstraat 21, 4811,
Tel: 0765 229 27
facebook.com/GWhreda
GW DEN HAA
Schoolstraat 128, 2511 AX,
Tel: 070 392 7836
facebook.com/GWDenHaag
GW EINDHOVEN:
Kleine Berg 50, 5611 IV,
Tel: 040 244 3448
facebook.com/GWEindhoven
GW ROTTERDAM.
Van Oldenbarneveldplaats 432, 3012 AP,
Tel: 010 280 0268
facebook.com/GWRoHerdam
ARNHEM, Spelkwartier:
Tel: 026 370 2028
DEN BOSCH, De Dobbelsteen:
Tek: 073 614 5
ENSCHED!
Tel: 053 430
HAARLEM, Spellenhuis:
Tel: 023 53 13 188
LEEUWARDEN, Spellekijn:
Tel: 058 213 1112

@ LEIDEN Vlmgershnp
Tel: 071
MAASTRI H‘I, Vlieg-er-uit:
Tel: 043 325 1653
MIDDELBURG, De Burcht:
Tel: 011 8650048
NIJMEGEN, Moenen & Mariken:
Tel: 024 321 6119
TILBURG, De Dobhelsteen:
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:
Tek 020 641 2552
AMSTERDAM, The Game Keeper:
Tel: 020 630 1579
AMSTERDAM, Snoek Strips:
Tel: 020 468 8 109
ASSEN, Plok:
Tel: 059 231 3292
BARENDRECHT, Peter’s Posttrein:
Tel: 0180 619539
BERGEN OP ZOOM, Boz Spellen:
Tel: 0164 249120
BERGI Wouters Technohobby:
Tel: 04 024
BEVERWIJK, Bmm Games:
Tel: 025 1216568
BREDA, Spellenwinkel Breda:
Tel: 076 522 17 56
DELFT, Speldorado:
Tek 015 213 4516
DEVENTER, Knibbel Comics:
Tel: 057 061 6879
DOETINCHEM, Top 1 Toys Speelplanet:
Tel: 0314 366368
DORDRECHT Hobby Modelbouw Dordrecht:
Tek: 078 631 2711
EDE, Imnen Soldaat:
Tel: 0318 65 3296
EINDHOVEN, Gameforce Eindhoven;
Tel: 040 2447030
EMME thoes:
Tel: 0591 645767
GEMERT, Top 1 Toys Van de Goor:
Tel: 0492 36 58
GENDT, Euromau Gendt:
Tel: 0461 421 7
GOES, Het Hnbb)huis:
Tel: 0113 227 690
GRONINGEN, Wirwar:
Tok: 050 314 8424
GRONINGEN, Purperen Draak:
Tel: 064 166 1972
GRONINGEN, Zinnebeeld:
Tek: 050 3128472
HEEMSKERK, Bob Hes:
Tel: +31 (0251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
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 63
HUISSEN, Euromaxx Huissen:
Tel: 026 325 3330
I.EIDEN Tolklenwmkel
Tel: 071 541

1EIDEN Warp 9

Tl: 071 5121380

LELYSTAD, Games of War:

Tel: 032 024 4 003

MAASTRICHT, Hounjet:

Tel: 043 363 6778

NES AMELAND, Top 1 Toys Van den Brink:

Tel: 051954 21 21

NUENEN, Schellens Speelgoed:

Tel: +31 40 787 10 00

OLDENZAAL, Top 1 Toys:

Tel: 0541535238

RIINSBURG, Toys 2 Play:

Tel: 071 40 27 244

RISWIIK, Iup 1 Toys In de Bogaard:
Tel: 070 39 32

ROERMOND, Bloemhoehek Hermien:

Tel: 047 531 6824

ROSMALEN, Tup 1 Toys Jovi:

Tel: +31 (73) 5

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, Labyrinth:

Tel: 030 281 7157

UTRECHT, Whoops:

Tel: 030 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 354 2688

WASSENAAR, Top 1 Toys Kouwenhoven:
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

GW OSLO:
Mallergata 7, 0179,
Tel: +47 22 33 29 90
facebook.com/GWOslo
ALESUND, Brio Kremmerhuset Moa Syd:
Tel: +47 70143770

BERGEN, Outland:

Tel: +47 55314822

BERGEN, Proworks:

Tel: +47 98056653

DRAMMEN, Outland:

Tel: 447 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, Rlngo Lekehjarnet Mo:
Tel: +47 751517

MOS)DEN, Hobhysemerel'

Tel: +47 7517
MOSS, Repl
Tel: +47 45407735
NARVIK, xlngu Barnas Verden:

Tel: +47 7694650

SANDNES, Osaland Hobby:

Tel: +47 51661509

SjﬁivEGAN Outpust‘

Tel: +47 9571

SKIEN, Sukrahs Hobby Garden:

Tel: +47 35526764

STAVANGER, Outland:

Tel: +47 51938080

STOKKE, Hobby Hagen:

Tel: +47 13335202

TROMS@, Tromsa Bruktbokhandel:
Tel: +47 77686974

TRONDHEIM, Tronderfrim:

Tel: +47 73520840

TONSBERG, Brio Bamse:

Tel: +47 33316790

TONSBERG, Gledeshuset;

Tel: +47 92251707

PANAMA -

HATO PINTADO, Arkham & Hobbie Games:
Tel: 507 3 95 60 11

PERU | 1
AV ARENALES, Colores ¥ Miniaturas:
Tel: 5114 71 66 64

PHILLIPINES

LAHUG CITY, Neutral Groun

Tek: (63916) 8305040

MAKATAI CITY, Neutral Grounds:
Tel: (632) 8195800

MUNTINLUPA, Neutral Grounds:
Tel: (632) 8502033

QUEZON CITY, Neutral Grounds:
Tek: (632) 6348982

SAN JAUN, Neutral Grounds:

Tel (632) 7278583

TAGUIG, Hobbes and Landes:

Tel: (632) 1!_1U‘)'I'J

BIELSKO-BIALA, Gnom;
Tel: 0048 33 6213432
KATOWICE, Bar
Tel: 0048 32 _';'IRIv
KRAKOW, Bard:
Tel: 0048 12 6320735
POZNAN, Bar:
Tel: 0048 61 853
WARSZAWA, Faber i Faber:
Tel: 0048 22 8491265
WROCLAW, Eird
Tel: 0045 71 3417

BIALYSTOK, Komnata Gier:

Tel: 0048 666381663

BYDGOSZCZ, Wszystko Gra:

Yel: 0048 600641909

GDANSK, Rebel Centrum Gier:

Tel: 0048 5B 3470204

GDANSK, Usmiech Naszego Dziecka:

Tel: 0046 58 3057045

GDYNIA, Futurex:

Tel: 0048 501563066

GLIWICE, U Zyrafy:

Tel: 530091156

GLOGOW, Zielone Wzgérza Centrum Gier:

Tel: 784498775

GORA, Zielone Wzgérza 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: 0048 12 35

KRAKOW,

Tel: 0048 12 2596140

KRAKOW, Magic Traders:

Tel: 12 3801543

KRAKOW, Sklep Imperium:

Tel: 514812564

KRAKOW, Sklep Smok:

Tel: 0048 12 4330110

KRAKOW, Valkiria-skelp:

Tel: 0048 12 4115525

KRAKOW, Vanaheim:

Tel: 0048 12 4221137

LEGNICA, Skelp Feniks:

Tel: D048 69 4606613

LODZ, Da-ta:

Tel: D045 42 6337263

LODZ, Gamelord:

Tel: 0048 42 6311161

LODZ, Stagraf Studio:

Tel: 60565

LODZ, Strategia Centrum Gier:

Tel: D048 796595539

LODZ, Twoja Ksiazka:

Tel: D048 42 6521326

NYSA, Rapmr Hobby:

Tel: (9809652

‘OPOLE, HMS Computers LH

Tol: 0046 77 4347413

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(®) These Hohby Centres are closed on Mondays and Tuesdays.

