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Phil Kelly tells us
why we're alien food.
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GAMES WORKSHOP DIRECT SALES

W gameas-workshop.coiukistorefront
Tal: 01159740000 Fax; 0115916/ 8002
E-mail: HobbySpecialists@games-workshop.co.uk
GAMES WORKSHOP ONLINE
WINW.JEMES-WOFKSTOp.COIUK
GAMING CLUB NETWORK
Wi, gamingelub.org.uks  E-mail: clubpuyGames-Workshnop.coluk
FORGE WORLD
Tal: 0115916 8177

wiww.forgeworld.co. uk Fax: 01131916 8044

THE BLACK LIBRAEY
winw.blackibrary.com

SPECIALIST GAMES

Wi speECialist-games.com

The News

The sylvan allies of the Wood Elves revealed! Plus details on the new
Warhammer World Citadel Miniatures Hall.
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NA The White Dwarf team
o' The White Dwarf team have been busy this month. Hear them weep...

GAMES WORKSHOP

Yiillow Hoad, Lenton, Nottingham, NGE2WS

rﬁ- O New Releases
LrJ () More miniatures of the highest quality.
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/  First and Only

" Writer Dan Abnett, creator of Gaunt's Ghosts and Ravenor, talks
exclusively to White Dwarf about his upcoming novels, the death of
Gaunt and how you too could become a writer,
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WARHAMMER 40,000

1 They Came from Outer Space
' The new Tyranids are here! Run for your lives!
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Chapter Approved: Death Watch
Updated rules for the Chamber Militant of the Ordo Xenos.

Battle Report: Klucimeir's Last Stand
Owen Rees battles Phil Kelly in this Tyranids versus Imperial Guard
bloodbath.

Index Astartes: Purge the Alien
Ultramarine veterans of the Tyrannic War.

WARHAMMER

Waorhammer Chronicles: Zombie Pirates
Avast! Rules for a full army of rofting seamen, plus modelling tips a
plenty. Arrrrrr!

The Waytarer’s Companion: The Temple City of ltza
The first in a2 new series of articles detailing the exotic destinations
available to adventurers with a gold crown or two to spare.

A Tale of Four Gamers
The gamers clash over Lustria's treasure.

THE LORD OF THE RINGS

Conflict in Middle-earth
It's here at last! All the information you need to take part in this
massive, online campaign.

Battle Report: Ride to Ruin
Greg, Nick, Rudgie and Christian take their Battle Companies into the
wider fiald of epic conflict,
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% Sea Raiders

- 1 W How to convert the Black Corsairs, and model their dread ships — just

in time for our Corsair-themed roadshow!

THE ASTRONDMIC&N

. Events Diary

. /., Events, Clubs, Tournaments, Warhammer World and mare!

) /. Gumes Workshop Direct
' All our mercenaries, be they Dogs of War or Kislevites, have been

| q.'._
H B

repackaged. Get them here!

7 7 Store Finder
""" Find your nearest Hobby Centre.

Gaming Rooms

V' Fancy a battle on some cool terrain? Want new opponents? Here's

where to find them.

" Hobby Supplies

» [0 Top tips on basing your models using a variety of flocks, paints and

clever little tricks.

Fuel for the Furnace

' /% Huge The Lord of The Rings displays, painting sailors, and Elysian

Drop Troops discussed.

/| Subscriptions and Next Month
« Take us up on our fop subscriptions deal, and learn what awaits vou

in WD307.

www.games-workshop.co.uk/whitedwarf 1



THE TREES ARE ALIVE!

There are far more than Elves living in the depths of the Loren Forest. Swelling the
arboreal ranks of the Wood EIf host are the dark and dangerous Treekin.

“They are the physical embodiment of the spirit creatures dwelling in Athel

Loren," says Mat Ward, who co-authored the forthcoming Wood Elves

army book with Anthony Reynolds.

The Treekin bear some resemblance to Treemen but are much smaller,
and their differences do not stop at their size, as Mat explains, "The
Treekin and Treemen are essentially the group consciousness of the

forest. The Treekin are spirits that inhabit dead branches and can enter
and leave them at will.” This is unlike Treemen, who have possessed
living trees and are bound to them forever.

Like you'd expect a creature made of solid wood to be, Treekin
are tough in a fight. “They're a combat unit,” Mat tells us,
“their Ward Save and bark Armour Save makes them very
durable. They're one of those types of units that can take

damage and hit back.”

NAMCO FORGES

WARHAMMER DEAL

Games Workshop and videogames
publisher Namco Hometek Inc.
recently put pen to paper in a deal
to develop games based upon the
Warhammer world, and the
renowned Japanese publisher is
already lining up a Warhammer
title to spearhead a worldwide
assault on the PC gaming market.

“Warhammer is considered among
the greatest fantasy gaming brands
in the world,” says Grantley Day,
Director of PC Development for
Namco Hometek Inc. “We plan to
extend its rich characters,
environments and lore to the
videogame arena, with some
blockbuster titles for the PC."

The move into PC games is a
major step for Namco, whose
videogame heritage encompasses

New Warhammer
games will join
the ranks of
other Namco
classics such as
Tekken and Soul

Cafibur.

2 THE NEWS

arcade and console classics such
as Pac-Man and Tekken. "Namco
has created some of the greatest
videogame franchises of all time,"
says Jon Gillard, Games
Workshop's Business Development
Manager. “We are confident they'll
make some incredible games set in
Warhammer's rich and engaging
world.”

These new PC games will pave the
way for Warhammer titles
appearing on console and
handheld platforms too. But for
now, those of you itching for dark
and bloody adventure within a
digital Warhammer world will have
to wait as Namco remains tight-
lipped about game specifics.

We'll bring you more details as
soon as they emerge.
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TICKETS FOR
GAMES DAY

Games Day 2005 is fast
approaching. All our White
Dwarf subscribers can beat the
rush and buy their tickets from
23rd May.

Gall Direct on 0115 914 0000 i
you're a subscriber and you ean
order your ticket and the
special Games Day model too!

MORE FROM THE
ONLINE STORE

If you've logoed on to the
Games Workshop online store
recently you'll have noticed
that, like the website,it's been
through a few changes.

The site has undergone a
redesign in keeping with the
style set by the web leam, io
make the store look congruent
with the main website. But
mare importantly than the
aesthetic overhaul is that the
Online store is now much faster
than ever before and organised
to make a hobbyist's visit a
pleasant one with user-iriendly
and logical menus.

These changes mean thal more
than ever the Online slore is
the best way to order all of your
hobby products from miniatures
to modelling tools. Advanced
order models, classics and
components are all just a
mouse click away.

The site address remains:

www.games-workshop.co.uk
/store

SELL-SWORDS FOR SALE

There's never been a better time to hire some Dogs of War for your
Warhammer armies. As of 6th June hobbyists will be able to order
Regiments of Renown from GW Direct as boxed sets with full command.
This will effectively replace the separate components, which will no longer
be available except in the case of the unit captains.

You will be able to get separate blister packs to bolster your mercenary
units. This means that complete regiments are much more affordable than
they were previously so you'll be able to use them in your army without the

need for your own personal Paymaster!

If you want to order any of the regiments, log on fo:

www.pames-workshop.co.uk/store



WELCOME TO
THE CITADEL

New Warhammer World exhibition opens!

For many years now, Games
Workshop has been in possession
of one of the finest collections of
painted miniatures in the world.
Despite being extensively
photographed, and often appearing
in this magazine or the various
codexes and Warhammer army
books, the full collection has
remained hidden away in the Design
Studio, inaccessible to all but a few
lucky visitors.

But that is all set to change...

In April this year, work commenced
on the creation of a new gallery at
Nottingham's Warhammer World,
dedicated solely to displays of the
finest painted Citadel miniatures on
the planet.

Raobin Dews, who is in charge of the
project to create the new Citadel
Miniatures Hall, explains. “For many
years now we've had an ambition to
create a dedicated exhibition area
where we could display some of the
thousands of beautifully painted
miniatures created by the 'Eavy
Metal team. Our aim is for this to be
a permanent public exhibition that
celebrates and showcases the art of
the painted miniature.

“The visitor centre at Warhammer
World attracts thousands of people
a year, including many Tournament
players, casual gamers, club
members and of course their friends
and families. Our goal has always
been to constantly improve the
facilities on the site. We'd had the
present exhibition set-up for quite a
while now and so it really was time
for a change.”

The space above the store where the
new Miniatures Hall has been
created was actually quite a gloomy
space with no natural light. In order
to house the new collection the
room has been stripped bare and
the walls on three sides of the room
have been covered with illuminated,
mirror-backed cabinets.

“| wanted the whole effect to be
sumptuous,” enthuses Robin. “The

feel | was after was that of a gallery,
where you go to look at exquisite
pieces of art. The impact of 36
metres of mirror-backed cabinets
has been to create a shimmering
palace of light!”

In addition to the work of the "Eavy
Metal teamn, the new display will also
showease models from former
Golden Demon winners and highly
individual painters, modellers and
artists such as John Blanche. This
will finally give all visitors the
opportunity to view new and
historical miniatures and models
they would simply never otherwise
see. Robin continues: “In essence
the whole idea Is elegantly simple. |
see this as our crown jewels display
— an exhibition of the finest painted
miniatures in the world, on show in
a gallery setting and presented with
gravitas, history, purpose, place and
respect...”

The new Citadel Miniatures Hall is
due to open in early June and will be
free to visitors during normal
Warhammer World opening times.
We'll see you there.

Right: Robin's early concept of
how he envisaged the exhibition.
Robin loves making modefs and it
was so0 cool we fust had to show
you it. But don’t worry, there'll be
no real vampires waiting for you
when you look around.

A graphical representation of the Citadel Miniatures hall, with numerous cabinets
and leather benches.

ADVANCE NOTICE

On 4th July, Games Workshop will
be changing its prices across its
Northern European regions. We have
listed the major changes below:

Warhammer plastic regiment sets
will be changing from price band J
to K.

Warhammer 40,000 plastic battle
squad boxed sets will be changing
from price band J to K.

The Lord of The Rings plastic boxed
sels will be changing from price
band H to | in The Netherlands,
Belgium and Finland.

Individual paint pots will rise to 25kr
in Denmark.

A range of smaller price
adjustments will also take place on
this date. For a full listing please go
to our website at:

ne.games-workshop.com

Prices quoted are for products sold by
Games Workshoo through s own slores,
catafogue or websile. Indepandent stockists
arg responsible for defermiring thair own

PVICES.

www.games-workshop.co.uk/news 3



FANATIC WEBSITE OVERHAULED

The Fanatic team have been busily
working away on their first new
major section of the website — The
Battle of Five Armies. “This is really
a preview of what we will be doing
in the future,” Andy Hall, Fanatic
Editor says.

The new site is the template of how
the overall Fanatic website will look.
“The site is devoted to total hobby
support,” Andy tells us, "and for this
reason we've combined the Battle of
Five Armies store with the web
content.” In an unobtrusive sidebar
you'll find the game and the
miniatures. One click and you can
order them as you're browsing the
site. “You're going to get lots of
content too,” Andy assures us.
You'll find loads of articles that can
be downloaded at a glance as PUFs
with an overview and preview.
There's also some new stuff in the
form of two Battle of Five Armies
reference sheets, detailing the

characteristics of the armies on one
side and the rules and scenarios
respectively on the other.

The new material also includes
expanded scenarios that will
compliment the extended range and
a full Battle Report, including maps,
by Rick Priestley.

Check out the Battle of Five Armies
website now at:

www.thebattleoffivearmies.com

FRNRTIC

G UBATTLEDF FIVEARMIESTY S

WINTER WAR
HOTS UP

In last month’s news we revealed the expansion to Dawn of War — Winter
Assault. This addition to the game is set on the ice worlds of the 41st
millennium and includes the Imperial Guard as a new fully playable race!

You'll be able to command just about every regiment you can find in
Codex: Imperial Guard, like Sentinels and Enginseers. Here are
screenshots from the new game expansion, featuring some of these
regiments, to whet your appetite. It will be out by the end of this year.

4 THE NEWS

GAMES WORKSHOP ONLINE

THE WAR OF THE RING™
HAS BEGUN!

The war has begun and people
from all across the country are
already posting their results! You
can still register if you want to
join in. All our Hobby Centres
throughout the UK, not to
mention the ¢lubs and
Independent Stockists, will be
running The War of The Ring™
gvents. Find out more on the
website or see page 90.

www.thewarofthering.co.uk

WHITE DWARF
WALLPAPERS

Another month and we reveal the
second wallpaper In our mighty
batch of 13! The fact that these
feature Skaven and there are 13
of them is no coincidence
(honest govnor! — Owen). This

month we reveal wallpaper
number two...

www.games-workshop.co.uk
/whitedwarf

92 WEEKS OF THE YEAR
The Web Team always make surg
there’s something new online for
hobbyists, with weekly updates
of News, Hobby Articles, Sneak
Peeks, Events and the infamous
Poll of The Waek. To get all this
and more sent to your inbox sign
up to the Inguisitor Newsletier!

www.games-workshop.co.uk
/news

www.games-workshop.co.uk
finquisitornewsletter

Check out page 143 for the latest
from the UK Web Team.




WIN A REPLICA

OF THE HELM
OF SAURON!

In conjunction with Battle Orders, White Dwarf is offering you the chance to
win an awesome replica of Sauron's helmet, wom by the Dark Lord in the
Fellowship of the Ring film when he was vanquished by Isildur,

This collector’s piece is the first in the Dark Lord Sauron line and is
manufactured from the original movie prop mould. It is meticulously detailed
with an intaglio-etched surface and corroded metal colouring. The helmet
stands 31" tall and is made from steel-reinforced fibre glass resin with a
genuine leather-lined interior. Limited to only 3,000 pieces worldwide, it is
fully functional and comes with a wooden display stand bearing “The One
Ring’ inscription. Each piece is individually serialized on a solid brass plate
mounted on the inside of the helmet and comes with a parchment certificate of
authenticity.

To win, all you have to do is enter and answer the following question:
* What is the name of the Dark Lord Sauron’s fortress in Mordor?

Also, answer the tiebreaker below in no more than 12 words. In the event of a
tie the judges will decide the ultimate winner on the basis of the best answer,
* I will have The Helm of Sauron as my own because...

L Only residents of UK and Eire aged 21 years or over are efigible for prizes, excluding employees of the
Promoter, thelr familiss, agents or any other person connected with the sdminlstration of this comperlton,

Z Entries are limited to one per howsshold, and mist inciude the entranis® age.

I, Eligible entries must be recelved not later than 2707 /05. The Promoter capnoc accept responsibllizy for
Lite; bost or misdirected emtries.

% One winner will be chosen at the judpes” sole discretlon by 28/07)05.
5. The prite consists of ame fullste replica of the Helm of Sauron. Mo cash alternstive. Limls one prize per entrant

&. Winners will be notified by 04/08/05. Winners must confirm receipt of the prie nodfiadon and provide all decalls
requested by the Promoter within one week of the above date, failing which the Promcier reserves the right to draw
altermatve winner

7. By accepting the prize, winners agree and give their explicc consent [for the purposss of any data protection leglstation)
= unleis otherwise stated [n writing - that the Promoter can use thelr name and likeness for advertising and
Promotional purposes.

B. The judges' decishon 15 final and no commespondence will be entered Into. Enery indicates accepeance of the rsles 25 fnal and
legally binding.

IMPORTANT SAFETY NOTICE: THE HELM OF SAURON IS AN ADULT
COLLECTOR'S ITEM AND NOT A TOY.
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Bartle Orders Led have over 25 years of experience In supplying replica Movie
Weapons, Guns, Swords, Martial Arts Equipment, Knlves, Replica Arms and
==t Armour 1o adult collectors worldwide.

Ly .r,. For Turther detalls or 1o mquest a particlubar catalogue, call them directly on
B by CAT0 443 0ME2 or wisde www, batlipordnrs.co,uk
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Guy: Released
this manth is
the most deadly
creature in the
galaxy: The
Tyranids. | say
creature
because each
beast is but one
cell of a vast organism, driven on by
the implacable will of the Hive Mind,
invading worlds and stripping them
bare...

Guy Haley

Anyway, you can read that kind of
thing in the excellent codex (it's
chilling stuff). In the real world, we
can be thankful of the joy of a great
new army, and not worry about
being rendered down for our genetic
codes. I've been fortunate enough to
get hold of one of the stunning new
Carnifexes, which | spent one very
happy evening putting together for a
future issue of White Dwarf. I've
honestly not been so excited by a
model for years, (though obviously
various strains of greenskin have
come pretty close). Not since | stuck
together one of my first real models,
a plastic Tyrannosaurus Rex kit, 20

"8

You can see more of him next monih.

THE
WHITE
DWAREF
TEAM
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years ago have | been so overcome
by hobby love. It was so much fun
that | had to grab Jes Goodwin, the
sculptor of the monster, and
congratulate him on doing such a
top job. It's one of the best kits
we've ever made.

BASES

Tonight sees me take to the field as
a general in one of a series of
irregular mega-games. 2,000 points
of Goblins require a lot of big
movement trays, so I've been farting
up same of my old card ones so as
not to embarrass myself. Cn page
138 you'll be able to find a whole
load of tips on basing your models,
but you can also apply these to the
edges of your movemeant trays.
Applying flock and sand to them
makes your models look even better,
and gives a good grip, very
important when you are shifting
units of metal miniatures by the
power of your fingertips along!
Lucky for you, we've recentlystarted
making pre-textured movement
frays. These save you a fair bit of
bother, as they only need painting,
and have plenty of nice touches
modelled onto them. These are
available in Hobby Centres now.
Anyway, below you can see one of
my movement trays before tinkering
and one after — splendid!

GAMES

Speaking of playing games, it's been
a blessedly big feature over the last
month, (once we got past WD304).
I've played five games, losing just
two, and only one of those due to
the infamous Haley luck. Against
Steve Cumiskey's Tomb Kings, |
failed nearly every single Animosity
test. That includes three successive
failures for my big unit of Boar Boyz,
who, paralysed by internal bickering,
were surrounded, roundly trounced
and sent scurrying off the board. |
don’t like having a Black Orc leading
them — it doesn't fit in with my army
background. They will be taking The
Bashin' Flag of Bork in every game
from now on though. There never
was a wiser spend of ten points.

My other loss was against George
Dellapina's Ravenwing Army - 12
Landspeeders and six bikes! That
was nasty, and, for my poor Orks,
pretty much unbeatable. | am
ashamed to say | got rather grumpy
about it... Still, more wins than
losses this month.

Keep on gaming,

Guy Haley
Editor

Before

After

Rudgie: This
month sees the
final part in the
Battles
GCompanies
saga and what a
finale it's set to
be, with both

Paul Rudge myself and
Christian fielding a combined force
of Evil against Greg and Nick's
Good. To my joy the points totals
have jumped to 500 a player,
allowing me 1o finally deploy the
dreaded MOmak. As there are a
considerable amount of rules for the
Mimak, | thought it wise to play a
few test games and one of the
highlights of doing this was in a
game against Christian’s Isengard
horde in which Saruman was
reduced to a red stain below the
Mimak's foot. So | guess the
question is, will my unbeaten run
continue unabated? You can find
that out later (on page 98).

Battle Companies may have finished
but the army is not. As | still want to
be able to field a 500 points force
that does not include the giant grey
steamroller. I've been busy painting
an allied contingent of Easterlings.
For a colour scheme | am using the
same one as | did for my Harad in
an attempt to make them look more
like an elite unit in this force, rather
than a completely separate unit.

Top Tip: A few Easterlings can go a
long way! The weakness in a Harad
army is the lack of armour and
shields. However, rather than
painting an Easterling army with an
allied Mdmak, | use a few well
placed Easterling warriors to shield
my weaker Harad spearmen, who in
turn add to the fighting abilities of
my Easterling warriors.

A Haraa-Easterling shield wall.



Christian: |
have played a
lot of
Warhammer
40,000 this
month, so to
mark the
occasion | have
: added a couple
Christian Byrne  of models to
my Black Legion. First of all are
some more Raptors (bringing the
squad up to seven, with another
three waiting in the wings), and a
new Chaos Lord (seen opposite),
whose arms were cannibalised from
my Red Corsair Champion from
WD303. I'm not doing an army of
Corsairs, and it seemed a shame to
let George Dellapina’s sculpted pelt
go to waste. | added some extra bits
myself, such as the eyes and the
lens on his shoulder and chest, As
for the painting, the colours and
icon were inspired by Adrian
Smith’s depiction of Horus from the
cover of the Horus Heresy art book.

This month I've also completed my
Uruk-hai army, so to celebrate |
have started a Dwarf army, because
they are hard as nails and the
models are some of the nicest

Q-.

Yet another Chaos champion

sculpted for The Lord of The Rings.
50 far | have completed thres
Warriors and one Captain.

As for Warhammer, | am entering
the final phases of my Chaos Horde
—an army | hope to take to London
Conflict. Last week | completed a
Chaos Warrior unit, an Ogre unit, a
Chaos Giant and a second unit of
Chaos Hounds. My Chariot
conversion is entering the last
stages of painting, which leaves one
more unit of Hounds, some Furies
and some Marauder Horsemen |eft

to do. It's going to be a busy month.

Christian’s Dwarfs - there’s plenty more on the way.

Gren: It's been
a great month
on the
battlefield for
me. Rudgie’s
Mimak was
turned to soup
as me and the
Greg MacGregor  Kyme-ster took
it down in-our Battle Report
warm-up game. In a fantastic
display of tactical astuteness,
myself and Kyme easily won our
specially-tailored scenario. Prince
Imrahil and his Swan Knight
cohorts smashed their way
through Rudgie's cavalry before
getting stuck into Christian's
Uruk-hai and helping us to secure
the vital game-winning objective.

Nick's Boromir held up the
Mumak splendidly, before my
King of the Dead sauntered over

——

to deliver a knockout blow to
Rudgie's pride and joy. Back to
the circus for you, nelly. You can
see how we got on in the rematch
on page 98 as we played out the
real thing.

Apart from rapidly assembling
another five Knights of Dol
Amroth, five Army of the Dead
and two Gondor Fiefdom warriors
over the last four weeks to join up
with my Battle Company, I've also
been painting a new Viper for my
Eldar. ['ve decided to re-do the
runes on some of my skimmers,
to better reflect their Ulthwéan
heritage.

Next up, our Battle Companies hit
the road to take on all-comers as
we visit a few Hobby Centres.
Watch this space to find out how
we got on.

Nick: Holy
monkfish, this
month has been
a hot one for
gaming. I've had
to put my dice
in a cup of

h water to cool
Nick Kyme them off! First
stop on the war gaming express was
the Border Princes and the
campaign that's hurtling across the
office like a freight train driven by
manic monkeys.

| fought two more opponents this
month, first tangling with Sally
Walton's horde of Chaos Undivided.
| put my faith in war machines and
Thunderers (surprise, surprise) and
luckily for me the gamble paid off.
After the powder smoke had cleared
and my eardrums stopped ringing
from the furious fusillade, there was
nothing left, not so much as a
mutated pinky. Huzzah! My next
challenge was the greenskin mob of
Chris Lane. This proved to be a
tougher contest (owing to the fact |
wasn't as flukey with my missile fire
- booool). The Dwarfs scraped a
victory once more though, due to
the surprising heroics of a unit of
Crossbowmen duffing up some
Black Orcs! It's three wins out of
three so far. It's Guy next —I'm
trying not 1o get too excited...

The main event though this month
was The Lord of The Rings Battle
Report. Greg and | pooled our forces
together to fight against the might of
Rudgie and Christian in a 1,000
points monster game. You can read
all about it in our The Lord of The
Rings section - it's a hum-dinger.

Looking back on the White Dwarf
Battle Companies odyssey I'm really
pleased with my Gondor force.
Thanks to a few dedicated months
of painting 've got 500 points that |
can add to at my leisure.

As a bit of a footnote, |'ve not been
neglecting Warhammer 40,000.
Work continues apace on my Sisters
of Battle. You can see one below.

Nick's latest Sister of Battle.

www.games-workshop.co.uk



NEW RELEASES

FEAR THE GREAT DEVOURER

CODEX: TYRANIDS

The Tyanids are the most rapidly evolving race in the galaxy, super-predators destined
to hunt all others to extinclion. From the cold darkness of the void they come, a race of
ravenous aliens, a numberless horde governed only by the instincts to hunt, kill and
feed. Each Tyranid is a living weapon, perfectly adapted to its designated function, but
gach creature is no more than a single cell in a galactic entity governed by a monstrous
Hive Mind. As the Tyranid hive fleets drift through space they strip all life from the
worlds in their path, leaving nothing but seoured rock in their wake.

ARMY LIST

The complete Tyranid army list, which allows you to choose your forces for a tabletop
battle. Also included are comprehensive lists of biomorphs and weapon enhancements with
which to equip these murderous alien broods, giving you enough options to constantly
evolve your army to better destroy your opponents.

BACKGROUND

The history of the invasions, fram first contact to the galaxy-spanning war that threatens to
consume the Imperium of Man.

HOBBY SECTION
Tyranids showcased, with guidance on the colour schemes of each of the major hive flests
and how to paint their constituent warriors.

CODEX: TYRANIDS £12.00
Denmark kr 125.00 Sweden kr 150.00
Euro € 17.50 Norway kr 150.00

RHAMMER | " St TYRANID HIVE TYRANT

. The Hive Tyrant is a large and massively powerful Tyranid creature, the closest thing to a leader of a
“ battlefield swarm vet seen. Like many Tyranids they seem able to mutate rapidly, and several

different physical characteristics have been reported. All Hive Tyrants are highly psychic and their
relationship to the Hive Mind is closer than even that of Tyranid Warriors. The Hive Tyrants embody
the Hive Mind completely, but their destruction does not diminish it in any way.

This multi-part boxed set contains 1 Tyranid Hive Tyrant, sculpted by Jes Goodwin.

This model requires assembiy

TYRANID HIVE TYRANT £20.00
Denmark kr 250.00 Sweden kr300.00
Euro € 35.00 Norway kr300.00

INDEX ASTARTES 4

The Index Astartes series focuses on the
finest warriors of the Imperium, the
Adeptus Astartes, delving into the
backgrounds, doctrines and tactics of the
various chapters.

This volume includes the Raven Guard,

. Salamanders, Grimson Fists and many
e more. Also covered are former loyalist
& chapters, now the Word Bearers, Black

rat Legion and Alpha Legion. There is

also a section on Renegade chapters
and the Space Marine Predator.

INDEX ASTARTES 4 -£10.00
Denmark kr 125.00 Sweden kr 150.00
Euro € 1750 Norway kr 150.00

8 NEW RELEASES Pictures for iifustrative purpases anly. Product contents may vary. Froducts sold onpaintad and vnassembled. Cerain Gitadel products may be dangerous if used incorrectly. Prices correct
at time of going lo press, please contact us for current availabfiily and prices. Prices quoied are for products sold by Games Workshap through fis own slores, calafogue or wabsite.
Independani retaifers are responsible for datarmining their own prices.
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g 19090, The Imperium first encountered Genestealers on the moons of Ymagarl long before they were alerted to
the approach of the hive fleets. Only with time has it been learned that Genestealers are vanguard
organisms for the hive, created to seek out and undermine potential prey-worlds by infiltration.
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GENESTEALERS £15.00
Denmark kr 200.00 Sweden kr250.00
Euro € 2750 Norway kr250.00

TYRANID BATTLEFORCE

The Tyranid menace is much feared throughout the Imperium. Entire planets have been consumed by this alien
race, powerless against the numberless, ravenous hordes. Only the most determined resistance can hope to stand
against them, and even then the chance of victory is slim.

This boxed set contains 8§ Genestealers, 3 Tyranid Warriors, 8 Hormagaunts, 8 Termagants and 1 Carnifex, sculpted
by Mark Harrison and Jes Goodwin,
These models require assembly.

TYRANID BATTLEFORCE £50.00
Denmark kr 650,00 Sweden kr 750.00
Euro € B0.00 Norway kr750.00

WARHAMMER

an B P ks’ sy

* GENESTEALERS

Genestealers are legendary ferocious close combat opponents, with lightning fast reflexes and deadly
claws capable of ripping through the thickest armour. |

This multi-part boxed set contains 8 Tyranid Genestealers, sculpted by Mark Harrison and Jes Goodwin.

These models require assambly. i
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Bictures for Musirative purposes only. Product conlents may vary. Producls sold unpainfed and unassembled. Certain Cilade! products may be dangerous if used
neorrectly. Prices correct at time of going to press, please contact us far current availabilily and prices. Prices qucled are for products soid by Games Workshog
through its own slores, calaiogue or websile, Independent relailers are responsible lor delermining thelr own prices.
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NEW RELEASES
TYRANID TYRANT GUARD

Tyrant Guard are living shields, whose resistance
to injury is amazing. Blind and ultimately
controlled by the Synapse creatures they protect,
these half-sentient but ferocious beasts appear to
have been bio-engineered specifically to counter
anti-Tyranid doctrine.

This blister pack contains 1 Tyranid Tyrant Guard,
sculpted by Mark Harrison.
This model raquires assembly.

TYRANID TYRANT GUARD £10.00

Denmark kr 11500 Sweden kr 140.00
Euro € 15.00 MNorway kr140.00

SPACE MARINE COMBAT SQUAD

Once a warrior has proven his courage in the Scout Company, he is elevated to
WARMANMER | 5= == the rank of battle brother in one of the chapter's Battle Companies.

T
"

This multi-part boxed set confains 5 Space Marines, sculpted by Jes Goodwin,
Mark Harrison and Dave Thomas.
Thesa modals require assembfy.

SPACE MARINE COMBAT SQUAD £9.00
Denmark kr 115.00 Sweden kr140.00
Euro € 1500 MNorway kr 140.00

PLAGUE LORD NURGLITCH

Nurglitch was the first of the Plague Lords of Clan Pestilens,
and was responsible not only for their ascension as a clan
and their seat on the Council of Thirteen, but also for the
corruption that gnarls their bodies and marks their souls.

This blister pack contains 1 Plague Lord Nurglitch model,
sculpted by Colin Grayson.
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Jﬁ, P~ ol This model requires assembly.
PLAGUE LORD NURELITCH £15.00

- ZOMBIE PIRATES OF THE VAMPIRE COAST Pore ¢ € %3950 Nomay k22000

The dread Zombie Pirates ravage the coasts of Lustria, attacking the ships of
explorers and intruders making landfall an the island. They can often be seen

1 *
g

materialising from the watery depths of a pool or river, wreathed in ethereal mist. This model is available for a
Foes witnessing this dire manifestation must use all their courage or flee from it. limited! period in Hobby Centres,
after which you will only be able
' This multi-part plastic conversion kit contains 3 Empire Militia and 2 Zombie sprugs to order it from GW Direct.

| which when combined can be used to make 20 Zombie Pirates. This kit is only
. available for a limited period.
These models require assembly.

ZOMBIE PIRATES OF THE VAMPIRE COAST ....£15.00

Denmark kr 200.00 Sweden kr250.00
Euro € 2750 Norway kr250.00

10 NEW RELEASES Pictures for lilustrative purposes only. Froduct contents may vary. Products sold unpainted and unassembled. Cortain Citade! products may be dangsrous if vsed incovrectly. Prices corect
at time of going to press, please contact us for current avaifability and prices. Fricss quoted are for products sold by Games Workshop through its own stores, cataiogue or website.
Independent retailers are responsible for determining iheir own prices.



SKAVEN PLAGUE MONKS

Plague Monks form the bulk of Clan Pestilens's troops. They wear robes and bandages to
hide their horribly bloated, sore-covered bodies. So used are they to living with constant
pain that they are impervious to it and must literally be chopped to pieces before they stop
fighting with their characteristic fanatical zeal. The putrid stench and swarms of flies that
always surround them are a feared sign of the presence of these acolytes of

pestilence on the battlefield.

This plastic multi-part boxed set contains 20
Plague Monks, sculpted by Golin Grayson.
Thesa madeis require assambly.

Euro

SKAVEN RAT OGRES AND GIANT RATS

Rat Ogres are the masterpiece of Clan Moulder’s mad research. They are massive hulking monsters, created from a
mix of different creatures. Those that survive to maturity become a mass of sinewy muscles and razor-sharp claws,
driven by a strong instinct to kill but utterly dependent on a Packmaster's guidance. Clan Moulder has also grown

giant rats to the size of wolves. A seething mass of stinking fur and sharp fangs, they can overwhelm even the hardiest
of enemies.

This box contains 2 Rat Ogres, 6 Giant Ralts and 3 Pack Masters, sculpted by Cofin Grayson and Martin Foolitt.
These models require assembly.

SKAVEN RAT OGRES AND GIANT RATS..........£18.00

Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00 Norway kr270.00
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Pictures for ifustrative purposes only. Product contents may vary. Products sold unpalntsd and unassembied. Cerialn Citade! products may ba dangerous if used
incorrectly. Prices correct al time of going fo press, please contact us for current avaifability and prices. Prices quoted are for products sokd by Games Workshop
ihrovgh its own slores, catalogue or websile. Indspendent relailers are responsibie for delermining their own prices.

SKAVEN PLAGUE MONKS £18.00
Denmark kr 225.00 Sweden kr 270.00

€ 30.00 Norway kr270.00
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NEW RELEASES

LIZARDMEN BATTALION WARHAM

The Lizardmen are an ancient race, created by the god-like beings known as the Old Ones to be the guardians of the
Warhammer world. Their age-old civilisation is based deep within the steaming jungles of Lustria and the Southlands,
where their mighty temple-cities rnise from the ancient trees and cloying swamps.

This boxed set contains 24 Lizardmen Saurus, 24 Lizardmen Skink and 8 Lizardmen Saurus on Cold One. Sculpted by
Golin Grayson, Aly Morrison, Trish Morrison and Martin Footitt.
This model raquires assembly.

LIZARDMEN BATTALION = £50.00
Denmark kr 650.00 Sweden kr 750.00
Euro € B0.00 NMNorway kr750.00
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figure case, this new army case with Imperial Eagle symbol can This vital tome for any hard-core Dwarf player

transport an entire horde. One half has enough room for 128 models, contains the entire range of available Dwart

while the other contains foam that can be easily adapted to safely miniatures including current, classic and

contain the largest tanks or monsters. collector's models. There are great models like
High King Thorgrim Grudgebearer, the

With a hard-sided canvas shell, the Aquila is especially hard-wearing, Goblobber and even Bugman's Beer cart.

ensuring vour models get to the tabletop in one piece. . , ;
The book also contains a background section

The Aguila Army Gase is only available for a limited period. examining the Dwarf Realms and a
showcase featuring collectors’ armies

AQUILA ARMY CASE £60.00 and models.

Denmark If 900.00 Sweden kr 1000.00
Cenmark kr 60.00 Sweden kr 70.00
Euro € 8,00 Norway kr70.00

MONSTERS AND MERCENARIES
COLLECTORS’ GUIDE

This collectors' guide is a collection of all the
available Dogs of War, Kislev and Ogre
Kingdoms models in the current range. Within
its pages you'll find the likes of Borgio the
Besieger, Kislev Winged Lancers, Ogre
Maneaters and more.

Included is a detailed background section for
all of the above races as well as a showease
of collectors' armies and modals.

MONSTERS AND MERCENARIES COLLECTOR'S GUIDE...£5.00

Denmark kr B80.00 Sweden kr 70.00
Euro € B.00 Norway kr70.00

12 NEW RELEASES Piclures for Mustralive purposes only. Product contents may vary. Produets sold unpainied and unassembled. Cerlain Citadal products may be dangerous if used incorrectly. Prices correct
at time of going lo press, please confact vs for currenl availability and prices. Prices quoted are for products sofd by Games Workshiop through s own stores, catalogue or wabsite,
independant retaifers are respansihls far determining thedr own prices.



SKINK WARCHIEFS

Skinks are small, agile, intelligent creatures bred by the Old Ones from the giant amphibious creatures that have inhabited the Lustrian swamps since the
dawn of time. In times of war, Skinks often take up their weapons to fight alongside Saurus, yet they are not born warriors and their skittish nature will often
see them fles from strong resistance. Despite this, they are stealthy and swift creatures, and can be deadly when using their favoured weapons.

This blister pack contains 2 random Skink Warchiefs, sculpted by Juan Diaz. i
This mode! requiras assembly H

SKINK WARCHIEFS £6.00

Denmark kr 75.00 Sweden kr B85.00
Euro € 1000 Norway Kkr85.00

TEHENHAUIN, PROPHET OF SOTEK

Tehenhauin leads the faithful of Sotek in their ceaseless wars against the

Ol ™
vile Skaven of Clan Pestilens. He is a living manifestation of the !!Djﬁﬂ T\’H G

vengeance of his kind, and his destiny is to bring about the incarnation = PASTRIN AN Ejﬁﬂm&
of the Serpent God himself. Tehenhauin leads his kin, the Red Crested ' 1

Skinks, in battle after battle against the Skaven, taking captives where f

he can, and offering them up as sacrifices to Sotek. Though the Slann AVA[LABLE FOR A LIMITED -r |
Mage-Friests may not yet have realised it, Tehenhauin is the greatest !
hope of the Childran of the Old Ones, for his rola in combatting the TIME ON LY! j
blasphemous and unnatural rat-spawn is pivotal to the Old Ones’ plans
for the world.

This blister pack contains 1 Tehenhauvin model, sculpted by Juan Diaz.
This model requiras assembly.

TEHENHAUIN, PROPHET OF SOTEK ...............E7.00

Denmark kr 90.00 Sweden kr 100.00
Euro € 11.00 MNorway kr100.00

|

' |

Gim[i on c[ead _'- |
E |

|

This blister pack contains |
Gimli on dead Uruk-hai. F |
Sculpted by Michael Perry. { |

This model is only available from Games Workshop Hobby
Centres or Independent Retailers participating in The Wrath
of Umbar Roadshow (for full details of venues and dates see
page 117), and will only be on sale in those stores the day the
roadshow visits, It is also available from GW Direct from 15th 'i'
July to 31st August (see page 126 for contact details). !

e

This model is available for a limited period in stores, after
which you will anly be able to order it from GW Direct. e e —— A ———— T — —
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Commissar Gaunt ‘‘‘‘‘ iS1t |
Eisenhorn, Malus D‘ L‘dn de - - all
icons of the Blackljbrafy The man
behind the legends, best-selling Black
Library author and Ghostmaker Dan
Abnett, talks to White Dwarf about
Gaunt, Warhammer 40,000 and the
craft of writing.

By Nick Kyme

an Abnett is one of the Black Care Bears, Thundercats and even “I"d just done a couple of issues of
D Library's most prolific and Thomas the Tank Engine. Eventually, Conan and somebody said to them, “You
popular writers. Author of Dan discovered that he preferred the should try Dan, he’s just written
almost twenty published novels as well writing side of things and left the Conan.” (It was actually David Pugh
as a raft of well-loved comic book drawing board behind. “It was a greart who recommended Dan, whom fans of
characters, Dan just keeps on coming up learning curve,” Dan explains. He took early issues of Inferno! might remember
with the goods. Cranking out such a this experience with him to work for his wild Obvious Tactics comic strip).
plethora of great novels, it comes as no freelance on American comics for giants Darkblade and Titan followed, short
surprise to learn that writing has always Marvel and DC, something he still does stories too. Dan’s evolution from comic
been a passion of his. “1 always enjoyed today. In fact it was as a result of books to novelist had begun. "Comics
writing and telling stories as a kid. 1 working on prominent titles in the and short stories just led up to the idea
used to write and draw avidly,” Dan says. comics world that Dan came to the of doing novels,” he says. "l now
| “At a fairly early age there was a attention of the Black Library, then on consider the novels for Black Library to
| synthesis of these two things when the look-out for comics scriprwriters. be the most important thing I do.”

someone showed me a comic. I thought,
"Wait a4 minute, I can do both of these

things at once and tell a story that's €€ 1 used to write and draw avidly. At a fairly early

exciting.™

age there was a synthesis of these two things when

This epiphany heralded the beginning of : ¢ &
il s e o Phait i gl someone showed me a comic — I thought, “Wait a

Anishing univerily, cnded up sorking minute, I can do both of these things at once and

in comics as an editor for Marvel in

London. It was a job that would see him tell a story that’s Ex{:iting.’ 29

working on such diverse titles as the

14 FIRST AND ONLY




Read a bibliography of all Dan’s novels
and you'll see how important, Such a
vast workload might be daunting for
some but Dan chalks up his ability to
produce such a large output to
experience. “I've been doing it for
fifteen years, so 1I'm pretty well-practised
at it,” he tells us. “I actually enjoy the
process of sitting down at a word
processor and writing, which some
writers don't. The fact that it's not a
hardship helps enormously.” Believe it
or not, Dan thrives on a crammed work
schedule, producing his best material
under pressure. “I'd rather have slightly
too much to do than slightly too little,”
he says.

You might think a writer's life is all
about eating take-out, playing computer
games and penning the odd story here
and there. For Dan it's a discipline and
he approaches his writing, both comic
scripts and nowvels, like any other job,
utilising a method of his own. devised
as he worked on more and more novels.
“I get up every morning and tend to
write a minimum of three thousand
words on a novel. On a particularly
good day I might write four, five or even
six thousand words,” he explains. “In
the afternoon I'll do a minimum of three
to five pages of comic script.” Though
both benefit from his meticulous
attention, he has found he prefers the
immediacy he gets with writing fiction.
“Because in comics you're writing a.
script, you’re one step removed from
the audience, from the actual words,” he
explains. “I like novels more. I'm
actually getring in there and writing
fiction. That's why I write my novels in
the morning. To ease myself into the
day, I do what's fun.”

Dan’s material is tremendously diverse,
but unlike a lot of writers he's happy to
say what inspires him and divulge his
secrets. "I use anything and everything
really,” he says, “I read voraciously and
all sorts of things - fiction that 1 think is
very good, documentary fact and
reference material. 1 also read stuff that 1
know isn’t very good, but delivers some
degree of satisfaction. It’s like eating
junk food, though there might be a
good idea locked away in a very poorly
written sentence,” Dan pauses and, with
a grin, admits, “or I'll just enjoy it
because I can’'t believe how bad it is!”

Dan finds ideas coming out of the
strangest places, which can spark off a
train of thought seemingly incongruous
with the initial source.

“I might read a report about a new piece
of technology or an archeological dig.
There might not be much in common
with the final story, but something clicks.”

¢ € It would be easy to say I just did Sharpe in
space, but the honest answer is I looked at the vast
array of Games Workshop material before me and
thought, ‘Oh my God, I'd better start with humans,
because I understand how they tick.’ 77

Gaunt's Ghosts is one of Dan’s best-
known works for the Black Library, but
despite the eclectic material that
generally inspires him, the idea for it
came about for a simple reason.

“It would be easy to say I just did Sharpe
in space, but the honest answer is |
looked at the vast array of Games
Workshop material before me, bearing in
mind I only had a passing knowledge of
it at that stage, and thought, ‘Oh my
God, I'd better starct with humans,
because I understand hnw.;ﬂ%w tick.™

Double Eagle, a spin-off from the
Gaunt's Ghosts series which describes
the adventures of Imperial Thunderbolt
pilots, takes this notion and develops it
further. “I make no bones about the fact
that it is inspired entirely by my
enthusiasm for the

Battle of Britain,”

Dan says.

BOLTERS ON THE BEACH

If you're going on holiday this summer
why not take a Black Library novel with
you to while away the lazy days with a
fix of Warhammer, Warhammer 40,000

and Necromunda action!

The Black Library has a vast range of

titles to choose from by great authors

like Dan Abnett, Andy Chambers,
Graham McNeill, William King and
many more besides.

; This is something that comes across in

the novel in terms of its structural
similarity to the war reports of World
War II. The referent realism this endows
the book with is something Dan believes
is very important. “It's about
authenticity. We're writing about future
war and fantasy, but I think the best
way of doing that is grounding it in
things people will recognise."

_:.‘ : = I
[id 'éntiﬁr:aﬂi:rn by the reader
ibly one of the reasons for Dan's
=55, He -’r}'::tds a lot of military
s informs his/
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novels and helps achieve a kind of
pseudo-realism. “Moulding Thunderbolt
pilots to be like Spitfire pilots, who have
the same concerns, do the same
activities and have the same long
periods of stress, is very useful.”

This injection of realism that Dan puts
in all of his books is something that is
afforded to him by the way the
Warhammer 40,000 universe works. It is
part of the appeal in exploring and
expanding upon it with his novels.

“There’s something in particular about
Warhammer 40,000 that I enjoy - the
mix of the gothic and science fiction,”
he explains. “It's not just what the next
book is going to be about, what they
haven't seen before, it's about where we
can push it next.”

This is quite different from Dan's
experiences at 2000AD, Britain's well-
known and award-winning science

1 e E ot B s ) il bt LR il
BlackLiorary Fan Fiction Forum

IHfvou vE DEET INSPINe

V1

¥y & - 4

fiction comic. Dan has written and
continues to write some of their
biggest strips, including Judge
Dredd, and is responsible for
creating some of 2000AD’s best-loved
characters, like Sinister Dexter.

“2000AD is a forum for wild and
sometimes wacky explorations of what
comes into the parameters of science
fiction,” Dan says. “Warhammer 40,000
has a flavour all its own. It’s not so
much a case of finding new things as
finding new ways of describing an
already well-defined
universe.” One series of
novels written by Dan that
does just that is the Eisenhorn
trilogy. “It was less about the
Imperium at war and more about
societies and cities,” Dan tells us.
The stories typified by Gaunt's
Ghosts essentially dramatise
the games fought on the
tabletop, but it is the
environment away from the
battlefield that offers more
opportunity to develop the
41st millennium, as Dan
describes. “If you take
things to a city, you can
pretty much mirror
anything in modern society.
It’s the stuff people know in their
hearts has been there all the time, they'd
just never heard anyone describe it
before.” An example can be found in the
follow-up to Eisenhorn - Ravenor, in
which one of the main characters is a
street kid, living in a hive city. Not
something you'd ever encounter in the
game.

Characters are at the heart of Dan’'s
novels, and this is certainly the case in
latest book in the Gaunt’s Ghost series,
Traitor General. “The plot is hurled
forward by simple character choices and
decisions. It all came out of the
characters,” Dan says.

Traitor General begins a new sequence
of events called ‘The Lost’, which are
further developed in the next three
books. These happenings are also part
of the Sabbat Worlds campaign story arc.
The second book of “The Lost' is His
Last Command. “This book will answer
all the questions set-up in Traitor
General, some of the answers to which
are going to be quite surprising,” Dan
tells us. “It's also the second most
ominous title of the four books."

e ey

Gauni’s Ghosis at Games Day

His Last Command, the follow-up to
Traitor General and the next in the
Gaunt’'s Ghosts series, will be
released at Games Day. Also released
will be the Sabbat Worlds Crusade
background book. Charting the first
ten years of the conflict, this book 1'
will be accompanied by a huge E
Sabbat Worlds campaign map. It's
also rammed with extra background
detail and cool new artwork
visualising lots of stuff not seen
before, like some of the alien races,
Stalk Tanks, Saint Sabbat, Warmaster

Slaydo and more!

-

And the most ominous? That would be
the final instalment, Only in Death,
which opens with — brace yourselves
dear readers - the death of Gaunt!

Before this, Dan is heading out to the
open sea with another novel. Fell Cargo
is based, in part, upon the Inferno! short
stories of the same name and tells of the
adventures of swashbuckling pirates in
the Warhammer world.

“I really enjoyed it,” Dan says. “I set out
to put in every single pirate cliché that I
could possibly imagine.” Everything is
there, either cunningly veiled, or as a
Warhammer equivalent. “The only one 1
didn’t put in is women dressed as men.”

With this whole raft of new books
following in the wake of numerous
others, there seems to be no stopping
Dan. If you've got aspirations to follow
in his footsteps then he offers this
advice. “Read and absorb stuff and see
what ideas you get, but most
importantly, just write. I firmly believe
that with writing you just do it. Exercise
your writing muscles so you can do it
more easily, with more fluidity,” he says,
“70 per cent of writing is stamina and
the ability to keep at it.”

by Dan’s wordsito have a go at writing, or vou're alccady a budding author and would like to show your

work to.others, then visit the Black Libra wowebsite, On there ;:'-_’ii_t'_f Hnd atorum |:E-T__-:E-_ut _|_'FE11EI_|1H__: f‘bi’l’ﬂ':llj-'*_.'{:, idelines and m e raAtors
who!ll read your .:.I-'.'.:_I_|'!!' T il afier advice and ':"‘I""'."-i-"-"r'f'“r’-"-'. -',_.,;I:;,-t:j;_,ﬁ 1 1::'['-,.,’:-] onto l-i'IH‘L-:. T'EE"F'I#‘IERLT_.-'--Tr.,:.,'““-',5"']1-*:1'5:.;_1'1-.".-'.*__;_|rl'.::‘Hj' im
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The greatest threat to the guluxynuck, and this time it's even spikier

From the cold void of space,
Mankind’s doom approaches. The
Tyranids — an vtterly alien race
intent upon nothing less than the
consumption of every living thing in
the galaxy — are back. Andy Hoare
talks to Phil Kelly, the author of the
new Codex: Tyranids; Jes Goodwin,
leading miniatures designer; and
Roberto Cirrilo, Games Workshop's

- .ll_iewesi ‘artist extraordinaire.

ot he release of the new Codex:
: Tyranids this month provides us with

more than just the opportunity to

AN T

A monstrous, tusked Carnifex roars in triumph on the devastated world of Jangrille Prime.
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bring the army in line with the updated
edition of Warhammer 40,000. The new book
has a number of significant alterations,
making the Tyranids even more horrifically
alien and dangerous than they were before.

Tyranids have been with Warhammer 40,000
in one form or another-since the first edition
of the game, but it wasn't until the third
edition of Warhammer 40,000 that they
became-the customisable force they are

today. Games Developer Phil took over the

reins of the Tyranids project from Andy

Chambers, to become broodfather of the

Tyranids as we know them now. As Phil is a
huge fan-of the race, this-was a golden
opportunity for him.

“Tyranids are the ultimate bad guys” says
Phil enthusiastically. He explains that this is
why they were chosen for their appearance in
The Battle for Macragge. "You don't.need to
explain who or what they are, which makes
themn the ideal adversary,” the exact opposite
of the noble Space Marines against which
they are pitched in the boxed game.

“We wanted a bit of a change of pace, as the

Space Marines had just had their big release. .

It was definitely time to switch the limelight
to the gribbly side of things.” And gribbly the
new codex most certainly is. “Tyranids have
been beatan on for too long — now it's time
they beat back!™ s

How they are going to do is down to a little
bit of clever tinkering. “The main point about
the army list was that because Andy
Chambers had done such a good job last

__ time round with the biomorph system, it

didn’t need rewriting from scratch. Most of

“. the changes are cosmetic,” says Phil. He's a

Tyranid player himself, and has had many
long canversations with other'Hive Minds,
building up a picture of what players felt
needed working on. One major effect of these*
discussions is that Custom Hive Fleets have.
become a fully integrated feafure of the
codex. Due to the enthusiasm of Tyranid
players for that element of the army, the arm;.[
is more custnmmable than aver. ' -

ALIEN EVOLUTION

With the Custom Hive Fleet section gone, the
the customisation rules are now built into the
army list entry for each brood type. This
means that players no longer need to flick
between different sections of the book,
something no doubt you'll all appreciate! The
emphasis of the customisation has also
shifted from mutants within broods to.broods
of mutants. “When we sat down and thought

about it, we-came to the conclusion that the |

Hive Mind, consisting as it does of a gestalt
consciousness of billions upon billions of

component brains, spread out over countless -

light years, is unlikely to experiment at the
level of the individual creature, or follow the ~
progress of single beasts as they make their

L
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Wntlmhop in 2004, and

" W b gsa wealth of
-:qmmer:m esign experience with
“him, having worked inthe
computer games industry for .
- almost 13 years.

‘n true.Design Studio style, Roberto was
. thrown straight in at the deep end, hemg
“¢hained-into his art cubicle to begin wnrk on
the new Tyranids book the:moment he
walked in the door. Many artists working in -
tha wider industry might have:trouble fully -
_engaging with the very specific and. refined _
¢ Imagery of the Warhammer and Warhammer -
40,000 universes, but Roberto.took to it~
straight away. “l've always fullnwed tl]ﬂ
releases of‘new Warhammer 40, E]U{]
g .minlaturﬂs with:interest and exmtement w
b i mtnglamﬁ%nhertu “Even-when thaven't had
e to angaga in the hobby.” '

-

B .ﬁ“ﬁeﬂﬂ s fi rst task was to-work Hlungﬂide

Tyrant. ‘It started with Jes talking me .
thruugh some of his’ ﬂrrg:nal designs antl

- [deas. WE discussed vihat was essential to
keep and which elements were worth

v“ﬂpgﬂ-rmg " Itwas.this expansion an an

. already well-realised design ‘that enthused

*“Roberto the most. “|'just love all the
weapons any bio-organic devices; the way. -
they so sroothly‘integrate themselves
into the rest of‘the-living creature. [t all

LS .—" ‘makes fur un& hig, mean Ellll.-‘:ﬂ'"
t-r ; ; -

: Ftﬂhﬂ 0 and Jes spent some ‘ﬂrrtB
P a—-mfmlng the look of the Hive Mind'’s-
equivalent of technnlug;-; “There
are no baolts, cng§ ’ﬂﬂ,lﬂﬂl‘ﬂﬂﬁlﬂ
compoungds of any typa " Roberto .
explains. “It's pure, sel-sustained,
# evuluﬁﬂnary genius.”
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“look and feel of the race. They
have to fit the existing range.”

- needed-to maintain the

Il. _:.bq‘l. ]

Jes:Goodwin on the'design far the new: Hi'r.‘fe e

AT THE DEEP END

New ﬁumeswurkshnp man Roberto Cirillo, lead concept artist on Codex: Tyranids, reveals
‘ hnw pencilled ideas become alien mghlmures. %

Another concept Roberto produced was the
Broodlord. "1 was given almaost complete
freedom,” says Roberto, “but it's

imporiant that'-new: designs maintain the

As well as collaborating .
with*Jes,/ Hnbertu vrorked
closely with Phil dunng

the runceptuat design
process. "It was

important that | didn’t

come up with s&methlng
that slmmy wouldn't wurh: Ing
the game, but at the same time, |'%. :
dom 10| come

T
1‘.
L |

|'p‘

up with r:nul new desmns

. - -I"

R

Reberto’s concepts ﬁ:;-r ey
_ thie Broodiord (above) '}
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way in the big, bad galaxy,” sdys Phil. X

that the experimentation takes plar:e ata
larger level.” This philosophy extends to
another aspect of the army, in-that thére are
no Special Characters in the codex. Phil really
“wanted to concentrate on the ‘horde’ aspact.
of the race, and so stripped out any
indications of such un-Tyranid individuality.

Another area that has received a lot of
attention is that of Instinctive Behaviour. As
existing Tyranid players know, the Instinctive
*Behaviour rules were intended to reflect the.
nature of the Hive Mind's control over the
broods — if the control was weakened by the
destruction of certain ‘Hive Node' creatures,
the lesser broods were wont to behave in a
far less controllable fashion. Since these last
rules were written, they have generated a . -
number of questions that have nseded
attention in extensive FAQs. Phil set out to
address this, and soon found that a new rule
was required, rather than a fix of the old one.
The new Instinctive-Behavibur rules are
simple and tied to the existing Morale
system, so players no longer have to refer to
. table mid-game. I a Tyranid brood outside

,* Synapse.rande wishes to move, it:must pass

*'a Leadership test — if it passes it may rnmre
if it fa|[5 it falls I:rack

3 “And RREN I cortes to the rlles for Synapss :

Creatures, Phil’s been a bit of a clever swine.
“One of the problems that developed with the

old.codex was the vuinerability of the middle-- -

weight beasties. This lad to Warriors and
Raveners dropping out of players' armies,
which was a shame as they were cool
models.” We've all seen what happens when
you introduce a good eld krak missile toa .
- Tyranid Warrior, so ‘perhaps this wasn't
* surprising! “To alleviate this problem’ we've

‘rewritten the Synapse rules so.that creatures -— -

- within range of the Hive Node are immune to
the effects of the Instant Death rule. This
mmuiates the Hive Mind invigorating: the

'+ treglure despite it suﬂ‘armg horrific injury,

and gets around an undemrahlew&akness in -
hunuﬁp'

AL t;REATunEmEEM AHIJ SMALI.

. WithTyranid Warfiors et al made-viable: ~
* choiges; Phil turneﬁ his attentians to ensufing

" that a number of arm!,r configurations became
a real possibility. “Early in the project, |
dentified several armiy types | wanted our

: ,piaz.rtesters te concentrate on,” Phil tells us.
“These are the ‘critter’ army (lots of little™ +

. guys), the ‘Godzilla’ army (lots of big guys)

4 and-of course the balanced:army containing a

liealthy mix.of both. Asiit turned-ouf; the
;ha!an ced armyr prwed the must eﬁe ct[wa

: Tt “;ﬂ

SHIH‘I" AHD NEW - RN

. The first thing nlayers wm nm‘lq& upons.
openjng the naw codex is’that there's a

- wealth'of background material to get stuck

3 IEEG "I don't want to give too mush gy, but

& "'j_ N

; e r&w, - ,.. i

iy the-‘ﬂidélam getting big and scary
“Instead, we thought it far more apprnpnat& iy

. throtigh eating their greens," Phil
hints: The background seation makes
doom-laden reading. You really get
the feeling that the game is pretty_
much up for the Eastern Rim, and -
the rest of the galaxy doesn't have
too much to look forward to~ ~
gither...

Though he took great care'to - .
-bring the’backgrourd up to'date,
the bulkof Phil's.work was the

develupmant of the HFI"E'I!'_I." list ltseif

“We've ﬂhanged the- waz.r Spore Mmes 2
work,” says Phil, “as we found that tc:u many
in play at once could bog things down-in
what we came to call the "Spore Mine phase!’
Spore Mines can now be deplnyed 'in broods,

- which Deep Strike onto the table cdusing all
sorts of havoc for the enemy. You can still
deploy them the old way of course, via the -
Biovores, but this new nptlnn opens up all
manner of possibilities.” 4

ol

You can also say hello to the;Broodlord. This
new HQ choice is a super: Genestealer - the
ultimate leader for the_ultimate predators:
“The Broodlord makes the all-Genestealer

army viable,” says Phil, "something we've - -

-~ wanted to do-for a while. He's'also the first
Tvranid HQ choice who isn’t a Monstrous
Creature, so his introduction makes it

F
possible to -’rleld a.new typeiof ari"ny a
‘horde of little guys®,

And then there are the new.ioys for.the
beasts to use. “We've added a whole bufich
of hiomorphs, including reintroducing the
good old Bonesword — it looked so good on
the ariginal Hive Tyrant, plus the new Acid
Maw, Feeder Tendrils, Scuttler, Tm:u: Miasma
and more." -

THERE'S SOMETHING IN THE TREES...
Another part of the army list Phil was keen to
_“tackle was the Lictor. "Marking the Lictor's
\position.on a map drawn before the game
<" was too-much of a departure from the
“-normal way in which the game plays,”
explains-Phil. “Itstook a Igt of playtesting to
. get the Lictor right, but we'fe really pleased
=5 with its new rules.” The Lictor Deep Strikes
*into any piece of terrain when the time 3
comes — simple, inline with the game and
-~ guaranteed to play a part in the battle. The
fact that it can assault onthe'turn it arrives
means the Lictorig.as pesky as.it ever was.

~

 Another cool thing about the Lictor Is its
Pheromone Trail. This is agimple rule, with

f
4

-WAR HAMMER

40,000

each Lictor allowing Vou to, re-—.mil one
Reserves rall. This neatly cmnrnumcatﬂs

the character of the creature, er[}phasrsmg ,
the fact that its role-is to range ahead of the | o -
Tyranid horde, scouting out fasty targets. 4™
“This rule really helps the army when the :-r":' ot R

+ ‘Escalation Scenario special rule is inplay,”__ = 5
+ *gxplairis Phil, “as you need your first waves T;L-, -

of |n1‘::1r'||tr3.|r to be on the board, mmrmg
fumran:l right from the early game.'

“The Broodlord makes the all- Genestealer army viable:
His introduction makes it possible to held a new fypeof -
. army enhrely ihe horde of little guys '

LENDING SUPPORT : pidh

Despite all of this going on in the Codex, Phil -
also plans to Explnre ?ey elements of the

. Tyranids within the pages of this very
-/, publication. For instance, Phil will be putting

Tyranid Kill-teams in the.spotlight, expanding
the options open to the Tyranid player and
introducing all manner of gribbly fun.

“We've also got a series on a Tyranid

invasion” says Phil, “describing the stages of

a hive fleet consuming a world and using this
as inspiration for terrain building projects,
scenarios and campaigns.”

Keep waiching the skies...

www.games-worshop.co.uk/tyranids 21



{ LVED EVOLUTION

‘ILE\xpusEtho 1he wed puns of numerous prey-species, the Tyranids undergo constant
inulluns iIl order fo hest ihen foes.

Jes Goodwin has
= / been the man '
behind many of .
the designs for

the Tyranid race
over the years,

and was at the
forefront of the

liamgn pru:ass for Ihe latest tndex.
o S - ¥

"i @ wanted the range to have
: the appearance of having -
v evolved, rather than having
been radesigned, in keeping with their:

¢ ‘background,” says Jes. “We wantad. I?.IHFE"‘_“'__ _h

The original 'r'mgﬁ'r.’ _
Stealer: from ﬁ'ﬂgﬂ&"t e
- Tratler and new * ol

to be able to field models from.any of fhe: {7 | Eﬂnes.l'ﬂa'.fﬂr‘l.ﬂth Tegder v i:
_ ranges that have heen ;Jrnl:lur:ed c}verthe Y ~ - lenlaclgs,.; - --,::,-‘_ i
e,ars, sldelymde : 3T e £ R
w1 . s gL P o, ‘*"l::'tzrﬂ[:Ih*-:tlah.nr Jgﬁﬂl’ﬂﬂt'ﬂﬂﬂ scared ﬂfT" Jes "~ plastic Eaunts anduWarrlnrs prudur:eci fm‘the
o ;-__’- -"' | &’rder.eh do thls ,Jeswent haﬂkju the” mlataF that ungmal]y, ‘Tym'mds were .~ last versign of:the’ cadex. “Obviolisly, each |
L i nal’ mds, as they appeared in the " conceived more as, H|I&I'I dinosaurs’. “Even urﬂature hassixdimbs,” explains Jes.
oy wﬂ";gdﬂ‘l -nf Warhammer 40 ,000. SN . the pame offers a clue = Tyran‘ duesnt just “Whether these are arms, legs, wings,
-~ “'misconception that has grown up‘arnund -\ “relaterto-the planet on- -which the race was” . weapons or whatever. Each craature also has
¥ Tyranids.is that thej;ﬂﬂ insects” E:piarns-“’"‘ jl!‘ET encountered, it is alsop meant {0 conjure five plates on its forehead, claws that: bﬂmj
-Jes. "The;-,i’re'nntmat at ,all it'sjusta veny mental images of beasts such® as the - with, rather than hold, weapons, anda = -
Il’terai' ly‘ﬂi mtﬂmrﬂlu]b the fact thatthey Tyrannm-:-aurus Flex : ! number of spiracles — small breathing holes-
« %" -L3lhave Sl limbs..Peopleeven referto. gl : el Em:ater:l at the side of the hear:i and tall.”
N T;,:r:'fmds as ‘bugs’, ‘which-I-think is fine " jf*. + Partof this process was to ensure that the 51.' ool
N - m an Impanal Guardsman’s point. g~ ‘many and varied creatures in the army. hada: . Jes lntends ttlaﬁhﬂse wsual Ilnks gl::- beyond
/ N § 3:@# ew, referrmg to st::rnetmng heis consistent anatomy, a task-begun with t[_rle - the. uun:errtmndefa blnmng all the ranges |
% RN i o . e "ﬁ'.;.'*"gl*‘.'-'—“; S T \
e 'l _, Padid : ) y S ﬁ@fﬁw. : - ;

g
Ly
I.I._ -

Théoriginal Hive Tyrant
- (righty has similarities to the
- new ‘avolved” version (left).
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tugether ﬂle new Genestealers for E?:ample' el s e - — T T S R B = 1°
have been-designed to sit ainngmﬂafha gl CGI.ﬂUR SCHEMIHG T S e i B | 8
* miniatures, yet to InEHﬂkea natural . | Witha new codex rgiuas‘h nﬂun,:umﬂs an 'an Hetal armr 'Tha naw’iyranld one m i T
. evolution. “Genestealers utlllse human DNA ey d&ﬂlqne:l lo ruprekanl anlqmmt anhrH Fleet Laulalllan. and purple was used as a. -
: explains Jes, “and there are a number: nﬁ | dominant colour, as il was present in tha earliest versions of the race, and has nn!ﬁ&ﬁn |
- .'. “Glues to this on the mlruatures " Hooygs  Bae, used too munl‘l in other armies, By dlhtinn white to the mix, the team have Hﬂﬂtﬂ'ﬂ t. ,._,,..'-_. &
“then; JEE explains, indicate mammalian DNA. .+ | Philrefers to as, @ very- ‘[uk',r*’ colour.scheme”, one that peﬂentlf tummuni:awi ﬁﬂ‘: s .
whllst the detailing around the face, - .| nature of the Twanld race. “Also,” says Phil, “it's nxtramal'gr plmtnnamu, ﬂHﬂJnHE% 1 -
: pzlr'tl[:urarh,r the sub-dermal plates, alfactory . against prntty munh all 1I1u tg;ra,ln wni}gj't.“ . .1‘-'-;*- " o . Ef‘.i
organs and the melded elaws indicate.to B N o B B 3

those witiran eye for detail that the
- Genestealers may be alien, t:-ut 1:|'|n31_5|r resaft tuu
1arn:1|ar m plar::es -

" Having said that, _nn'q of the heads-available ,
on the sprue has a gob full of tentacles.
- What's all that about? “That does two
things,” explains Jes. ”Fwstly, it provides a_-
wsual and a genetic link to thel.mtm =
 Sacondly, it harks back to the uriggmal
*‘Yrogarl Stealer*in HngﬂqT{ader =it’s
‘basically-a genetic. halhnraphuuse hetwﬂen ;
the two.” Nﬂw thaz S r:l'te‘ntmrr m,_dgliil !
- Just as mut;h: wnrk Wont lrm:t the new’ Hive
Tyrant. “The mostimportant consideration
v with the | Rew- Hjﬂeff‘yrant Was to' make it
H..m more anthtphyhmmmf: asitls , dfter all, an ,
o, “Larmy. nammﬁnﬂﬁr and so should Junk e .
AP Iﬁﬂl‘ﬂﬁ'ﬂﬂl that fhs rest of the beasts.™ With
the e ﬂtrﬂduc an of the Bonesword and fash ‘h& 3

‘pl.:__l.i'_q_l !.... ,... .
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]
-lrp.-_

whip; /the'new miniature harks backto the:
original: wa. Tyrant. “Fhe old: ma{l hadia ot~ -
“of cHaracter, says Jgs, “dnd the fhtention is-
that hnth gan stand sndehy side/and nenhEr
Iﬂnk uut uf.glﬂ-:e & i S S B
:__, f ] -'"'.:'.' q... - ..l"-_.‘“-' G _ﬂh_ : . k ;:“1
S lfthat waren’t enﬂugh m get ynurtnmn VI m;bmw;ﬁ;ﬁ i
dripping; then there’s the new plastic’ ,-”’ B T S _ . :
-+ Garnifex. "We'd alway&wnndered justihatss K e o5 e S i Déspite at first appearing to.be . ¢ L
.31 n; ;the Tyranid equivalent of a tank was. In the .*'-,,; : Jn = verydifferént, you can configure * 1, 32 #
IJEST-wE-hrE tried all'manner of beasts! rnainly :’“ iy ! .-~ “the new Camifex (fap) fo Tesemble ; £ -
‘through the Epic Warhammer 40/000 range:— e sl . 0 i the. anga‘n&f Screamer H.'.i.rar il
,W‘fmmIS miniature; we real y,demded to Xere i 4 s by mmmw o,
s mal-:e |Lthn tank uf tha arrny‘" & o oy - ol g : f ARy 4.4 F,: A
, &l "r. rTl-:_ A Ry ._4 ’ v _:‘.;_:I-:.. ¥ - Y 1 i , . ; ' ) A -y

*Ihg",hpw Earmfe:{ klt is paﬂked ful u‘f
F < p’-ti-:m‘.s =’Eﬂcluﬂ]ngiamuitltuﬁe of hEEIdE
¥ hion gop hs @ d’wealpﬂﬂs You e‘i even..

. the-ehance 1 ':":."-'-b’- the pl‘ﬂJEEl’, :
- but.thatawe intend to. arqﬂﬂi' |
- ariant heads forthe Hive Tyrant each with a .«
ey '"-'-ﬂﬂﬂ (oo ambia,

et lf"c.".l"‘-n 'I.'
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LETHAL ENGINEERING

g ';i The Tyranids are such a diverse race that they can be a modeller’s dream. With so many plastic kits and
- [ interchangeable weapons, the sky’s the limit for converting a Tyranid army. This workshop covers a few simple tips

for making your own Tyranids a bit more personalised, from action poses to drooling ichor, by Phil Kelly.

GAUNTS @

aunts, the most numerous of all
@T}rranids, have a new lease of life HUNTING

now the new codex has been Termagants often scutile into the enemy
released. Not only are they lower in points lines hunting for targets for their
cost, but they have more options — you - | fleshborers to devour. Simply by '-
can upgrade them to be scouts, or to dropping the fleshborer and the feed
recycle when their squad is wiped out, for arm you can make your Termagant look
example. Furthermore, their fleshborers like it is searching for new prey — a whole
now benefit from living ammunition as brood like this can look really menacing.
their flesh-beetles seek out a nice soft
spot on the enemy to burrow into. '
With this in mind, many Tyranid players O
may wish to dust off their old Termagant. .
models or put together some brand new HISSING _
ones. The trick to getting the mast out of To creale the impression that a Termagant
your Termagants is to pose them in a is communicating with its fellows,
dynamic way, and here we show-you a simply point the head in the opposite
few ways in which to achieve this. direction 1o the fleshborer. :
“T‘CISITIDH]HG TIP . k'

T Glue the arm holding the. fleshborers——- '
onto.the Gaunt body first of all, to 'rmd v
“the pﬂse you are after. You might find

L 9 .  “the feed arm-doesri't quite match up :
.. _with the socket.onthe fleshborer, buta’
: \ -~ few simple-alterations to the.partwill - ° AIMING _
/ A --iliawyuu to repnsitinn- it’sﬂ that itits. - If you want your Termagant to look Ilhe it
AN N : is firing its fleshborer at the enemy, bring
To lengthen the feed: hn‘h simply. I:ler’ld the gun'arm and the feed arm up close to
]t uut*.vﬁr,ﬂ a fraction with-your fingers the neck joint (but not 5o close that the
— gently butfirmiy - antil'it fits, and. head will not fit on). Then align the head
| then quE itin place. To shunen the so0 that it is facing in the same way as the
e & fﬂﬂﬁ arm take-a sharp craft knife aﬁ barrel - bingo, you have a Termagant
LN * cuta'v' shape out of the inside Df‘the . taking aim.
o 7 ed arm's elbow (see below)-Then v
“~"" Uplace a blob of polystyrene ceme t:n

._ the gap andigently bend the arms .
b closed dgain. Fit it Tnto the already - i T AN
glued fleshborerarm whilst the glue S - %\ f ’
still a: little wet and you should have a : ._ £

~eally nice fit. Once the gun is in p!ace.
“position the head. :

Termagants patrol ahead of the Tyranid swarm.

24 LETHAL ENGINEERING
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TOXINGAUNTS © <+ Fas i s oy 5
‘Termagants can be Equippﬂd wltlrtu:m sil:s in ﬁw naw-:n‘tl X - gﬂs me:

Ilushhmers are fired at 55 wlth are- milju wp{md H'ﬂl'ﬂ ara a

~ Carapace ‘ e S
- This-is simple enough and is uhwuus on-
talqlé but it’s also the site for the.adrenal
giands biomarph. Should you wish to flell:l

a really sﬂupedrup Gaunt bear thatin -~ .
mind. " L

o e

Feed Arm

¥ ‘ L 4

am: nng;’hplj that Ihey ﬁra Strenntﬁ J’In nnmhal but "alsn Ilmir =
i.ﬂim laces | tu pul your Talmalants’“lux.m'sans My

I.-‘ ...i : -..'.
X
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;,]Ja'-_." _-..'-.+. r
' 4
= " %
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g & You could pu’k tﬁe*tnmwsaas ﬂrr,thg. upper -
- .and lower sections of the feed “arrrf“tn A
repmsant the pmun fluwmg

Hﬂﬂhhﬂfﬂr 5 A o
~ Toxin. aaﬂaalsuﬁt nicely nnt .-"_-.l*.-?‘*' *
Onge painted;up, the rgmaga
. koxin-faelled ﬂﬁ]ﬂm ady
o Iun&b

DYNAMICALLY POSED SPINEGAUNTS
In Codex: Tyranids, Spinegaunts are meraly
Gaunts armed with spinefists. They are
cheaper than even the humble Guardsman,
and can be expended by the truckload
without so much as a twinge of angst. Their

‘signature weapon has roughly the same

amount of purich as a staple gun — this
“makes them perfect ‘cannon fodder’ troops,
‘and Tyranids do so like cannon fodder.