PREMIUM STORE
Stocks most af the product range.*

NEW STORE OPENING
Indicates new stockists.

*To be sure they have what you want in stock, we recommend calling the store first.

OSTROW WIELKOPOLSKI, Centrum Gier Arena:
Tel: 0048 694677877

OSWIECIM, skelp Modelarski Model-Hit:
Tel: 0048 602745519

PILCHOWICE, Imperator FF:

Tel: 0046 662250291

POZNAN, Cube-Q-Workshop Polanka:
Tel: 061 6712415

POZNAN, Cube-Q-Workshop M1:
Tel: 061 6712415

POZNAN, Cube-Q-Workshop King Cross:
Tel: 0048 506079264

POZNAN, Cube-Q-Workshop Panorama:
Tel: 5148125064

POZNAN, Cube-Q-Workshop Pestka:
Tel: 514812564

POZNAN, Wilczek:

Tel: 0048 503652088

PSZCZYNA, Red Scorpion:

Tel: 602656281

RADOM, Wargamer:

Tel: 0048 503562781

RZESZOW, W&W Skelp Modelarski Hobby:
Tel: 017 85 28 101

SIEMIANOWICE, Jaga PHU:

Tel: 00448 32 2290139

SZCZECIN, Fenix:

Tel: 0048 695934995

TAI!N(_‘)W, Salon Gier Jaskinie:

Tel: 8732904053

TORUN, Sklep Papierniczy:

Tel: 0048 56 6522593

TORUN, Wszystko Gra:

Tel: 0048 56 6522593

WARSZAWA, Altdorf:

Tel: 0048 22 6280392

WARSZAWA, Graal KEN Centre:

Tel: 0048 22 2089090

WARSZAWA, Altdorf:

Tel: 0048 22 6260392

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 2069090

WARSZAWA, Graal Sarmacka:

Tel: 0048 22 8427040

WARSZAWA, Hobbyt:

Tel: 0048 22 8340206

WARSZAWA, Morion Bemowo:

Tek 0048 22 4239120

WARSZAWA, Morion Bielany:

Tel: 0048 22 4241062

WARSZAWA, Panda Zabawki:

Tel: 0048 22 8264461

WARSZAWA, Paradox:

Tel: (1048 22 6280701

WARSZAWA, Sklep Superserie:

Tel: 0048 515 434 444

WARSZAWA, Wargamer Centrala:
Tel: 0048 72457513

WARSZAWA, Wargamer CH Targowek:
Tel: 0040 72457513

WROCLAW, Bolter:

Tel; 0048 71 3491910

WROCLAW, Wroclaw Model Centre:
Tel: 713419991

WROCLAW, Ogryn:

Tel: 0048 71 3771872

WROCLAW, Planszoweczka:

Tel: 792301796

ZABRZE, U Zyrafy:

Tel: 510240581

ALCABIDECHE, CascaisPress:

Tel: +351 314 600 530

CARCAVELQOS, Escala Directa

Tel: +351 241 561 257

ERICEIRA, Tabacaria Ovni:

Tel: +351 261 B63 661

LARAN]JEIRO, 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: +351 213 155 580

LISBOA, Myrdinn's Magic, Lda:
Tel: 4351 213 032 258

LISBOA, Puros e Companhia:

Tel: 4351 217 156 791

LISBOA, Rocha & \’asmnrelm Dentinho:
Tel: 4351 213 833
LISBOA, Sete Rios s Tabacarias:

Tel: +351 217 222 202

MIRAFLORES, Brinca Riscos e Rabiscos:
Tel: 4351 214 104 908

PAIVAS, Brinca Brincando:

Tel: +351 212 254 B41

PALMELA, Devir Livraria, Lda:

Tel: 4351 212 139 440

PORTO, Lojas Arena:

Tel: 4351 222011 388

SINES, Galeria BT:

Tel: +351 269 632 511

TELHEIRAS, Tabak:

Tel: +351 217 165 574

TORRES VEDRAS, Papelaria Unido:
Tel: +351 261 314 186

BUCHAREST, Hobby Games:
Tel: 0040 72 1204918

SSIA i

BARNAUL, Europa:
Tel: B (903) 072 0615
BOR, Karusel:
Tel: 8 183159) 65 297
CHELYABINSK, Hobby Store:
Tel: B (912) 320 7006
CHEREPOVEC, Galaktika:
Tel: 8 (921) 253 6347
EKATERINBURG, Magicportal.ru:
Tel: B (343) 310 3947
TERINBURG, Mosigra:
Tel: 8 {343) 472 3446
EKATERINBURG, World of Models:
Tel: & (343) 381 0076
IRKUTSK, Krasivaya Igra:
Tel: 8 (3352) 722 972
KALININGRAD, Fangorn:
Tel: B (4012) 521 524
KAZAN, Urza:
Tel: 8 [_9{7) 247 7930

ODAR, Hobby Land:
Tel: B MS) 477 0025
KRASNODAR, Astronomikon:
Tel: 8 (905) 377 0025

(RASNOYARK, Rodnik:
Tel: 8 (913) 573 3843
RASNOYARK, Mosigra:

Tel; 8 (391) 293 7158
KRASNOYARD, Stek CD-DVD:
Tel: B (391) 265 2571
LUKINO, Aisberg:
Tel; 1 (908] 759 49
MAGNITOGORSK, Gostinniy Dvor:
Tel: B (3519) 260 496

OW, Algeris:
Tel: 6 (495) 964 2702
M , Algeris:
Tel: & (495) 626 3337
MOSCOW, Msgzgin
Tel: 8 (4!5) 137
MOSCOW, Algeris:
Tel: B (455) 281 3075

Cardplace.ru:

Tel: B (495) 638 54
MOSCOW, Edinorog:
Tel: 8 (906) 085 4907
MOSCOW, Mosigra:
Tel: 8 (495) 641 8331
MOSCOW, Paladin:
Tel: 8 mzm 777 1777
MOSCOW, Portal:
Tel: £ (495) 633 1078

NIZHNIY NOVGOROD, Fishka:
Tel: 8 (831) 2777 666
NOVOMOSKOVSK, World of Models:
Tel: 8 (915) 789 6404
NOVOSIBIRSK, Clever Games:
Tel: 8 (923) 155 0535
NOVOSIBIRSK, Clever Games:
Tel: 8 (913) 923 3588

OREL, Hobbit Store:

Tel: 8 (980) 361 7957

PENZA, Blm:khulier

Tel: 8 m 474 aau

PERM, gpﬁv
Teka (911: 78 ﬂ
ROSTOV NA smw Tanki, Korabli
Tel: 8 ms) 2638353

SARATOV, Alien-mgpc:
Tel: 8 (902) 710 141
SARATOV, Mirlel'
Tel: § (917) 307 9476
ST PETERSBURG, Art Miniatures:
Tek: 8 (812) 633 3395 )
ST PETERSBURG, Hobbit:
Tel: 8 (sm m 7763
ST PETERSBURG, Mosigra;
Tel: 8 (812) 920 5106,
ST PETERSBURG, Sargona:
Tel: 8 (812) 445 1054
rad:
Tek: 8 (3822) 514 463

TULA, Okinava:
Tel: 8 (920) 747 5862

TVER, A :
Tel: 8 (910) 531 7659

TYUMEN, Perekrestok Mirov:
Tel: 8 (912) 923 9977

TYUMEN, Labirint Mirov:

Tel: 8 {904) 494 1786,
ULAN-UDE, BMV:

Tel: 8 (902) 1674 758
VOLOGDA, lom:

Tel: 8 (8172) 701 530
VORONEZH, Il{l Muromets:
Tel: 8.{4732) 918 721
VORONEZH, Edinorog:

Tel: 8 (903) 856 1839

YAKUTSK, Artefakt:

Tel: 8 (914) 290 0840

YOSHIKAR OLA, Kenga:
Tel: 8 (8362) 460 112

BELGRADE, ANET thbysture'
Tel: 00 381 11 3612 525
BELGRADE, ANET thby:ture
Tel: 00 381 11 2652236

BELGRADE, EXIT Hobby store:
Tel: 00381 11 62 78 27
BELGRADE, White Dragon:
Tel: 00 381 63827222

www.games-workshop.com
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NOVI SAD, Dragon:
Tel: 00 381 11 636 24038
NOVI SAD, Valhala:
Tel: 00 381 21315338
ZRENJANIN, Takeda:
Tel: 00 381 2364572

FUNAN CENTRE, Battle Bunker:
Tel: 65 93840450

FUSIONOPOLIS, Paradigm Infinitum:
Tel: 63 67343858

IONS ORCHARD, Prologue Bookstore:
Tel: 65 64651477

MIDPOINT ORCHARD, Paradigm Infinitum Pte Ltd:
Tel: 65 67343858

PLAZA SINGAPURA, Comics Connection PTE Ltd:
Teli 65 64378300

SEREN CENTRE, Toy Station:

Tel: 65 64683054

SUOMERSET, Harris Planerds:

Tel: 65 146555

SLOVAKIA

BRATISLAVA, Kristalovasala:
Tel: 421 948844794
BRATISLAVA, Madmaxon:
Tel: 421 2 524 927 87

KOMARN ako SRO:
Tel: +36704
KOSICE, Drac:
Tel: +421557296557; +421905510060
SPISSKA NOVA VES, War Gaming:
Tel: +421903219195

BLED, Pik Pok:

00386 45768030

LJUBLIJANA, Crna Luknja:

Tel: 00386 59031220

LJUBLIJANA, Direndaj Citypark:
00386 43768030

BELVILLE, The Boys and Mens Hobby SE :
Tel: 0027 21 914 5680
BLOEMFONTEIN, Tht‘ Games Dungeon:
Tel: 0027 72 B31 997
CAPE TOWN, Pasnmes 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 Ballle Planet:
Tel: 00 27 8245 939
DURBAN, The Hnbhy Specialists:
Tel: 0027 31 566 4806
EAST LDNDON Slaters Toy Magic:
7 43 726571
[DENVALE, Plashks,
Tel: 0027 62 783 1489
JOHANNESBURG, The Underground:
Tel: 427 11 795
IOHANNESHURG, Esswex Retail:
Tel: 0027 11 BGH3619
JOHANNESBURG, Ouler Limits Johanneshurg:
Tel: 0027 11 482 37
]OHANNESBURG, Duter Limits Pretoria:
Tel: 0027 12 342 4360
JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 890 9253

JOHANNESBURG, Warfair:

Tel: 0027 B2 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: 0027 31 566 4806

SOUTH KOREA ‘e
SEOUL, Orctown:
Tel: 02 6402 5946

SWEDEN

GW GOTEBC
Drottninggate
Tel: 031-1339)
facebook.com/GWGoteharg
GW STOCKHOL

facebook.com/GWStockholm
@ 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: 08-21 50 52
5) UMEA, Fanl
Tel: 090-77 0
UPPSALA, Fantzsla
Tel: 018-100150
@ UPPSALA, Prisfyndet:
Tel: 018-10 66 07
.0REHRO Batalj Paintball:
Tel: 019-18 46 00
AVESTA, Vega V:deu
Tel: 0226-80078
ESKILSTUNA, Lasses Leksaker:
Tel: 0161303 35
FALKENBERG, Lekcenter:
Tel: 0346-807 60

GAVLE, Hubhyshopen

Tel; 026-18 62 99

GOTEBORG, Goblin Games:

Tel; 031-245110

GOTEBORG, Toys Leksaker & Hobby:
Tel: 031-439401

GOTEBORG, Wizard Games:

Tel: 031-51 41 50

HALMSTAD, Lekcenter:

Tel: 035-15 91 75
HUDDINGE, Humlan Lek & Hobby:
Tel: 08-689 8885

KALMAR, Lek & Hobby:

Tel: 0480-24717

KARLSKRONA, Leksakshuset:

Tel: 0455.24082

KATRINEHOLM, Game Maniacs:

Tel: 015012032

KIRUNA, Lekhuset Lekia:

Tel: 0980-825 b5

KUNGSBACKA, Lek & Hobby:

Tel: 030014136

KUNGALY, Friknarna Bus:

Tel: 0303-139 40
LAHOLM, Lekia:
Tel: 0430-10069

LIDKOPING, Game Maniacs:

Tek 051025320

LINKOPING, Sagﬂland

Tel: 0131-22290

LJUNGBY, Lukmm.
Tek 0372-13481

LULEA, Barnens Hus:

Tel 0920-220095
LULEA, loc
Tel: 6920-6995
LUND, Unispel:
Tel: 046-285 9112

MALMO, Hérnan p& Limhamn: el

Tel: 040-367520

NORRKOPING, Hobbyhiirnan:

Tel: 0111-62120
NORRKO
ot

Tel: 0112

NORRTAL) E lnkplane!en

Tel: 0176-125!

NYKOPING laka TV-spel:
000

Tel: 01

NYNA HAMN Asas Leksaker: Tel: +886 4 5612499

Tel: 08:520 11235
ORMINGE Happu:i

Tel: 022-41 03 14

SKELLEFTEA, Legend:

Tel: 091-01 35 02

STOCKHOLM, Arcane pa Hagagatan:

Tel: 08-22 25 22

STOCKHOLM, Brio Higdalen:

Tel: 08:749 1146

STOCKHOLM, Dragons Lair:

Tel: 08-654 60 50

STOCKHOLM, Hobbyisterna: Tel: +886 2 2

Tel: 08-403 90500

STOCKHOLM, Happies Hammarby Sjostad:

Tel: 08-52244800

SUNDSVALL, Orion Spel:

Tel: D60-155 947

TROLLHATTAN, Hobbyhérnan:

Tel: 0520-13363

TUMBA, Leksakskungen:

Tel: D8-530 380 00

UMEA, Incrade:
Tel: 090-196 560

UDDEVALLA, Olles Leksaker: Tel: +66 2

Tel: 0522-88520

UPPLANDS VASBY, Barnens Hus:

Tel: 08-626 99 40

VARBERG, Fyndmagasinet: Tek: +66 8999 31129

Tel: 0340-678990

VIMMERBY, Brio Vimmerby: Tl

Tel: 0492311688

VISBY, Skuggspel:
Tel: 0499-21 10 B2

VASTERAS, Zetterlunds:

Tel: 021-10 44 1

VASTERVIK Lekstugan,

Tel: 0490-36

YSTA
Tel: 0411-66680

ANGELHOLM, Leksaksmagazinet:

Tel: 0431-82350

NG Lekhuset:

lun:. I.Lksaker.

0O, Helges Hala:
18 60

Tv-Spelshdrnan:

| WANT A
STORE!

Do you know of any shops that could stock our best
selling lines? Do you want to earn yourself some free
Games Workshop gift vouchers? Then read on...

We are constantly looking for new shops to s est selling lines, making it ev
easier for you to buy what you need to build your armies and stay in close contact
with your hobby.

Over the last few years many of our customers ught out loads of new
in their area who now stock our amazing products. Each of these customers
rewarded by us for their efforts!