- Furthermore, the separate arms on the

Gaunt sprue allow for far more dynamic
pnsas than the Terrnagants

*r’nu might like'to use the Hnrmagaum

' bodies supplied in_the Gaunts boxed set for
i _your Spinegaunts as, with a bit of clever

posing, ‘it can make them look-like they are
finng on the move and peggmg along ata-
rrgpt old pace. You cah even ‘enhance this
look by gently (and we do mean gentlz.rj
hem:ling the mudats leg so that the body
tilts over m one sld& - SN

{ Thisisa trlukyr prﬂﬂESS and it's- ~generally a

~bad idea'to bend the model at the point -,
where the model meets the base unless yuu
-are really careful ~there’s.no better way to

‘break a Hormagaunt body than by-doing
| this hastily. A slight bend-in a leg or: knee
4| Joint (not ankle) can achieve the same,

effect. Then attach the guns in an action”
pose. These often look. cool if they are
puimen‘ m the.same direction.

oy : R

A Sﬁfnegaunr leaning to one side, spinefists held in
running pose. '

-

The spnm'mg amng puse manfa by p!amw the arms
ina runnmg position.

'.H-'\-.

i

This Spinegaant is posed to look like he Is firing off a shot.

Firing on the move, or The John Woo' - nate the head

pointing in the same direction as the spinsfists.

m.ghmes-wprkshnp.m.ukﬂyrunids 25
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i s ' In a tide of sharp claws, Hormagaunts overwhelm the Word Bearers.

LEAPING HORMAGAUNTS sestmm———

The special rule Leaping allows Hormagaunts to move like quicksilver and attack their foes from further away. You may want your broods
l to look like they are bounding along in great leaps, and descending on the enemy in a flurry of stabbing talons. By attaching the body of a
Gargoyle to.a normal round base by ils tail, rather than a flying base, it's easy_enough to have a Hormagaunt leaping up and over his foes.
This looks great wher your Gaunts all pile in against the enemy, giving the effect that the foe is drowning under a cascade of stabhing,

- & slashing Tyranids.

* To.make your leaping Hormagaunt you will is better) and ensure the Gargoyle's spiky tail Astute players may worry that the rear lags of
need one Gargoyle and a Hormagaunt fits into the ogroove. Glue it in place. You'll the Gargoyle are slightly atrophied rather than
Sprue. find that it unbalances pretty easily at this " the powerful legs Hormagaunts use for their
. e __point, 5o you'll need to bend the Gargoyle's bounding leaps, but these conversions look.
It's easiest to select a Gargoyle with a tail tail in such a way that the main body of the so dynamic that you can get away with using_’y
.\ that curls under it. You can use the miniature sits above the base, not away from these slightly leaner limbs. , ¥
" .\ Gargoyle with the wavy tail but you'll need it. Then place clippings of metal under the "o
to bend the tail right underneath it; this base (described in the box-out far right). This Put a couple of these leaping Hormagaunts in
g takes quite a bit of doing but tha final will balance the Gargoyle. gach brood and when you swamp an enemy
4.+ _~—tesultis worth it in the end. | unit they'll really look like they're in trouble!
he M | Next, clip the smaller set of limbs from the ! : i,
Y Then, cut a small v-shaped gap into the Hormagaunt sprue and glue them into the ¥ - 1
- base you intend to use (one without a slot middle section of the Gargoyle. : Pl

5 - o .-"'
r . g =
1 . .':._ ; " r
J. !
I.- 4 II\'l g '_- "'.‘
o

Once the glue is dry, fill in
the gaps with Green Stuff.
Finally, attach scything

talons to the sockets for' <
e\ RS the front legs — the P N
_;.-f’f scything talons that reach //

forward look the best.
You might like to clip off a
little of the ball joint at the
shoulder for a better fit.
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SLIME AND ICHOR :

The genre of alien horror is quité big on sllme
and ichor,-and adding a little drool can really
set.off the larger gribblies in a Tyranid force.
There are a number of ways to achieve this.

~ One.of the quickest and best is to use an

epoxy resin. This is technically a glue, but it's.
a thick one - catch it whilst it sets with a -
cocktail stick and you can string it out into
long thick strands of drool. This is an ideal
finishing touch to your big critters.

A good way to practice, if you've investedin a
Carnifex boxed set, is to take one of the
heads that you're not planning to use and try
out a few strings of drool. Mix up the epoxy
as-instructed on the tube, but'add a tiny
amount of paint into the mix with a cocktail
stick — Scorpion Green is a good choice.

Then, when the epoxy starts to resist the
rmxmg process, quickly apply it to the
regions that you wishr'to cover in alien ichor.
As it dries, it will become stringy. You-need to
tease it out with the end of the cocktdil stick
until it forms thin strands that you can attach
either to the other jaw of the Tyranid's mouth,

- or dangle from its chin or tongue.'Once
“you've had a go and got the feel of the -2POXY,

try |t nn theﬂmshed model.

!—‘mnther great use of this technique is on the

Tyrahid-bio-weapons. Simply mix.the epoxy

F-- VeE
B

1 R

-r{!'

. pxcellent stringy -

Epoky-resin makes

drool'on a8 Carnifex’s | e I, s n sl
teeth. : AT )

up as described above, and then attach:it in

long strings of gloop from your deatfispitters. -

and devourers. You-might like to try thas :
technique: out on some spare weapun parts
first of all.,

There is a gniden rule here, as wﬁh man}.r
aspects of the hobby - DON'T OVERDO |T!
Countless great models have been spoilt-by
the application of too much fake slime or
blood - you don't want your Hive Tyrant to
look like he’s being sick, just as if he's really
hungry for-a nourishing repast of slaughterﬂd
apace Marines. _

Even though the Tyranids are commonly
used as a swarm army, you can add an
extra level of detail by taking the time to
alter the modelling of the units. By doing
this you can theme your squads so they
enact specific functions, suchas .
gunslinging or leaping Gaunts, or troops

- that are scanning an area. By continuing

this with the bigger creatures, you will
create a stunning-looking Tyranid force.

g Raveners with rending claws i

" WEIGHTING B_Asiis
. Itis arare Tyranid player

indeed who-has no

" Hormagauihts in their army.

Rarer still is the Tyranid player
who hasn't had his Hormagaunts, posed

.. for maximum stab factor, tepple forward.

., This can be easily fixed. Simply get into
‘the practice of keeping spare bits of metal

whEen you are preparing your metal
miniatures. Those little tabs that come on
small pieces of metal kit, or the odd
chopped-off slotta-hase tab, are perfect,

When a model is unbalanced, simply glue
these pieces under the base itself at the
furthest point from the bit of the model
that unbalances it. Keep attaching-these
offcuts until the mode! starts to behave
itself again and stands proper.

This also applies to Spinegaunts with

normagaunt bodies, or indeed any model
with a bad habit of nosediving.

=

p—
L

- RENDING RAVENERS

Many Tyranid players like to field

nstead of
scything talons. The conversion that
allows you to do this is simplicity itself.
Put together a Ravener as normal, but
leave off the medium set of limbs. Take a
set of rending claws fromthe Genestealer
frame and glue them.in place —the
rending claws on the Large Biomorphs
sprug are a little too large for'such lithe
and lightning-quick beaslies.
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"GAV THORPE.

GRUIGE BERRER

| WARMAMMER
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Hasic training: foar months, Flopctany transporiatm
sovenl Weels, Lifc exgoctaisey..

FIFTEEN HOURS

Maitchel Scanlon

GRUDGE BEARER
by Gav Thorpe

Gav Thorpe’s epic tale of lost
dwarf honour and the quest to
regain it. But battles are swift and

cruel and few live long enough to
complete their quest!

Movel » £5.99

FIFTEEN HOURS
by Mitchel Scanlon

Life as an Imperial Guardsman is
short and brutal, as one new
recruit discovers when he realises
his life expectancy at this
battlezone is just fifteen hours!

Novel = £5,99

WWW.BLACKLIBRARY.COM

‘Action all the way!
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MrrcHEL ScANLON & THE SHARP BROTHERS
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HELLBRANDT GRIMM |
by Mitchel Scanlon & the Sharp Brothers d

He's the meanest, toughest mercenary
the Warhammer world has ever seen!
Read all about the exploits of the
infamous Hellbrandt Grimm in this great
value new pocket-sized graphic novel.

Graphic Novel » £7.99




Don’t miss out on the exclusive

LIBER CHAOTICA COMPLETE Collector’s Edition of this fantastic book!
by Marijan von Staufer & Richard Williams Just visit www.blacklibrary.com

At last, the full, terrifying secrets of Chaos have finally been laid bare! Liber Chaotica Complete is a monstrous
416-page hardback tome which compiles the first four books of Liber Chaotica: Khorne, Slaanesh, Nurgle

& Tzeentch. Also included is Liber Chaotica: Undivided, containing never-before-seen material on this aspect of
Chaos. Be warned: after reading this mammoth volume your sanity is not guaranteed...

Background book = £30.00

THE BLACK LIBRARY
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-~ KILL-TEAMS

*  BY GRAHAM M;NETI.I.

WHAT §S CHAPTER APPROVED?

" Ghapfer Approved takes a look at the
Warhammer 40,000 game and its rules;
intfroducing new scenarios, weapons, rujes
‘and army list entries of all types. It also
‘acls as a forum for dedicated players of
Warhammer 40,000 who have produced
inspired; well thought out and just plain
brilliant additions to the game. If you've
got something good for Chapler Approved

Note: Please don't include rules queries
; willa yourlellers, as the volume of mail
means that in most cases'we won't be able
to send individual replies.

Chapter Approved
# [ames Workshop
‘Willow Road, Lenton -
4 Huttinghram.
_nNGT2ws UK L

30 DEATHWATCH KILL-TEAMS

then write to-us at the address given here.’

DEATHWATCH

o

- ol T

The Deathwatch are a highly elite force. Specialising in countering the
incursions of aliens that threaten the freedoms und lives of Mankind, they
are equipped with unique weaponry to neutralise xenos predators. Graham
McNeill presents rules for using these alien-hunters in your games.

eathwatch members are primarily

volunteers from Space Marine

chapters that rigidly adhere to the
Codex Astartes. Because teams are made up
of battle brothers from several chapters, it is
essential they follow a similar doctrine. On
the Eastern Fringe of the Imperium, the
Inquisitorial Fortress at Talasa Prime has
recruited, trained and equipped Kill-teams
from the Ultramarines, Scythes of the
Emperor and Lamenters Chapters for sefvice
against the Tyranids.

There are two ways that members of the
Deathwatch can be incorporated into normal
Warhammer 40,000 armies. The first is to
use an entire team of Deathwatch Space
Marines. Up to one Kill-team can be included
in any Imperium army as an HQ choice (see
right for army list entry). For this purpose, an
Imperium army consists of any Space Marine
army picked using only Codex Space
Marines™, any Imperial Guard army (including
Catachans, Steel Legion etc) or any
Inquisitorial army (Daemonhunters, Witch
Hunters or Alien Hunters).

As an alternative to fielding entire Kill-teams,
you may upgrade one or more members of
any Space Marine army selected using only
Codex Space Marines* to members of
Deathwatch. As a reward for the service
provided to the Deathwatch, the rare
ammunition types they use are made

R SN

available in limited numbears when the

volunteer Space Marine is back in regular
service with his chapter. Only Independeant
Characters or members of Headquarters,

‘Veteran or Tactical squads can be upgraded,

and these must wear the distinctive
Deathwatch shoulder pad. Deathwatch
members must be armed with a bolter or a
combi-weapon with a bolter component. It
costs 5 points to make a model a Deathwatch
Veteran (there is no change to their profile).
Each may then select one of the following
ammunition types at the cost specified in the
squad rules opposite.

M.40 targeter with auto-sense link
and Stalker silenced shells

Metal storm ammunition
Inferno bolts
Kraken bolts

This ammunition may only be used with a
bolter or the bolter part of a combi-weapon.

“In truth, the Deathwatch are recruited from
all different chapters including Space Wolves,
Blood Angels etc. However, the discipling and
training of such individuals is legendary, so
for this article we've only covered ‘Codex’
Deathwatch — other chapters with their own
codexes get plenty of extras already!




Points/Model WS  BS

0-1 DEATHWATCH KILL-TEAM

“WARHAMMER -

40,000,
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SIRGE T AW I EEA
Captain 60 5 5 4 4 2 5 3 ] 3¢ |
Veteran Space Marine 30 "4 4 4 .4 1 4 2 4 3+
Space Marine 20 4 4 4 4 i gy Lagnit) 8 3+
Number/Squad: The Deathwatch squad plasma gun at +6 points, meltagun at +10 SPECIAL RULES

consists of one Space Marine Captain and
between 4 and 9 Deathwatch Space Marines.
The Captain (or Librarian) is an Independent
Character and may not leave the squad. If all
the members of his squad are killed, he acts
as an Independent Gharacter as normal.

Equipment: Bolter and close combat weapon,
frag grenades, melta-bombs.

Options: The Captain may select items from
the Space Marine Armoury.

The Gaptain can be upgraded to a Librarian
(Codicier) at +40 points. As a Librarian he is
now equipped with a force weapon and
psychic hood. He may use the Psychic Power
‘Storm of the Emperor's Wrath'. He may
replace this power with an alternative power
at the points cost listed on page 21 of Codex:
apace Marines. He may select Librarian only
items from the Space Marine Armoury.

Any squad member can be a Veteran, but
costs 30 points rather than 20 points.

Up to 2 Space Marines can be armed with a
special weapon from the following list in
place of their bolter: Heavy bolter with Hellfire
amme and suspensors at +15 points, M.40
targeter, bolter and ammo at +10 points,

points, flamer at +3 points.

Any Veteran can be armad with a weapon
from the following list unless they are also
armed with a special weapon. The new
weapon replaces their close combat weapon:
power fist at +25 points, lightning claw at +25
points or a pair of lightning claws at +30

~points (replaces both bolter and close combat

weapon), power weapon at +15 points.

All models not armed with a special/Veteran
weapon may be issued with one of the
following special ammo types: metal storm
ammunition at +5 points, inferno bolts at +5
points, or kraken bolts at +5 points. Note that
the same ammo must be used throughout the
squad. See boxout below for rules and details
of these weapons.

True Grit. All Deathwatch Marines have True
Grit. See the Universal Special Rules section
of the Warhammer 40,000 Rulebook,

Transport. A Deathwatch Kill-team may be
mounted in a Rhine at +50 points. If the
Squad numbers six models or less then they
may be mounted in-a Razorback at +70
points. A Deathwatch Kill-team may be
mounted in a Drop Pod (see p21 of Codex:
Space Marines).

Deep Strike. The Deathwatch have many
ways of reaching a battlefield by surprise.
Unless they are mounted in a Rhino, they.
may always start the game in reserve and
arrive by Deep Strike. Whether this is by
teleporter, termite, alien technology or grav-
chute is up to the player.

WEAPONS OPTIONS NOTES

Heavy bolter. Potentially a very versatile
weapon — if equipped with an additional
suspensar unit that provides just enough
stability to allow it to be fired on the move.
The effective range is seriously reduced
"hut it gains the ability to provide
suppressive-fire while advancing. Because
Kill-teams often operate alone, this justifies
the use of the rare suspensor units.

Range: 18" Etr_ength:S AP; 4 Assault 3

It:is also capable of utilising the Hellfire
round, a ceramic sheath that shatters into
thousands of needle-like shards on
contact, penetrating the hide of the target
and carryinf mutagenic acid into the
enemy’s blood stream. The acid is so
powerful that'even the maost enormous
creature is vuinerable. A Hellfire round is
loaded and fired singly. It wounds on a 2+
regardless of the target's Toughness.

Range: 36" Strength: 5 AP: 4 Blast,
Heavy 1

Bolter with M.40 targeter. A normal bolter
equipped with an M.40 targeter with auto-
sense link and Stalker silenced shells acts
as a perfectly satisfactory sniper weapon.
In this mode the bolter is a Heavy 2

weapon which causes Pinning tests but is
otherwise identical in terms of range,
accuracy and strength to a normal bolter.

Metal storm ammunition. A bolter loaded
with metal storm ammunition may be fired
from the hip with remarkable accuracy. The
metal storm shells explode in proximity to
the enemy, their fragmentation casing
making pinpoint accuracy unnecessary.
The penstrative and destructive qualities of
the round suffer as a consequence.

Range: 18" Strength: 3 AP: - Assault 2

Inferno bolts. A bolter loaded with Inferno
rounds can eause far more horrific wounds
than a conventionally loaded bolter. This is
achieved hy filling the bolt with an oxy-
phosphor gel. Re-roll any failed rolls to
wound (but not any vehicle Armour
Penetration rolls).

Range: 24" Strength: 4 AP: 5 Rapid Fire

Kraken holts. A bolter loaded with a
Kraken penetrator round is capable of
piercing the toughest hide thanks to its
adamantine core and improved propeliant.

Range: 30" Strength: 4 AP: 4 Rapid Fire

Deathwatch Kill-teams are available as a complete five-man squad boxed set or as
separate components from GW Direct. If you want to add them to your army, log on to:
www.games-workshop/store/deathwatch or call: 0115 91 40000 for more details.

www.games-workshop.co.uk/warhammer40k 31



R luctmiet’s

ast Stand

A living tide of Tyranids descends upon Granica IV!

The Tyranids are back with a vengeance, and the brave soldiers of the Imperial Guard must drive them off, no
matter the cost. For amongst their ranks is an Inquisitor with a precious secret — a genetic virus that could destroy
the Tyranid threat upon Granica once and for all. Owen Rees, long-standing Guard'player'who you may recognise
from WD298’s Desert Kidnap, takes on Phil Kelly, the author of Codex: Tyranids.

ESCAPE FROM GRANICA IV

Inquisitor Lord Kiuctmier of the Ordo Xenos is on the verge of an important breakthrough that, should he complete it, will spell a biological
meltdown for a splinter fleet of Hive Fleet Leviathan. Just as he reaches the last stages of his research, the Tyranids launch a new offensive.
Luckily the brave soldiers of the Imperial Guard stand ready to buy the Inguisitor the time he needs lo escape.

'I"I- . " . &
e SET-UP : MISSION OBJECTIVES
S Place the Inquisitor’s Chimera and his shuttle SE" apart in The attacker must prevent the Inquisitor from escaping or wipe out
: 9 the defender's deployment zone. ; every single other infantry model on the board. If he achieves either of
. ' these criteria he scores a solid victory. If he fulfils both he scores a
Both players roll a dice, the winner deploys a unit in his | victorious slaughter.
deployment zone no more than 15° onto the tabletop. The e
A gnemy then places:a unit in the same manner; that unit may not The defender must keep the Inquisitor alive and get him inte base
« - | bewithin 24" of an enemy model. The players take it in turns to contact with his shuttle. If he succeeds in this he scores a solid victory.
\"u. place their units in this manner in the following order: If he succeeds in this and still has over-half of his army left alive in
/*LJ o 4 Heavy Support first, then Troops, followed by Elites, HQ and Victory Points at the end of turn 6, he scores a.victorious slaughter.
‘ finally Fast Attack.
H_r::_'ll'a D6. Highéslt score may choose whether to go first or . s . g,
o giic : Chimera 24 3 Shutlie e
-.1 -‘ : o : ‘I -t
’ ~ Game Length: The game lasts six turns.
‘:_,, “"Line of Retreat: Units that are forged to fall back will do so towards Models deploy 24" apart -

their nearest board eﬂge using the normal Fall Back rules. : R

» S
Y
SCENARIO SPECIAI. RULES A
Deep Strike, Infiltrate. 'TE' Attacker’s Deployment Zone

32 KLUCTMIER'S LAST STAND
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s uiiiprmg and a jugl:luc, communiqué

I:E hl:hnp:n ﬂl: mh:r

Im:ng the iﬁﬂs
 -chitin m& 8C lp-l:“:ih lnnus the o -
‘stealers scuﬂl:ﬂ on. The :Lhr.-'_ ;s
of claws on stonc: was pun ':_.: the. Broodlord ripped opea the = i .
occasioml. muffled explosion from the i the cei m ’ Wioh (el The BroodoidPsaps
ct-mp[:x above. in f dust calers crept 'TI'u: str:nn-lhnw.': t:;g 1::- » his !m:ilcr kin, and the
drizzled from thq"l:nlmg as th: alicns ground wis onc of lﬂtaI chaos. The air g
stalked towards their vowitting prey. stank with the tang of f:ilﬂmpnnsr. and syst:ms Feeder-tendrils twitched i in J‘?
Crouched low, the leader of the hot. intoxicating scent of blood. anticipation as they rounded the corner
brood flicked out his tnngu tn aste’ " The prey lay ahead amongst the and caught sight of their prey, who
the air. Its athletic bady spoke of buildings. their gun-tanks booming as remiined oblivious to their presence:
brutal power and whipcord muscle, its the air was criss-crossed with hissing With a terrifying scream, the
= every movement laden with menace. beams of firc. Row upon row of Broodlord and his progeny charged into
L;-,- ]urnlng its great crested head, the Humans were d:ap:r;tci}r trying to hald the rear of the prc}rs lines.
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' HOLDING THE LINE
Owen: Phil and | have
quite a history of playing
each other, generally my
Imperial Guard against
his Tyranids (the
otudio’s Battle for Vogen
Cityfight campaign a few

~.years ago springs most prominently to mind).

One defining feature sticks out in all those
games — | have never beaten his Tyranids
with my Guard! Well this time it'll jolly well be
different, inaugural Battle Report with the new
codex or not (I'm not afraid — much...
mummy!)

The scenario calls for a defensive posture,
which suits most Imperial Guard forces, with
the Inquisitor and his retinue racing towards
the awaiting Aquila. | am going to have to
really hot-foot it across the board - the
Inquisitor won't be able to get tied in combat
for long. To help, | need some serious ass-
kicking potential in his unit and, with 2,500
points to play with, | can indulge! This then
formed my first choice, Inquisitor Lord
Kluctmier with force weapon and retinue of
obligatory ablative henchmen. | slapped them
in a Chimera with the usual smoke launchers
an[I reunfqrr:.ed armour.

Eut what o t}aﬂk them up with? This small
.force needs an escort, and what could be
maore appropriate than a tooled-up unit of
Deathwatch Space Marines. Phil agreed 1o let
me choose a Librarian from the new Codex:

_ ‘Space Marines_(a fine upéﬁiﬂial and
“sportsmanlike, gentlemanly agreement), and |

" went shopping. | selected two heavy holters,

x&ir* A %‘M 4
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inferno bolts for all, a lightning claw-armed
Veteran and a power fist-armed Space
Marine! | reason that the Librarian's force

‘weapon combined with between five and

seven power weapon attacks will be adequate
to take out any monstrous creatures that
thunder into my lines. These boys weigh in at
a massive 360 points, but if anyone is going
to give those 'Nids a run for their money, it's
them. | don't normally go to town on
characters and the like, as | prefer lots of
troops, but this was really fun for a change.
Besides, with Phil no doubt trying to show off
all the new beasties, | needed some close
combat monsters of my own.

S0 that's the Inquisition part — now for the.
rest. These troops are actually glorious speed
bumps. Something | know | definitely want to
take is three Leman Russ battle tanks. The
Tyranids will have serious trouble getting
through their armour, and secondly, | use a
Drop Troop army and don't normally use
these tanks. Onto the list go all three! | know
Phil will still try and take them down, and

anything which takes the heat off my mfaﬂtr].;r )

can only be.a good thmg

Three is the magic number for my n&xt choice

" 1oo. I'm taking three platoons, armed to the

teeth with special and heavy weapons. I'm
squeezing as many AP2 weapons out of the
Studip army as | can, as Phil likes 4 Wound,

2+ Armour Save Carnifexes running around

loose. (Strangely, I've never been-as keen.)

With the three tanks and three pfa'turf:ris | wil
form what |.call 'Hedgehog' formations. The

idea here is simple, there is enough firepower

—_—

and different types of weapons to deal with
anything Phil can throw at each one.
However, they will be separate enough so that
if Phil attacks one of them he can’t just roll
up a flank. Each Hedgehog formation will be
able to see the other two to lend fire support
should one fall. | am in no doubt that the
Tyranids will reach me, but it is what they
reach and when that will matter. Because of
this, | am selecting Doctrines to stiffen my
men’s resolve. | have a high regard for Close
Order Drill and Iron Discipline, which will
come in very handy here, especially the
Initiative bonus against Phil's Gaunts.

S0 far, this won't be enough on its own. |
need something else which will take the fight
to the enemy when part of my battle line gets
swamped. 20 Conscripts, 5 Ogryns in a
Chimera and a Command HQ fill this role
well. | am also taking 2 unit of Storm
Troopers to drop in behind enemy lines and
remove any Biovores. Phil always takes these
and their mines would play havoc with my
tightly packed Guardsmen. Also, if he diverts-
creatures away from the battle line, it means
less organic spiky nastiness enveloping my °
soft and tasty Guardsmen! :

S0 that’s the army. Facing the new Tyranids is
a scary prospect, but with solid discipline |
hope to keep on top. The plan is simple: wear
down the little things, swamp and slow down
the hig things, counter-attack when necessary
and run the Inquisitor like the clappers
behind my lines — oh, and see how much of a
dent the Deathwatch can make. One thing is
for certain though: it's not gniﬂg to be a quiet
day on Granma IV
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IN THE SHADOW OF
. THE OVERFIEND

4 Phil: Yes, it may sound
like a dodgy manga
d film, but that title's
there for a reason.
Tyranids have always
been the province of
one Andy Chambers,
until recently the Warhammer 40,000
Overfiend and long-term mentor of us young
whippersnappers in Games Dev. After he left
the company-last year, the Tyranids project
landed squarely in my lap (me having a
penchant for gribbly monsters and all). |
really wanted to do his beloved 'Nids proud,
and this revision of the codex was a chance
to do just that. So | had a few words in a few
ears to make sure its inaugural Battle Report
would be a big one. This was going to be a
2,500 pointer against an old gaming buddy,
complete with special scenario — a classic
match-up between Hurnanitg,r and the invading
alien horde.

Well, | thought the best way | could
showcase the Tyranids army was toinclude a
brood of each unit type, and | had more than
enough points to do it. Besides, as tempting
as it is to field an army with half 2 dozen

‘monstrous-creatures or a couple of hundred

- Gaunts, | believe the most effective pattern
for a Tyranid army is one that includes a

- diverse range of unit types. The creatures that

| chose for my force are as follows:

The Im'mnuahlé Synapse: A Hive Tyrant with

- :a.venom c¢annon and-a pair of Tyrant Guard -

with so many T6 Wounds this guy will not be

/going.anywhere in a hurry, and can snipe
k-sqm-e' light tanks in the meantime.

nt
o -
e
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I__-—-—-_._

36 KLUCTMIER'S LAST STAND

=,

The Sewerstalkers: A Broodlord and his
retinue of super 'stealers will infiltrate near
the enemy lines, popping up through the
tunnels and forcing Owen to split his fire or
watch them chomping on vulnerable rear
armour and squishy weapons teams.

The Phantom Menace: A single Lictor will
play hide and seek and jump out on any
Guard squads or passing tanks presenting
their vulnerables to a piece of terrain.

The Warrior Elite: Two chunky squads of
Tyranid Warriors, one shooty, one fighty.
They're pretty tooled up (devourers and
rending claws respectively) and with 26
Wounds between them they will ensure my.
oynapse web stays intact. Being slow, they
will try and head Owen's Inquisitor off at the
finish line. My six bases of Rippers with the
Leaping ability will bog the Deathwatch down
nicely if they interfere.

"Stealer Gentral: Ten Genestealers, without
upgrades but no less deadly for it, will Fleet
of Claw straight into-the centre of the
Imperial Guard lines, just behind my Gaunts.

The Bulletcatchers: One 12-strong squad of
Spinegaunts.and one-24-strong squad of
Termagants. This little lot géts me 36 bodies
to throw at the enemy-for just over 200
points — the true meaning of cannon fodder.

The First Wave: Two units of 16 :
Hormagaunts and a brood of 12 super-fast
Gargnyles — these will sprint into the soft
lines of infantry in Turn 2 and close down -
firing lanes. The plan is for them to butcher

almost all of the enemy sguads they contact -

and stay in Synapse range to weather the

inevitable counter-attacks. This way there will
be plenty of squads drawn into a nice messy
melée when the Stealers and Warriors arrive.

The Tankbusters: Tyranids strugale with

taking out tanks. As a result | took two
Zoanthropes — their close-range S10 Warp
Blast is about the only convineing ranged
anti-tank capability the 'Nids have. | also took .
a trio of Raveners with rending claws - these
are just fast enough to converge upon the
Inquisitor’s transport and rip its hull open to
get at the juicy goods inside.

The Carnifexes from Hell: Okay, |'ve a
confession to make. In the spirit of taking
everything, | should have taken Biovores. |
usually do. They excel against Imperial
Guard. But by now you will have seen the
new Carnifex model and 'Eavy Metal had two
painted up, ready to roll. Could you have said
no to those killing-machines’ eyes looking up
at you? No, me neither. | took both.

Right, with that lot | reckon | could take on
pretty much anything. It's time for dinner. -
._ ;

st 3 iy,
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Imrnmld n |

pricey- apz »1:3,‘, r my’
munstmu as the Imperial
Guard havﬂi T ﬁapuns and lots.of
AP2 and AP1 0 d | took one 43

Carnifex with'a v I I:launfﬂnnnn 11
supressing th !;eﬂf those battle { tanks
and put the spa “Iﬁ puinls into a beast l

i

of a "fex with ﬂ. 38s 7, an nﬂra
Waund, r aand 2 barbed -
strangle or \ Ia squad rammral




CHIVETYRANT 164 p-ninh
Hive Tyrant armed with venom-cannen, lashwhip and

S bonesword and equipped with'the toxin sacs, implant a‘rtat:k

: “5 and, &nhanceﬂ Senses hmmnrphs !

w5 TYRANT GUARD RETINUE ' 90 points -
2 Tyrant Guards'armed W!'fh FE.‘I'!'EfIﬂg (:Iﬂws and scﬁrﬁllﬂg AT

=

l'_-.'-'l ”
=

taluns j——nb_ | ‘z_..;..‘:_ i
BEDDDL{]ED . ‘70 pulnl;:
‘Broodlord armed wﬂh rendmg claws and scythmg tainns .

\  GENESTEALER RETINUE 150 poinis

b:Genestealers armed with saﬁhmg talnnsl and equipped with
the: ex'tended i::arauaga and feeder: tendnls hlumurphs

uctor - “~.80 points
* Lictor armed Withe r’&ndmg ulaws. and mnhirrg talons and
eq_uupped mth‘ihe Teeder tﬁnd rils aﬂd jjesh hﬂﬂks biomorphs.

IYHHED WAREIL‘IR BROOD 162 points
6 Wa[ﬁtil;e ar[ri’ed wuth ren::iing claws, s.eyrthmg talons.and

ddddd
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at miqmu WAnmnn nnonl:L e, 220 points
i @ {'Wartior armed with venom canrion. v 0 - -
- '3 Warrigrs armed: with deyourers,- =\t A -

-3 Warriors armed:with leEllhEplﬂEl’S

I
R’ iy

Enhanced sanses and toxin sacs I:rmmurphs

HHRMAGAUHT BRﬂDD EI}B mnt.r.
16 Hormagaunts armed with sr:,ythmg tdlons anﬁ Equmped
with the tmnn sans and adrenal glands hmmnrphs yi

ml are armed with scything talons and equipped w*tl‘r‘mn .

Gmmmm unuuu .
1D Ean&stea!&rs armed wﬂh mnﬂmg claws.

- SPINEGAUNTSBROOD * -~ éopos.
L1Ea|3&unts armeg: Wﬂl‘l s'ﬁfr!eflsis HBhiy S
rﬁjwwf:‘*‘:';;~'+'t"' .-" = " e - e <A Pl -
2 TERMAGANTBROOD | 1 144 points
_‘] 24 E’aunts armed with fleshhn;ars : -
 HORMAGAUNT BROOD -~ - - """ ﬁz‘u points
e, 'fﬁ Hurmagaunts armed wﬂh sny'thmg f'éluns "‘h'* i "
RIPPER SWARM ., 2% 84 pulm i
@ fHIﬁper swarrn hases Equapped fﬂr [eaplng
“GARGOYLE BROOD e 144 pn[nfl -
@Garguyles armed with ﬂeshburars am:E ‘bio- plasma _ms. w- 37 o
 RAVENER BROOD - 150 poie® - e
3 Raveners armed with sc:ythmg ta!un'§' mnm@ ulaw-a and-". "=
E UEEfEI'S "'. - X oy -‘ ,:" iy
mmunnps BROOD -+ e NG no pulnls y
0 Zﬂanthrnpes armeﬁ wnh the Warp Efasfﬂsy{:hm nnwars ';._, Pl
N CARNIFEK - 7 152 purimgbr i g
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-1 Carnifex arlTrEr::l WIth h‘&rbed strgngler scything talons and
* flesh hooks and: &qmppeql with' enpahned senses,.toxin sacs,
-2 adranar lands {'IEEWS} and theﬂﬂﬁkad hmmurph '

ey
mnmnix gre I'H r-mim
*1 Carnifex armed with venom Eﬂﬂ]’l,ﬂﬂ aﬂd cmshing ulaws
and Eqmpped with enhanced senses, ok adr&nai glands -

{1 &WS} regenerate and the: remfﬂmad ﬂhl‘llﬂ h]umnrphs
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] ~starting pihy and | think that, by abuut Tum ™ =

rmgum’ DEPEETMgNT R L
Phil: deu oyment is pretty much dictated
by‘ma mlssinn Sesing where the.Chimera is

3, itWill'be in the middle of the board = the
terrain_has worked out such that puﬂrﬂ[d
ﬂyuen will have real trouble getting his
~fransport past ane of the buildings without
cmhmg close, to. the front of my army. '

So here’s whe*ré I 'm' p!ar.:mg the hard nantra
.of'my force. This consists of the T:,rrant the
Tankbusters and the regenerating Carnifex.
“ To either side 6f them I'm putting ‘enough
‘Hormagaunts to make it to.the Guard fines —
~they will sprint forward with the Tyrant. .
keeping them in line and using the '
_bonesword's Catalyst power to make sure
they get o attack — even if Guardsmen‘in /.
cover nail thﬂm first.

The fast left flank is bolstered further b:-,r
_Gargoyles — as the Chimera drives across:
the table their fleshborers can have a pop at
its rear armour. They might be.ablé to pim
Owen’s Conscripts in place whilst .:gwr.r units: -
of Genestealers creep up to join-in the'fun -
- after ally | haua.tn nail all r:-f the fles.hy thin gs

in Owen’s army to get a victorious slaughter.

_Ihe right flank is chaff central. The Rippers,

the Spinegaunts, and the Termagants stand

ready to drown the Guard infantry in a tide

of stabby alien bodies, and are backed up by
the two large units of Warriors. | am
confident that | can tie up the Deathwatch
with swarms of smaller Tyranids long
enough to take out.the Inquisitar with the
big stuff. | considered holding a couple of
units in Deep Strike for a rapid reaction

-~ force, but in the end my fondness for hordes
s got the better of me. | just love the look of

massed Tyranids on the starting line. On my
mark, deunurl -

IMFEEIM GUARD DEFLIITI"MEHT
Owen: My deployment zone is full of
bmldmgs which makes dnwng behind them
impossible — the-task of escaping with-my
Inquisitor is getting to be a tallerorder by
the minute, | might beable to walk behind

the central building though. | position the .
‘| Consaripts; Ogryns and Command:HQ to the
~ left of the_central building to-tie-up ény

Tyranids there. The remainder of my"[nn:es

~ are deployed.in-their three-"Hedgehog!
g —fnrmatmns he‘rwaen thﬂ Iandinu pad :and the

X

In the previous Codex: Tyranids, Genestealers had

Infiltrate as standard. This ability has been removed

and replaced with Fleet of Claw, as Games
Workshop fiction has always portrayed these alien
killers as lightning-swift. However, Genestealers
can infiltrate a planet's infrastructure long before

the rest of the swarm attacks. To represent this, the

Broodlord has the infiltrate special rule, as do his
Genestealer retinue, The flip side is that the hulking
Broodlord cannot Fleet of Claw, and therefore
neither can his squad. Phil’s infiltrating brood
would have to rely on stealth instead of speed...

o, o
— L J
X
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SNEAKY "STEALERS

central building. | place a sneaky Russ an
the extreme right flank for enfilading fire,
and place one platoon on a.building (which
makes for great fire.arcs and Cover Saves).
Everyoneis set up in base-to-base contact
to benefit from Close Order Drill. Finally, |
set up my Deathwatch.

an this is a bit eontroversial, as | place
them on the right flank near the landing pad.
It's a gamble really, if | can make it through
they'll be there at the finishing line when
things get a little tough. If they start with the
Inquisitor they'll provide short-term
assistance and will-soon be.outrun by the .
Chimera. | consider Deep Striking, but that
firepower will be-invaluable at the start.