Now, in an e Ir:)rl to ma :k(\ the h(:h!w even more convenient, we'

n your area
Games \.'\-nlk»hr!p products. As a guide, nd to

stock our pm:luc ts in tn\ shops, mode shops, hobby shops, book shops, art and craft
shops and computer game shops, but we are always on the look out for something
new so please contact us with any nominations have, no matter how whacky

y sound. If one of your nominations becomes a stoc ou receive some free
Games Workshop gift vouchers so make sure you send us your name, address and
telephone number.

Simply send an email to iwantastore@games-workshop.co.uk or write to us at:

| Want a Store!
mes Workshop
Willow Road, Lenton, Nottingham, England
NG7 2WS5S
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STOREFINDER KEY

CAMFS WORKSHOP HOBBY CENTRE

hese Hobhy 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 store first.

DSTERQUND Hobhbyboden: KIEV, Budinok Ismshek:

Tel: 00 38 57 851121

Tllw.ﬂ“ - KIEV, Budlnuk lgrushek:
Tel: 00 38 5

CHANGHUA, Lian Xin: KIEV, B r;k Igmshek:

Tel: +486 4 8870420 1 5 821 385
GANGSHAN, Tnys Cat: uxlmuk Igroshek:
Tel: +886 7 621494 8 2 308 150

HSINCHU, Mini Shoppa: KIEV, Budinok I;,mshsk:
Telt +886 3 5231802 Tel: 00 18 4 567 &
HSINCHU, Style Toy House: KIEV, Game HaII

KADHS}UNG Dwarf‘s Goldmine:
Tel: +886
KAOHSIUNG Lungmen.
Tel: +186 7 3118067 Tel: 0038067141
KAOHSIUNG, Toys Cat: KIEV, Toy
Tel: +886 7 6214940 Tel: 00BOHIS?
PINTUNG, Texas TV Game Shops: KIEV, Toy Story:
Tel: +886 8 7212720 Tel: D038(044)581
TAICHUNG, Fantasy House: KIEV, Toy Story:
Tel: +886:4 23143720 Tel: 003B(44)49
TAINAN, Star Toy Castle: KIEV, Toy Story:
Tel: +886 6 247092 Tel: DD3B(044)417 2442
TAIPEI, Akmlgamvm KIEV, Toyland
4 Tel: 0038(044)587 5603

LEVIV, Hubh} World:

Tel: D03B(066)764 21261

LEVIV, Toy Stor

Tel: 0038(032)295 B329

ODESSA, Vanguard:

Tel: 003B(050)565 557
E SEVASTOPOL, Arcanum Stare & Club:

Tel: DD38(050)594 5328

VINITSA, Speliscape:

Tel: 0038(063)440 0902

ZAPOROZHYE, Warhammer ZP:

Tel: D038(067)761 5913

UNITED ARAB EMIRATES
DUBAI, Bishops Trading:
Tel: 00971559487870

1494

TAIPEL, Ci!(‘a(‘l
Tel: +8B6 2 23099
TAIPEI, MPK Hobby Shop:
Tel: +886 2 28161466
XINBEI, Table Games:

Tel: +886 2 29035898

THAILAND

BANGKOK, A Framing:

Tel: +66 B4 14 64313

BANGKOK, Ba“ltiltld Bangkok:

BANGKOK, Slice and Dice:
Tel: +66 149 87593
BANGKOK, Thinx Hobby:

CHIANC MAI H(:Im Books:

CHONBU l’anaya Players:
Tel: +66 8909 795

DNEPROPETROVSK, Golbin:
Tol: UD3B(067)564 8558
DNEPROPETROVSK, Modelist:
Tel: DO3B(067)564 B358
DONETSK, Toy Slury

Tel: 0038062387
KARKIV,

Tel: DO38(057)715

| Want a Store P ion: Terms and C

1. The ‘I want a Store’ promation is a limited offer provided by the Promoter gratuitously and on
such terms as it deems appropriate.

2. Only persons aged 12 years or over are eligible and you must be resident in one of the following
1o take advantage of this promotion: Great Britain and Northern Ireland, Belgium, Denmark; Eire,
Finland, Norway, the Netherlands and Sweden.

3. The Promoter may give away products to persons it deems to have appropriately satisfied the
requirements of this promotion in its absolute discretion.

4. An individual may only take advantage of this promotion once. Therefore, any individual may
only receive one praduct in connection with this promotion,

5. The Promoter’s staff {and their family members) are not permitted to enter the promotion.

6. The Promoter reserves the right to amend the terms of this promotion at any time in its absolute
discretion.

7. The Promoter reserves the right to end the promation at any time,
Promoter: Games Workshop Limited, Wiflow Road, Lenton, Nottingham, NG7 2WS
Data Protection:

Games Workshop Ltd is registered as a Data Controller in the United Kingdom under the Data
Protection Act 1998 The data given as part of this promation will be held and pracessed under the
terms of the Data Protection Act and in accordance with our notification to the Data Protection
Commissioner. We may use that data for communication, administration of the promotion,

and security purposes. We will not sell, share or give any information given to us as part of this
promotion to anyone outside the Games Warkshop group of companies withaut your explicit
consent or unless the law permits or requires us to do so.

By submitting your personal information you consent to the processing of your personal data as set
out above and you confirm that the information is accurate and complete.




.

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 retailer.

¢ Premium Stores are independent retailers who offer a wide
range of Games Workshop products and are able to look

after all new and established hobbyists.

* Should you find a specific miniature or boxed set is not
available in the store, these stockists also offer a Mail
Order service giving you access to the entire Games

Workshop range.

any hobby questions.

Premium Store for details.

Their knowledgeable staff are on hand to offer help and
advice on your army, from planning your next purchase to
plotting killer tactics for your games. Please feel free to ask

In these stores you can expect painting lessons and other hobby activities such as conversion clinics - call your local

Premium Stores also have a number of dedicated gaming tables in their stores which are used to run introductory games,

hold in-store tournaments, bespoke mega battles or general open-play gaming where anyone can bring their armies

along for a game.

Check out the list below to find your local stockist!

2 PREMIUM

The following stores have been
designated Premium Stockists,
and we plan to open more in

the future, so keep a look out in
White Dwarf for stockists near you.

HASSELT, Oberonn:
Kempische Steenweg 27, 3500
Tel: 011 35 13 38
MECHELEN, De Spelfanaat:
Veemarkt 12, 2600

Tel: 015 34 59 07

AALBORG, Dragons Lair:
Algade 63, 9000

Tel: 445 98 12 16 18

ARHUS C, Dragons Lair:

ski. Knuds Tary 3, 8000

Tel; +45 86 16 44 03
K@BENHAVN K, Faraos Cigarer:
Skindergade 27, 1159

Tel: +45 33 67 20 09

LYNGBY, Faraos Cigarer:
Jernbanepladsen 63, 2000

Tel: 44532 10 23 23

ODENSE C, Dragons Lair:
Gribrodrepassagen 9, 5000

Tel: +45 63 11 12 19
ROSKILDE, Fanatic Roskilde:
Gronnegade 2, 4000

Tel; +45 46 36 r,w

FINLAND

ESPOO, Esi)ocniahdrn Pualenkuun Pelit:
Lokirinne 1

Tel: 09 6980300

ESPOO, Tapiolan Pelikauppa:
Kauppamiehentie 1, 02100

Tel: 09.- 412 9941

HELSINKI, Fantasiapelit Helsinki:
Vilhonkatu 4 8, 00100

Tel: (09) 650 803

HELSINKI, Stadin Pelikauppa:
Vuorikatu 14 A, 00100

Tel: 09 6980300

JOENSUU, Fantasiapelit Joensuu:
Suvantokatu 8, 30100

Tel: (013) 284 314

JYVASKYLA, Fantasiapelit Jyvaskyli:
Kauppakatu 2, 40100

Tel:(014) 216 629

KOUVOLA, Kouvolan Puolenkuun Pelit:
Kouvolankatu 14 (ent Valtakatu), 0400
Tel: (03) 222 52,00

LAHTI, Lahden Puolenkuun Pelit:
Raulatienkatu 16, 15110

Tel: 037515151

LAPPEENRANTA, Fantasiapelit Lappeenranta:

Brahenkatu 3, 53000
Tel: (05) 541 1375

OULU, Fantasiapelit Oulu:
Rautatienkatu 10, 90100

Tel: (08) 374 906

PORVOO, Porvoon Peli:
Mannerheiminkatu 10, 06100

Tel: 019-53 48377

TAMPERE, Fantasiapelit Tampere:
Kuninkaankatu 5, 33210

Tel: (03) 222 52 00

TURKU, Fantasiapelit Turku:
Humalistonkatu 8, 20100

Tel: (U2) 232 8413

REYKAJAVIK, Nexus:
Hverfisgata 103, PO BOX 5085, 125
Tel: +354 5529011

IRELAND

CORK, Other Realms:
Paul Street Shopping Centre
Tel: 00353 21 4222 224
DUBLIN, Gamers World:
1 Jervis Street

Tel: 00353 579 299 392

THE NETHERLANDS

ARNHEM, Spelkwartier:
Steenstraat 4, 6628 C]

Tel: 026 370 2028

DEN BOSCH, De Dobbelsteen:
Hinthammerstraat 90, 5211 MS
Tel: 073 614 55
ENSCHEDE, Pijpl

Pijpenstraat 34, 7511 GM

Tel: 053 430 5727

HAARLEM, Spellenhuis:
Kruis Weg 66, 2011 LE

Tel: 023 531 3188
LEEUWARDEN, Spelleknjn
Voorstreek 84, 8911

Tel: 056 213 1112

LEIDEN, Vliegershop:
Turftmark! 2, 2321 CD
Tel: 071 513 2783
MAASTRICHT, Vlieg-er-uit:
Brusselsestraat 70, 6211 MP

Tel: 043 325 1653
MIDDELBURG, De Burcht:
Plein 1940 nrs, 4331 LG

Tel: 011 865 0048

NIJMEGEN, Moenen en Mariken:
Van Welderenstraat 70, 6511 MP
Tel: 024 323 6119
TILBURG, De Dobbelsteen:
Langestraat 176, 5038 SH

Tel: 013 544 3700

UTRECHT, Subcultures:
Oude Grachl 194, 3511 NR

Tel: 030 231 1122
ZWOLLE, Games-n-Us:
Diezerpoortenplas, 8011 XV

Tel: 038 421 6385

BIELSKO-BIALA, Gnom:

Lucylla Srymala, ul. Szkolna 15, 43-300 Bielsko-Biala
Tel: 0048 33 821 34 32

KATOWICE, Bard Centrum Gier:
Kosciuski 8, 40-049 Katowice

Tel: D048 32 257 18 17

KRAKOW, Bard Centrum Gier:
Batorego 20, 31-135 Krakéw

Tel: 0048 12 632 07 35

POZNAN, Bard Centrum Gier:
Sw. Marchin 41, Poznan

Tel: 0048 61 853 82 77
'WARSZAWA, Faber & Faber:

ul. Pulawska 11 02-515 Warszawa

Tel: 0048 22 B49 12 65

WROCLAW, Bard Centrum Gier:
Szewska 31, 50-139 Wroclaw
Tel: 0048 71 341 74 72

KARLSTAD, Spel & Fantasi:

Kungsgatan 6, 652 24 Karlstad

Tel: 054-15 10 70

LUND, Playoteket Center:

Clemenstarget 6, 222 21 Lund

Tel: 04612 78 10

MALMO, Playoteket Center:

Dijiknegatan 2, 211 35 Malmo

Tel: 040-12 04 10

OREBRO, Batalj:

Storgatan 11, 703 61 Orebro

Tel: 019-18 46 00

STOCKHOLM, Science Fiction Bokhandeln:
anggatan 48, 111 27 Stackholm

UMEA, Fantasia:

Slﬂrﬁd!.\n 44, 903 26 Umed

Tel: 090.77 03 60

UPPSALA, Fantasia:

Ostra Agatan 9, 753 22 Uppsala
Tel: 018:10 01 50

UPPSALA, Prisfyndet:
Kungsgatan 39, 753 21 Uppsala
Tel: 018-10 66 07

UNITED KINGDOM

ALDERSHOT, The Game Shop:

6 Wellington Streel, Hampshire, GU11 1DZ
Tel: 01252 311443

HARLOW, Marquee Models:

Unit 79b, The Harvey Centre, Essex, CM20 1X5
Tel: 01279 423334

LEICESTER, Tabletop Tyrant:

668 Bediord Street South, Leicester, LE1 3R
Tel: 0116 2333954

SHEFFIELD, Wargames Emporium:
Warkshap 8, Orchard Square, Sheffield, S1 2FB
Tel: 0114 2754826

WELLINGTON, Questing Knights Games:
The Parade, Telford, TF1 1PS
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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;“gal?;: é‘é;:;ﬂ"-;ﬂ:‘;fﬂ £
Games range and models that are exclusively  quick and convenient. There are three main gefhold oflit.
‘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 isn’t
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.

* 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 111 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 111 for the Directory
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WARHAMMER £ T
The Sisters of Battle are pious warriors whose belief in the Emperor is
strong enough to protect them from harm. The entire range of Sisters of
Battle miniatures is available to order to reinforce your army ready for
the new challenges posed by this month’s new Battle Missions.

Sisters of Battle Hospitaler
99060107067
£7.70, €9.75, 75dkr, 95skr/nkr, 37.50zt

Celestine the Living Saint

99060108061

Sisters of Battle Canoness
99060108056

£8.20, €12.50, 100dks, 115skr/nkr, 40zf £12.30, €17.50, 135dkr, 160skr/nkr, 6021

Battle Sisters

This set contains 3 models, supplied from the designs shown.
99060108013
£10.75, €13.75, 105dkr, 130skrinkr, 52.5021

Nowhere can a more
wretched den of scum
and villainy be found
than the pirate city of
Sartosa. The inhabitants
of this island are

pirates, cutthroats and
brigands one and all,
and a selection of these
characterful denizens are

available to order.

Pirate Captain of Sartosa
99060207181

£8.20, €12.50, 100dkr, 115skr/nkr, 40zf

Sartosan Vampire

99060207182

£8.20, €12.50, 100dkr, 115skr/nkr, 40zt

Pirate of Sartosa
99060207183

£7.70, €11,50, 85dkr, 100skr/nkr, 37.5021

s for ustrative purposts. anly. Product confents may van: Products sold unpdinted aud unassembled, Cartain Gifadel products may b8 dangerots ifused ifoorvectly
i 3 i it i ted are far Ii}g:w.ydm:ls sofd by Games Workshop through Its gwn
ars responsibie for detormi i i

Prices corrgat 2t time of going to press. pléase conlact us for carrent availability and prfces. Prites quate:
e ¥ £ ‘stares, catalogue ar ite, ndependent i s

Ry

i thaic owa prices.
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UBSCRIPTIONS

A saving of more than 60% off the cover price. Hereafter your subscription will be just £9 every 3 months

ottty (3 EXCLUSIVE 0F BRTTLE! BT
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01778 392 083

 This means you effectively get a
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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20 it’s a tale you're after is it? A yarn to warm your
souls while you cosy up to a winter’s fire as it burns
low in the hearth? Fine, fetch me an ale or two and

VIl tell you tale of mechanical krakens, of ghastly spectral
ships, of a Golden Magus, of a leviathan carcass crewed by
Undead rat-men, of a sea god'’s daughter, of bone hydras
and sea giants, of a legendary Pirate Captain hell-bent on
revenge and of his evil Vampire foe. [ shall tell you the
greatest story of them all — the tale of the Dreadfleet.