Phil's deployment looks 4 little Scarv_ No
Biovores? Yay! All those Twramd Warﬁurs‘?
Yikes! And.was that a Earped Strang!,er o
spotted on that Carnifex? Damn! | forget-~ °
about mfnltratmg Eenest&alers anﬁ ThEIr; . O

: ‘Broodiord...

y LTl S~ ot
Lnnks like the-first turn: Is impm:l‘,apt mr Ihe
Imperial Guard - let's see.if thaﬂ'egandary
Rees luck halds nutk e
o "'Il._\ . Ty 1
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TYRANIDTURNT &

- Phil: When | won the all-important roll for
first turn, | believe | said “woo" and probably
. "hoo" as well. Everything was in Synapse

* range, so off the gribblies went, the whole
. line sprinting forward as fast as they could.
The Gargoyles swooped over to the left flank,
behind the ruined bunker — they would fly
into the Conscripts at the earliest opportunity
and introduee themselves. Fly, my pretties!
The Genastealars to their right crept into the
bunker, despite a poor difficult terrain roll
their Fleet of Claw ability meant the majority
made it in there and would hence get a nice
juicy 4+ Cover Save. My super-Hormagaunts
likewise took up their position on one of the
outhouses. With my elite foot troops
ensconced like this, Owen would have a hard
time winkling them out of their lairs. Behind
the research station, the Broodlord and his
mates skulked towards the Command Squad
of the Guard on Owen’s flank. The jaws had
begun to close.

My Shooting phase was pathetic — the Hive
Tyrant's venom cannon took the multi-laser
off the Chimera in an attempt to stop it early
and, despite Owen's lads being packed in nice
and tight, my Zoanthropes killed but a single

T Guardsmarr with their blast template shots.

~“Well, the Tyranids were never going to win

“« _any prizes for long-range firefights, but |

contented myself with the knowledge that in a
couple of turns I'd be all over the Imperial

Guard lines like a cheap suit.
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IMPERIAL GUARD TURN 1

Owen: My luck failed on the roll for first turn
:— like | didn't see that one coming! Mind you,
.~ killing. a single Guardsman and disabling a
turret isn't much to write home to the Hive
‘Fleet about. The Tyranids were a lot closer

now, and some of them would even get a

charge in next turn (those nippy

Hormagaunts, for éxample). | had to thin the

* numbers; and fast, or Kluctmier would end
. #ip the same consistency as the anti-alien goo
' hE was earrying.

Furst mwe had tu-h'e tﬁe Inqu;'5|terr going full
- -peltin his Chimera. This restricted-the line of
~-sight of the Eunscrfpts but not a' moment-

-cquld be wasted — if 1 dallied even.a ittle aJI '

.would-béfost. | didn’t bother with smoke this
.. turn as those venom cannens could only -
+.~glance anyway and | rmght need these
launchers iater i -

* I‘moved the Leman F;_uss a- tad ta get a better o

shot with its *l-can’t-migs-there’ 's=that-many-
;uf-th&m battlecannon; The Enmmand HO
moved behind the EﬂﬂEEt’!mb to help. keep

theirmorale high if they were charged®it-aiso

~ moved them away from the: Broadlord and
his miates. And that was ft = it may take ages .
“fo set | up a-Guard" army to begin with, hul’ﬂ'IL
shm't Movement phases dn temi to. mahe up
i« for that! )

5

“I'concentrated my firing on'the Gaunts this

turn. Their potential to tie Lrp my units would
prove lethal if-not dealt-with ‘quickly. The
Leman Russ on the left mnk aim-at the
Hormagaunts in the uuthause building: it hit a
respectable seven'but Phil r‘nade all his 4+
~Cover-Saves. | had a sinking, feeling, as the
Eunsunpts achieved ﬂﬂihlﬂg*ﬂlfhﬁr

‘\

Enth the other Leman HUES tanks fired on the .

Spinegaunts heading towards. the landing
pad.,-slaying eight in total and wounding the
nearby Garnifex twice. It was at this point that
| discovered that Phil hadn't taken ‘extended
carapace (which would have given a 2+ Save
against battle cannons)! | was in with a
_chance of rlaqu one of these big brutes on

v Turn One and gaining a fantastic moral

“victory early on. Third Platoon would have

#~ the honour of this task and let fly, with

lasguns lascannons, krak misgiles and the
odd special weapon. As jhe dust settled the
_brute was still there — it hadn t taken a single
wound. It teok dll my willpower to restrain
net firing everything else | had at it. After all it
wasn't in ﬂharge rang& what mu!d it do?

First Platoon tnnk E|EIWI'I fwe of the souped-up
Hormagaunts lyrking in.the building. |
finished off with the. Deathwatch, who had a
crack at the Termagants in front of the
Tyranid Warriors piling down towards the
landing pad. The inferno bolts claimed five

WARHAIQMER -
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and the heavy bolters another three, | was

* impressed! Second Platoon joined in the fun

and really hammered home the point, killing
another eight. At the end of the turn, most of
the major Gaunt broods had been thinned
down nicely across the board.

)
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TYRANID TURN 2

- Phil:-Serious losses, but acceptable
" nonetheless — they were all cheap Gaunt
. | cannon fodder doing their job. Still, time to
. get.the old claws dirty. Somewhat predictably

my_entire force moved forward at top speed,

~ with much of it only just out of charge range
..of Owen’s Chimera as it pelted towards the

landing pad. A couple of good Fleet of Claw
rolls meant that both Hormagaunt units were
in assault range of the Conscripts cowering
behind the Chimeras. My few remaining
Spinegaunts, though seriously battered, were
also in range to tie up the infantry on the

~right flank.

The Shooting phase was likely to be a bit
more impressive this turn as most of my
short-range weaponry was within maiming
distance. The Gargoyles, as planned, fired
some wriggly death-beetles into the rear of
the Chimera, chewing off its heavy bolter and
stunning it so it couldn't fire next turn. The
Hive Tyrant’s venom cannon only managed a
Crew Stunned result as well, which was

* downgraded by the extra armour. The

damned thing had a charmed life. My
Zoanthropes took a bead at the battle tank on

. the left-hand side, but couldn’t penetrate its
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mighty AV14 hull. Neither could the Carnifex
with his S10 venom cannon. | was getting a
little miffed with these boring metal targets,
so°l switched to targets that go “squish,
ouch, oh dear I've died” instead. This proved
to be a lot more fun.

The Carnifex on the right flank, angry at
taking so much damage last turn (a nasty
reminder that battle cannons are in fact AP3,
not AP2, made me wish I'd gone for the
extended carapaces after all), spat out a great
globule of death at the 3rd Platoon. The
barbed strangler seed pod did its stuff,
ripping apart eight of the platoon and killing
two of their Command Squad, forcing them
to run off the table screaming. Thirteen
casualties with one shot... all right! The
Termagants, with their re-rolls to wound, took
out three of the squad on the landing pad,
and the shooty Warriors behind them
slaughterad the other seven with shots from
their devourers and deathspitters. Ha! Eat
living ammunition (or the other way round,

| suppose).

The Assault phase was basically a whole lotta
Hormagaunts piling into the Conscripts. You

~can picture it now; cordial introductions and

formal etiquette just went right out the

T.n'e Gnnsmprs are uve.rwhefmeﬂ' ﬂy :he Hurmagauﬂts

- power fist. Hnwnuur as Owen found: ouf,

window. Nonetheless, although | Killed off a
healthy ten of the whiteshields, the blighters
still held in place with some ghastly re-
rollable Leadership trick. Guess they breed
them tough on Granica. The Spinegaunts ran
hard into the squad on the far right, killing
one but losing one of their number o a
bayonet thrust. A draw, but one that meant
less incoming fire. Fine by me, | could wait.

2] SYNAPSE GOODNESS

One of the main changes to the Tyranids
is their new ability to withstand hits that
would normally ‘instant I-:iilT them if they
are within Emans& range. This is to
represent-the: Hive Mind hucuming S0
strong It can’ diraqll'f'mrhul the bodies
of its warriors even if they have suffered
grievous injuries. I game'terms, this
means that Warriors, Raveners, Lictors
‘and Zoanthrapes hannfﬁe a lot less
vulnerable to hamg nhltlarateﬂ I!;r a
volley from a Deuastatur squad or an -
assault from a Veteran Sergeant willna

with a little luck the numlllﬂ hn!ter aml X

even the hellgun gan do the tnnk ! E
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' IMPERIAL GUARD TURN 2

Owen: It had-been touch and go for a
moment with the Chimera — Kluctmier might
yet make it to the Inquisitorial shuttle! | toyed
with the idea of debussing the Inquisitor
behind the building, but | really didn't think -

- he would make it considering the distance.

- There was nothing for it but to take fate by
the horns and drive right.across the front of

as | went

t:0h The, fh‘st real tasie of Tyramd nastlness came

-'*'_‘_}mthaf turn, with the-barbed strangler on the -

Garnifex-claiming an entire.squad! Plus |'d

- .losta whale unit from'the super shooty
. Tyranid-Warriors and Termaganis-(respect for

_ that Jiving ammumtmn — wow)! Thankfully

* * both.units that had been charged in Phil's .
~ turn had held, notably the Conscripts. | had
o blunt Both assaults with counter-attacks

,and try to kill more! of the advancing horde in
+ ‘the-meantime. The arrival of the punctual

Storm Trnupers helped matters — they =~ »
+ executed a perfect Deep Strike h&hmd the

oy Shﬂﬂt? Tyramd Warrlqm

The roar of hattle canrn:rna ‘once again opened.
.the Shooting phase. With éun‘fh a targéj—rk:h

| environment, any scattering shot wnul&ﬂi

- blow huge huies in the Tyramd lines, but they
were all bang on argat anyway. | aimed for

' the nastier‘parts of the- Tyranid force this

““turn, and managed to Kill a respectable four -

A% ﬁﬁrguyles with the Russ next- 19 thE’

-n%& rﬂiﬂ

- e

-

Eunsnripts A shall from the l::Er‘rlr'HI Leman
Russ wounded a Ravener — it.could not be
instant killed, though, due to being in
Synapse range. A long-range shot right-down
my line from the Russ by the landing pad
wounded the Carnifex headirfg for my
Inquisitor's Chimera, and ale took the
wounded Ravener-with it — ot bad! | fired as
much as | could at that lightly wounded -

.- Garnifex; as those crushing claws are bad
the ddvancing Tyranid horde, puppmg smoke

news for yehicles. First Platoen managed a
wound with a lascannon, but alkthe other
lasguns, plasma guns and autocannons

achieved nothing. | had nothing much else to

use against it — it looked like it would survive
the turn. Those T7 Carnifexes are hard!

If | couldn’t take down the big Carnifex I'd be
sure to have a crack at the other, The
unengaged squad from Second Platoon tried

_to take it down with a krak missile, but failed.
“The lasguns, however, did find a small weak

point and-took another wound from the beast.

Just orie. wound left... Again, thuugtr | had to

tear myself away. from th;&,]wmthan as it

. was still out of charge range, and those
-+~ Tyranid Warriors armed more heavily than
' Arnie in Commando had to be thinned. The
- Deathwatch would easily take the Carnifex, |
. ‘reasoned, but these leadsr-beasts were the

real danger, The Kill-team faid down deadly
accurale fire and killed two Warriors, The

. Storm Troopers opéned up with their rapid

firing hellguns. In this situation their AP
rating of 5 meant all the difference as the

Tyranid Warriors had no saving throw: five
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“wounds caused. meaning two dead and

another wounded. The grenade launcher
made it a clean break and killed another Only
two shooty warriors now remained — eat lead,
scary death monsters!

The Assault phase saw the combined charge
of the Ogryns, Command HQ and the
surviving Close Order Drilled Conscripts
taking a fearsome toll on the Hormagaunts,
ripping 13 of them apart. The Hormagaunts
felled three Conscripts in return but it was all

- too much for them (they were just out of

Synapse range), and both broods were run
down. The final stroke this turn saw the
Guard squad from 3rd Platoon reinforcing the
squad in close combat with the Spinegaunts.
Two Gaunts went down for naught in return,
but they held their nerve as they were in
oynapse range of the shooty Warriors.

Overall a fantastic turn with some serious
hurt inflicted in both Shooting and Assault
phases. Now the fun really started — the
dreaded Tyranid assault. ..

-\.:._-
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TYRANID TURN 3

 Phil:Grunch time. That display of
* competence from the Guard really hurt (damn

.+ those Ogryns hit hard!) but I'd have my icky

 revenge yet. The Lictor entered play this_ turn,

and with the Storm Troopers proving
themselves such a thorn in my side, | elected

_to have it jump out from the spore chimney

(it's behind you!). The Rippers diverted to
back him up; and on the left flank the
Broodlord, built for strength not speed, finally
made it into assault range. Everyone else
advanced, the left flank well in range of
assaulting the Impearial Guard who had
somehow killed off even my elite
Hormagaunts with their counter-charge.

The payback began with the Hive Tyrant
levelling his venom cannon at the Ogryns and
killing three of the lumbering brutes in an
explosion of toxin-laced blood. Whee! | do
love fleshy targets.

Someone had to have a crack at the
careening Chimera though, so the

~regenerating Carnifex (who had yet to

_Platoon’s squad one. Those things rock! The

showcase this ability) took a couple of
desultory pot-shots at it. He got a glancing
hit, which finally destroyed the thing. The

- Zoanthropes tried to fry a battle tank each,
‘but the Deathwaich Librarian was having
-..none of it, nullifying their powers with his

psychic hood. The barbed strangler-armed
Carnifex fired off another seed pod, taking out
no less than eight Guardsmen from 3rd

44 KLUCTMIER’S LAST STAND
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Termagants opened fire on 2nd Platoon’s
Command Squad, killing all but one of them
(mmm, re-rolls), and it was time for combat.

'Ey the spore chimney, the Lictor neatly

snipped the head off of a Storm Trooper
before the Rippers fell on them in a stabbing,
hissing mass, pulling down six and devouring
them there and then. The Storm Troopers
broke, and the Initiative 6 Lictor caught them
with ease. What a team.

Meanwhile the shooty Warriors smashed into
the tattered remains of 2nd Platoon fighting
under the landing pad, killing two Guardsmen
as they finished off the last two Spinegaunts.
The Hive Tyrant, for an encore, assaulted the
Ogryn Bone'ead. He inflicted two wounds and
Owen was just about to roll for his return
attacks when | gleefully informed him that the
Tyrant had an implant attack and therefore
those wounds counted double. Splat!

Over on the left flank, the Gargoyles charged
in, taking out one of Owen's HQ with their
bio-plasma attacks, following up by slicing
apart two more of the HQ with their claws.
The Broodlord and his Genestealer retinue

~ got their claws into the Conscripts, and in a

flash of rending claws took down seven of
them before they could ‘even cry for help. The
Guard Colonel, understandably miffed, cut
two Gargoyles down with his power sword,-
but by the timé the dust had settied he was
the only Guardsman left in the combat, He
stood firm, ensuring that my broods wouldn't
agt shot up in Owen's next turn.

The main event was yet to come. My
Raveners and Genestealers assaulted
Inquisitor Kluctmier, who was nestled in the
cover of the Chimera chassis. | used the
bonesword’s psychic power, Catalyst, to
ensure that the Ravener would get to strike
back if he was killed, but it was nullified by
the Librarian. Kluctmier showed us how
psychics were done, killing the surviving
Ravener towering over him with his force
sword then going on to wound the other. The
wounded Ravener was denied its revenge by
the Inquisitor's 4+ Invulnerable Save, but the
Genestealers efficiently tore his retinue apart.
The Inguisitor stood firm — but not for long.

SURPRISE! YOU'RE DEAD!
The Lictor rules were rewritten several |
fimes during n]ayle&lmgm make sure v
that this lethal jack- In-a-b%ﬂunnﬂuned
I:Re a hidde assassm notian assault

SE ci' HEtEﬂ'.ﬁ I]f ‘
map of the ha‘lﬂeimld ?

unpredictable
cunﬂnes%lm piece. Canny
players will‘find their Lictors hecnmlnu

a lot more useful, especially as their

new Pheromone Trail rule allnw&:afm-

roll on those failed Reserve rﬂlf j-'ﬂ;
aie J‘ Ho



IMPERIAL GUARD TURN 3

"._ Owen: It was looking bad for the Guard. The
- Inquisitor's transport has heen nobbled and
.. he is fighting for his Iife against the Raveners
. and Genestealers. [;had no real counter-attack
_ left. The Gunsr:npis were gone, and the -
* * Command HQ wasn't faring too well either-]
. had beén we:lL and t_ruh,r overwhelmed. There
was just no way | could get Kluctmier out of
this mess. Looks like it was damage

. Timitation from here on in. | hadto-try and

stop Phil achlewng his secondary gnal of ¢
: whupplng me. ;

My Mﬂvemam phase cunslstﬂd of veryr I|ttle
sreally in the way'of actualnoving; my -
+platoons remained whera iney were for. '.»
' maximum shoeting, and 2nd- F'ramnns AN
. Command squad's sole-surviving member,
Lieutenant Ashhr]tlge moved into range of
the badly weunded Carnifex with the nasty
“Barbed Strangler. The Deathwatch: also
+'moved forward to get into the fight.;

- ri‘ e 4
; q_;'::} L

| TR

Sance Phil was lording jt with h|s Tyranids, | ¢

reasoned it would not hurt to-rock the boat a
little.. Lieutenant Ashbridge took aim with his
plasma pistol and promptly took down the
Carnifex — ane shat, one kill.

Next on the endangered species list were the
fighty Tyranid Warriors with scything talons.

. The Deathwatch started proceedings by
aking one of the ugly brutes down. The

Leman Russ on my far left took a.long shot
with:its battle cannon, slaying anotfier. | then
ordered a full broadside from the entirety of
First Platoon -1 was really hoping they'd take

- off another two models here. One was laft,

but | reckoned the Deathwatch could handle

-~ this last one with ease.

| still had two Lei'nan Russ left ani a whole
bunch of tightly packed Tyranid monsters to

_reckon with. The first shell fired at the

Garnifex wounded it (only one Wound left
now), and also clipped a Genestealer, |

couldn't resist trying for two"Camifexes in

mqursnw Efur:rmaer is a;ramm by a masg of m;ar edqad r:!aw.s_ :

-Dne turn and fired the second Leman Russ’

battle cannon at it. Alas; | ralled the inevitable
1 on the “to wound’ dice,

This duly set the stage for the Assault phase.
There wasn't much | could do; the
Genestealers had a massive Initiative
advantage over both the Inquisitor and my
Colonel {basic troops with 16 — mental). They
promptly tore Kluctmier to ribbons with three
rending hits, inflicting four other wounds too.
He didn’t even have the chance of a glorious
end, oh the ignominy! Meanwhile the
Broodlord and his cronies finished off my
Colonel. To top it all off, the remaining two
Tyranid Warriors fighting Second Platoon
wiped them out when they tried to retreat
after losing two of their number.

This turn | had lost the game, but | once
again had blown big holes in Phil's force. Phil
had to slay all the soft things for a Victorious
Slaughter. Of course that included the
Deathwatch.
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- If.jtil: Got him! Kluctmier was dead, and t
.- canister of precious anti-Tyranid gubbing
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TYRANID TURN 4
hat

- wasn't going anywhere. Time to go for the
" secondary objective — destroy everything with
Aworlegs. That | could do, even if it meant

taking more battle cannon shells in !

the meantime. = =~ %° |

The third wave of my force, the Rippers and
Lictors who had taken out the Starm

* Troopers, moved towards the Deathwatch as

the Termagants and tattered remnants of the
two Warrior squads closed in. Damn, they'd
taken some punishment in the last turn -
hats off to Owen for canny target selection.
The Genestealer squad and Carnifex made it
to the building in the centre of the board,
intent on messing up 1st Platoon and a battle
tank respectively.

The Gargoyles flapped up onto the very top of
the building and perched precariously with
the express intention of eating the Guard up
there. The Shooting phase saw the
regenerating Carnifex splatter more shots
from his venom cannon across the hull of the
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Genestealers clamber up the side of the ruined hab block.

: ﬂaarast’taﬁt} but achieve nothing. Speaking

of achieving nothing, he still had to
regenerate a Wound thanks to my inability to
roll a 6. ol A

The Zoanthropes switched targets to the
Deathwatch, being as they were so obligingly
bunched up, but even their AP3 blast
templates only managed to kill ane. The Hive
Tyrant picked one out with his venom
cannon, which was saved, and the
Termagants inflicted a healthy six wounds.
Unfortunately all bar one of these were saved.
Those boys in black are tough.

‘The Gargoyles, after shooting two Guardsmen

down with their fleshborers, swooped in and
pitched another three from the roof in the
Assault phase, losing two of their number in
the process. Below, the boss Carnifex finally
got his claws dirty when he did what these
beasts do best and flipped over a battle tank,
scoring no less than four penetrating hits.

The resultant explosion killed two of the
Genestealers assaulting 1st Platoon (giving
Owen a good chuckle) but the Genestealers
still managed to take three.of the

.....
-
i

autocannon-toting squad down, losing one of
their number to bayonets and two to the '
Sergeant’s power fist. A drawn assault
against Guard, the shame!

The Broodlord again proved his worth when

he assaulted the tank on the other side of the
building, ripping it a new exhaust hole with "~
his rending claws and slaughtering.the crew -
inside. Two dead tanks in one Assault phase; <
gxcellent news. :

Over by the Deathwatch slaughter party, my
last fighty Warrior took on the lone Guard
sergeant who had taken out my strangler
Carnifex. Sadly the plucky blighter’s. flak
armour saved him, but at least-he didn’t kill -
his assailant with his power weapon. The
Deathwatch Librarian took out two
Termagants and his mates killed another two,
and though the Termagants did two wounds -
in return, they were both saved. As were the
wounds inflicted by the shooty Warriors. The
power fist-armed Deathwatch Space Marine
did his stuff and bumped off a shooty « .
warrior;, suddenly the Deathwatch were in
their happy place. My assault had pretty
much bounced off. -



IMPERIAL GUARD TURN 4

Owen: Phil just kept uﬁping the ante in this
game. Two Leman Russ tanks falling to the
claws of a Carnifex-and the Broodlord - that

.. Smarted. At least a few Genestealers went
down in the resulting explosions. 1st Platoon

had also been assaulted by Gargoyles and a
couple of Deathwatch had fallen victim to -
living ammunition and warp blasts.

There wasn't much movement this-turn as
most things were now dead or in close

combat. A small nudge with the last Leman -

Russ, in order to line it up with the one-
Wound Carnifex, was all that was possible. |
decided on shooting everything but the battle
cannon as the double Scatter roll and
‘anything but a 1’ dice roll seemed a lopg
shot. Two heavy bolters, a lascannon and the
heavy stubber just pinged off ~ oh well, on to
the assault then! : :

First up was the Gargoyles' assault against
1st Platoon’s lascannon armed squad. Their
bio-plasma claimed a Guardsman, buf the
actual attacks from the flying beasties did

~nothing. In return the Guardsmen fluffed it
; tug time: Nme one boys.— no tea and madals

“for thee...” . ‘..

In thé'_streets below, | charged the sole
- . unengaged squad from Firsf Platoon into the

Genestealers, assaulting their Command- -
squad to try and stem the tide. Foolish me.
Phil:did the clever thing and directed his

=" [T ONLY A FLESH WOUNE

- Warrior. The Librarian sent a

* out. Suddenly the last

- the best you've got? | N -

B =0 Ly

. Phil’s malwna[g[@r ! f' _a II'III‘IB beasl. Its Tmrﬂlmass 7 Imlps pmtaﬂ Lr gainst alot .

' of the nasty aht|='j \ out there ~-autocannons and plasma weapo |'::L ﬁ“ ound

Jtonads, anwlmpnrlﬂ Iu ‘power fists need a 5+ 10 do It a mischief. He investad

 reinforced chitin to give. ﬁapﬁ her wound (this critter can:survive 4 hits.from a lasg

~and the Regenerate le biomarph. For'every Wound the 'fex has lost at the hauln ting.of th
'nrrahid playar turn, the Tyranid player énlla a dice - Ihe. mnuuaratmn 'fex regaiisadost |
Wﬂund fnr auqry d[nu that comes up a umnnpnatal'k‘_rpr Fhif ai:egwemnt yming up,
; F gt ..-..---l-ﬂi'*'ﬂh‘"l’ d—-{fﬁ.& o T '. "y .':g“ i, L0 : <

B

attacks at the nawahmers tha Henasteaiers,
continuéd the turn’s trend and ‘munched right

through this squad: Mind you it bought time AR ;=

for the Lieutenant td activate his power fist o= ' -’}-’h_
and he nobbled two of the critters, They - B &)
lost the combat, but held on nonetheless.

L

Finally, it was up to the Deathwatch,to *
claw back some honour. That they r.hr.f
despite the fact that the heroic :
Lieutenant ‘Ashbridge finally met his
maker at the claws of the last fighty

shooty Warrior back to the. Hive « _
Mind with his crackling force =~
sword. The Termagants couldn't
touch the Deathwatch and.in z
return, the finest alien-hunting.
Space Marines in the galaxy
went to.work and wiped them:

remaifing Tyranid Warrior

lpoked a 1:tt!e outmatched —
hal What's next Kelly? Is that
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two Genestealers not squished by power fists slaughtering duties on my left flank and was

! or shredded by exploding tanks took out the now moving across to see off what was left
- Phil:- The game was boiling down into a officer. The 1st Platoon was destroyed of my force. | wanted to make sure as many
series of small knots now, rather than outright — just the Deathwatch to go. Easy. of them went with me as possible.
. | sweeping battle lines. The Broodlord, having
- got himself a taste for tanks, went for the Unfortunately it wasn't working out quite as No movement occurred and it was straight
i ~ Ogryns’ Chimera whilst the Hive Tyrant gasy as that. Though the Lictor claimed one anto the shooting. | fancied my chances of
climbed up onto the wreck of the Russ tank with his rending claws (| have noticed that if bagging the Hive Tyrant with the Leman Russ
- (mainly for the look of the thing). The Owen doesn’t get to make Saving throws my and adopted the same tactic as last turn -
Rippers, Lictor and Carnifex (which STILL worries disappear) they saved the three firing my non-ordnance weapons. | couldn't
hadn't regenerated) closed in on the wounds inflicted by the Rippers. The pick out the Hive Tyrant though because of
Deathwatch — those guys had to go. Librarian, squaring up to the Carnifex, ducked his Tyrant Guard. These guys were tough
g under a swinging crushing claw and thrust and, despite a decent set of wound rolls, they
The Shooting phase was good and short — upward with his force sword. This killed the passed all their Armour Saves. I'll treat that
only one of my Zoanthropes was in Warp beast outright, despite needing a 6 to wound unit with more respect in future. Perhaps |
Blasting range of the last remaining battle (the three bonus attacks he got from the should've stuck with the ordnance after all...
tank, and his psychic chicanery was, you * Might of Heroes could have something to do
guessed it, nullified by the Deathwatch with this). In retrospect, that was a dumb To assault and the slicing, dicing Deathwatch.
Librarian's psychic hood. Was there nothing play; | should have kept the Carnifex for an They didn't disappoint, destroying five bases
this guy couldn't do? ' attack on a normal Space Marine, not on the of Ripper Swarms for one loss in return.
Librarian when he was the nearest target. Thank goodness for that power fist, is all |
In the Assault phase, the rampaging After the power fist took out my last fighty can say, as this Space Marine killed three
Broodlord and his "Stealers ripped into the Warrior, | decided that the Lictor should hit whole bases on his own with Instant Death
: Chimera, getting a single glancing hit — which and run, falling back behind the nearby Strength 8 attacks! They weren't going
; was still enough to destroy it! He was fast building — it was not a good place to hang anywhere though, as these critters are
becoming the premier tankbuster in the army, - out, and the Rippers should pin them in place Fearless, even with only one base left.
~ putting those Zoanthropes to shame. They whilst I organised another attack. ' i

Mot a bad turn considering | had so little on
the board. So what if I'd lost everything bara .
Leman Russ and the Deathwatch? | was.

are so much more effective when they are
actually able to use their powers...

IMPERIAL GUARD TURN 5

¢ < Upon the roof of the research station, the Owen: Take that Mr Carnifex! The force having the game of the year! This battle was
. .~ Gargoyles seemed to be slowing down, and weapon toting Librarian took the challenge now all about the boys in black. Surely they
. could not kill any more of 1st Platoon, the and felled that infernal beast as it charged. I'd couldn't take on the entire army? | had my
.~ Hive Tyrant and his Tyrant Guard barrelled in lost another Deathwatch Marine to the Lictor, = doubts, but it would be a great end to the
; to reinforce them, killing four — those Tyrant but the rest had survived and even managed game either way! Besides | was enjoying
Guard can really dish it out now they have to fell the last Tyranid Warrior with my power watching Phil trying to get past my
scything talons instead of lashwhips. The last fist. Phil had completed his Guard- Librarian’s psychic hood...
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TYRANID TURN 6

“Phil: As. I 'wnte this Eattle Report up, I'm

looking. down at our detailed maps — red for
Tyranids, blue for Guard. It's mainly red. But
there’s.this little blue patch, rrght in'the
middle of all the red. It has the letters D and
W.in:it. | do not Iike that pateh.

I'll take out.that last bothersome tank, |
thought. Surely this time the Zoanthropes,
both of whom are in range, could make their
mark. The word NULLIFIED sprung nimbly
into the fray, yet again. The Hive Tyrant, -

,~roaring in triumph from the top of the

research station, failed to take it out with
his venom cannon either,. but what did he
care, he didn't have the Deathwatch to worry
al}uut I|kr: | did.

The GargayJes znumed ﬁue'r to the fight -
ma:.rhe bio-plasma could save the day. Guess

* what? tdidn't: Instead, the Librarian took out

five of them. On his oivn. The Rippers, mostly
destmyed last turnﬂﬂnaﬂy bit the dust, falling
1o the rest of the Deathwatch as did the last
Garguyie The Lictor, Ieapmg dramatically -

fmm thie, roof of one of the outhouses, ﬂaught'

a power fist in the chops and died: At this
pnmt I bsrleue [ may have salda had word.

rdifiown: everything | could ey

+ Deathwatch, and-they were still going strong.

.~ Theugh I'd won the' game, [still felt like the

avar—tanamuus Owen had snmehnw (:arned
,the day.

IMFEHIAL GUAF.‘D TURI"'I 6

l]war_l: It was aimnst all oiver bar the

teleporting:-The Deathwatch had survived
.annther turn and had also comprehensively -
Imd_the smackdown, sendlng the Gargnyles

: "packl"ng with ihe‘higpar Swarm and the Lictor
' to-boot. The Librarian had also, yet again,

done his Psychic gymnastics and taught

those Hive Mind super-prawns a lesson in the

ways of the warp by nuillfjffng both their
heavy duty Warp Eiasts 3

' My shooting was beautlfuily simple, with the

Leman Russ finally findingsthe right kind of

~ target to shoot at and claiming another unit

by destroying the apparently untouchable
Genestealers. Genestealer no like heavy
bolter, hee hee hee. The Deathwatch, having
cut their way through half a dozen broods,
also had the chance to fire - this time at a
nearby Zoanthrope, taking a wound off it and
then subsequently charging it. The Librarian
didn't even break a sweat, destroying the
beast with his master-crafted force sword.
With that last dice throw, the game was over.
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A LUMP IN THE
THROAT

. Phil; | love a nice big
game, me, and this one
was no exception.
Barring the poor old
Zoanthropes, | think
everything had its day
in the sun, and the

'ar'rny showed just how nasty it can be — Andy

Chambers would be proud. | must say | had a
blast chomping my way through the Guard
lines in so many different and gribbly ways.

| really enjoyed flexing the muscles of the
new improved Tyrania bio-weaponry —
although they still have major issues with
tanks, they excel at eating up fleshy snacks.
The new Living Ammunition rule really makes
Termagants and shooty warriors a much
tastier prospect; it was great to see even the
smaller Tyranids splattering strings of gore
across the battlefield. Non-power armoured
armies beware.

So it all went according to plan, almost
faultlessly in fact, for the first few turns. |
should have stuck the Hormagaunts in
against 1st Platoon instead of the Conscripts
waving big placards that said “eat us first".

. This would have cut down on the amount of

fire my tooled-up Carnifex had to endure, and

«..perhaps meant that he could have taken out
" the Librarian in the end game instead of just

impaling himself. Owen's courage under fire
was commendable — the way to beat Tyranids
is fo choose the right targets and stick to

~ " :your game plan and Owen nearly pulled it off.

He certainly knows how and when to sacrifice
units, every bit as callous and experienced as

. a Guard-general should be.

in retrospect; | think | uvéf—tﬁmmitted to
lakjng out Kluctmier. With that building in the
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way Owen would have had one hell of a fime
getting across the board without waving the
Chimera under the nose of a monstrous
creature, and both units of Genestealers in
the same place at the same time was overkill.
If I'd wanted to take out all the squishy stuff |
should have planned a little surprise for the
Deathwatch, or abandoned the tanks and shot
them up with the Zoanthropes.

That's the crux of it really; | underestimated
the strength of these chaps, and effectively
attacked them in easy-to-handle waves — a
schoolboy error for a Tyranid player. | was
getting kind of frustrated with them and
started to make mistakes, like throwing the
wounded Garnifex at that Librarian and .
hoping for the best. What | should have done,
bizarrely, is to sit back and shoot in that last
turn and kept the hell away from the nasty
Librarian and his master-crafted death stick.
But that's just not very Tyranid now, is it?

' THE MEN IN BLACK
| Owen: | think that was
an honourable loss for
me. Phil and | totted up
afterwards what was left
~ of our forces and we

L had annihilated each
other's army, a draw
under normal circumstances. However, few
are the gameas of Warhammer 40,000 where
just the dead bodies count; it's always about
the mission. Phil fulfilled his admirably and in
the end his strategy of attacking my centre
and relying on the Tyranid's speed to catch
up if things went wrong paid off. Who knows
what would have happened had | placed the
Deathwatch on the other flank...

Speaking of these-guys | have never seen
anything quite like it! They really were
blessed and turned an outright rout into
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respectable defeat. Squad of the game award
was never more deservedly won. But they
were not solely responsible and | still stand
by my strategy of dividing up my force into
three groups. This worked pretty well, as
after Phil had got past the Close Order Drill
and Iron Discipline of 1st Platoon there
wasn't an awful |ot of time to hot-foot it over
to the other side of the board. The fact | had
tried to concentrate on as many of the little
ones early on further stymied the response. |
would really recommend Close Order Drill to
anyone, it's free and its benefits are
significant. The humble infaniry was also
responsible for taking down a Carnifex with
Lieutenant Ashbridge showing the way.

Those Leman Russ proved their worth too.
Their mighty cannons sprayed the
surrounding scenery with plenty of ichor.
Their armour proved more than a match for
the venom cannons too, and Phil expended a
lot of energy trying to stop them. Keeping
one on the flank and firing down lines worked
a treat. This Is a great tactic, as it forces the
Tyranid player to make a decision — take out
the tank on a lonely flank or plough into the :
main part of your army. Either way, you win.
It's a shame | didn't use this tactic with
another of my tanks.

The Tyranids have come a long way since the
last Codex and | have a healthy respect for
them. The Tyranid Warriors, in particular, are
very good now they aren't affected by the
Instant Death rule. The Tyrant Guard are
excellent at their job and | really like the new
abilities of the Lictor.

In fact there is so much | like about this army
| am sorely tempted myself to collect a force,
especially when that new Jes Goodwin
Carnifex looks so awesome!

All that's left.now is for the Deathwatchto -
hatch a daring rescue mission for the canister-*
now nestled deep within the Hive Fleet's
geno-vats. | think Phil and | will be having a
few more games before this story is over.

DEATHWATCH KILL-COUNT

Models Victory Points

16 Termagants 96
J Shooty Tyranid Warriors 81
. 3 Fighty Warriors a1
6 Ripper Swarms a4
1 Zoanthrope a9

1 Garnifex 191
1 Lictor 80
9 Gargoyles - 60 .
In total, the Deathwatch took out 734 pts
(over twice their own value) without

. conceding any points themselves — well
and truly the'men of the match!




rother Zapherion placed his boot firmly on the
BZmnlhmpr.'s blackened corpse, and wrenched his still-
crackling force sword frec from its carapace. The dead lay
.l around, his team knce-deep in alien corpses. but the battle
- was. far.from over. Kluctmier was not responding. The
-~ Inquisitor’s death meant that Zapherion's work had only just
begun. Vg .
. With-a psychic pulse,.the Librarian sent his senses wide.