The game of Dreadfleet sets two piratical fleets of vast
warships against each other amongst the haunted environs
of the Galleon’s Graveyard. You get everything you need
to play Dreadfleet in the box, from the seascape to the
incredibly detailed warship models, even the dice and
measuring ruler (or navigation rod) are all included. In fact,
the only thing you'll need to supply are the players, which
can be anything from 2 to 10 participants,

Special thanks to Tom, Duncan, Kevin and Chris for letting us cover their campaign.

© Copyright Games Workshop Limited 2011,

Games Workshop, the Games Workshop logo, GW, Warhammer, the Warhammer logo, Citadel, the Citadel device, Dreadfleet
and all associated marks, logos, names, places, characters, creatures, races and race insignia, illustrations and images from the

Warhammer world are either ® TM and/or © Games Workshop Ltd 2000-2011 variably registered in the UK and other countries

around the world. All Rights Reserved.

Written by Simon Grant and Andy Hall.
Production & Reprographics: Phil Cowey, Tom Hutchings, Matthew Hutson and Jim Shardlow.
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As exciting as these engagements are, Dreadfleet is also
more than a set of random sea battles. There are twelve
scenarios in the Dreadfleet Rulebook that allow you to
re-enact the epic tale of revenge as Captain Roth’s Grand
Alliance hunts down Count Noctilus and his insidious
allies. These scenarios can be linked into a campaign
where individual admirals or teams of players vie for naval
supremacy of the Galleon’s Graveyard.
This booklet covers one such campaign. Once
Dreadfleet had been unleashed upon the world, four
members of the Design Studio immediately set about
fighting through all twelve of the scenarios, following
the campaign rules given in the rulebook. We follow
the endeavours of Captain Tom Hutchings, and his able
First Mate Duncan Rhodes as they battle against Count g
Christopher Peach and his fell lackey, Kevin Chin. If you're i
ready and willing to continue, then we'll begin... 5

2  WHITE DWARF INTO THE MAELSTROM
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Below are the salty sea dogs playing the Dreadfleet campaign. In the first run
through of the scenarios, Tom and Duncan took the Grand Alliance, but we'll also

show you what happened when they changed sides to fight as the Dreadfleet.

Fhe Gravd Allimce — The Drendfleel

Tom Hutchings was the mastermind Duncan Rhodes is Tom’s trusty Kevin Chin will be taking command This unassuming army painter

behind this campaign and it is lieutenant in the ensuing campaign. of some of the most iconic warships will be taking the role of Count

his lovingly painted madels that But don’t mistake him as some to ply the Galleon’s Graveyard. The Noctilus, the fell Vampire Lord of

you can see arrayed in the photos toady lickspittle. To cross Duncan Skabrus and the Shadewraith all falf the Dreadfleet. Yes, behind those
pursed lips in the picture above are

throughout this book. But is he as is to risk him uncoiling the lash and under his purview, but will he stay
good an admiral as a painter? wielding it in your direction! loyal to Count von Peach? a pair of gruesome fangs.

www.games-workshop.com
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The Studio campaign was played in early autumn, but with Christmas just around
the corner, why not get your copy of Dreadfleet in time to game with friends
throughout the festive holidays?




om painted his models using the Paintin
Workshop featured in the October 2011
issue of White Dwarf, which shows how to
paint the entire contents of Dreadfleet.
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In the first of our featured campaign
games, Aranessa Saltspite has been
captured by a host of Undead creatures
and is trapped within the Forbidden
Citadel. Can the Heldenhammer reach
Saltspite in time to aid her escape?

el 11| T T T TR T TR

THE STORY SO FAR...
In the campaign’s opening scenario, Corpse Reef,
Tom sailed the Heldenhammer with consummate
skill against Chris’ Bloody Reaver. With the wind as
his ally, Tom swept around behind the Dreadfleet’s
flagship to deliver a punishing, raking broadside
to its aft, having saved his first broadside to inflict
maximum damage. His manoeuvre was soon
rewarded, setting off the Bloody Reaver’s magazine
and causing grievous damage to ensure victory
followed swiftly afterwards.

Both teams swapped sides for the rematch, with
Kevin using the Heldenhammer against Duncan. As
Roth, Kevin inflicted heavy damage, but Duncan
carried the day after engaging in a boarding action
that caused crippling damage to the Heldenhammer.

ARAARAAAA RN AARANA NS ALERAAA RN R ASAANA AN S BAANAA A AANS A AL G AN SA AN AA A AN SN,

from the Forbidden Citadel in order for Duncan’s

Captain to flee aboard the Swordfysh. In the first turn, Tom
sailed eastwards with a Full Speed Ahead order, hoping
to close with the Forbidden Citadel as swiftly as possible.
After much deliberation, he decided to hold fire this turn,
hoping to make the Heldenhammer’s opening broadside
count all the more by unleashing it at close range. The
cannons of the Forbidden Citadel, however, did no such
thing, firing a speculative bombardment at long range. The
Heldenhammer was hit, but Tom passed his armour save.

Turn 2 saw Tom retain the Initiative and fend off a Rain
of Snakes. He called a Fire as She Bears order and pulled
up alongside the Forbidden Citadel to unleash his first
broadside. His luck was poor, and the fusillade caused no
damage at all. But as he returned fire, Chris groaned in
dismay as Tom preempted his bombardment and inflicted

( uncan volunteered to lead Aranessa Saltspite in
? her daring escape. So it was up to Tom to free her

6 WHITE DWARF INTO THE MAELSTROM
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two paints of damage. Crucially, the two Damage Cards he
drew were Crew and Double Crew — not only was Saltspite
now able to fight her way free, but the cannonade had
wiped out the garrison defending the Forbidden Citadel!
In the End Phase, as Saltspite fought her way back to her
warship, the Bloody Reaver emerged from the north-east,
ready to cut off any escape attempt by the Swordfysh.

Chris won the Initiative for the first time in Turn 3,
his Fate card enabling him to load grapeshot. He put this
special attack to good use, closing in on the Heldenhammer
with the Bloody Reaver, and broadsiding it for a total of
two Crew and one Speed damage. In response, Duncan
escaped jeopardy with the Swordfysh before Tom repaired a
Crew damage and hammered the Bloody Reaver, causing it
to list badly. Meanwhile, in the north, the menacing form of
Kevin’s warship, the Curse of Zandri, appeared from the fog.

In Turn 4, the Grand Alliance won the Initiative, so
Duncan activated the Swordfysh in a bid to escape the




clutches of the Bloody Reaver. He swung around the
rocks to his port side, turning north-east to sail Full Speed
Ahead. He launched a broadside at the Curse of Zandri as
he fled, managing to collapse Kevin’s gun deck. But King
Amanhotep wasn't going to let Saltspite off the hook just
yet. Calling his Captain’s unique order, My Will Be Done,
Kevin was just able to reach the Swordfysh and launch
what turned out to be a game-winning boarding action. The
powerful Amanhotep inflicted a Flesh Wound on Aranessa
Saltspite in the Swashbuckling phase before his animated
statuary won the boarding action by four points and tore
through the Swordfysh’s fragile Hull to sink her outright.
With Duncan’s warship sunk, the Dreadfleet was victorious.
As per the campaign rules, the roles were reversed and
another game played to determine the overall victors. The
Grand Alliance (Chris and Kevin) played well, but were
unable to breach the Forbidden Citadel’s walls until Turn 4,
making it straightforward for Tom and Duncan to win.