The assault of the alien swarm was all but spent, and they were

“moving with caution now, having learnt the nature of those who

stood against them. The Deathwatch had repelled wave after wave
of Tyranid attacks, and the remaining alicns had regrouped
around their leader-beasts. Behind him, he could sense Brother
Lupio's battle-lust, and Brother Fernandez's stubborn desire to
fight to the bitter end. Behind that; on the very cusp of his
senses, Zapherion could detect the chittering sussuration of the
next wave ‘of aliens. There was no choice, even if they fought

. their way through the last of the Tyranids they would have oo

time’ to .recover Kluctmier's tanister and affect an escape. That
was a fight for another day. L

"Request immediate telcport, instant effect, "said Zapherion,
opening a vox-link to his strike cruiser. He heard 2 growl of
displcasure from Lupio, but silenced it with a glance. The
surviving Tyranids were moving toward their position with
gathering speed.

"Do you reccive us. Excrutio? Request immediate teleport!”
repeated the Librarian, more foreefully this time. More and more

" Tyranids were pouring qut of. the building, and though his

comrades had begun to open fire the psychic imperatives of their
leader-beasts kept them coming. Genestealers were sprinting
actoss the open ground, their massively-built leader at their head. .
The heavy bolters opened up, smashing' its retinue to the ground,
but still it came on.

" With a deafening screech, it fell upon the Space Marines,
but in a .crackling hemisphere of bright bluc light, the
Deathwatch were gone.

www.games-workshop.co.uk/warhammer40k 51




AL a4 -i~. "‘-‘1’\." -r“j r___;_.r
R j
e ¥ ""'u"""‘-\- ‘-.'I"G" 'I"'-,r'-':.-"--—w"'“"h'*-"
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| War Veterans
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The Uliramarines have fought the Tyranid swarms since Hive Fleet
Behemoth smashed into the realm of Ultramar. To stem the Tyranid tide,
Chaplain Cassius formed an elite cadre of warriors. Graham McNeill reveals
the origins of these brave Space Marines.

n the 250 years since the arrival of Hive

Fleat Behemath, Ultramar has been the

bastion of the Eastern Fringe. Time and
time again the Ultramarines have sallied forth

to face the Tyranids, sparing others the terror
and death that accompanies them.

But the price has been a steep one; during
the Battle for Macragge the Ultramarines First
Company was utterly wiped out in a heroic

last stand beneath the northern polar fortress.

The First Company contained the chapter’s
finest veteran warriors equipped with
Terminator armour, a precious and ever-
dwindling resource. Such losses of man and
materiel are not easily replaced.

The Ultramarines would never allow such
losses, however grievous, to deflect them
from their duty and Chapter Master Marneus
Calgar immediately commanded that a new
First Company be recruited. Captain
Agemman of the Second Company was
honoured with command of the First
Company and, together with Calgar, began
the long, arduous process of rebuilding it.

THE AFTERMATH OF MACRAGGE .

The surface of Macragge had been ravaged
by the Tyranid attack, though nowhere near
as thoroughly as worlds more
comprehensively enveloped. Once the
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remains of the dead aliéns ha'd-_heen e

destroyed or removed for study, the planet -

was deemed cleansed by both the Inquisition
and the Ultramarines. The Ultramarines’ dead
were taken in gloomy procession from the
depths of the northern defence fortress and
returned with full honours to the Fortress of
"Hera, whereupon Marneus Calgar himself
carved their names upon the walls of the .
Temple of Correction.

Over the next century, the Techmarines of the
Ultramarines ritually repaired the damage
done to the dead warriors' suits of Terminator
armour. The attack of the Tyranids had
grievously scarred this haly battle.gear and
great was the labour undertaken by every
Techmarine as he sought to restore each suit
to its former glory. But armour is not enough
for a warrior to fight the foes of Mankind; he
must have training, skill, determination and,
above-all, courage and honour. -

The'worlds that comprise Ultramar provide
no shortage of neophytes, but the initiation

- process takes many years.and even then

decadés of combat experience are needed to-
harden them to the rigours of war until they
are considered worthy members of the
chapter. To accelerate the process Mdrmeus
Calgar offered his warriors for Secondment to
the Deathwatch, the chamber militant of the
Ordo Xenos. At any moment on the Eastern
Fringe the Ordo Xenos is guaranteed ta_be
fully engdged in rooting out Xenos perfidy,so
the Ultramarines assigned to them quickly
gained experience. G

The Ultramarines  under the Ordo Xenos saw
regular battle. As they were in the Galactic
East, which saw successive assaults from
Hive Fleets, the experiences that made’
veterans of these warriors Eruawi‘[:,ll:lii.e came
from fighting Tyranids. Under the personal
direction™of Chaplain Cassius, a new elite
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Tyrannic War Veterans face the alien threat bead-on.

/40,000

emerged. Known as Tyrannic War Veterans,
these new squads were a departure for the
Ultramarines, a chapter for whom such
specialisation was almost unheard of. Two
factors gave the appropriate weight to the
argument for their formation: first; the
necessity of having a full strength Veteran.. —
company available and second, the chapter's .

_deeply:fﬁlt natred for the Tyranids. . !

THE CONCLAVE OF HERA
Perhaps not surprisingly, there was
resistance to the recognition.of Tyrannic
War Veterans within the ranks df the
Ultramarines. Though'the Master of Sanctity’
himself urged the formation of such squads,
many of its Masters protested that they were
unsancfioned by the Codex Astartes and
therefore unthinkable. Arguments both for
and against the formation of Tyrannic War
Veteran squads raged back and forth, but na *
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haplain. Cassius quictly entered
the Ehapt] of Sanctlt} The
flgurc knceling ‘in' the centre of

the stone- flags, dimly lit’ h}r flickerng

candles, seemed not to notice himt

Scrgnnt Remas,”
stern, but not without sympathy. The

“ scrgeant looked up and: then slowly rose
to his feet. He was s"hurl:r than the
Chaplain. but morc SﬂIld]}' budt. He
wore a black tunic, its cuffs and .hems
decorated with a fine golden thread.
There was a golden scythe cmbroidered
on his left arm, the chapter badge of the
Scythes of the Emperor.

Cassius motioned him to a seat at the
side of the chapel; noticing that the
sergeant limped heavily as he moved
across the stone floor.

“Tell me what ﬁapp:n:d,‘ said Cassius,

For a moment Remas hung his head. As
he looked up, light inn'ri:d from the
thiree silver studs :mh:dd{:d in his
forchead: cach inscribed with the figure

of a horsemah. The shadow of a decp,
ragged scar crossed his left checek.
Remas's eyes were sad, but th::-,r held the
Chaplain's- gaze.

As he spnk:. the scrE-:.mt'ﬁ voice
remained Et:aﬂ}r. almost tump]l:t:l}r
emotionless, but UEEESiﬂII.‘I.H-}I'E nervous

shudder shook his right arm.

54 INDEX ASTARTES

said -Classius, his voice

“There was no warning when th:lr::-tlu:r
ship appeared, nothing showed on our

surveyors until we were close enough to -

pick it up visually..ft was a strange
shape, like a-great beast from-.the deep, a
huge spiral of armour on its back. It
would not respond to our signals and

- kept moving towards the core plancts of

the system. We were having problems
communicating with our fortress-monastery,

so0 I took the decision to board.

“As soon as the boarding torpedo struck,
we dispersed. The inside of the ship was
like nothing I had ever scen before,
Tubes of dark fluid ran along the walls,
bloated creatures like maggots hung from
the ceiling and the tunncls twisted like
intestines. There was a constant, low pulsing

sound and a stench like rotting flesh,

"We had just reached a wider chamber
when they struck. There were three of

- them, each twice as tall as a man. They
had bony plates on their back and,
through their ribs, I could scc ugly.
throbbing organs. They had four arms, |
two with claws large cnough to crush a
mans head, and their spines ended.in
huge stingers that dripped black poison.

“Two of them had claws like swords that
tore through power armour with casc. |
saw onc split Harvan in two. carving
through his armour as lhuugh there was
nothing there. The third had a long tube
of gristle growing from its arms that

- w -

groaned and made 2 noise like 1carmg
flesh as 1t fired.”

Remas paused for a moment. His cyes
turoed to the shredded bannmer standing in
the corner of the cha pel. It was checked
and bore the image q[ a golden horseman.
Cassius had been told that when the
Ultramarines found Remas’s drifting ship,
the unconscious sergeant was clutching
the banner so tightly they had to wait
until he woke before he would release it.

"I hope never to see that weapon used
again. With one shot it killed three of
my men, burning through their armour
and spraying them with vile mucus. They
dicd in agony. It was as though a plague
rotted their flesh, but it took seconds,
not days, to kill them,”

“Their memory will live on,” Cassius.
He indicated that Remas should continue.

“We killed 2 dozen of these creatures,
maybe more, and left their ship crippled.
We could find no consoles, no plasma
drives, nothing to show how it was
controlled, only things like swollen glands
and organs that scemed to be part of the
ship's structure. We destroyed cverything
we could and planted demolition charges
powerful enough to rupture it from stem
to stern. When we pulled away, only
myself and Brother Tobias were left alive.”

Remas fell silent, but continued to stare
intently into Cassius's eyes as though he
was luakm for something: {orgiveness
perhaps. Dr maybe he hoped that Cassius
could deny what had happeoed. But
Cassius had scen the last communications
from the Scythes' fortress. He had scen
the plains burning under a huge pall of
smoke as the aliens approached the walls.
He had heard the terror in the final
message from the Scythes' Astropaths,
“The Tyranids are coming!” He knew
there was no hope he could give Remas,
cxcept a chance for redemption in the
wars that were im:vitahl:,r coming. At last
Remas looked down, but when he spoke
there was a new firmness to his voice.
“The Chapter is not lost. While any of
us survive,. 1he Et}rthcs of the Emperor
will serve with honour to the last man”

"Indeed they shall.” nodded Cassius. "But
first 1 need you to help me

“Of course, Chaplain." said Remas. “Tell
me what I must do.”

"1 want to know about the T}rranids; how
they fight, how they react to threats and
how we may yet defeat them,” said
Cassius. “Tell me cverything.”




resolution could be reached. Eventuafl:;,r:

Marneus Calgar decided that such afgum&ﬁts_.,-' "l

while providing much theoretical debate on
the origins of the Codex Astartes and the
intent of Roboute Guilliman, were ultimately
fruitless. In order to break the deadlock, the

_Chapter Master decreed that all warriors of .
the Ultramarines could have their say upon
the matter at a great conclave to be held on
Macragge following the great Feast of
Remembrance, where the chapter honours
those who died to defeat the Tyranids of Hive
Fleet Behemoth.

Ultramarines travelled from far and wide to
attend the Conclave of Hera, Marneus Calgar
waiting for as many warriors to arrive as
possible before beginning proceedings in the
shadow of the great Primarch himself. Each
warrior was permitted to speak his mind-on
the inclusion of the Tyrannic War-Veterans
within the chapter and many opinions and
views were aired before the Chapter Master.
Chaplain Cassius and-Captain Agemman of
the First Company spoke passionately of their
value, bringing a surviving-warrior of the
Scythes of the Emperor before the conclave
to speak of what he had seen and learned in

- battle against the Tyranids. The conclave
** continued for many months, warriors who

had been unable to reach Macragge before its
_beginning now arriving and speaking their
mind on the issue. At last, Lord Calgar

decreed that he had heard all he needed-and

retired to his chambers atop the mighty
fortress to ponder the matter.

For many days and nights the Chapter Master
of the Ultramarines thought of the widely
differing views espoused at the-conclave,
praying and fasting for guidance from .

_~Robouyte Guilliman and the Emperor. As dawn

broke on-the morning of the 40th day, Lord
Calgar emerged from his.chambers as word
reached Macragge of Tyranid creatures
attacking settlements on Espandor —
monsters stranded in Ultramar after the

'+ battles against Behemnth Calgar took this as
a-sign and declared before his assembled

" warriors that the Tyrannic War Veterans
- ... would indeed become' part of the

Ultramarines’ military structure. This new

infestation wouldbe their first trial-and,
- should they be successful, then all would .
- repqgnise their usefulness.

" THE CLEANSING ‘OF ESPANDO}

Espandor is a'sparsely populated world, =

. consisting largely uf thick ferests and remote -

- agri-complexes. qual militia had discovered

a Tyranid nest deep in the forest, cuf off and
/isolated, but growing stroriger and larger with
. each passing day. Several nearby :
communities had been devastfated and' the.,

- creatures were approaching-a critical mass of

o P
e
. - !
. i o —i

population. It w&urd oRly be a matter of time .

until they were too strong to stop..Cassius
*.gathered thé warriors who had fought the

“WARHANMER
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A squad of :fiu.-cfnm‘c- War Veterans ﬂgb!‘ their way out of a Tranid ambusﬂ.

Tyranids the most and, Tugethar with Captain
Agemitian, began training thém to work
together and utiise the spegialised weapons
found to work best in combinatiof against
the threat of the Tj,rranids \

Upon® a(rlyal on Espandor, tha\UItramarmes

found yet more communities had been wiped-

out by the Tyranids. The local |:Jlannatar1.r

defence forces were unable to hunt down the

creatures when they retreated back into the
forest for fear of ambush. The Ultramarines
made planetfall near Konor's Reach, one of
the largest agri-complexes on Espandor and,
thus far, safe haven for the-scared populace.
Gassius immediately organised his warriors

_“into three detachments and together he and
~Gapfain Agemman led them to the site of the
«~~ most recent Tyranid attack. With auspexes

Specially modified to detect Tyramd
pheromone trails, the Uit‘ramarmes were able
to track the aliens.into the dark depths of the
- forest. The trail continued for many miles,
eventually ending at a great, bio-organic
structure enmeshed within the trees that

- resembled a great hive. Hissing Tyraﬁiﬂ

creatures poured from the hive and attacked
the Ultramarines, but with flamers-and
disciplined heavy bolter fire; the aliens were
forced back and the warriors of the
Ultramarings pursued them within the
blasphemaus structure.

Inside was a warren of caves formed from

gelatinous, slimy material, each tunnel a
potential hiding place for a Tyranid creature.
With great discipline, the Ultramarines fought
downwards through the hive, cleansing and
burning everything before them. At the heart
of the hive they discovered a wounded
creature that obviously still served as some
kind. of leader-beast. Only its crippling injuries
had prevented the Tyranids from spreading
further across the surface of the planet, but
the alien monsters that protected it were no
less fierce than any other. The Ultramarines
fought their way through the creatures and
Captain Agemman himself slew the beast.
The expertise learned in previous
engagements with the Tyranids proved

“ “The blasphemy of the Tyranids is such that only

one solution is acceptable. Extermination.”

“Chaplain Cassius, Ultramarines Master of Sanctity

'
4

#

www.games-workshop.co.uk/spacemarines 55



invaluable, as each warrior knew precisely
where to strike their foes to cause maximum
damage and understood how the aliens
fought. Such was their skill and training that

- ' not a single warrior was lost in the battle.

¢ With the aliens expunged, the hive and the
surrounding area was destroyed by a
sustained orbital barrage to ensure that no
taint of the aliens remained.

Upon returning to Macragge, the value of the
Tyrannic War Veterans could not now be
doubted and their incorporation into the
Codex Astartes was formally recognised by
all the various Masters. Soan, the expertise
gained from fighting the Tyranids was
included within the training of all Space
Marines of the Ultramarines chapter. Those
who excelled in this field of warfare are now
often seconded to units likely to see action
against the Tyranids, in order to further hone
their skills.

56 INDEX ASTARTES

COMBAT DOCTRINE .

The Tyranid hunters fight with a mix of close
combat weapons and long-range firepower
that best exemplifies how to defeat the
Tyranids. They carry special ammunition for
heavy bolters, known as Hellfire shells, which
were developed by the Magos Biologis of the
Adeptus Mechanicus working in tandem with
the Ordo Xenos. These shells are designed to
shatter upon impact, shredding their targets
with thousands of needles coated with a
powerful mutagenic acid — lethal even to
Tyranids. Flamers are an important part of
their arsenal, as such indiscriminate weapons
are deadly to the smaller, but no less
dangerous, Tyranid organisms.

But firepower alone will never be enough to
halt a Tyranid assault, and each warrior is
highly trained to recognise and strike weak
points in a Tyranid's body. Every warrior has

had his reflexes honed to incredible heights,
that he might better fight the Tyranids in
close combat. In addition, Tyrannic War
Veterans are trained to utilise krak grenades
in close combat, something normally only
possible when attacking armoured vehicles.
They have proved that larger Tyranid
creatures, that would be too huge to defeat
with conventional close combat weaponry,
can be brought down by the careful
placement of a grenade somewhere vital.

Tyrannic War Veterans are trained to work
with other squads of Space Marines to utilise
their skills most effectively, driving larger
broods of Tyranids towards the guns of
Devastator squads or guiding smaller ones
onto the blades of Assault squads. Having
now fought successfully in several major
gngagements, it would seem that the Tyrannic
War Veterans are now an established part of
the Ultramarines chapter.
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MISSION CI.EANSE THE NEST

The Tyranmc War Véterans fave dfscr:rveren‘ the source of a Tyranid mfﬂstarfan anﬂ ever}f

asset has been-brought to bear in an an‘empr fa destroy the Spawmng poolin the align nest

| before hordes of xenos reinforcements arrive. Cleanse the. Nestis fs @ new Raid mission. The

.. 1 Space Marine Piayerrs the attacker.and must: include at least one unit of Tyrannic: War
Veterans (see page 50 of Codex: Space Marines). The Tyranid player is the ﬂ'ﬂfﬂﬂﬂ’&f

SET-UP -
Each player rolls a-dice. The winner:
chooses a long board edge.

' Q Mark a 24" Square area central to
- the defender’s edge of the board.
. This is the defender’s deployment
zone: Place the spawning pool in -
the 'Exact centre of this area.

The d"fe:r‘tder |]|EiEEE haﬁ“ Iﬂrt:es
within this daplwment zone: usrng
the Hidden Set-up-rules; Any: forces

“he chaoses ot fo del]iuy at’ Ihe e

start pf the' game are hefd m
FIEEEWE o
Ve II.-'

TJ'IE a:tacker then ‘séts his- army up
auywhera on the board, at least 18
5. Jromithe defenders deplnyment‘
" -:Il_
he __.‘hj-:ueplﬂy are held i in HE‘SEWE

5 The aﬂackergets the .n:sﬂlurn

T '

_ '*Hila;'ewes 'Tymmd Reserves or Troops-.
: hrﬂughl back into play via the Sustained .

»-Attack rule will'move on fromrthe tahl&

~~adge of thelr dEplnymant Z00ne. Space»’
- Marine Reserves or Troops bruught back
f’intn play via the Sustained Attack-rdle may

“move onto the tal;le frﬂm EithEI’ of the short=—

s Iman:l Bdges &

- ZONB, Amr iurces he {:hnnses not to
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ll._.q. o
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-..;' et "ﬁ'...._
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Line of: Hf.'tl‘eat Aﬁlukers furr:gtl tofal ¥

hack willdo so towards. tl'tﬂ-'ﬂﬂ'alﬁst jahie
edge. Defenders Will fall back’ tuwards the
table Eﬂge Wﬂhm thhjr deplnymﬂnt ZONE.
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DESTROY THE SPAWNING [:‘OBL'

-The attackers have been issued*with ..,
Spec ,a_jx mutagenic bombs to drop, into.
~ the'spawning pool. The spawning pool |
. |>cannot be destroyed by shooting atit, |-
only by non-vehicle models - moving
inta’ contact with it and droppinga .
mutagenic bomb into the paol*To do
this, a model must assaulthe pael in
its Assault phase and rgl:naln in nunta{:t
until the end of its*ngxt Assault p

At this:peint the mutage-mﬁm:ins ar&
rpleased from the bomb‘and the
spawnmg pool iS Ltestmyad

S

‘Ihe dt[aui{er wins if |'|E destmyfs the

“wins the-game. .

Ll .
i < F pr

SCEHARIU SPE(IAIL" RUI.ES -
‘Concealiment, Deep Etrlkajﬁldden Set-
“up, Reserves, Stistained Attack {nnte -
(- that Sualdmed Attack applies’ ’m both
*‘fﬂfﬂﬂs in this'mission): k A
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ffRAN’lD THREAT!

The strategic system of
Ichar JV is-under the threat
of destruction. The hive
mind has come to strip its
‘worlds bare. Planets of all
_kinds stand in its path,
planets the Imperium
cannot countenance losing.

Thruughuui the summer
months| in.the UK you will
EVCRUL tu:q:mrtunny,tr to join
either side in this titanic
struggle, as our Hobhy
Centres and Gaming

88 Rooms are running.battles

that will decide” the fate of
bl!llnns of men

| Play as the vile Tyranids or
! the! mrnes of the Emperur
of Manihruugh a series of
games fought over
specially produced maps ni
the! sector in-question,

Eﬂ.i‘na Lanuth T‘rTB !;ial;ne Iasts SiX. hﬂ'ns o k\ o - - EUEﬂtUﬂ”y f[ghtlﬂg over
:f y you
? Attacker’s Deployment Zone h{:an demde Wh BthEr
4 ous steel or alien
b & ' 5
| '.m_ ﬁ.n will prevail.
15 iE For Wore details on the
o S 2 "Events and activifies
A § Y 2 rgu H Th‘ﬁanle
“4 s A o har IV, ring ya u .,.nf;
.. RN Hobhy Centre.
I E - i - Defendar’s - L = E\, ' . : ' : e R '-*-Ej
S Deployment . 2ok |[f;'p'j~‘ Efm’r | H*I[i__,
ZOne \ T
B Hohby “a”uﬁte hi '
% 24 igund from page e 130.
Defander's tabie edge T ; ._ |




0K BUTCHA'S
CONUERSHUN R INI!‘

ou might remember George Dellapina for his Feral Orks, Speed Freeks "'n Oomie
Imperial Guard armies wot we have shown before in dese "ere pages. George is a good
pal ov mine, doh he’s only a Pigdok, net a proper Dok like me. He's been making
anuwvver army, dis time ov daemons. Brrr. Not dat I'm scared ov anyfink, y'understand. I'm
an Ork.

Y

BLOODLETTERS
by George Dellapina
These resculpted Bloodletters are part of a
brand new Khorne army George is converting
and painting. The transformation was inspired
by a piece of artwork in Codex: Chaos. "I
wanted the models to look more dynamic, as

if they're coming out of the Warp,” says
George. Each also carries two Hellblades.

Firsi of all, resmowve the fab from Glve the piece of siate, which is Driill a hole into the slate for sach

the model you wish lo mount on  available from most OIY slores of your pins. Most slate is quite
the slate with a pair of clippers. {or the ground, if geological soft, s0 a pin vice should cope
Orilf holes for pins info the feet conditions are favourable) to the with it. Howsver, approach it with
(or feot, if only one will contact). base with supergius. care, lest yov break your bit.

Make a pin from brass rod or a Check the fit of the model on the Now glug the moas! to the base
paperciip. Give it either into the base fo make sure boih surfaces by filfing the remaining hole with
maodel or the sfate itself. Allow it are flush. If not, a fittle filing of glue, thus making sure the pin
to dry. the model or clipping of the pin itself is held fast.
may be In order.
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5 A This month’s Warhammer
SN ek Chronicles is a vovage into
= the murky waters off the
"""" { Lustrian Vampire Coast. At
| the helm are Captains Hoare
§ and Ward who, through
» many bold acts of piracy and
¥ bravado upon the high seas,
: bring you priceless treasure
Y in the form of a new variant
4 for the Vampire Counts army
list using Zombie Pirates.
' i Just don’t ask ’em what
. \y . happened to the crew...
It 11 VW
| WHAT I8!
WARHAMMER CHRONICLES?

Warhammer C]uanicleg takes a
look at the Warhammer game
and its rules, introducing new
scenarios, rules and army list
entries of all types, frequently
stolen from army books in
progress here at the Studlo, as
well as providing occasional
Ouestion and Answer forums. It
also acts as a forum for
dedicated players of Warhammer
who have produced inspired,
well thought out and just plain
brilliant additions to the game."’
If you've got something good for
Warhammer Chronicles then
write to us at the address
given here.

Note: Please don't include rules
queries with your letters, as the
volume of mail means that in
most cases we won't be able to
send individual replies.

Warhammer Chronicles
Games Workshop
willow Road, Lenton
Nottingham '
NG7 2WS, UK A

ead in

D Shiver me timbers, there be Zombie

ndy: Whilst writing Warhammer
Realms: Lustria, I grew more and

more fascinated by the few, brief
mentions of Luthor Harkon and the
Vampire Coast. These were seeded in
the background as far back as the early
MNineties, but aside from the occasional
reference, very little had been written
about him. This subject had to remain
an interesting sideline to the main
events, which are of course the epic war
between the Lizardmen and the Skaven
and The Conquest of the New World.

Though I knew | wouldn’t be able to do
much in the book on the Zombie
Pirates, 1 knew they'd be an ideal subject




Pirates on the shores

to explore further in White Dwarf. With
Hollywood showing a resurgent (and
perfectly laudable) interest in all things
piratical, we thought the time was right
to dredge up this neglected element of
the Warhammer background. After all,
everyone loves Zombie Pirates, right?

EVERYTHING BEGINS
WITH AN ‘R’

With this in mind I recruited the aid of
Mat Ward, an evil villain known for his
love, serendipitously, of both pirates and
the undead, and we set about working
up a Zombie Pirate army list based on
the Regiment of Renown we made for
the Conquest of the New World

of Lustria! Arrrrrrrgh!

campaign. Knowing thar this list would
appeal to the type of player who enjoys
modelling every single miniature in his
army and coming up with all manner of
crazy conversions, I approached the
guys in the US Studio, asking them to
produce some interesting roop types
that would work on a visual level, and
then integrated them into the army list.

Almost everything the guys came up
with made it into the list (we'll save the
exploding pony for later lads!) and Mat
has included a few more units that will,
I'm sure, provide endless hours of
converting pleasure for the madder
among.you. When it comes to the list

itself, you'll notice that, in common with
a number of variant lists we've produced
lately, it relies on the presence of a
special character — in this case the
Vampire Lord, Luthor Harkon.

Although this may at first glance appear
restrictive, particularly if you plan on
taking the army to a tournament, it
actually allows us ro produce more and
varied army list variants without losing
control of the massive number of lists
we now have in the game. So, the army
list is ‘official’, but may or may not be
usable in any given tournament,
depending on whether use of special
characters is allowed.
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ARMY SPECIAL RULES R L

ARCH GRAND COMMODORE
LUTHOR HARKON

A Vampire Coast army can only be led by
Luthor Harkon. If he is destroyed, the
Undead in the army will slowly start to
crumble to dust. To represent this, at
the end of the phase when the General
is killed, and at the beginning of every
IIndead turn thereafter, all Undead units
on the barttlefield must take a Leadership
test. If the test is failed, the unit suffers a
number of wounds equal to the number
they failed the Leadership test by. No
saves of any kind (not even Ward Saves)
are allowed against such wounds, eg, a
Pirate Mob (Ld 2) takes the test and rolls
a 7: the unit suffers 5 wounds (7-2=5).
Characters never suffer wounds because
of a destroyed General. Units can use
the Leadership of a character leading the
unit for this test, as normal. Note thar if
the General is taken below one Wound,
but manages to regenerate enough
Wounds to come back, this rule does not
apply. The General has to be dead (ie,
removed from the table) for this rule to
take effect.

AQUATIC

Having risen from all manner of graves
that share a watery characteristic, all
models in the army can move over
marsh, rivers, lakes or any other water
features without penalty, and will benefit
from soft cover while in such rerrain.

BRAINDEAD
All models in the Vampire Coast army,
excluding characters, are Zombies - so

62 DEAD IN THE WATER

slow thar their opponents always ger o
anticipate their clumsy attacks. To
represent this, they always strike last in
close combat (even when they charge,
even after opponents armed with great
weapons, and so on, always!). If
Zombies are fighting other Zombies roll
a dice every turn to determine which
unit attacks first.

BLACK POWDER WEAPONS

The pirates of the Vampire Coast carry a
large assortment of black powder
weapons, ranging from pistols to Great
Cannon — not a normal sight in the
retinues of more traditionally minded
(and less clinically insane) Vampire
Counts. Though Zombies are not
normally known for their ability to shoot
straight (or at all) Harkon has long ago
woven an enchantment that allows them
to do just that, though even the misused
magics of the Slann have a hard time
making soggy and waterlogged black
powder weapons discharge with any
reliability. All black powder weapons
that require a roll to hit will always hit
on 4 roll of 6 if the firer has Ballistic
Skill 0, regardless of any modifiers.
However, any rolls of 1 will result in the
gun misfiring — resolve the hit against
the firing unit instead of the target.

UNDEAD
All units in the Vampire Coast army are
Undead and use the following rules.

Break tests: Undead cannot be broken,
but Undead units beaten in combat

o
suffer one additional wound for every

point they lose the combat by !{gmzjﬁhvei
of any kind, not even Regeneration or
Ward Saves, are allowed against such
wounds). ‘*t

If characters are present in the uni?'t:.l or if
they are riding a monster, the |
controlling player can décide how-to
allocate the wounds amnngsmhe ElﬂH
the monster and the characters. In - .
multiple combats, each Undead unit on
the losing side suffers one additional
wound for every point their side has‘lost
the combat by. If an Undead unit is
wiped out by combat resolution in the
first turn of a combat, the enemy gets
the option to make an overrun move as
normal.

Immune to Psychology: Undead are
Immune to Psychology (see the Special
Rules section of the Warhammer
rulebook).

Charge Reactions: Undead can react to
charges only by holding their ground.

Marching: Undead cannot make a
march move unless they are characters
or are within 12" of the General at the
start of their Movement phase. Note that
all the normal rules for marching will
apply (for example, the presence of the
enemy within 8" still stops them from
marching, etc).

Fear: Undead cause fear (see the
Warhammer rulebook).
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he stretch of Lustrian shoreline

known as the Vampire Coast owes

its name to a luckless Norscan
raiding party which, as is the way of
their kind, artacked an Empire Merchant
ship and took everything of value from
within its holds. Unfortunately for the
raiders, this included the sarcophagus of
Luthor Harkon, a Vampire of unknown
heritage, and, by the time the longship
broke apart on the shores of Lustria, all
its crew had undergone a marked
change in both allegiance and vital signs.

Though stranded many thousands of
miles from home, Luthor never looked
back and took his newly indentured
vassals on a march of conquest, carving
out a realm for himself on the eastern
coast of the southern continent. The
winds and currents along that strerch of
coast proved to be incredibly
treacherous ro unwary vessels and, over
time, Luthor's army became swollen
with the lifeless corpses of all manner of
unfortunate mariners. Before long, the
Vampire Coast had its own pirate fleer,
crewed by the dead and the damned.

It is quite possible that Harkon might
have become a great power in the world
but for his colossal pride and greed.
Determined to augment his magical
abilities, Luthor took an expedition to
the ruined city of Huatl, hoping to find
some secret that would increase his
might. It was on the third week of his
excavations that his servants uncovered
an undisturbed chamber, sealed tight
with ancient and powerful glyphs.
Convinced that this vault concealed
great secrets from him, Luthor
commanded his servants to break down
the doors, yet the power of the glyphs
thwarted him. Each time Luthor’s
Zombies assailed the portal, the
witchfires in their eyes dimmed and

' _ Luthor Harkon 6 7 6 5
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Cost: 260 points

" | Equipment: Hand weapon and brace of pistols. Luthor must be used exactly as

presented here and may not be given any additional equipment.

SPECIAL RULES

* Magical Void: The catastrophic results of Luthor’s great experiment severed him

from the Winds of Magic. As such, and unlike other Vampires, beyond his power to
control his undead hordes, he has no magical abilities. He does not generate Power
dice. However, Luthor's unusual condition means that he emanates a peculiar anti-
magic field. As a result, he has Magic Resistance (3) and generates 4 Dispel dice.

Split Personality: Luthor’s many personalities continually bicker and rage within
the walls of his psyche, and his actions are guided by whichever is in ascendance. If
no single personality is dominant, Harkon remains almost motionless as the battle
within his mind rages. This can result in Luthor being driven by his more lucid
traits, but more often can lead to the more, well, extreme characters surfacing. At
the start of each of the Vampire Coast player's turns, and whenever Luthor suffers a

DG Result

uporn once more.

Immune to Psychology.

wound, roll a D6 to determine which personality is in control.

1-3 Brainlock. Luthor's personalities fight amongst themselves, leaving him
dazed and confused — he must pass a Leadership test or suffer from the rules
for stupidity until this table is rolled on once more, even though he would
normally be Immune to Psychology.

Mad. A completely unhinged character from the deepest depths of Luthor’s

1 mind has surfaced and gained control of his actions - he suffers from the
rules for frenzy until this table is rolled on once more, even though he would
normally be Immune to Psychology.

5 Bad. Perhaps an understatement, as this is Luthor's ‘core’ personality, but at
least this one is fairly rational — he may act as normal until this table is rolled

6 Dangerous to Know. A steely and determinedly ruthless portion of Luthor’s
soul has clawed its way into the light of day. He follows the rules for hatred
until this table is rolled on once more, even though he would normally be

H In addition, when Luthor is severely wounded and the strain is too much for the
dominant personality another, stronger, facet of himself takes over and continues
the fight. As a result, when he loses his last Wound, Luthor also gains the ability to

Regenerate until the end of the turn.

extinguished as the magic that animated
them was drained away by the glyphs.
Enraged, Luthor assailed the vault with
his own dark magic, but the seals had
been placed to defeat greater sorcerers
than he and, faced wirth a direct assault,
responded in kind. As the chamber
began to collapse around him, Harkon
found that he could not break the
magical conduit between himself and
the glyphs — worse, he realised that they
were draining not just his magical
energies, but his very life force also.

With a supreme effort, Harkon managed
to break free from the glyphs and

staggered outside, just as the
passageway collapsed and the vault was
swallowed once more. But the magical
backlash shartered his mind and severed
his connection to the Winds of Magic.
Now Luthor teeters on the brink of
insanity — his personality fractured in a
dozen different facets which battle for
dominance within his mind. In the years
since, the only common goal that
Harkon's various personalities have
been able to work towards is that of
finding a cure for his condition. To this
end, he has bent his obsessions to
seizing Slann artefacts, hoping their
power can heal his damaged psyche.
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sﬂ:ﬂnn the common magu:

ems are listed first (see the Magic
ction of the Warhammer rulebook).
“. hey are followed by a list of

, ampire Coast only’ magic items.
‘These items can only be used by
"mndf.-l.s chosen from this list and

" must be selected within the points

| limitations set by the army list. Note

" that all the rules for magic items
_presented in the Warhammer
'rulebook also apply to ‘Vampire
'Coast only’ magic items.

COMMON MAGIC ITEMS

‘Sword of Striking 30 points
- Weapon: +1 To Hit
' Sword of Battle 25 points
Weapon: +1 Attack
' Sword of Might 20 points
- Weapon: +1 Strength
- Biting Blade 10 points
:'-'-‘- _ 'p[m: -1 Armour Save
| Encham:cd Shield 10 points
: ﬁ.rmnur 5+ Armour Save
man of Protection 15 points
sman: 6+ Ward Save
GIC WEAPONS
oody Nora 50 points

: his vicious Cat o’ Nine Tails lashes out
“dt the Pirate's enemies, granting him +2
Attacks, increasing to D3+2 exira
“Attacks when he charges.

5ﬂ points

ugh the Ihlt_kf:‘:t of armour. No
1our Saves are possible against it.

25 points
. Sloppy Cruickshank’s favourite weapon,
 the cutlass that made the Pirate Captain

-, toast of a many dnnkmL dens. The

TR
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Luclqr Levi’s Huuk Hand 35 pnints
This crude but effecrive piratical
prosthetic grants the user +2 Strength,
but he may not use any weapons or

itens that require two (or more) hands.

Wharf Rats 25 points
A swarm of scabrous rodents surround
the character, granting him an additional
D6 Strength 2 Poisoned Artacks, at
Initiative 2.

MAGIC ARMOUR

Bloody Bill’s Buckler 25 points
The character gains a Ward Save of 5+,
and a 6+ armour save that can be
combined with other equipment
normally.

ENCHANTED ITEMS
Gentleman Jenkins’

Trusty Compass 25 points
Gentleman Jenkins was said to have
voyaged the length (and depths) of the
six seas, thanks to his trusty compass.
The Compass grants the user the Scouts
special rule.

Mad Mullet’s Spyin’ Glass 10 points
The Spvin' Glass allows the bearer to
pick out characters from enemy units
when targeting them with a ranged
weapon.

Black Buckthorn's

Treasure Map 15 points
You may add 1 to the dice to determine

who chooses the table edge upon which
to deploy.

Slann Gold 35 points
The character bears a sacred Slann
artefact, though he thinks it little more
than a pretty bauble. The Slann Gold
turns the bearer into a Level 1 Wizard,
who uses the Lore of Death.

Firewater (one usc only)

15 points

By drinking this potent brew, the
character may make a single, Strength 3
Breath Weapon attack, which counts as a
Flaming attack, once per game.
However, he must pass an immediate

Tnughness test, or suft'er a slngl& wound
with no saves of any kind allowed. .

Hard Stuff (one use only) .
By drinking a drop of the hard stuff at.,
the beginning of the Close Combar
phase, the character gains +2 o
Toughness until the end of that phase.
However, he must pass an immediate .}
Toughness test, or suffer a single wound |
with no saves of any kind allowed. ,_
Moonshine (one use only) 15 poin 1:;
Upon drinking this bizarre concoction,
the character undergoes a temporary, i
though terrifying physical
transformation. 3 Er__
i
Use at the beginning of the character’s ,I
Movement phase — he causes terror for l.
the remainder of the game turn.
However, he must pass an immediate 2‘
Toughness test, or suffer a singl-.;-. WOUL T
with no saves of any kind allowed. -

I
A

.'.
R

TALISMANS %
Ex-Parrot 30 points
This sad and dishevelled, but ever loyal ==
bird sits upon its master’s shoulder,
granting a measure of protection from
hostile magicks. The owner gains Magr.qf '
Resistance (2).

MAGIC BANNERS |
Dead Man’s Chest 35 points
Who knows what treasures are locked
away within the Dead Man’s Chest?
Presumably the Zombie Pirates do, for '_='
they rally to it like the Reiksguard to the:
Imperial colours. Ly
g
The Chest counts as a Magical Banner, |
and grants each model in the unit +1
Attack in the first round of any h:md-tn—
hand combar. :

iy

Ship’s Colours 50 poin -é":_
The vessels of Harkon'’s fleet fly a 5
bewildering array of flags, but pirates
aren't the most original of artists so |
each tends to display some variation on =
the skull and crossbones device. All :
maodels in the unit cause terror.

b
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ARMY LIST ORGANISATION

The army list is divided into four Special Units
sections: Special Units are your best troops and
include the lethal (when they hit) Deck
Characters Gunners, and the nasty little Razor
These represent the Vampire Lord Tooth Rats. They are available to your
Luthor Harkon and the powerful army in limited numbers.
individuals in his thrall. They form a
vital and potent part of your force. Rare Units
So called because they are scarce
Core Units compared to your ordinary troops. They
Included in this category are the most represent uncommaon or unique
common forms of Undead Pirate - creatures, such as the Rotting Leviathan
Deckhands and Gunnery Mobs. and the highly destructive Queen Bess.

LORDS
1 ARCH GRAND COMMODORE LUTHOR HARKON ....cc.covurueermrmansesnessssenans 260 pts
HERDES
VAMPIRE FLEET CAPTAIN .. s SRR ..80 pts

Harkon's captains, or '.;.E:gnwfgbts are .-:zﬂ t:-::reﬁ:f{;: m:imezted frﬂm hE:-E' mariners that
be captures. Given the Arch Grand Commodore’s whimsical nature, these tend to be
bloodthirsty souls whose grasp on rational thought is a little less than solid.

M WS BS S L W I A Ld

Fleet Caprain 4 4 5 4 - 2 E 3 9

Equipment: Hand weapon.
Options:
* May be equipped with a brace of pistols (+6 points) or an
additional hand weapon
(+4 points).
* May wear light armour (+2 points).
* May choose a mix of Magic Items from the magic items list with a2 maximum
value of 50pts.

SPECIAL RULES

Wight Blades: Any hand weapon carried by the Fleet Captains counts as Magical and
uses the rules for Killing Blow — this does not apply to any magic weapon bought
from the magic items list.

BRIRIEIN wicciiviiion s N R S 0 e A N e BT o p s e s 90 pts
Tales speak of the Syreens that lure mariners to their doom on the rocks along the
Vampire Coast. These wretched crealures are much akin to the Banshees of the Old
World, and are to be as feared on dry land as they are on the seas.

M WS BS 5 T W I A Ld

Syreen 6 o 0 3 3 2 E: 2 8
Equipment: None.

SPECIAL RULES

Ethereal: Syrecns are insubstantial, ghostly beings that can pass through barriers as if
they were not there at all. They suffer no movement penalties for MOoVing over or
through any kind of terrain. They never suffer any movement penalties, even from
such things as magical effects. They can even move through impassable terrain, so
long as they do not end their move within impassable terrain. They may not, however,
move through other units. Nevertheless, Syreens do block line of sight (no one can

see through them), and cannot see through anything themselves that would normally
block line of sight.

Syreen’s Call: This is a shooting attack that hits automatically with a range of 8" and
does not require line of sight. The targer unit must pass a Leadership test or suffer as
if the *Doom and Darkness’ spell from the Lore of Death had been cast upon them
(see page 151 of the Warhammer rulebook). This effect behaves in exactly the same
way as that spell, although it itself cannot be dispelled.

.

CHOOSING AN ARMY

!
l
Both players choose armies to the |
same agreed points value. As you

must field Luthor Harkon with the
army, the minimum size for the army |
is 2,000 points, but it can certainly be |
a lot higher. Most players find that f
2,000 points per side provides a

game that will last an evening. r
Whatever value you agree this is the
maximum number of points you can ]
spend on your army. You can spend |
less and will probably find it _
impossible to use up every last point. |
Most 2,000 points armies will

therefore be something like 1,998 or |
1,999 points, but they are still 2,000-

' points armies for our purposes. Once

. - —

L — et

i 4,000 or more  0-8

' army, is always Luthor Harkon.

e — —_— —_—

=

oo o

you have decided on a total points
value for your army, it is time to
choose your troops.

Characters are divided into two
broad categories: Lords (the most
powerful characters) and Heroes (the
rest). The maximum number of _
characters an army can field is shown
below. Note that this table has been
formatted to reflect the fact that there
is only one (compulsory) Lord-level
character available to the army.

I
|
i
|
CHOOSING CHARACTERS :
n
r

Army Value Maximum Maximum
Characters Lords |

2,000 or more (-4
3,000 or more  0-6

el el i e

Each +1,000 +2

An army does not have to include the
maximum number of heroes allowed:
it can always include fewer than
indicated. However, an army must
always include at least one character:
the General, who, in the case of this

B Sl ———
e —

CHOOSING TROOPS

Troops are divided into Core, Special
and Rare units, The number of each
type of unit available depends on the
army’'s points value, indicated in the
chart below.

(= ———

Army Core Special Rare
Points Value Units Units Units

== = -

2,000 or more 3+ 0-4 0-2
3,000 or more 4+ 0-5 0-3
4,000 or more 5+ 0-6 0-4
Each +1,000 +1 +1 +1

In some cases other limitations may

apply to a particular kind of unir.
continued next page...
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CORE UNITS

Core Units are the most common unliving warriors in a Vampire Coast army. There
is a minimum number of Core Units that must be fielded, as previously described.
There is no maximum limit to the number of Core Units that can be fielded.

This is specified in the unit entry. For
example, the massive arrillery piece
dubbed Queen Bess is a Rare Unit
choice that is limited o a maximum

e i il

of one in the army, reflecting the fact ZOMBIE PIRATE DECKHANDS MOB ....ccoviiiirinciennranasiannanas sissavesssld PIE
that it is a unique war machine. Festooned with all manner of rusty and corroded we&pf:rmj!, ..v:.'nmbm Pu ates malke
| up the bulk of Harkon's damned followers. Unlike most reanimated vassals some
UNIT ENTRIES vicious spark of personality resides deep within their rotten souls, making them all
Each unit is represented by an entry [ the more formidable fn combat.
in the army list. The unit's name is
given and any limitations that apply } M WS BS S 1 W I A Ld
are explained. - Zombie 4 3 0 3 3 1 0 1 2
Deckhand
Profile: The profiles for the troops in
each unit are given in the unit entry. | Unit Size: 20-40
Where several profiles are required, |
these are also given even if, as in Equipment: Hand weapon.
many cases, they are optional. !
| Options:
Unit Sizes: Each entry specifies the * Upgrade one Zombie Pirate to a Musician for +5 points
minimum and maximum size. ! * Upgrade one Zombie Pirate to a Standard Bearer for +10 points

Weapons and Armour: Each entry
lists the standard weapons and

armour for that unit type. The value

of these items is included in its :
points value. Additional or optional
equipment cost extra and are
covered in the Options e '-
section of the unit entry.

Options: The different
equipment options for the
unit and any additional
points cost for taking
them. It may also include
the option to upgrade a
unit member to a musician or
standard bearer.
P T R
Special Rules: Many -
troops have special rules
which are explained in the army
special rules section, and are
summarised the army list.
A mob of Zombie Declkbands, made by Chad Mierzwa.

=

It would be tedious to repeat all the
special rules for every unit within the
army list itself. The army list is
intended primarily as a tool for
choosing armies rather than for ZOMBIE PIRATE GUNNERY MOB......ccoanssansrsesranrssnssassssnssasssassssnsassnsssnacs /| PIS
presenting game rules. Wherever ] Though their weapons are rusted and sodden, many rjf Hﬁrkﬂn s Hﬂd{md Pirales
possible we have indicated where cling to the guns they beld so dear in life. Wielding a shabby collection of black
special rules apply, and where space powder weapons long past their best, the zombies of the Gunnery Mob still gain a
permits, we have provided notes small spark of the satisfaction they enjoyed in life through the random discharge of
within the army list to jog your noisy, indiscriminale [irepower.

memory. Bear in mind that these

—

descriptions are not necessarily M WS BS S 1 W 1 A Ld
exhaustive or definitive, and players Zombie Gunner 4 3 0 3 3 1 0 1 2
should refer to the main rules fora |

full account. Unit Size: 10-20

Army Battle Standard: One Vampire Equipment: Hand weapon, handgun

Fleet Captain may carry the Battk

Standard for +25pts. He may not i Options:

choose any extra weapons, magic or » Any unit may replace its handguns with a brace of pistols (+1 points/model)
otherwise, or carry a shield. * Upgrade one Zombie Pirate to a Musician for +5 points

e - s * Upgrade one Zombie Pirate to a Standard Bearer for +10 points

DEAD IN THE WATER



BLOATED CORPSE ......cocuummiemnrmnnissssssesmnnsensssssasnsssasssssssssnnnssssasassesnnnssr 30 P8
Some cadavers lurch from the sea swollen with noxious gases, their liquefying
tissues seeping from rotten and tattered skin. It is preferable by far to fight such a
creature at a distance for, when slain, their tortured forms disintegrate in a
poisonous shower of decomposing internal organs and diseased fluids.

M WS BS S T W I A Ld

Bloated Corpse 4 2 0 3 4 2 0 1 2

Unit Size: 1 (Bloated Corpses do not count towards the minimum number of Core
choices)

Equipment: Hand weapon

SPECIAL RULES
Poisoned Attacks

Gaseous Demise: When a Bloated Corpse is slain, place the small template centred
upon it. Any models completely under the template are hit automatically - any
models partially covered are hit on a 4+. Any models hit must pass a Toughness test
(a roll of 6 always fails) or suffer one wound with no Armour Save allowed.

SCURVY DOGS  .ioiicitansniesnnmsarmnnnnsassisanssssnsassssassnsasssssmseasasessrassassssasaass 10 PIS
Many Pirate settlements are filthy dives of scum and villainy, infested with all
manner of vermin and wild dogs, many of which are taken pity upon by drunken
pirates, and brought aboard ship as affectionate, if somewhat noisome pets. Many
such dogs serve their masters beyond the death of both. These are less dffectionate,
and a whole lot more noisome.

M WS BS S T W I A Ld
Scurvy Dog 9 3 0 3 3 1 3 1 6
Bad Dog 9 3 0 2 3 1 3 2 6

Unit Size: 5-20
Equipment: None.

Options:
* Promote one Scurvy Dog to a Bad Dog for + 10 pits.

SPECIAL RULES
Fast Cavalry

Slavering Charge: Scurvy Dogs and Bad Dogs resolve their Attacks at Strength 4 on
the turn they charge.

- i
e i
= T
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Zombie Pirates venture into the rotten depths of Lustria.
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SPECIAL UNITS

Special Units are powerful and rarer Undead Troops. There is a maximum number
: - of Special Units that can be fielded, and this varies with the size of the army, as
T T previously described.

T RAZORTOOTH RATS . e e e o A e e (. 1 |
i ' : Most rats abandon a -rm!amg shr:p .Erut tbe Iem:t m.::fems :bn.': smzrfe a&auf rf.:e bilges
of Harkon's fleet are more than content to forsake thetr vessel even before it has
foundered, driven by an undying bunger for the flesh of the living.

_M-——W5— BS S T W I A Ld
6 2 0 2 2 5 0 3 10

Onit Size: 1-5
Equipment: None

SPECIAL RULES
Cannot be joined by characters; Skirmish; Do not block line of sight.

DIECEE DRINPPEBES: o omis s smtins s nia e fnnsssdsn s s nimins s ansss s i snaasig s
Fell bats hang from the topmost .sp.:irs thgb in LE?E rigeing -::-f H.::zr.laan s pirate fleet,
T dormant until the coppery tang of blood fills the air. When battle rages they dive
ﬂ:‘%}%:@ amongst the combatants, each bearing a vicious (though somewbat disorientated)

o /,_r——~ Zombie Pirate in their sharp talons.

W
2 0

-

M WS BS
Deck Dropper 1 3 0

] [
| e

A Ld
3 6
Unit Size: 3-10

Equipment: Hand weapon

S SPECIAL RULES
Flying Unit.

Rob Hawking's Deck Droppers.



GHIRBRIINATIR. oo s s s ot MR s s B NS B USRSt s g 70 pts
Many of the ships in the Vampire fleet carry small bore, short-barrelled cannons,
known as carronades or ‘smashers’. Though their power pales by comparison to that
of an Imperial Great Cannon, it can still wipe out whole files of foemen in a single

shot.

M WS BS S T W | A Ld
Carronade - - = - 7 3 : = .
Zombie Crew 4 3 0 3 3 1 0 1 2

Unit Size: 1 Carronade and 3 crew
Equipment: Hand weapon

. SPECIAL RULES

Cannon: A Carronade is a Cannon (see page 122-123 of the Warhammer rulebook)
that can move and fire with a range of 36" and a Strength of 7.

L g s Iy R | S R £ | pts
Not all mariners are of human stature and girth. Indeed, many Ogres take passage
aboard ocean-going vessels in search of money or food. Thusly, not all of Harkon's
eternal indenturees are of similar size to a man, though for some reason the
reanimdtion process often yields more unpredictable results.

M WS BS
Animated Hulk 6 3 0

T W I A Ld
4 4 0 DG 2

S
5

* Unit Size: 3-10

" Equipment: Hand weapon

DECK GUNNERSE I aies JAUASRNR . SR ()

Dead or alive, all pirates love guns, and the bigger they are, the better: Though the
barrels be corroded and the aim of the gunners be poor (arrrl), the sheer power and
range of Harkon's swivel gunners commands respect from bis foes.

M WS BS S T w I A Ld
Deck Gunners 4 3 0 3 3 1 0 1 2

Unit Size: 3-10

uipment: Hand weapon, Swivel Gun (Handgun with range 36" and Strength 6)
P g

i SPECIAL RULES
¢ Unit Strength 2; 6+ Armour Save; Cavalry base
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RARE UNITS

The maximum number of Rare units that can be fielded varies with the size of the
arnyy, as previously described.

RO T ING LEVIRTEIAN ... s s i s AR s AR B R A ...200 pts
There are many great and wondrous creatures in the seas of the Old World. From the
Sea Dragons and Kraken of the Great Ocean, to the crab-like Prometheans of the
Lustrian coastline, the sea's bounty is truly as varied as land-going life. Not that
Harkon cares much about this either way. He just wails until they're dead and
infinitely more controllable.

M Wa BS 3 T W I A Ld
Rotting Leviathan 6 3 0 6 5 5 0 5 3
Unit Size; 1
SPECIAL RULES

Terror; Scaly Skin (3+)

Slimy Skin: All opponents attempting to strike the Rotting Leviathan in close combart
suffer a -1 penalty to hit.

0-1 QUEEN BESS ......... N N1 RRUE AU | U O OUPRPIRT SR -, | s |
The Queen Bess takes up both a Special and a Rare slot.

This enormous and oft-repaired monstrosity is Harkon's pride and joy. The exact
beritage of the Queen Bess is uncertain but, from the reports that bave reached the
Colleges of Nuln, it is likely to bave begun life as nothing less than a Hell-Hammer
cannon! It bas since been much ‘refined’ and ‘improved’ by Harkon (in one of bis
maore than usually lucid moments) not to mention reduced in size somewhat. Even
so, the Queen Bess remains one of the most powerful pieces of black powder artillery
ever to grace the shores of Lustria.

The Zombie Pirates launch a ratd on an
unsuspecting coastal town.

T R S

il -ty e J.'. ey

IR, T T
el e

AL
[ £

gl gl o, W iyl
i iy _1.’.-:‘;

70 DEAD IN THE WATER



M WS BS S T W 1 A Ld
Queen Bess - - - - 7 3 : 2 z
Crew 4 3 0 3 3 1 0 1 2
Range Strength Damage Armour Saves

72" 10 D6 none allowed

Unit Size: 1 Queen Bess and 5 Crew

SPECIAL RULES
The Queen Bess fires using the following procedure:

1. Align the Queen Bess ai the target and declare the distance you are aiming.

2. Roll two Artillery dice and add the scores to the distance aimed. The shot travels
forward this distance before striking the ground.

3. For each Misfire you roll, refer to the Cannon Misfire chart. Otherwise, place the
small template with the hole over where the shot strikes the ground. All models
completely under the template are hit automatically; models partially under the
template are hit on a 4+.

4. Roll the Artillery dice to establish how far the shot bounces — move the template
that many inches directly forwards. All models touched by the template as it moves
are hit on a 4+.

5. If you roll a Misfire for the bounce roll, the cannon ball sticks in the ground and
does not bounce.

6. Work out the effect of hits normally. Models have no Saving throw against being hit
by a shot from Queen Bess!
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ARRR, JIM LAD! G i —

Mark Jones is crazy about
Zombies. When he’s not
building the impressive
terrain pieces you see in all
our army books, he’s raising
the dead in the form of
countless Zombie models...

Mark: Zombies, Zombies! Where do 1
begin? Since catching a late night horror
fest at an early age, I've been hooked on
these putrid undead creatures. The
movie in question, a classic black and
white film made in the 00s, still captures
my imagination to this day. If there’s a
movie with a title like ‘Dawn of the
Cursed Zombie Flesh Eaters Massacre’, |
have to see it.

It's no surprise that when I started to
collect Citadel miniatures the undead,
particularly the classic metal Zombie
models, caught my eye. I've now built
up a vast collection of Plague Zombies
to shamble ahead of my Death Guard
Chaos Space Marines and I always keep
some Zombie bits to use elsewhere too.

Although | didn’t consciously decide to
limit myself, in the end I only really used
parts from two particular boxed sets: the
Zombie sprue (naturally) and the
Empire Militia, who are remarkably
piratical looking, with tricorn hats,
cutlasses and other useful paraphernalia.

ou say pirate, what munedlatcl}r springs to mindfr‘ The
c pirm:e image is of a swarthy figure dressed in

13 uce—ancer boots, a huge long-tailed coat, with a peg leg and a
“eruel hook for a hand. There is a brace of pistols across his
chest and he wields a curlass.

72 DEAD IN THE WATER

Heads

e

To make my
rotting sailors, I
made scveral
macabre piles of
body parts from
the Zombie and
Militia sprues (see s
below) and mixed them up. i

All the heads were taken from the Zombie sprue. Zombie .5,:‘- '- -
heads don't actually have a neck to fit into the Militia [ﬂl’ﬁﬂﬁ
However, a simple solution soon presented irself. 5
There are lots of plastic beads on my desk from different
modelling projects. They were a little on the large side to fit '|
the socket, but with trimming and Green Stuff, I got them to &

bridge the gap between Zombie heads and Militia bodies.

Arms



Ibis scurvy crew bave salvaged a cannon from their pirate sbip and pui it on wheels, Based on the Gabrio Tolentino converted this model to
Empire cannon and its crew, the models, made by Chad Mierziva, bave an Imperial look to then. represent Luthor Harkon, It's made from ihe
Chad bas painted the gun-carriage’s wood to look dank and rotten. Kislev Kossar Champion, with the bead from
a Vampire Counis Necrarch and the sword
frome the Uli and Marquand weapon sprue
Sfram the Fanatic Mordbeim range.

e N e S
“ HAVE A GO YOURSELF... OR YOU'LL WALK THE PLANK!
“In Hobby Centres for a limited time there are bags of Zombie Pirates to be had*"
- Games Workshop Direct also have a whole bunch of components that will allow

. you to toss together your very own bunch of Scurvy-ridden Zombie seamen.

- There's a web page at www.games-workshop.co.uk/zombiepirates devoted to

E; the bits to build them.

If the ideas online don't satisfy your
thirst for ideas, take a peek at the :
Undead and Empire Collector’s
Guides. They are crammed with every
component for their respective range.
You also can contact the Hobby |
Specialists on 0115 9140000 for e
advice, or visit the the Undead and
Empire sections of the Online Store at:
s-workshop.co.uk/store |

Kol Hawkins's Fleel Captain conversion. The
body is that of a Gretchin.

L] Ch v e W T L )
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Few travellers have
penetrated deep into the
domains of the Lizardmen
and returned, for the Hosts
of Itza are to be found
marching to war against any
who defile their realms.

any thousands of years ago, at the

very dawn of creation, the Old

Ones came to the world, and
remade it according to the tenets of
their own vision — a vision impenerrable
to all but the most enlightened and
godlike of beings. Legend states that
upon the ground first trod by the
enigmatic Old Ones was built a city, one
that stands to this day, 12,500 years after
its founding. That city is ltza, called the
Firsr, greatest of the Lizardmen temple-
cities and home to some of the mightiest
practitioners of magic in the world.

Itza is located amidst the most
impenetrable regions of the Lustrian
jungle, many miles inland of any point
at which explorers and invaders might
make landfall upon the eastern coast.

3 f b

‘ia- X

There are no easily travelled routes that
may be followed, at least by any other
than those native to Lustria, for Itza lies
a great distance from any river. Even a
party that has navigated the Amaxon or
Lambada will be forced to abandon their
boats and trek across the densest jungle
to be found on the continent. And that's
assuming the Lizardmen allow the
invaders to get that close...

To the west of liza is the great mountain
range known as the Spine of Sotek, a
range that stretches the length of the
entire continent and is passable at only
a handful of points. At the Chasm of the
Condor, the pass closest to the city, the
sentinels of Itza stand vigilant, ready to
send back word should intruders
arrempt to approach from the west.

Itza itself is one of the most impressive
of all the extant temple-cities. The
concentration of the most venerable of
Mage-Priests in one location at times
causes the very air to seeth with magical
power, arcane energies arcing from the
pyramids’ summits, while at other times
a feeling of serene contemplation
overcomes all who visit it.



CITY

All around the high temple pyramids
gather flocks of Terradons, each carrying
a Skink dignitary from a far distant city.
The wide avenues are crowded with
scribes and artisans, going abourt the
business that is vital to the running of
such an important place.

And watching over it all are the warriors
of the Host of Irza. The temple-city's
armies are second to none, for they
guard the First City, the sacred ground
upon which the Old Ones themselves
once walked, and beneath which in
buried vaults are housed the most
powerful of the Old Ones’ creations,
devices so potentially devastating that
not even the Slann Mage-Priests dwell
upon their nawre long.

Itza has never once, in over 10,000
years, vielded to an artacker. The
consequences of it doing so are too
terrible to contemplate, and not only for
the Lizardmen.

The Pyramid of Sotek

At the very heart of the temple-city of
Itza is to be found the largest of its
pyramid temples — that dedicated to
Sotek. From the altar atop this mighty
structure the Priests of the Red Cult lead
daily ceremonies of appeasement and
veneration of the twin-tongued serpent
god. Upon the high days of Sotek, the
entire population of the temple-city
gathers in the central plaza — even the
remains of the Lord Kroak himself are
brought out - to voice their adulation of
their god. It is said that the hissing
chants sent up by the multitudinous
congregation are amongst the most
unsettling of sounds to be voiced from
mortal throats, and they can be heard
for many miles around.

The sacrificial pit of Sotek
Pyramid temples and plazas dedicated to
the Serpent God Sotek have a deep
sacrificial snake-pit descending into the
depths beneath. At the bottom dwell
enormous serpents, a manifestation of
Sotek, fed by sacrificial victims hurled
down from above. As the First Cirty, Itza
receives a great many of the captives
taken all across Lustria, by its own
armies and by the hosts of the other
temple-cities. These are forced to trek
many hundreds of miles through the
most perilous jungles in the world,
fitting punishment for the woe they
would do to the children of the gods.

PLAN OF THE
TEMPLE-CITY OF ITZA
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TEMPLE

Upon reaching Itza, a journey that may
take many months, the captives are
sacrificed by the thousand as due
veneration to the Serpent God, lending
Sotek the power to continue his eternal
war against the god of the rat spawn.

The Pyramid of Lord Kroak
This huge structure houses the remnants
of the venerable Lord Kroak, the first
spawned Slann and most powerful of
the Old Ones’ servants. The desiccated
body of the Relic-Priest is at most times
housed deep within the pyramid, and
guarded by a cohort of the mightiest of

MAETT s

Saurus Temple Guard. At significant
times, however, Kroak's body is brought
to the temple atop the pyramid, where
his spirit gazes out through millennia-
dead eyes across the domains of his lost
masters. The pyramid is decorated with
sculptures painted in striking colours,
depicting aspects of Kroak's life and the
battles in which, even after his death, his
actions have been critical.

The Temples of the Old Ones -

These temples, each dedicated to a & M,
single Old One are attended to l:z}r SEDIEE
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plaques and artefacts housed within the
secret vaults beneath. Each day
ceremonies are enacted upon the altars
atop each pyramid temple and at certain
days of the year, or at the conjunction of
portentous stellar phenomena, the air
sizzles with the power of the ancients
called forth by their ever-loyal servants.

Ruined Temples

Many structures in and around Itza have
been allowed to fall into apparent
disrepair. The truth is that the
Lizardmen measure such notions by
different standards than Men or Elves.
Some structures may be allowed to
crumble almost to dust before being
rebuilt to their former glory at the
command of a Mage-Priest or the
prompting of a prophecy. Many is the
plundering adventurer who has
mistaken such a ruined structure for an
unguarded one, and paid the ultimarte
price for their ignorance as its sentinels
strike to defend its riches.

Mage-Priests' Pyramids
Although each pyramid temple is
dedicated to a god, who will also be
considered to be a manifestation or
messenger of one of the Old Ones, it
serves as a residence for a Mage-Priest.
Exceptionally revered Mage-Priests may
even have a pyramid temple built for
them. The mummified relics of former
Mage-Priests are hidden in crypts within
their own pyramid temples, or the
temples of the gods. From the palanquin
chamber in the temple atop the
pyramid, the Mage-Priest can commune
telepathically with other Mage-Priests on
top of distant temples or even receive
inspiration from the sun, moons, stars
and planets to which the pyramid is
aligned. The palanquin rests on a plinth
enclosed by a sacred pool. Saurus
guards and Skinks attend the Mage-
Priest in the surrounding chambers and
pillared porticos.

Avenue of Lizard-Sphinxes
The great avenue that leads in to the
First City is lined for many miles with
great statues of mighry Lizards, hewed
millennia past from single stones. Those
few visitors who have returned from Itza
have all told of the impression granted
by these silent and unmoving sentinels,
for they are all of nightmarish aspect
and tower high above the mortals
passing below. Some have sworn the
monolithic heads have slowly moved to
follow their passing. These travellers
also report that the avenues are lined-
with cloying swamps that boil with
carnivorous life reminding travellers that
there is only one way into or out of, Itza
— and that is travelled only at the
discretion of the city's masters.

ST R g W T ET

Many an optimistic adventurcr bas marvelled at the Firse E‘ﬂy of ltza, only to ﬁud there is more than
Jewels hidden there.

The Bridge of Stars

Located several miles to the east of Itza,
the Bridge of Stars is a structure as
ancient as the temple-city itself,
spanning a vast chasm rent in the earth
aeons ago, before even the coming of
the Old Ones. Located as it is ar a major
approach to the city, the Bridge of Stars
is heavily defended by the cohorts of
Itza, and has been the site of many a
defeat for the Lizardmen’s foes. It was
famously held by the venerable Kroxigor
Nakai during the Defence of Itza against
the Chaos hordes when the Polar Gates
fell. So great was the tally of Daemon-
things reaped by the Kroxigor that day
that it is said such creatures fear the site
as they do no other place in the material
world, hearing the death knell of
uncounted numbers of their kin echoing
down the millennia.

Pyramid of Itzl

It was during the epic defence of Itza,
when the Polar Gates collapsed and
Chaos engulfed the world that Lord
Kroak sat atop the grear Pyramid of Itzl,
a calm amidsr the hellish storm. It is said
that the pyramid contains the most
powerful and arcane machineries of
destruction, and that the first of the
Slann Mage-Priests unleashed these in a
cataclysmic tempest of mystical power
thar reduced the rampaging hordes of
Daemons to ashes. Such is the power
still contained within the pyramid to this
day wizards and others with the mystic
sight can sense its latent potency from
many miles away. As they draw nearer o
the source, they often experience a great
deal of discomfort, and it is doubtful
that any bur the most skilled of mages

. causeways’ guards.

would survive standing upon the
pyramid itself, so strong is its arcane,
destructive potential.

The Barrios of the Skinks
The barrios of the Skinks form the
suburbs of the city. Here the Skinks live
and pursue their craft of making the
artefacts of Lizardmen civilization. Itza
has a teeming population of many tens,
perhaps hundreds, of thousands, the
majority being Skinks. In the open
spaces around the barrios are kept the
Stegadons and other beasts needed for
work in the vicinity of the city, or ready
for marching out with the army. Others
are kept in small clearings further out in
the jungle, among the overgrown ruins
on the edge of the city, or at the uuﬂymg
stone quarries and mines.

Spawning Ponds

Typical of many temple-cities, Itza
occupies a clearing in the jungle
bordered by swamps. The roads leading
into the city cross over these by means
of paved causeways, flanked by avenues
of lizard sphinxes carved from massive
blocks of stone. The swamps are the
spawning places of the city, where
Lizardmen have been born since time
immemorial at times decreed millennia
ago by the Old Ones.

Some of these places may have been
enclosed by stone embankments and

made into rectangular sacred ponds
infested with piranha fish. These hazards -
act as defences for the city, trapping
unwary foes who try to approach f:“' N .
through the jungle to |:1ri:umw:nt, thE‘
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Lord Tepec-Inzi

Having discovered the so-called Black
Way — a series of warter-filled caverns
stretching for many thousands of miles
beneath the earth — the Dark Elves of
Naggaroth began a series of raids on the
domains of Lustria, culminating in the
vear 315 with the theft of the most
sacred Star Stela of Quetli from Itza. For
centuries, the Mage-Priests had
meditated upon the nature of the Elves’
dark kin, attempting to discern their
place within the plans of the Old Ones
and whether their actions should be
tolerated or punished. The decision,
however, was made for them, for the
Druchii used their secret way to launch
an attack directly into the heart of the
Lizardmen empire, stealing one of irs
most sacred artefacts from perhaps the
most heavily guarded vault in the land.

To what use the Dark Elves intended to
put the sacred artefact was beyond the
Slann, but they could not allow the
Druchii sorceresses to harness its power,
nor to sully its purity with their dark
magicks. The master Mage-Priest Lord
Tepec-Inzi, roused from a decades-long
meditative trance by the turmoil of his
fellows’ thoughts, determined to recover
the Star Stela and thwart whatever
mischief the Druchii had in mind.

Marshalling the host of Itza, Lord Tepec-
Inzi travelled northwest, to the
northernmost temple-city of Hexoatl,
The Chronicles state that the journey
was accomplished in an impossible time,
suggesting that the Mage-Priest impelled
his army to travel faster than any mortal
could hope, or that he employed some
manner of grand spell in order to cover
the 1,500 miles berween the two.

78 THE FIRST CITY OF LUSTRIA
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At Hexoatl, Lord Mazdamundi granted
Lord Tepec-Inzi the greater part of the
Sacred Host of his city. His force thus
doubled in number, the Mage-Priest led
a vast horde of Lizardmen north into the
Forest of Ash and along the grey shores
of the Ashen Coast. At the mouth of the
Witch Sea, the Mage-Lord intercepted
the Dark Elves, whose raiding vessels
were emerging from the Black Way,
having surfaced at the Witch Gate.
As the raiders passed rhe narrow
straits leading into the Boiling Sea,
Tepec-Inzi struck, unleashing a
sorcerous blast of such potency that
the waters rose and dashed the Dark
Elves’ ships against the rocks, killing
many hundreds of Druchii in an instant
and forcing the survivors to form hasty
lines upon the beaches.

=

The route travelled by Lord Tepec-Inzi and bis army to recover the Star Stela.
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The battle that ensued was bloody in the
exireme, [or the Dark Elves were
cornered by the Lizardmen, backed up
against the cruel sea, and could expect
no quarter from those whose holiest of
artefacts they had plundered. Though
the bulk of the Druchii were
slaughtered, a number of Dark Elves did
effect an escape, and these carried with
them the sacred Star Stela.

It would be many months before the
Mage-Priest brought these survivors to
ground, and many battles were fought
against the cruel denizens of the chill
land of Naggaroth. But triumph Lord
Tepec-Inzi did, and he returned to Itza
ten months after the theft of the Star
Stela, returning it to its rightful place at
the heart of the Lizardmen empire.
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Lord Kroak

Among the Lizardmen it is the custom
for exceptionally potent and revered
Mage-Priests to be mummified when
they die. They are then kept in secret
crypts within the depths of the pyramid
temples and are brought out for various
rituals and processions, or occasionally
for battle. Such Relic-Priests are
extremely rare and sacred. They are
venerated above all else among the
Lizardmen and their secret resting
places are hidden and well guarded.

The mummies are revered because
magic lingers within the dried and
preserved husk of each dead Mage-
Priest. The mummified remains,
wrapped in the finest feather cloaks or
sheathed in gold, are a sacred relic and
powerful talisman for the army in battle.
The mummified Slann sits upon a
palanquin exactly like his living
counterpart. His inlaid eyes stare out of
his golden death mask giving rthe
impression of eternal wakefulness.

The Venerable Lord Kroak is the most
venerated of these relic-priests. His
mummified remains have accompanied
Lizardmen armies to countless victories
over untold centuries. It is said that Lord
Kroak still greets the rising of the sun on
the first day of the new year from
behind the enigmatic and serene visage
upon his golden dearh mask.

| = &

Lord Tepec-inzi's forces close in on the thieves of the Star Stela.
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It is also said that Lord Kroak was
present at the beginning of the world
and therefore is fated to endure until
the last moment of time itself. Though
long dead, the spirit of the Mage-Priest is
said to hover near his body, acting
through his servants when the need is
great. Upon the field of battle, nearby
Slann or Skink Priests may find
themselves spirit-melded with the
shade of the Venerable Lord Kroak,
acting as a conduit for his mighty
powers, the channel through which he
shall punish the enemies of the
Lizardmen for their transgressions.

Lord Xlotc

In the year 888 by the Imperial
Calendar, the Vampire Lord Luther
Harkon arrived upon the shores of
eastern Lustria. He immediately began a
campaign of destruction and desecration
that saw him plunder scores of the most
sacred of the Lizardmen’s sites. It was
Lord Xlote of Itza who committed the
formidable weight of a Mage-Priest’s
intellect to discerning the Vampire's
intentions, and formulating a plan to
put an ¢nd to them,.

Xlote wove a spell that would stretch
Harkon's desire for mystical artefacts to
the extent of his sanity, causing the
Vampire Lord to lose all grip on reality
as his search consumed him. At length,
Lord Xlote drew Harkon and his horde

:’
=

]

o

Tty ¥

i u'-"f,,‘_t: -'1_1'.

of Undead pirates towards the ruined
city of Oyxl, having seeded the notion
within his fragmented mind thar its
temples and vaults overran with
treasures. Harkon and his armies never
reached their goal however, as Xlotc’s
own cohorts intercepted him several
hundred miles to the northeast of the
city, and at the appointed hour launched
a devastating attack that decimated the
Undead hordes, and put paid to the
Vampire Lord’s plans for many centuries
to come.

Ten-zlati, the Oracle of
Lord Kroak

Of the Skink Priests who have spirit-
melded with the Venerable Lord Kroak,
many have found themselves spiritually
enriched, burt physically stricken by the
experience. Ten-zlati, however, is
different, for he has acted as a conduit
for the Relic-Priest’s powers on many
occasions, yet has suffered no ill-effects.