1

HIS WILL BE DONE!
Having used his Captain’s unique order to increase
the warship’s Speed, Broadside and Crew values by
three for this turn, Kevin was able to completely
overwhelm the Swordfysh in a brutal boarding
action. The results of which saw the warship suffer
three points of Hull damage and sink.

www.games-workshop.com 7
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increasingly perilous for Tom and Duncan who had

-~ also lost the previous scenario against the grasping
steel tentacles of the Black Kraken. What made the situation
even more desperate was that Chris and Kev had been
successful as the Grand Alliance. Tom and Duncan needed
to rescue Roth from the volcano island to put the campaign
back on an even keel (pun very much intended!).

As Captain Roth duelled with the Ghoul King on the
lip of the volcano, his fleet sailed or steamed to the rescue.
From the north came the Dreadfleet, the Skabrus skulked
towards the west of the island chain, while Chris sent the
Bloody Reaver and the Curse of Zandi to intercept the
Heldenhammer in the east. Of the Black Kraken, there was
no sign... yet. In the second turn, the Dreadfleet moved
again, the Skabrus continued to voyage westwards even
though the Flaming Scimitar and Grimnir’s Thunder had
appeared on the horizon. Heldenhammer dropped anchor
just outside the island chain, hoping its captain would

/"'_n the fourth scenario, the stakes were getting

INTO THE MAELSTROM
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Captain Roth has been seized by cannibalistic Ghouls intent on sacrificing him to
their living volcano god. Tom and Duncan must rescue their Admiral before Kevin
and Chris’ Dreadfleet overwhelms the warships of the Grand Alliance.

join them soon. Meanwhile, the Black Kraken, which had
surfaced only briefly in the first turn, submersed once

again to lurk under the waves. Grimnir’s Thunder brought
its batteries into range of the Skabrus and fired, striking

it twice. The Skaven vessel took a crew and double hull
damage cards, and was already in trouble. Across the
seascape, the Bloody Reaver moved around the rocky bluffs
and fired a ranging broadside at the Heldenhammer to do a
point of hull damage. It was then the Golden Magus’ turn to
unleash hell upon the listing Skabrus, the Fire Efreet added
its power to the Flaming Scimitar’s broadside sinking the
leviathan with all hands (and tails) on board.

However, it was not going to go all the Grand Alliance’s
way, the Black Kraken arose from the depths directly
behind the Heldenhammer. The third turn saw initiative
go to the Dreadfleet, and Kevin gleefully moved the Black
Kraken into the Heldenhammer — its mechanical tentacles
immediately started to pull apart the rigging. Captain
Saltspite was not about to let this metal abomination wreak




SINKING THE SCABRUS

The Skabrus was the first to encounter the Grand
Alliance. But its captain, all too keen on grabbing
personal glory, had made a mistake in facing off
against Grimnir’s Thunder and the Flaming Scimitar
unsupported. The corpse ship was quickly sunk by the
combined might of Dwarf cannon and the flames of
the Fire Efreet.

havoc on the ocean waves, and so ordered the Swordfysh

. into a ram. The blow struck home, causing devastating " FICHTINC AS THE DREADFLEET
i damage, and then, with a combined boarding action b Flush f T dD & (o the
including the crew of the Heldenhammer, the Kraken : om vn;tory, aivandiincan tog tot e
g : ¢ : roles as captains of the Dreadfleet with a confident
submersed once again — but would not be surfacing .
swagger. However, there was every chance that Chris

' anytime soon... : : :
The Bloody Reaver continued to close with Grand and Kevin would repeat the fea? and win the scenario
using the Grand Alliance warships.

Alliance’s flagship, but in the east, the Flaming Scimitar and This was not to be. Having learnt from the

Grimnir’s Thunder had launched auxiliaries into the circle : 4
: ; mistakes of the previous game, Tom and Duncan kept
of islands. This gave Roth the bonus he needed to mortally : . gt
B Gl Kine and make for his-own co their warships close together, and sailed in a south-
& & west direction. The Black Kraken reached the islands

Captain Roth boarded his vessel just as the Bloody . s
Reaver hove into view. With the Heldenhammer’s powder gﬁésln 2#?;;‘322? igi:i)::ﬁ;‘]’;ti(r’:tl:a ?':f:l)el:iotlz?f?(‘:tt ':E

still dry it unleashed a broadside that shook Noctilus’
composite vessel to its core. The Curse of Zandi fired back
but could not even scorch the paint upon Heldenhammer's
hull. As the Volcano God emerged to rain down fiery rocks

~ on the Bloody Reaver, Roth and his allies made good their
escape. Finally, a victory for the Grand Alliance!

slowing Roth’s rescue, and despite losing the Curse
of Zandri, the Dreadfleet over-powered the Grand
Alliance. Duncan and Tom were victorious yet again
and their campaign was back on track.

www.games-workshop.com 9
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At the heart of the Galleon’s Graveyard lies the Maelstrom, a swirling vortex of skulls
and seething evil. In the climactic sea battle, the Grand Alliance must silence the
Maelstrom and break the power Noctilus has over the oceans once and for all.




The campaign continued apace as the players made
their way through the other seven scenarios on their
journey, picking up a lost Elven Prince, suffering
unnatural tides, encountering haunted sea-castles and
damned ghost ships, taking part in a Warpstone hunt
and encountering a sea-maw. On the way, the action
was dramatic and oft-times unpredictable. Who'd have
thought Chris Peach’s captaincy of Grimnir’s Thunder

would see him sneak through Sculler’s Gate or Duncan’s
command of Skabrus meant the Skaven ship collected
the least amount of warpstone.

You can see how the teams performed with the
Campaign Score Chart on page 15, for now it is enough
to know that despite some closely fought battles, Tom
and Duncan have the edge going into the final scenario
— who will be victorious? Read on to find out...




N ...

]

he Bloody Reaver leads the
Dreadfleet in a head on collision
with the Grand Alliance.

L}
|
2
:
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hhe game started with a titanic sea-

_/ spear bursting through the swirling
C waters damaging the entire
Dreadfleet. All of Kevin and Chris” warships
had to immediately take a hull damage
card. Manann was obviously keeping a
close eye on his daughter, as it was the
Swordfysh leading the way.

Despite the destruction wracking

the Dreadfleet, Count Noctilus signalled
the advance and the warships under his
command obeyed, closing with the Grand

INTO THE MAELSTROM

Alliance. Tom, in the guise of Captain Roth,
was also guided by the singular purpose:

at last was a chance to destroy the Bloody
Reaver — at least until the re-fight!

Going into the second turn it was clear
fate would also play a part in the ensuing
combat. Firstly, every vessel apart from
the Heldenhammer and Shadewraith had
their sails set on fire as Tom drew Lector
Lazlo’s Fire, and then Chris had the temerity
to draw a Ghastly Fog from the fate deck.
Firing Broadsides would be limited to
short range, but the warships were rapidly
closing with each other, so neither side saw
this as a problem.

The Sea Drake was the first to engage,
scoring crew damage on the Bloody
Reaver. One of its Dragons swooped into
the air and placed itself within 3" in the
Bloody Reaver’s bow, while the Sea Drake
itself, sailed by.