Besides his good physical condition,
Ten-zlati is able to serve the Lord Kroak
particularly well because, unusually for a
Skink Priest, he is a highly skilled rider
of the winged Terradons. Thus, Ten-zlati
travels far and wide upon the back of his
terradon, Zwup, and Lord Kroak's spirit
is always able to act through him, no
matter how far he is from Itza —
something of great advantage to the
Lizardman Empire.
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Representing the hosts of Itza on the tabletop is a simple matter of theming your force
selections to the character of the temple-city and of the individuals who lead it.

Lords

The most well-known of the leaders of
Itza is the Venerable Lord Kroak, though
obviously he is only available in larger
games when Special Characters are in
use. Lord Kroak only ever takes to the
field of battle when the realms of the
Lizardmen are under significant threar,
and this is of particular relevance if you
are playing a campaign based around
Itza. More often, one of the lesser Mage-
Priests of Itza will lead an army, though
even then, it takes a dire threat indeed
to rouse such a being from their deep

-
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Ihe eternal foes of the Lizardmen, the Skaven have fong tried to overrun the Children of the Old Ones.
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contemplative trances. Of the Mage-
Priests who reside in Itza, it is the Lords
Xlote and Tepec-Inzi who are most likely
to be found leading the host. Lord Xlotc
has a particular interest in defeating the
forces of undeath and is highly skilled in
the Lores of Life and of Light as a
conscquence. Lord Xlote is a Slann of
the Third Generation. Lord Tepec-Inzi is
a far ‘younger’ Slann, being of the Fifth
Generation, and his reckless (for a Slann)
pursuit of the Dark Elves who stole the
Star Stela has led him to concentrate on
the aggressive lores of Fire and of Death.
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In addition to the Mage-Priests, there are
a number of Saurus generals who are
actually more likely to be found leading
the armies of Itza. The Saurus Oldblood
known as the mighty Lord Gor-Boq is
such an individual, and this leader has
reportedly served the temple-city for
many thousands of years.

Heroes

Itza is home to an unusually high
number of both Skink Priests and
scribes, and so it is not uncommon for
large numbers of Priests to accompany

- g F i "
e Yl - > Mgy U
I - = - I

nf

.=!
. -.F__ o
; Mg -k T
o O g

W

Andy never leaves

bonte without =~ &
substantial skirmish |
line of blowpipe- &
toting Skinks. These

little lizards gave

bis opponents many
beadaches during

* Ogre playtesting.

Al IR o e
: A IR e T ST

i i
o e
-




B S S y———

the city's armies to war. These seek to
enact the will of the Old Ones by
challenging the enemy’s magical mastery
and sensibly avoid méleé to concentrate
on using their magic from afar.

Core

As with all temple-cities, the bulk of
Itza's armies consist of resolute Saurus
and doughty Skinks, acting in unison in
the prosecution of their city's wars. On a
number of occasions over the millennia,
rhe spawning pools have brought forth
Sacred Spawnings of such number thart a
so-called Sacred Host has risen. The
rules for Lizardmen Sacred Hosts have
appeared in Warhammer Chronicles (see
WD300) and are perfectly valid to
represent an army from Itza.

Special

[tza is home to its fair share of units
from the Special selection, though of all
of the units on offer, the most in
keeping are the Terradons. Being as [tza
is very much at the heart of the
Lizardmen empire, it must maintain
close links with other temple-cities, and
numerous couriers arrive daily from all
over the continent mounted upon the
skv-borne Terradons. As a consequence,
the Skinks of Itza maintain a tradition of
rearing and training Terradons, and are
famed throughout Lustria for their use.

Rare

Of the units available from the Rare
selection, Sregadons are the most
prevalent in the Host of Ttza as large
numbers of such creatures are reared in
and around the city for use as beasts of
burden and of war. On very rare
occasions, a Slann Mage-Priest may take
it upon himself to relocate from Itza to
another site, or vice versa, and will
travel in a mighty cavalcade,
accompanied by the largest creatures
bred by the Skink beastmasters. Such
processions are a sight few outsiders
have ever witnessed, for the Lizardmen
will allow no one to approach within
many miles of their most precious cargo.

Why not use this as inspiration for a
bartle? You could play an Ambush (see
page 209 of the Warhammer rulebook),
making sure you use at least one
Stegadon as well as a Slann Mage-Priest.
If you wanted ro get more inventive, you
could employ new Victory Conditions,
stating that the Lizardmen player must
earn Victory Points for getting his units
off the table.

You could also allow him more
Stegadons than normal, perhaps pooling
the miniatures of as many Lizardmen
players as you can find, for a truly
monumental game,

b ut the hands of the rider were
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150 points

There are two ways in which you could represent the Oracle. The first is by
way of the ‘counts as’ principle — simply equip your Skink Priest with a
Cloak of Feathers, but model the miniature so he is riding upon a Terradon.
This has the advantage that you don't need to introduce any new rules into
your game, and you can use it in more formal gaming environments, such as
leagues or pick-up games.

The second way is much more fun - use the following profile to represent Ten-zlati!

Taking Ten-zlati counts as a Hero unit. Ten-zlati must be fielded as presented bere,
and no extra equipment or magic items can be bought for bim.

M WS BS 5 T w 1 A Id
Ten-zlati 6 2 3 3 2 2 4 1 5
Zwup & S99 #® 3 ¢ ¥ 1 5

Equipment: Hand weapon, Venom of the Firefly Frog (applies to Zwup’s attacks
toa).

Armour: None

Magic: Ten-zlati is a Level 2 Wizard, and takes his spells from the Lore of the
Heavens.

Special Rules

Venom of the Firefly Frog. This intense poison is distilled from the glands of the
rare and deadly firefly frog. When applied to weapons, it can cause even the tiniest
scratch to become inflamed, and ultimately fatal.

Cold-Blooded. All Lizardmen are cold-blooded and naturally slow to react to
psychology, if they react at all, To other races the Lizardmen seem incapable of
emotion, bloodthirsty and little more than heartless killers, This is not necessarily

| true, for the Lizardmen merely view the world from a very different perspective. For

all Leadership tests, all Lizardmen units roll 3 dice and choose the lowest 2 scores.

- Mounted, Flying Unit, Hit-and-Run Attack; (see page 30 of Warhammer Armies:
! Lizardmen).

-3 i‘

{E ORACLE OF KROAK
.g;la nversion of the Oracle nf Kroak
‘very simple to achieve. The

Terradon itself needs no conversion,

snipped off just under the wristhands,

50 they could be replaced with the
hands from the Skink Priest. These X
F’T ere snipped off of the donor model, . N l

pinned to the Terradon rider's wrists.
-' n_.aﬁiEr to give the model the ornale

%1-,1' ¥

which I added to the rider’s bead. A i S

Components ,
~ Terradon Rider L, :
L Terridon Head 1

again just below the wristhand, then

ap PEH?‘HHEE appropriate to a
~baracter, I cdded two componenis |

: u d spare from the Saurus Cavalry ;
._,-.-f we (don't worry — there are so |
- many details on the sprue you won't
- miiss them!). The parts were one of the

. ,.- 3 2.'*'-*&:‘ <
: e o g N2 i | 1.'i- ..":i._ i . B
LU Hl‘_ﬁt._:.":;— =2 .‘._

0 banners, and some feathers, I s,

9906020805709
9906020805701
9906020805703

£2.00 Terradon left wingl 9906020805704 £2.50

£0.60 Terradon right wing1 9906020805704 £2. 5-u b | 5o
£2.00 Skink Priest ayuﬁuznauéﬁ MDD A

1 i'”'i‘-‘ der u-m_;u-.. ,;gE;- _ r

1
I
i L

-'."_. adon Body

Lo A

TR h
www.games-workshop,co.uk/lustria 81



P o e

e B

Now they have completed the main body of their armies, the Four Gamers are off to Lustna in sear;:h
of loot. There's going to be a right royal Rumble in the Jungle as the forces of Asger Granerud, Daye
Allen, Stephen Green and Paul Scott battle each other over the treasures of the Old Ones. .

ive months in, and the gamers now
f have appreciably sized armies.

They've demonstrated their
respective painting and converting skills,
now it's time to put their armies where
their mourths are and take to the field of
bartle. Will they conquer all, or will their
inability as generals only match their
inability to hit a deadline? (I ask you,
how long does it take to paint a handhul
of models, eh?).

In Grombrindal's infinite wisdom. he
had arbitrarily changed the rules. The
Four Gamers are now going to play The
Conquest of The New World as featured
in WD305, and thus have less time to
concentrate on modelling from now on.
From WD307 until the end of A Tale of
Four Gamers, they will have but £10 to
spend a month. They must battle it out
to the death, the one who carries off the
most Lustrian plunder being declared
the winner, Grand High Poobah of the
New World and overall Master Diceman
(plus other, as yet to be determined
titles). There is also the invaluable prize
of taking part. Those lucky gamers! Now,
to the table, my plucky warriors, tropical
mayhem awaits you...

Black fire surged from Geshmaal's cye sockets and engulfed the
wrus warrior. It screamed, flesh and muscle stripped away
caving nought but a smoking skeleton. The Liche Priest stalked
‘towards it and crushed the steaming skull heneath his boot. The
“burning sun above flickered through the jungle canopy,

iﬂumluaﬂ.ug the battle scene. The Liche Pricst looked arcund, cold
cycs surveying the carnage, the heat above causing him neither
r'pll::surl: nor discomfort.

.5

3 he Lizardmen had come at them with desperate fury, but the
‘battle was won. A sound that transcended ages escaped from

" Geshmaal's mouth as a hiss. With remembered ceremony. one of
ﬂ}t Liche Priest's captains walked disjointedly up beside him and
 saluted. Bowing, he presented his master with an orpate obsidian
" amulet. Half of the artefact was missing. Geshmaal felt its power
and knew the other half was close.

e
L
4
III

- A stone tl:.[I'I.Fll: loomed ahead, the one the Lizardmen were
rut:ﬁﬂng It bore the sacred effigics of the scaled beasts. The
- undead legions advanced into the vast temple mouth soundlessly.

-
1;.

v e " H . =l o S '--7"""".---:--'---....,.
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With.m the t:mpl: 2 massive vaulted clumh:: stretched out | cfore

Let the fun begin (our money's on a decistve victory for Nurgle bere).

Geshmaal and his Iegions. A wide crack in the stone l::llmg
allowed a shaft of errant sunlight into the room, where it
illuminated a partially shattered mosaic. It matched the half BT
symbol on the amulet. The Liche Priest stalked forward but =
halfway to the mosaic he stopped. He realised suddenly the walls 4
were daubed 1n a fi]th}r residue. To mortals the stench would be
horrific, almost unbearable, but Geshmaal's human senses had long
since diminished, rotted away within the desiccated husk of his
body. But he could feel the magic here. Eyes burning like
halchrcﬂ his Liche-sight penetrated the gloom and another ﬂ'}fmbﬂl
was revealed, scrawled on the facing wall, a cluster of three urangc hiir

orbs. He realised abruptly they weren't alone.

i

[
|-_.:|

Creatures loomed out of the darkness, misshapen daemons riven
with pox and clutching plague-tainted blades. The Lizardmen
werent protecting the temple - they were running from it.
Geshmaal muttered an incantation, a nimbus of dark coergy :
wreathing his fist as his minions raced forward to protect him. ==

With a noisome hiss, the Daemons attacked. <
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¥ 4o CAMPAIGN TURN 1

The campaign begins with our bold adventurers laying claim to two
territories apiece, then commencing their first move. Dice rolls dictate

Dar\:;:ﬂ: n::zrl whether the path they choose is open to them (see map). If they reach
:2; & hrl:g he .s, their destination location and meet another army there, they fight. Of
army to 2,000 course, it would be boring if not, this is Warhammer, not Teapartyhammer

— The game of fantasy tea parties. And, er, hammers. Look, it’s dead

points is Grimgor' s

a bit different.

Dave Alfen

. way to give them some extra

them without helmets. Ork Nobs are
and stuck them on with some

- look more like the seasoned
campaigners they are!

Onto the campaign. I thought I'd
start by placing both my armies in

one corner of the map and spreading:‘"’

‘out from there. I nabbed the Tomb of
Gold and the Blood Pyramid,

accruing 50 plunder points and snmﬂ;
tactically interesting territories from
the outset. However, things didn't

look so rosy when Asger claimed

our armies clash at the River Ford —
I'm going to have to play the
dangerous Dane!

I know Asger doesn’t have any

missile troops in his army and that 1

the best way to beat him will be to
try and whittle him down as he
advances, | don’t have much in the
" way of missile troops myself but in
this campaign you can spend 10
plunder points on hiring a Dogs of

War unit — counting as a core choice
in your army - 50 I invested in a nice

unit of Ogre Leadbelchers to give
‘him some food for thought.

84 A TALE OF FOUR GAMERS

bodyguard. T wanr '
to make them look
I thought the best

characrer would be to have a few of :

about the same size as Black Orcs so
I grabbed myself some of these heads

superglue and a dog collar made of
- Green Stuff. These Black Ores now

- -
".||.-_-- e -2

. Hexoatl. During the Campaign moves |

simple, the rules were in WD305. Sheesh.

l Battle at the River Ford

Asger and Dave clash over a strategic crossing point.

ave: Asger and I rolled to see
thich scenario we would be

playing and ended up fighting
over the river ford in the Fall of Kjell
Redfist scenario from the Lustria book.
Asger, in defence, set up his dirty
daemons in a column by the ford, while
I positioned the Orcs about the other
side of the river, hoping to catch him in
a pincer movement. Neither of our
armies suffered any adverse effects from
the events table (a list of nasty
occurrences that can beset armies
adventuring in Lustria).

The Orcs took the first turn. I didn’t
move much as 1 was quite happy with
my deployment, though the Trolls went
stupid and stumbled forward a bit.
Ruglud'’s Armoured Ores also
squandered their shots in my much
needed Shooting phase by failing their
animosity roll and peppering the nearby
Rock Lobber with crossbow bolts.

The Orc Shaman destroyed a couple of
Plaguebearers with Brainbursta. My
catapult squished a Plaguerider and the
Ogres removed a few more
Plaguebearers with their cannons.

In Asger’s turn he declared that his
Nurgling unit and his chariot were to
charge my Trolls, the Plagueriders
charged the Leadbelchers, and another
unit of Nurglings, together with the
Herald, went for one of my Orc units. 1
fled in response, but they merely loped
off a bit and were cut to ribbons.

The Trolls fought well, regenerating all
the Wounds they lost and then going on
to bash off part of the Chariot of Nurgle.
The Plagueriders weren't so gentle with
the Ogres though, seeing them off in
short order. Oh, crabs!

I manoeuvred about a bit in my turn,
but the terrain prevented me from
declaring any charges (1 should have
made better use of Loose Order Drill to
make sure of some faster units on a
table with such dense terrain. [ won't
complain too much about this though -
I set up the scenery).

However, the Trolls still proved strong
on the flank, inflicting another Wound
on the chariot and taking only a single
Wound in return from the various
leprous imps who opposed them.

'F- .fa . Hﬂ&w

Asger's Plaguebearers begin the slaughter

ia
of Dave's Orcs. -




Asger: Dave’s write
up of our game
below understates
his bad luck in this
battle. Investing in a
Leadership 9 general
for 1,500pts battles,
and getting the
effects of having

. Leadership 7 is not

- a fair deal. Funny yes, fair no...

- Asger Granernd

/hat | need to try to do mysell
5 1o remember to use my
th weapon. It's like
‘psychic powers in
I!%ﬂmer 40,000, I have a
- mental block that stops me
| from using them.

| On the modelling front, I
h:&ﬂ: added another beast

H s e,
o —

o s R |

Asger charged his winged Exalted
Daemon into my Rock Lobber and a
unit of Plagucbearers joined in the
combat with the Trolls. Ruglud’s
Armoured Orcs were afflicted with the
Buboes spell, making them far weaker.
Faced with so many opponents who
smell worse than they do, the Trolls
broke and were chased down. Their
destruction also panicked Borgut's Big
"Uns, who also headed for my table
edge. The Exalted Daemon smashed the
catapult crew to pieces, which caused
Ruglud (whose Leadership was lower
than normal due to the Buboes spell) to
hightail it. Things were beginning to
look bleak for the Boyz.

My next turn was taken up with rallying
units and forming a coherent battle
line. Asger took advantage of his
position to manoeuvre his Chariot and
Plagueriders around the back of my
force. It looked as if 1 myself would be
the victim of the pincer attack. His
Exalted Daemon spewed noxious gas
over Borgut's Big "Unz, killing four.

I tried to break out of his trap by having
Borgut and the Black Ores charge into
the Plaguebearer units, whilst Ruglud's
Armoured Orcs targetted the Exalted
Daemon and wounded it. In the Close
Combat phase the Black Ores managed
to miss with all their attacks, though
combat resolution saw a single Daemon
succumb to instability. In the other
combat Borgut and the Herald
wounded each other in a challenge, but
no further damage was inflicted.

o —

to my chariot. Well okay, in fact I have
not done just that, I cheated a little. I
stuck two regiment bases (25mm x H
100mm), to both sides of the base, =
broadening it, and put a few Nurglings
on them. Though it is not an entirely
correct way to represent a second 3
beast, it is cheap, original, in my army’s
character and uses the right base size.
As for the rest of my force, I have
been finishing off the .
Plaguebearer units, converting a
standard bearer, a Daecmonic &
Herald, and adding another
base of Nurglings to my
Nurgling swarm. I am happy
now that I can see an entire
army forming before my
eyes, instead of just the
individual units I hada = &
couple of months ago.

o

I e | § i Ty gl o

Asger's next Movement phase saw
Daemons from all over the board charge
in to lend their weight to the combats
involving Borgut, his Big 'Uns and the
Black Orcs. Both units are incapable of
fending off so many Daemons and were
destroyed utterly.

The only Ore unit remaining was
Ruglud’s Armoured Orcs, who fired off a
volley at the Plagueriders, but missed.
Asger spent a turn repositioning and
then Ruglud’s boyz spent my next turn
bickering with one another until they
were charged by the Exalted Daemon
and ran off because of a Terror test.

I was fairly confident in the fact that I
had killed a good few Plaguebearers
and one of the Daemonic Cavalry, but
when we came to tot up Victory
Points it turned out that I had lost
quite badly. I think the reason for my
defeat lies in the following points:

1) My luck was terrible.
2) Asger's army is nastier than mine,
3) Asger is a better player than me,

S0 my army retreats to the Blood
Pyramid to lick its various infected
wounds. I'm sure that in the next
campaign turn the daemons will be
nice and let me go unmolested until 1
can build up my strength properly. Or
maybe Asger will jump at the chance
to wipe out one of my forces and
claim 20 Plunder Points. We'll see. ..

TR ~il B ik &l -
- UL

r ALLEN’S 'ARD BOYZ

! HERDES

| Borgut Facebeater, 19 Big "Uns ......336pts
Choppa, 'Ardlad’s Axe o' Doom,
Drogs Deuad "Ard Armour,

Orc Shaman (65) ....c..........
Level 2 upgrade (35)

| Black Orc Big Boss (80)...........ee..... 109pts

i Battle Standard Bearer (25), Heavy armour (%)

| CORE

sessnsanassss LOOPES

10 Black Orcs (100) ......ccceimermmmannnnes 153pis
Great axes (20), Full command (33)
i 10 00c BOVE (D) c.ococcinimssanmmnsiunsanuny O8pts
1 Additional hand weapons (20},
| Full command (28)
| 10 Orc Boyz (30) ...cconniivnnsnrnsnrcsnsenss. TOPIS
Additional hand weapons (20)
3 Ogre Leadbelchers (165)..............165pts
' SPECIAL
i Rock Lobber (70) .coceeeiiniciiinnen . 75pts
. Bully (5)
|' 3 Trolls (150) ..cccieiiiccnnssanrasnceacsanes 1530tS
| RARE
] 10 Ruglud’s Armoured Orcs (190)..190pts
| Effigy of Gork (40).....ccceceveceecaencaneee. 40pts
FIRRTIAR e sespis il 1,486pts
y ASGER’S DIRTY DAEMONS
HEROES
Exalted Daemon (230) ....................395pts

Mark of Nurgle (40), Sorcerer (80)

Plague Flail (15), Stream of Corruption (30)
| Dacmonic Herald (120) .......ccocennnnn 185 pits
| Mark of Nurgle (40), Spellbreaker (25)
CORE

I 11 Plaguebearers (170) .........ccee..... 183 pts
Musician (7)

l 11 Plaguebearers (176) .......ccce...... 183pts

! Musician (7)

| 2 Nurgling bases (80).............ceeer.r...BOpHS

' 2 Nurgling bases (B0)......ccoiviinnns . BOPIS

| SPECIAL

1 3 Plagueriders (240)........c000e00imeeen 220 pis

| RARE

| Chariot of Nurgle (150) ..........coe.....150pts

| TOTAL oo 1, 488t

|
[
i
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Paul’s peasants prepare to face some
Tomb King road rage as Stepben'’s
chariols wheel around.

%) Battle at the Coastal Encampment
Can the Bull take the riches of Lustria for the Empire?

with Paul's Stirland Raiders for the Coastal Encampment. If T had rolled
anything but a 1 for my other movement then 1 would also have been facing
Asger’s Daemon Horde at Pahaux.

8 teve: Our first campaign turn took place and I found myself having to do battle

Paul and I rolled for the scenario and got Pitched Battle, making everything fairly
straightforward for our first game in the jungle.

We are all playing 1,500 point games as this is the most some of the other gamers can
muster (I actually think they don’t want me to have Chariots as a Core choice and
both a Bone Giant and a Screaming Skull Catapult on the table at the same time, but I
might just be being paranoid). This limits my options, as a lot of what 1 have painted
comes from the Special and Rare choices.

T ————Y

' HERE BE PIRATES! ARRR!
e Bull hires some dubious help

Paul: After fighting Another reason to have them is that
umpteen marauding they will fill a Rare slot as Duellists.
bands of foul They are very nice and will hopefully
Beastmen and Chaos  give me some much needed punch %
Warbands, the against the Dane’s beasties and Mr.
Stirland River Patrol, Allen’s wall of green brutality.
the Bull and his army 2]
have moved to Putting these fearsome river-
pastures new. raiding dogs together has
been very simple. They =
are a mix of Militia and oK
Soldiers of the Empire. The =
main thing needed for thf:sl:_-
troops are the pistols from the =
Militia set. With these anda |
mix of Militia outfits and ='.
Soldier uniforms, I think they =
look the part. 54 A

R o = RN T N R T e e i N L R et T

- Warhammer World they have
- arrived in Lustria, taking up
- with a bunch of Empire ex-
| patriots, who happen to be

. pirates. Having pirates in my
army gives me something to
' set against my River Patrol.
e e

_l' [

e = i
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S tep]:lEﬂ s army is getting BIG

Steve: Having three

Ushabti adds a big
hard hitting unit to
¥ my Tomb King’s

\ b
.

arsenal. These bad

boys are quite quick,

charging 10", and

o come with nine

Stephen Green  Strength 6 Attacks.
This is very handy as

‘I am noticing more and more Ogre

-~ units appearing round the office,

i
s

TRk
e

: t_ﬁjmade every effort to get three
 different figures but the Jackal headed

' one seemed very difficult to get hold of.

[ even got the nice fellows in
ﬂﬁrhmnmer World ro check their stock
“room for me. Never mind, they’ll have
i mmc more soon. 1 just wanted mine
;,ight away!

:.'

E:k to my blue and bronze for the
1abi, usmg Chaﬂs Black ﬂ:rr thc,lr

Upon setting up I was fairly happy with
my selection of troops, seeing the vast
quantities of Empire infantry assembled
in front of me. The Screaming Skull
Catapult was going to have a field day
with all that to shoort at, but I was a little
nervous about Paul having taken two
Wizards, which could have proved
devastaring to my dominance of the
Magic phases.

The first turn was fairly uneventful as
Paul shuffled his troops a little and fired,
whilst I moved my Chariots round to the
right and Tomb Scorpion and swarms up
on my left, with the rest of my force
heading up the low hill in the middle.

The first magic phase was a non-starter.
Two Dispel Scrolls and four Dispel dice
put paid to any chance 1 had of casting.

Turn 2 was a different matter entirely
and it all kicked off. Paul's knights
smashed into my depleted infantry,
every machine on the field misfired and
my Chariots continued round the flank.

The knights made short work of the
skellies and by a hair’s breadth missed

'GUARDIANS OF THE TOMB

skin colour, highlighted with black with
a bit of Skull White mixed into it. Each
model has a loin cloth hanging from its
waist, some of which are crocdile skin. T
used Gloss Varnish to give them a Shil'l,}""

look where appropriate. .

following up into my Liche Priest.
However, this was a lucky turn for the
Tomb Kings, as it turned out.

On the swarm end of the knight unit
was sat one of Paul's Wizards and the
other had just come into line of sight of
the Liche Priest with the Staff of
Ravening. The Tomb Scorpion at last
made it to the Mortar, My Chariot unit
and Tomb Prince charged into the end
of Paul’s line. My cavalry in the centre
went smashing into Paul's Swordsmen.

A Magic phase and combat round later,
the Chariots were happily overrunning
Continwed overleaf...

* HEROES

' Liche Priest (115) iciccimmnminnninssminiins 1ODDIS l
Staff of Ravening (45)

CORE J

16 Skeleton Warrior (128) ..............169pts |

STE-RA THE MIGHTY

Tomb Prince (100) ....coceevrneiiiinnn.
Chariot (45), great weapon (4),
light armour (2), Chariot of Fire (25)
Golden Eye of Rah-Nutt (25)

Liche Priest (115) .....cu..

201 pts

160pts
Cloak of the Dunes (20), Hicraric Jar (25)

LELLo LLLRRLIN LTl ]

'
S - R —— —l —

Spears and shields (16),
Full Command (25) !

12 Skeleton Warriors (96) ..............106pts
Bows, Standard Bearer (10) i
3 Chariots (120) ....ccecviressessisannsssssns L T3S

i
|
!

' 20 Halberdiers (120) ......nn.

Standard Bearer (14), Champion (14),
Standard of the Cursing Word (25)
8 Heavy Cavalry (128) ....cccoennnnnnee.. 188pis
Full Command (3%),
Banner of Undying Legion (25)
2 Tomb Swarm bases (45) ..cccceeeennns S0pts
SPECIAL :

3 CHriﬂn [?2 }"" e LU L LR R R RIS LT LT szts

Tomb Scorpion (85) ....cccccimmmrensneree S5 pILS
RARE
Screaming Slull Catapult (90)..........90pts
TOTAL .cirerrrssrraarmnssnsssassnssanssnnssssass 1y 3908

| PAUL'S PEASANTS

i HEROES
Captain ‘The Bull’ (50)............cc.....115pts |

Swaord of Might (20), shicld (3)
Full plate armour (12),
lcon of Magnus (30)

Battle Wizard ‘Mad Jeni' (60).......... 145pts
Level 2 upgrade (35), Two Dispel Scrolls (50)

Battle Wizard ‘Albert Grunger® (60) 154pts
Level 2 upgrade (35), Silver Horn (45)
Barded horse (14)

CORE

19 Swordsmen (133) .....ccovvcenvrnnrnn
Full Command ({25)

S —

158pts

LIS L LR ] Iléipts
Full Command (25) |

15 Free Company (75) ...ccovecsvnsssecinn B5pts
Sergeant (10)
15 Fm cnmpm}r fTE} CELLE LIS LRI ETdNELI R | B‘5P[E

Sergeant (10)

10 ArChers (80).....cvmeerrerrrvvrecrr. BSPIS |
Marksman (5) |
10 Huntsmen (100) ..........coociimnnee. 106pLs |

Marksman (6)

5 Knights of Morr (125) ........ce.cee.... 230pts
Inner circle (15), Full Command (€0)
Morr's Banner (50) (as Banner of Ulric)

SPECIAL

——

O

BREOTLAR ioviiccninsiassuniinsiinesasnmmasiaisransassnsss 1 FPLS
RARE
10 Pirates (Duecllists) (50) ..............110pts
Pistals (40), Champion (10}, |
Musician (10)
e 1,493 pts

— ——rw M
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Continwed [rom last page...

on my right. The two Wizards were
dead, one to swarm infestation and one
to The Staff of Ravening chobby death.
(Ts that its official title? — Guy). The
Mortar crew were routed and cut down
by my Scorpion. The only bad news was
that my cavalry were taking a beating.

At this point [ realised 1 had not moved
my Carrion and they sat useless on the
right flank for the rest of the game.

The battle lasted little longer after this
fateful rurn. Two units of infantry
destroyed my horsemen but were in
turn swept away by the chariots and
Tomb Prince. The knights fell one by
one to the Tomb Swarms. The Scorpion
hung around on my left, unable to make
it back into the game. How very
disappointing.

L it

However the territory gave no Plunder
points so 1 was no better off campaign
wise and I had a daemon legion stalking
me. As we played our games at the same
time as Asger and Dave 1 did notice how
quickly those evil nasties went through

Dave'’s horde of greenies, but we'll soon
see what happens when Bone Giant
meets Exalted Daemon...

Next month we venture into the
second campaign turns. At the
moment the gamers are all scared
of tournament monster Asger,
whose daemons have proved
unbeatable before and during the
campaign. But will his position of
terror-bringer remain secure?
Perhaps the other gamers will gang
up on him, or overthrow him with
guile. Though knowing this bunch
that isn't likely...

— e —— S — —_

TURN 1 SUMMARY

Army actions this Turn

Plunder Campaign Points

Final Plunder

Black Orc Standard End}r i
:1_ lack Orc Muscian Body...

.55
Black Orc Banner 'Ibp A .£l 50
'3 Black Orcs Blisters .. .......SIE

i: Ork Nob Heads .‘62

Bl

RREITAT: o e s I £27.50
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Conflict In Middle-earth

Sound the bhorns of battle, The War ﬂ}' The ang“' b_{;gini_

The board is set, the pieces are
moving. War is coming to
Middle-earth and none can avoid

THE FELLOWSHIP JOURNEY Flirieiees
As well as playing your own scenarios
or points match battles in yvour chosen

The Harslde af Marfiser

the coming clash of arms. The area we will also be providing special [~ E':L“EE:EE:':
War of The Ring™ is a web-based scenarios based around the =] Soiad e s
map CEIIH]JEIign in which you Fellowship’s journey. This means that ::,:3___. g'l‘:::::*:‘ﬂ; i ,
fight the battles that will decide fg':;z:a'ft;fi:zl::a':th:;::ﬁ;;:“dm b | R

w 1 b IO IE SR, LB of the Rings, I is g wil that gt
the fate of Middle-earth! e e e e

: Each week during the campaign a new [z v e o o s g v e v [

The web cam paign scenario will be available to be played. p—— I oot
The campaign will be supported by a cool For that week only you can report your [=r mu L — .
website. You play your battles as you scenario results into the area where the hA__d -mr::m:“:::.-.&:nﬂ e
normally would, but then you report the conflict occurred. i
result of those battles into a specially
designed website to be part of a larger The dates below show the Fellowship’s Journey and the gaming activity that
campaign fighting for Middle-earth. All will be based around this epic quest.
over the country hobbyists will be fighting
games to influence the war between Good . et
and Evil. The website stores all the Ist  June The campaign begins!
SEDLEC baltLes A givesar nyenill resiit 3rd June  The Hobbits are ambushed at Weathertop by

of who is winning the war. Your games will

decide who wins! Ringwraiths.

. IOth June The Ringwraiths attempt to stop Frodo reaching
How it works Ricndal

Taking part in this campaign is simple:
I7th June The Fellowship are attacked by the denizens of

1. Check out the following pages in this Moria at the bridge of Khazad-diim.
booklet to choose your area to defend
— there are 12 to choose from. 24th June The Fellowship are ambushed by Goblins on the

banks of the Silverlode.
2. Have a look on our website ks o Iverl

www.thewarofthering.co.uk for Ist July Uruk-hai attack the Fellowship, Boromir is slain and
hobby ideas, scenarios and special the Fellowship divided.
rules for your area,
8th July The Riders of Rohan attack the Uruk-hai that have
3. Play a game. captured Merry and Pippin.
4. Report your results on the site to I5th July The Rohirrim defend the gateway of Helm'’s Deep
influence the campaign! from Saruman’s Evil force.
5. Check back on the website regularly 22nd July The Nazgdl arrive at Osgiliath and try to take the
to see some great new hobby articles, ring from Frodo.
and how your side is doing. You can
also speak to fellow generals and co- 29th July Osgiliath is overcome and Faramir’s forces flee.
ordinate attacks by talking to other > :
gamers on the forums. 5th August The Orcs penetrate Minas Tirith and pour into the
city.

6. Play more games to defend your area,
or invade other areas as you choose! 12th August Sam attempts to rescue Frodo from the Tower of

Cirith Ungol.

When tales of mighty heroes are retold and

great victories regaled will you be able to I9th August The forces of Good arrive at the Black Gate to lure
claim that your sword, your shield, and out the Dark Lord.

your bravery made a difference? Don’t be : 3

found wanting — sign up for The War of the 3lst  August Campaign finishes.

Ring™ campaign now!




Stick to the web

A dedicated website has been designed for
The War of The Ring~ Campaign. one
with loads of gaming, painting and
scenery-making ideas for every army. It's
the ideal place to satisfy your hunger for
hobby action! The website also includes:

* Forums — A place to get together online
with your allies and swap tactics, plan
where to post your results, or just chat
about how the campaign is going.

* Hobby pages — The website will have a
load of new painting, modelling and
gaming articles for you to read and use
in your campaign games!

* Battle-Tracker — View your victories
and defeats during the campaign! How
have you affected the result?

* Interactive map — Shows you who is
winning the war as it unfolds! [t also
allows you to follow the path of the
Fellowship of The Ring which will
unlock special areas of the website (see
the Fellowship’s journey, left, for dates).

Loads of Gaming!

All our Hobby Centres in the UK will be
running special games for The War of The
Ring™ Campaign, so0 you can pop down
with your army and join in. Results posted
from the Hobby Centres are worth more in
the campaign, so it’s well worth the visit.

Our Hobby Centre staff are also a great
source of knowledge and will be able to
give you help and advice.

With over 100 dedicated Games Workshop
Hobby Centres across the UK there should
be one in a town or city close to where
you live. Stocking a full range of products
for The Lord of the Rings, Warhammer
40,000, and Warhammer as well as all the

hobby materials you could possibly need,
they are an ideal way to collect further
maodels for your army.

For your nearest Hobby Centre on page
130 or use our online store finder on our
website at:

www.games-workshop.co.uk/
storeflinder

Gaming clubs are also a great place to meet
other hobbyists. Attending clubs allows
you to discuss gaming strategies, pick up
new painting and modelling skills as well
as increasing your stable of regular
opponents. Some clubs will be running
special The War of The Ring™ games. For
more information on clubs and to find
those nearest to you go to;

www.games-workshop.co.uk/
gamingclubs

Independent Stockists

There are literally hundreds of independent
stockists of Games Workshop products all
across the country, there is bound to be one
local to you. See page 130 or check our
online store {inder for your local stockist:

www.games-workshop.co.uk/
storefinder

Stop the Wrath of Umbar

QOur roadshow, The Wrath of Umbar, will
be running throughout the summer at
selected Hobby Centres and independent
stockists. Pop along to one of the roadshow
events an to join in with battles fought over
superb custom-made terrain.

For more details and a full list of where
and when the Wrath of Umbar roadshow
will take place turn to page 116 or go to:

www.thewarofthering.co.uk

No Web Access? No problem!

Don’t worry if you don’t have web access,
there are loads of ways you can participate
in the campaign, you can play games in
your local Hobby Centre, visit our
roadshow or join in with activities in your
local club. You will stll have a chance to
influence the outcome.

Games Workshop Direct

Our Games Workshop Direct staff are all
Hobby Specialists. They can answer all of
your hobby questions, provide tips on
modelling and painting techniques, and
suggest components for conversions. They
can provide assistance with making an
army list, as well as giving advice on how
various units work on the tabletop. They
can also give you tips for the campaign,
help to explain how it works and assist you
in devising your force. See page 126 for
more details, or call them on:

0115 91 40000

Our Online Store is open 24 hours a day,
T days a week, 365 days a year, so it's
always there when you want to order. You
can browse through our entire catalogue
online. too. Take a look by visiting:

www.games-workshop.co.uk/store

The Games Workshop Website

The campaign website is part of the much
larger Games Workshop website, which has
essential news, hobby advice and gaming
tips online.

With literally thousands of pages only a
few mouse clicks away, our website
provides an incredible amount of hobby
material be it painting, modelling, gaming,
background or essential downloads, There
15 a whole section dedicated to The Lord of
the Rings, giving you loads more
information about your hobby.
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THE WAR OF THE RING
CAMPAIGN MAP

This map shows the 12 areas of Middle-earth that you can choose to base your battles
in. Each area has its own background and character and allows you to theme the

games you play there.