At the end of Turn 2, the Ghastly Fog
lifted to reveal the majority of each team’s
fleet within short broadside range with the
exception of the Curse of Zandri bringing
up the Dreadfleet’s rear. The third turn saw
the Black Kraken acting first, by attacking
his ancient nemesis on Grimnir’s Thunder,
the resulting boarding action was a draw.
However, Tom and Duncan were not
finished with Tordrek Hackhart just yet. The
Swordfysh was next to move and rammed
the Black Kraken, in an echo of the fourth
scenario. This time the mechanical warship
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didn’t go down so easily. But Duncan still
had warships to play, he activated Grimnir’s
Thunder. The Dwarf warship fired upon
its foe and rune-inscribed cannonballs
smashed into the Black Kraken’s metal hull
consigning it to the inky depths once again.
In the meantime, the Shadewraith had
flown to the side of the vortex channel
between the Black Kraken fight and the
chain of islands. This was the heading the
Heldenhammer had also chosen, hoping
to slip past the Dreadfleet and face the
Curse of Zandri and then onto victory. With
the Shadewraith blocking the way, Tom
had to deal with the ghostly warship or
become mired in battle and eventually lose
the scenario. Captain Roth was unfazed
by the Shadewraith’s appearance for he
had Sigmar’s Wrath upon his prow. The
great steam hammer had been blessed
by the Grand Theogonist himself and evil
spirit ships would suffer its blows as well
as any mortal vessel. And so it was that
Heldenhammer attacked, and Vargheist
was forced to see his damned warship take
damage as Sigmar’s Wrath rose and fell.
The Bloody Reaver was next to move,
forced into contact with the High EIf
Prince’s Dragon, but it could still broadside
the Flaming Scimitar, and left it listing badly

‘DRQHDFE&Q‘E

f i
W|th a loss of 5 speed. The Golden Magus
fired back, causing a slew of crew damage
on the Bloody Reaver even as it limped
away, managing to go faster than it should
have thanks to the Tempest Djinn blowing
into its crippled sails.

The following turn saw the Grand
Alliance gain the initiative. The Flaming
Scimitar moved again, sailing through the
Dreadfleet blockade and into range of the
Curse of Zandri. The Golden Magus opened
fire, causing a magazine explosion and
setting Amanhotep’s royal pyramid aflame!

The Bloody Reaver disengaged from
the Dragon and the warship’s new bearing
put the Heldenhammer back in its firing
arc; Count Noctilus ordered its guns to
fire. Tom’s flagship was rocked by the salvo
but remained afloat albeit with a damaged
rudder. The remaining Grand Alliance
warships fired into the Shadewraith hoping
to destroy it before the Heldenhammer
took its turn. The ghost ship proved
preternaturally resilient; at one point it
had 12 damage cards, but still remained.

In the end, Sigmar's Wrath finally did for

it. With the Shadewraith destroyed, the
Heldenhammer had the head start it needed
to reach the centre of the Maelstrom and
win the battle for Tom and Duncan.
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THE FINAL BATTLE
The very last game of

the campaign saw the
teams swap sides for the
final time. It was Chris
and Kev's turn to see if
they could vanquish the
Maelstrom. The Grand
Alliance started well, the
fleet as a whole managing
to get much further into
the Maelstrom than in
the previous game before
the Heldenhammer
broke away. The reason
for this soon became
clear, Duncan had kept
the Bloody Reaver and
Curse of Zandri much
further back this time.
While the rest of the
Dreadfleet engaged and
broke up the Grand
Alliance’s formation,

the Bloody Reaver and
Zandri worked in concert
to destroy the stragglers
before closing with the
Heldenhammer and
sending it to the seabed.

Sigmar’s Wrath smashes into the
etherial hull of the Shadewraith,
destroying the ghostly vessel.
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Tom: Well, that went pretty well, all things
considered! Duncan and | made a great
team, spotting sneaky tricks and mean
manoeuvres to pull on Kevin and Chris
(although they were by no means a walk-
over, ably defeating us in several scenarios).

While the difference in Victory Points
throughout the campaign looks huge, this
is quite misleading, as all our games were
closely fought and brutal! | think sneaking
the wins (or at least, not huge losses) in
scenarios five and six gave us a huge
advantage (negative scoring there is really
quite nasty!), not to mention managing to
prevent Kevin and Chris from winning The
Maelstrom as the Grand Alliance was what
truly secured us our victory.

Without a doubt, my favourite ship
throughout the campaign was the Flaming
Scimitar. While she might not boast the
terrifying profile of (say) the Bloody Reaver,
the Golden Magus’ control of his elemental
spirits can really turn the tide of battle,
whether by the blunt application of the
Fire Efreet early in the battle to add that
fearsome red dice to your broadside and
boarding actions, or the more subtle use of

the Tempest Djinn to move the Wind Gauge

Chris: Looking at the scores on the chart
opposite it’s quite a painful read. But the
numbers do not tell the whole story, we
had some early victories. The main one
being Scenario 3 where we prevented
Tom and Duncan from winning it with

the Grand Alliance but we were then
victorious ourselves. Later on in the
campaign, the victories were fewer and
further between as Duncan and Tom really
got to know the warships well, especially
those of the Grand Alliance. Tom'’s use of
the Heldenhammer in a number of battles
was exemplary and it didn’t help that he
couldn’t seem to roll anything but a 6 with
Sigmar's Wrath - five Damage Cards is a lot
to take on any warship in one go.

That's not to say the campaign was
devoid of our own outstanding moments.
Sending Grimnir’s Thunder to the murky
depths with The Light of Ptra on the Curse
of Zandri in the eleventh scenario was a
particular highlight of mine.

More important though, was getting
together with three mates and playing
this exciting story from the start. You got a
real sense of narrative and progression as
each scenario unveiled another twist and

INTO THE MAELSTROM
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and force key enemy warships into irons, or
give a speed boost to the Grand Alliance.
As far as favourite moments throughout
the campaign go, The Maelstrom scenario
is the winner by far... The Heldenhammer
sailing dangerously around the deadly
whirlpool and smashing headlong into
the Shadewraith alongside Grimnir’s
Thunder, cannons firing at all comers,
Roth and Gunnarsson duelling with the
ghostly Captain Vangheist as they break the
Dreadfleet’s blockade, before victoriously
calming the storm... Awesome.

The Flaming Scimitar ‘

introduced another warship. Linking the
scenarios together instead of playing them
as stand alone games really helped to foster
that spirit of high adventure that pervades
the whole of Dreadfleet.

For the campaign we played with Tom’s
ships. But if you are getting together to
game this way, you could share out painting
duties. Maybe one team taking on the
Dreadfleet warships and the other painting
the Grand Alliance and then everyone
gathering to paint the islands, preferably
while eating pizza!

The Curse of Zandri
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When participating in a Dreadfleet Campaign, you fill out the campaign score cha _
as each side plays the relevant scenario as the Grand Alliance. More details can be
found on page 94 of the Dreadfleet rulebook, for now this is how our players got on.

" CAMPAIGN SCORE CHART

SCENARIO CRITERIA TOM 6 DUNCAN CHRIS & KEVIN

1. Corpse Reef DC 9 6

3. It Came from the Depths

5. The Pride of Ulthuan

Empty Vessels
9. The Gauntlet

VP x 2D6

5

11. The Sea Maw

|

KEY TO ABBREVIATIONS

DC = Damage Cards VP = Victory Points

Add up the total number of Damage cards you have inflicted on
vour opponent’s warships as described in the scenario’s victory

conditions, subtract your opponent’s total, and enter the total in
the relevant column.

VC = Victory Conditions

I# vou won, score one point and multiply it by the amount
shown in the Campaign Score Chart to find the total. If you did
not win, the score is zero.

Count up the number of victory points or treasure tokens you
scored and subtract the number of victory points or treasure
tokens your opponent has scored; then multiply it by the
amount shown to find the total.

/\(/‘w 7/ J
Your Surv...

Everything you need to play
Dreadfleet is in the box, all
you need are some pirates
(2 to 10 players) to take
command of the warships
and you, too, can sail into
the Galleon’s Graveyard and
become legendary.
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