These pazes give you some information on the different areas, and have starting
sugzestions as to what kinds of terrain and forces you can use to re-enact The War of

The Ringm,

Theming your force around a particular race or event is a great way of adding
character to it. Whilst it is perfectly feasible to construct an army merely by picking
characters and troops at random there can sometimes be historical discrepancies — such
as if you took an army led by Aragorn and Elendil, who both lived several thousand
years apart! On these pages you'll find some ideas for themed armies.

So what are you waiting for? It’s time to decide where your allegiances lie!

ERIADOR

Eriador is now largely
deserted, vet was once home to
the mighty Kingdoms of Arnor.
Angmar and Eregion.

Elves bound the western and eastern
boundaries of Eriador: Cirdan is master
of the Grey Havens in Lindon, whilst
Elrond holds a bastion of the forces of
Good at Imladris, in the foothills of the
Misty Mountains. Men, Dwarves and
Hobbits also have a home here, with the
Dwarf holds and mines of the Blue
Mountains being the largest of their
communities west of Erebor. The Shire
and outlying communities of Men and
Hobhbits of the Bree region stand astride
the crossroads of the Old South and
Great East roads. During The War of
The Ring™, Evil emerged from its lairs
in the wilderness of Eriador and poured
from the Ettenmoors and Misty
Mountains. Orcs, Goblins, Wargs and
Trolls attacked communities of the Free
Peoples scattered across the land.

Eriador is a great place to set your games
in The War of The Ringm as it offers so
much variety. In terms of scenery making,
setting games in Eriador allows terrain
builders the full cope of terrain
possibilities. From the peaks of the Blue
Mountains through the plains of
Minhiriath and the wetlands of
Midgewater and Swanfleet, Eriador
accommodates many environments.

In addition, this region of Middle-earth has
horne the stamp of civilisation for
centuries, the lands are covered in ruins,
including the forts on the Weather Hills,
the ruined city of Tharbad on the
Greyflood and the ancient works of the
lost kingdom of Arnor.

The obvious combatants are Elves and
Hobbits, and below we list forces to select
for Rivendell {(which could also be used
for Lindon) and the Shire. But you could
also use the Erebor Iron Hills suggestions
to represent the Dwarfs of the Blue
Mountains, or the Rohan list for the
settlements of Men, such as Bree.

In WD304, in the Scouring of the Shire
article, there are tips and ideas for creating
burned woodlands and log barricades that
would be prefect for games set in Eriador.

Rivendell
Heroes
* Elrond
= ATwWen
* Elladan and Elrohir
* Glorfindel
* Elven Captains
* Bilbo
« Halbarad
» Rangers of the

MNorth

Warriors
* Wood Elf Warriors

Shire
Heroes
* Frodo
= Samwise Gamgee
= Meriadoc Brandybuck
* Peregrin Took
* Paladin Took
* Farmer Maggot
* Fredegar Bolger
* Lobelia

Warriors
» Hobbit Militia
» Hobbit Archers
* Shirriffs

IRON HILLS™

Beyond
Mirkwaood lie
the plains of the
east, bounded to the north
by the realms of the Dwarves —
Erebor and the Iron Hills. Along with e

the communities of Esgaroth and
Dale, this area is the last outrider of
Western civilisation, and exposed as it
is, felt the full fury of Sauron’s malice.
Even as Gondor came under assault,
armies from the East fell upon the
Lonely Mountain and its communities of
Dwarves and Men.

As the northern plains of Rhovanion and
Rhiin run into the borders of the forest of
Mirkwood and the foothills of the Grey
Mountains and Iron Hills, terrain for

“° games could include standard set-ups of

plains and broken foothills. You could also
use more exotic tables such as Dwarven
strongholds or the lake town of Esgaroth.

What better place to play with Dwarves
than in their homelands? You can also use
Rohan models to represent the Men of
Dale and Esgaroth. For those wanting to
field Evil forces, the Angmar and Misty
Mountain suggestions are perfectly
suitable here too, whilst taking the
Easterlings from the Mordor list of themed
combatants allows you to add Sauron’s
human supporters to the fray.

Erebor
Heroes
* Ddin
» Gimli

Warriors

» Khazdd Guard
* Dwarf Warriors
» Dwarf Kings
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And there’s more...

For more information on every
army in Middle-earth just visit
The Lord of The Rings section of
the Games Workshop website at:

www.games-workshop.co.uk/lotr

i t
- -[ﬂ ﬂ L -ﬂ

The campaign map. A poster-size version is available with WD305. Ring
GW Direct (see page 126) to order a copy if you do not have one already!

You’ll find modelling ideas,
tactical discussions, specific B
scenarios, painting guides, related -
terrain articles, background, = ;
gamers’ armies, new rules and
more. Mat Ward’s excellent War-

: e e e
In Middle-earth series is also - -'-:-::_ h A A w A '[ C }’!
there, providing rules for many of 8 mﬂb\/

the key settings of Middle-eartin.
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ANGMAR
* ' . Chief of the Ringwraiths, the

! . Witch-king gained his name
W thousands of years ago when
Angmar grew to oppose the great
northern realm of Arnor. North of
Imladris, centred around the dark peak
of Carn Diim, Angmar contested control
of the north for hundreds of years
before Arnor finally fell. Angmar’s own
end followed not long after, when the
Witch-king fled before the combined
might of Elves and Men under Eirnur
of Gondor and Cirdan of the Havens.

After its fall, the northern borderlands
remained a foul and evil place, Carn
Diim replaced by the Ore fortress of
Mount Gundabad. At the end of the
Third Age, the civilised lands again felt
the malice of the northlands when
creatures guided by Sauron swept out of
the highlands once maore.

Some of the most exciting terrain layouts
for tables can be set in Angmar. The
terrain of the northern lands is one of
desolate wilderness, with the foothills of
the Ettenmoors and the great peaks of the
Misty Mountains making greal settings for
battles. Many of the hills of the region are
crowned by the ruined forts of ancient
Rhudaur and the hillmen of Angmar.

Angmar offers some fantastic ideas for
different styles of game. In the final years
of the Third Age, the Elves of Rivendell
and the remnants of the northern Dunedain
hunted across the northern highlands
seeking out the evil that haunted them,
allowing you to stage some superb
‘monster hunts'. Then, of course, the
assault upon Rivendell makes a great
large-scale game, as Ores, Wargs and
Trolls beset Elrond.

This list of forces shows the obvious
choices for a themed Angmar army, but
equally valid are raiding forces from the
Moria, and Dunlendings [rom the
Isengard. You could use Elves themed
from Rivendell in Eriador or Angmar too.
See WD305 for more on the region and
rules for some of the troop types below

Angmar
Warriors
» Orc Warriors
» Warg Riders
* Spectre
* Spectral Warg

Heroes

* Orc Captains
» Orc Shamans
» Duskwraiths

» Revenants

* Barrow-wights

MIRKWOOD
The mightiest forest now in
& Middle-earth, Greenwood the
Great fell under the shadow
2,000 years ago when Dol Guldur was
taken as a stronghold by the Nazgill.
Renamed Mirkwood, these woods have

seen bloodshed untold throughout the
history of the Third Age.

In the north lies the realm of Thranduil,
the EIf Lord of Mirkwood, and in the
far south the dominion of the Eye holds
sway through the power of Dol Guldur,
the foulest lair outside Mordor itself.
Between lies endless forest, inhabited by
woodsmen, Beornings, and Evil in forms
unlike any other.

Fighting in Mirkwood is easy to theme,
just use loads and loads of trees. However
you can also use different terrain layouts,
as large areas of Mirkwood are more open
and a rver and mountain range can also be
found within its borders.

With the option of fighting with Elves,
Men and a host of Evil creatures
(including spiders!), Mirkwood 15 a great
location for battles. Take a look at the War
in Middle-earth article in WD294 for full
rules for fighting in Mirkwood. WID293
contains a full list for using Mirkwood
Elves too. Both articles and more can be
found on the Games Workshop website:
www.games-workshop.co.uk/elves

Mirkwood

Warriors

» Warriors of
Mirkwood

* Thranduil

« Mirkwood Sentinels

Heroes

* Taurdirim

« Mirkwood
Captains

* Legolas

Dwarves emerge from the mountains ta defend their lands.

MISTY MOUNTAINS

&8, The Misty Mountains have

E } been part of the history of the
< =’ peoples of Middle-earth since

the First Ag,e Formerly the borders of

Arnor, Eregion, Lothlérien, Fangorn

and Gondor all touched the mighty

mountain chain, under which the

Dwarves of Durin’s House had their

mightiest stronghold, Khazad-dam.

Late in the Third Age, the Misty
Mountains are now the home to much
that fears the light of day. Khazad-diim
is now Moria, home to Goblins, Trolls
and Durin’s Bane. Ancient Angmar still
leaves its foul legacy in the north, whilst
Rivendell and Lorien are isolated
hastions of light. The mountains are
now surrounded by Dunland and a
growing darkness from Isengard.

Battles among the ruins of Moria open up
many possibilities. As they would be
fought underground, there’s the potential
for special rules, scenarios and unusual
terrain as war rages in the depths. See The
Darkness Dwells in Durin’s Halls in
WD292 or:
www.games-workshop.co.uk/moria

Battles can be running skirmishes between
those crossing the passes, Galadriel’s
Elves and the denizens of the mountains
(not forgetting the Eagles!), or you can
play big points match battles based on Dol
Guldur’s three massive assaults across the
Anduin into Lorien.

Moria
Warriors
* Goblin Drums
* Cave Trolls
* Goblin Warriors

Heroes

* (Goblin Shamans
» Goblin Captains
* Balrog




FANGORN AND
LOTHLORIEN

Beneath the trees of Lothlérien
and Fangorn lie great powers
whose might is ever a threat to
the Dark Lord. In Lothlérien, the Lady
(raladriel wields the power of one of the
Elven Rings, keeping the evils of the
wider world at bay. Sauron would
dearly like to extinguish the light of
Lothldrien, but the power of Galadriel is
enough to oppose even he.

In Fangorn dwell the Ents, great tree
shepherds who care little for the events
of the outer world, seeking only to
preserve their beloved charges. There is
little hope for those who would anger an
Ent, In The War of The Ring™, both of
these forests come under siege as Sauron
stretches his hand forth; Ores, Uruk-hai
and Goblins, all fighting to destroy and
burn the great woodland realms of the
Elves and Ents.

Much like Mirkwood, games in this area
can be simply themed by putting trees all
over the table! Playing games set here
allows you to use Galadriel, Celeborn and
Haldir, and, best of all, have an Ent run
amok across your gaming fable.

Don’t forget that the Fellowship of the
Ring also travelled through these

forest realms, so you can fight

some great battles with
your favourite heroes in
these settings.

Lothlorien
Warriors
* Wood Elf Warriors

Heroes
* (Galadnel . o
* Celeborn +h ::i?'ﬁ:';.'_;f-‘h.1-.1-:;-114-"'-
* Elven Captains

DUNLAND AND ISENGARD

the gap between the Misty and

the White Mountains. Aglarond
has always been a stronghold for first
Gondor, and then (renamed Helm’s
Deep) Rohan. The tower of Agrenost
was taken in the days of Gondor’s
waning by the Chief of the Wise, the
White Wizard Saruman. Fighting
during The War of The Ring™ hecame
very intense around Dunland and
Isengard thanks to Saruman’s influence,
the Fords of Isen, Helm’s Deep and
Isengard all seeing bloody battles.

% Two mighty fortresses guard

Isengard remains an area of strategic
importance. To the north lie the Misty
Mountains, to the west the lands of the
Dunlendings, to the east the ancient

o
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power of Fangorn holds sway, whilst
(Gondor’s ally, Rohan lies to the south.

A perfect place to use Uruk-hai, games set
in this area could also include struggles in
the foothills between Dunlendings and
Rohirrim; and in the forest, between Orcs
and Ents. As well as re-creating the battle
for Helm's Deep as featured on pages 58-
63 of the Siege of Gondor book, there are
also the big battles at the Fords of Isen and
Isengard itself to refight.

There are lots of models you could use to
theme an Evil Isengard force; the list
below shows some of them, but don't
forget that the mountains north of Isengard
swarm with Goblins!

Isengard

Warriors
* Uruk-hai
* Uruk-hai Demolition Teams
= Siege Assault Ballista
* Uruk-hai Berserkers
* Warg Riders

* Dunlendings

* Orec Warriors

Heroes

« Saruman
* Grima

* Uruk-hai and Orc Captains
* Dunlending Chieftains
* Sharku and Uglidk

» Lurtz

* Uruk-hai Shamans




ROHAN

Once the northernmost

province of Gondor,

Calenardhon, as Rohan was
originally known, was given to the
Rohirrim after they rode to the aid of
the beleaguered Cirion, Steward of
Gondor, over 500 years before the reign
of Théoden. Rohan is a wide land of
plains bordered by the White
mountains, the forest of Fangorn and
the mighty river Anduin. Rohan and
Gondor have ever been allies, each
coming to the other’s aid in times of
danger. Traditionally Rohan’s ills came
from the Dunlendings of the west, from
Orcs out of the mountains or from
across the great river. In The War of
The Ring™, however, a new threat arose
— the traitor Saruman. With armies of
Uruk-hai, Ores, Wargs and evil Men,
Saruman brought war out of the north,
and Rohan fought against this threat
before riding along the northern
marches to the aid of Gondor.

Rohan offers you the chance to use Riders
of Rohan models and potentially fight all-
cavalry battles between the horsemen of
the Rohirrim and Warg Riders of Isengard.
Attacks on the farmsteads, villages and
refuges of Rohan all make great games,
leading up to the epic siege of
Helm’s Deep.

Rohan
Warriors
* Warriors of Rohan
* Riders of Rohan

* Rohan Royal
Guard

Heroes

= Captains of Men
* Théoden

S Ei‘.lmf_'.'l'

« Eowyn .
* Gamling TR T e
* Hima

RHUN

The wilds of Rhovanion and Rhiin

< A . appear a desolate wilderness,

é but are in fact home to many
creatures. The line of the

Princes of Rhovanion — those who ruled

the lands south and east of Mirkwood as

allies of Gondor - are long gone. Only
the woodsmen of Mirkwood remain.

However, to the east have risen nations of
Men allied to the Lord of The Ring, who
have driven west to challenge the might of
Gondor. Rhovanion and Rhiin offer plenty
of opportunity for battles as the Easterling
minions of Sauron push west and north, to
later when Aragorn leads the forces of the
West against Mordor.

TR, e
PR S A,

Riders af Rohan sally forth into the forces of Isengard at Helm’s Deep.

GONDOR
43 The Key to the fighting in The
“%"' War of The Ring™, and the
focus of the remaining
members of the Fellowship of the Ring
centre on the borderlands of Gondor.
Years of open warfare between Gondor
and Mordor along the Anduin, in the
ruins of Osgiliath and the wilds of
Ithilien have created legends and heroes
on both sides. The might of the west and
east battle between Minas Morgul
and Minas Tirith throughout The

t"}h War of The Ring™, from small

skirmishes along the Harad
Road, to huge battles at
Osgiliath, the Pelennor Fields,
and the siege of Pelargir.

As Gondor is a civilised realm,
setting games in Gondor’s
provinces allows you to set up
table layouts of villages and

fields, as well as the more usual
wilderness and hill terrains.

You could also set one of your games in

one of the great cities of Gondor, such as
the great fortress of Dol Amroth or ports
of Belfalas. This also allows you to play

different types of game, including sieges
and house-to-house skirmishes.

Battles in the foothills and woods of
Ithilien, fighting across the Anduin,
massive battles at the Pelennor Fields and
the fighting inside the cities of Minas
Tirith and Pelargir allow a gamer to fight
over all kinds of terrain. Another idea for a
great game is to follow the path of
Aragorn, Gimli and Legolas after they

leave the Rohirrim and Merry at
Dunharrow, and go to encounter the Army
of the Dead on the way to Pelargir.

The list below includes warriors and
heroes that are featured in The Beacons
are Lit! article in WD295 that provides
rules and background for a variety of
Gondor Fiefdom troops. You can also find
their rules and background at:
www.games-workshop.co.uk/gondor
There are also some great ideas for
converting models to represent them.

Gondor
Warriors
» Warriors and Knights of Minas Tirith
* Guards of the Fountain Court
* Knights of Dol Amroth
* Men-at-arms of Dol Amroth
* Citadel Guard
» Avenger Bolt Thrower
» Battlecry Trebuchet
* Clansmen of Lamedon and

Pinnath Gelin
» Hunters of Anfalas
* Bowmen of Morthond
 Axemen of Lossarnach
» Warriors of Ringld Vale
 Wardens of Pelargir

Heroes

= Captains of Men

» Denethor

* Faramir

» Beregond of Gondor
* Boromir

* Prince Imrahil

* Angbor of Lamedon
* Corinir of Pelargir




MORDOR

Little needs to be told of the
cursed land of Mordor and the
slave lands of Niirn. Shrouded
in night and dominated by the great
strongholds of Minas Morgul, the
Morannon and Barad-diir, the land is
entirely under the sway of the Dark
Lord. Fighting battles in Mordor is a
great challenge for gamers using Good
armies. Scenarios can be desperate
fights involving Variags of Khand,
Easterlings or Haradrim as they head
for Gondor. Of course there are also
Ores beyond number and creatures even
more [ell.

Terrain set-ups include the slave fields
around the Sea of Niirnen, the borderlands
either side of the Mountains of Shadow
and Ash Mountains, and the fortresses of
Morannon and Minas Morgul. Special
scenario rules for fighting in the gloom of
the Shadow of Mordor can add another
dimension to playing in this setting — see
WD289 for full Mordor terrain rules.

As with the Gondor forces, this Mordor
list includes lots of ideas for using
different kinds of warriors, mostly from
the Legions of the Eve article in WD299,
You can find the article at:
www.games-workshop.co.uk/mordor

Mordor

Warriors

» Orc Warriors

* Mordor Uruk-hai
* Mordor Trolls

* Warg Riders

* Morannon Orcs
* Orc Trackers

= War Cartapults

= Siege Bows

* Easterlings

» Great Uruks

* Diirghaz-nar Warriors
* Niirn Overseers

* Morgul Guards

* Orcs of Gorgoroth

Heroes

* Mouth of Sauron
* Gothmog

* Drc and Dol Guldur Shamans
* Grishndkh

» Shagrat and Gorbag

* Witch-king

* Shelob

* Mordor Uruk-hai and Captains
* Easterling Captains

* Sauron

* Ringwraiths

* Ore Captains

» Mordor Troll Chieftains

&

HARAD

Harad has a long and ancient
history, but little of it is
recorded in the West, save the

numerous clashes over the Harondor
borderlands and the history of Umbar.
A land of deserts stretching south from
Harondor and the Mountains of
Shadow, Harad extends all the way (o
the jungles of the Far south (home of the
mighty Miamakil).

Once a stronghold of the Niimendreans,
Umbar has changed its allegiance many
times in the bloody warfare of the 3,000
years since the creation of Gondor.,
When the time came for the final battle,
the armies of Harad and the fleets of
Umbar accounted themselves amongst
the followers of the Lord of The Ring.

Fighting in Harad adds all manner of
interesting alternatives to games, with
sandstorms, the lack of water and the heat
all coming into play (see WD299 for full
rules for fighting in Harad’s deserts).

But you don't have to have a desert board
to play games in Harad, green boards do
just fine for battles set along the more
verdant Gondorian border or Harad’s
major rivers, and you could fight a battle
in the built-up areas of Umbar, from where
the Corsairs set sail to attack Gondor’s
southern fiefs.

WD300 and the GW website have the full
list of Harad troop types. Take a look at:
www.games-workshop.co.uk/harad
Visit: www.games-workshop.co.uk
fthelordoftherings/gaming or see WD300
and 301 for boat rules. Or you could come
along to one of the Wrath of Umbar
roadshow events (see page 116) and take
part in a mighty struggle with the Corsairs.

HARAD

Warriors

* Haradrim Warriors
* Haradnim Raiders
* Merchant Guard of Abrakiin
* Wardens of Umbar

» Corsairs of Umbar

* Khandish Mercenaries
* Watchers of Karna

Heroes

» Suladéin

= Hisharn

» Niimendrean Lords

* Corsair Captains g

» Haradrim B O
Chieftains %

* Kings of Harad

» Miimakil

o, *'ﬂ-’;ﬁcf”'. g . see page/l3

IN,STORE THIS
SUMMER!

Our Hobby Centres will be
holding a number of events
to recreate key moments in
The War of The Ring™ for
the duration of the
campaign.

Attack at 1-¥'e'athertnp -

dth June A
Help Frodo, Aragorn and th"‘e‘ﬁ
Hobbits drivé awaysthe evil fv.fb

Ringwraiths;» | A

Helm’s Deep
16th July

= 5 ;I
Refight Saruman’s-attempt to
topple the ancient fortressyof the
people offRohan in a vaiety of

narrative bL.E'nanm ’ '

L™

Pelennor Fields
30th July

(Gondor is the last bastion of
Good Men in the werld, and .,
Sauron would see it removed -
from the face of Middle- LJ.lIh

)
The B]ar:.l—; Gate Opens
27th June .

Games Workshop attempts to,

establish a brand new record by

having more miniatures on the

table at onte thap‘ever before!

Bring yourf-The [i_[}rl:l of The

Rings models'to ft:mr nearest
Holgby Centre and earn a %
pldte in GW history! )

A

-
- -

%
F b

L]

Besides lhl{&iﬂ four main
events, therd will. be others!
Contact your bi:.al Hobby

Centre for’ *t.uls Also
0
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TO RUIN

The WD team’s Baitle Companies clash for office bragging rights

The board is set, the pieces are
moving. At last we come to the
greatest battle of our time (or
office, at least). The White Dwarf
Battle Companies have become
mighty armies. In this Battle
Report they clash, the forces of
Gondor and Dol Amroth against
Isengard and Harad, for the
possession of an ancient and
powerful relic. To the victor, the
spoils, as Nick Kyme recounts.

ver the last few months, the
White Dwarf team have been
hard at work painting and battling

with their The Lord of The Rings models.
Using humble Battle Companies as a way
to get started in the game, our forces

progressed a few models at a time. In last

month’s instalment, Battle Companies
became armies, bolstered by additional
warriors and powerful heroes until they
swelled to a mighty 500 points each. Now
they arc ready to battle in this summer’s
online The Lord of The Rings campaign,
The War of The Ring™ (to find out how
the campaign works and how you can get
involved turn to page 90). But before they
wage war to help decide the very fate of
Middle-earth, a battle must be fought. In a
fitting conclusion to the series, Nick's
Gondorians and Greg's warriors of Dol
Amroth ally to fight against Rudgie — the
‘Scorpion of Harad' — and Christian’s
minions of Isengard.

During the Battle Companies games
Rudgie’s Haradrim were undefeated and
Christian’s Uruk-hai a force to be
reckoned with. To make matters worse, for
this battle Rudgie has a massive Miimak

h\}»‘_-

and Christian’s army is led by Saruman
and Lurtz, making them even deadlier! But
the Free Peoples have heroes too. Boromir
leads the Gondorian charge and Prince
Imrahil rallies the Knights of Dol Amroth
to his banner. Together, could they stand
against the dark forces of Sauron? By the
measure of their courage would the battle
be decided.

The scenario

The Lord of The Rings strategy battle
came is at its best when played using a
scenario. We all had so much fun playing
some of the Battle Companies scenarios
that we decided to modify one and use it
for the game. Our combined forces were
charged with retrieving a powerful relic
that would aid our respective causes in the
coming war. So it was that we decided to
base our game on the Recovery scenario,
(from WD297) with a few added twists.




SCENARIO - RECOVER THE RELIC

Description

Rumours of a powerful relic lying hidden """E
on the battlefield have drawn the armies ;
here. It could be & potent weapon to '
further aid the cause of either force and ,r
must be recovered at all costs. Both armies i
must scour the area for its location and :
escape with it as quickly as possible. j o
-------------------- 1 —
Points Match E IS
This 1s a points match scenario that can be E S
played with any forces. Both sides should F
be of equal points though we suggest 500 i
points per side as best. i
Layout g
This scenario is played on a board E:
48"/112cm x 72°/180cm. The board should :
have a few trees around the outer edges of 72"/180cm
the field and, in the centre, several sections e =
of ruins. placed. each counter is moved it. They should only reveal it to themselves
2D6"/4D6em in a random direction (roll and keep il secrel from the other side, even
Divide the board in six 24"/56cm x another dice, on a 1-2 towards the Evil if it is the relic. They may, if they wish,
24"/56cm squares and place a counter that side’s edge, 3-4 towards the Good side’s hold on to counters that aren’t the relic to
represents the relic in the centre of each. edge, 5 a neutral edge, 6 a neutral edge - deliberately try and fool their opponents.
One of the counters should be marked with denominate which neutral edge is which Once found, the relic may only be moved
an ‘X’ — this is the position of the relic. before rolling). by a model on foot, but at the normal rate
The players take it in turns to place each & (this 15 different to the Battle Companies
of the counters face down so that neither Sta rting positions scenario). If a Warrior or Hero manages to
player knows which one is the relic. Once Eoth forces start the game off the board move off the correct board edge with it
and come on from the long edges in their then they have escaped and won the game.
first Movement phase. As the Good side If a maodel is killed while carrying a
starts the game with Priority they come on counter then the counter stays where it is
first with the Evil side coming on from the and another model may retrieve it.
opposite board edge. '
Rapid deployment. Time is against both
Objectives forces who want to retrieve the relic
The Good side wins if it finds the relic and quickly before the enemy. As such the
escapes the board via the Evil side’s table armies may arrive piecemeal. To reflect
edge. this a D6 must be rolled for each model in
each player’s force before they move on.
The Evil side wins if they find the relic On a 3+ the model arrives and may move
and escapes via the Good side’s table edge. on the board from their edge, any other
. result means the model does not come on
Special Rules that turn, Roll a D6 every turn with a 3+
The Relic. Players can search for the relic meaning the model has arrived until both
by moving next to a counter and revealing sides have their entire armies on the table.

MORDOR IS MISSING

Followers of our Battle Companies
series might be wondering what has
happened to Guy and his Mordor Orgs.
So badly battered were the servanis of
the Eye that they have relreated into the
Land of Shadow to lick their wounds.
Oh, and Rudgie and Christian didn’t
want Guy’s bad luck to rub off on them!
So our fearless leader howed out,
secretly relieved he didn’t have to paint
thirty more Orcs, a steep task, even if he
painted them all brown.




THE FORCES OF ISENGARD

B LA N NN T e b e e o e BB e P S bR S nb et ot L I POANER
| B v e et L R e et e e e e 60 points
Uruk-hai Captain with shield

(+1 Wound, +1 Strength, +1 Fate)......c.cccniiimicinniiinnnnes 31 points
6 Uruk-hai Warriors with shields ................c.......... 66 points
6 Uruk-hai Warriors with pikes ... 66 points
4 Uruk-hai Warriors with crosshows ..........................48 points
5 Uruk-hai Berserkers............ccoeresiiassssssressinssasssersons 75 points
1 Orc Warrior with two-handed weapon.........cc.ccocoee.c... 5 points
TOTAL ....... o Ensena s e TS S e A ST e S e e D L pOINES

THE RAIDERS OF HARAD
Grima Wormtongue.........ccccvniiiiinnnnnisiniinnisseasinn 20 POINtS
Mimak of Harad

with Mahdd Chieftain and Tusk Weapons............... «....320 points
Maruk — Haradrim Warrior with spear and horse

i B Rl B e o T L M e e 22 points
5 Haradrim Raiders with 1ances ............c...ccocveveviniinnn 60 points
7 Haradrim Warriors with bows.............ccociienien, .....42 points
5 Haradrim Warriors with spears ................ccceeeiennnne. 30 points

d 06 1 .\ P e S e e Sl P i e snens 399 pOINLS
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THE ARMY OF GONDOR

Boromir with horse ...................... R S e e 115 points
Dagorgrad — Warrior of Gondor with horse, lance, shield

(+1 Attack, +1 Strength, +1 Fate) .ocvevvrverssernssiiiiesnisinaseneni 47 points
Nuledan - Ranger with bow (+1 Fate) ............................ 13 peints
3 Guards of the Fountain Court.............coce..cn. LN 30 points
4 Rangers of Gondor ...................cceoveeniinnene. AL T 28 points
5 Knights of Minas Tirith .............. R e A L N L 2 65 points
1 Knight of Minas Tirith with Banner ...........ccccecvvinenn.. 38 points
Avenger Bolt TRrower ..............cocceinvenuesissisnsanns s ] 70 points
3 Warriors of Minas Tirith with bows ........ccoceeiiiivenninn 24 points
2 Warriors of Minas Tirith with spears and shields ..........18 points
2 Warriors of Minas Tirith with shields ............ issassaressstie IO POINES
1 Warrior of Minas Tirith with Banner ............cccooou....... 32 points
AN LA o e P i £ R - P e w200 points

THE DOL AMROTH ALLIANCE

Prince Imrahil with armoured horse and lance ............... 155 points
Eldan — Knight of Dol Amroth with armoured horse

L ST T ket T L T 1 e et i A L e ey 0 34 points
KinpgioftheDead ... e losinie cimas asasestisian 1) POLILS

3 Knights of Dol Amroth with armoured horses

11y [ W[ e ST R T, e NNAR AR ek AR ER SRS AR AR wed | POINLS
3 Knights of Dol Amroth .........ccccccceveerernnnnn. T, T B 27 points
2 Bowmen of Morthond.................coooeiiiiiiicieinnnnn, cevsnnnnns | 4 poOINLS
1 Axeman of Lossarnach ...................... R P e 7 points
2 Warriors of Minas Tirith with spears and shields .......... 18 points
2 Warriors of Minas Tirith with bOWS ...ccccccvevvieieiiiiennn, 16 points
2 Warriors of Minas Tirith with shields ............................ 16 points
2 Spearmen of Pelargir with shields ............... P et ik, 16 points
4 Warriors of the Dead ................csiensminemsioneasiansastionses 60 points
N R R Rl L i R WL S S ol 4 o R B PN soalikifane 495 points

101



QThe armies advance...

he combined force of Gondor and

Dol Amroth surged onto the

battlefield. Boromir, leading the
knights of Minas Tirith, made headway up
the left flank of the field with Imrahil and
his Knights of Dol Amroth taking the
centre. Supported by small groups of
Warriors of Minas Tirith and Fiefdom
troops, the majority of the Good force
arrived on time with only a few Rangers,
Knights of Dol Amroth and Warriors of the
Dead missing as they deployed.

The Mimak heralded the approach of the
Evil alliance of Harad and Isengard,
crashing in to the right of Prince Tmrahil
and his knights, keen to-avoid Boromir
and the Avenger Bolt Thrower on the other
side of the table. Almost all of the Harad
troops arrived straight away, Raiders and
spearmen moving on to support the mughty

east. For Isengard both Saruman and
Lurtz came onto the field and brought with
them most of the Uruk-hai. Only two Uruk
Crossbowmen, a Berserker and a Pikemen
failed to arrive in the first turn. At first
they held the line, waiting for the rest of
their forces to arrive but then began their
slow advance,

As the first turns unfolde,d the forces of
Good made the early running with both

Boromir rides down the
left flank with the
Knights of Minas Tirith.

groups of knights led by Boromir and
Prince Imrahil advancing towards the
enemy. Bringing up the rear was the Good
infantry. Seizing the counters closest to
them the Good side were rewarded as a
Warrior of Minas Tirith found the relic on
the right! But, he was left with the Mimak
before him and so moved surreptitiously
towards the left flank which was only
defended by the Uruk-hai crossbowmen.

In the centre, Imrahil continued to move
towards the Miimak, taking refuge in the
ruins. Meanwhile Boromir continued his
advance up the Good’s left with the
knights of Minas Tirith, using the trees to
shelter from the Uruks’ crosshows.

With Lurtz leading the Uruk-hai pike block,
they were a formidable group of warriors.

Prince Imrahil leads the Knights
of Dol Amroth down the centre.
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The Uruk-hai pike block came up the
centre, using the woods and ruins to
stymie any massed cavalry charge the
Good knights might be planning against
them. Saruman moved with them,
protected in the centre of a mass of brutes
and steel. He cast Terrifying Aura early on
and then used his Palantir to Effortlessly
Immobilise Imrahil and Boromir, slowing
the cavalry advance.

Boromir called an Heroic Move in an
effort to get himself and his cavalry into
the cover of the trees, before Saruman
could immobilise him. But the evil wizard
cast Instantly Command and forced the
Gondorian hero out into the open where he
was met by a hail of Uruk-hai crosshow
bolts. Luckily for Boromir, he and his
horse went unhurt, but Saruman’s magic
continued to hinder the Good heroes.

Arrows darkened the skies with the Harad
archers on the back of the Mlimak causing
the most damage early on, They felled one
of the Avenger’s crewmen, which had been
advancing into position down the centre,
seriously reducing its effectiveness.

Further volleys accounted for two Minas
Tirith Bowmen, a Warrior with sword and
shield and a Ranger. The Good forces tried
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to respond, the Rangers and Minas Tirith
bowmen coming together to return Volley
Fire. They took out a Harad bowman,
hoping to prevent further Volley Fire from
the Mimak rniders. A Harad Warrior and a
Raider’s horse also fell, but the Evil side
still came on, aware that the Good forces
had the relic, knowing not who bore it.

As turn six ended, combat had yet to be
Joined but forces on both sides were now
in position to strike. The relic bearer had
made 1t as far as the Good side’s left flank
and could start moving towards the Evil
table edge. He was protected by Guards of
the Fountain Court and Warriors of Minas
Tirith, all the while the decoy counters
moving alongside. The Miumak grew close
to the Dol Amroth forces in the centre and
to the right, while the King of the Dead
and his dread warriors lingered in the
nearby ruins. The King of old waited for
hiz chance to strike and fell the creature
with his Drain Soul ability, But the beast
was pratected by a group of Raiders and
spearmen with Grima Wormtongue lurking
close to force Imrahil to use double Might
Points should he call an Heroic Move
against the Mlimak to prevent a stampede.

The pikes were close to the Knights of Dol
Amroth, and with Boromir ready to charge
the Uruk-hai crossbows on the far left -
flank and clear the way [or the relic bearer,
battle was about to be joined...

Boromir and the Knights of Minas
Tirith ride 1oward the Uruk-hai pikes
before riding around the left flank.
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Saruman is protected by Lurtz
and the Uruk-hai pike block.




Led by Boromir, the
Knights of Minas Tirith
crush the Uruk-hai
crosshowmen.

Dagorgrad with two Knights of Minas Tirith break off from Boromir and the other knights to
ride around the trees in order to block the Uruk-hai Berserkers coming that way. -
The relic was genting closer to the edge of the bardefield but the farces of Gondor and Dal
Amroth were getting battered and would be hard-pressed ta hold our. Counld they endure long

enough for the Knight of Dol Amroth with the relic to escape?

(7-Battle is joined in earnest

ith a cry, Boromir urged his

knights into combat against the

Uruk-hai Crossbowmen. The
knights slew three, all skewered on lances.

Prince Imrahil and his men of Dol Amroth
continued to make way down the centre.
They waited in the ruins, but found
themselves facing the Mimak, readying
itself to stampede down the right flank,
and a massive block of Uruk-hai! Their
task was an important one; they had to buy

time for the Warrior of Minas Tirith
bearing the relic to advance with the rest
of the infantry. But would they be enough?

Knowing him to be a threat, Saruman
continued to use Effortlessly Immobilise
on Imrahil to prevent a charge against the
Uruk-hai, calling an Heroic Move to do so.
For several tumms did the evil wizard
neutralise the gallant Prince, his
Berserkers nearby eager to join battle
against the noble lord. Meanwhile, Eldan

Avenger Bolt Thrower

With only two crewmen the Avenger
Bolt Thrower is quite vulnerable to
concentrated missile fire. A short range
and lack of manoeuvrability means it
needs to be in a good position if you're
to get the most out of it. Reduced to a
single crewman, it cannot move at all
and in this game it meant it was
effectively neutralised. The Avenger
could no longer be proactive and move
into a position where it would be
effective, it would have to wait for the
enemy to come to it

Imrahil and his knights clash
with the Urnk-hai Pikemen.

the one-armed Battle Company Hero of
Dol Amroth, seeing the threat to his kin,
charged the mighty M{imak to prevent it
from stampeding. Miraculously he
survived, but more Harad piled in to fight
against him and the few Fiefdom warriors
and Knights of Dol Amroth accompanying
him. All the while, the King of the Dead
edged closer to the Mimak.

Meanwhile, the Uruk-hai, led by Lurtz
charged two Knights of Dol Amroth
protecting the immabilised Imrahil,
slaying one of them. Boromir and his men
pushed back the Uruks on the left flank
again, slaying another crossbowman and
the only Mordor Orc in the battle.

The Gondorian infantry continued to
move up the table, the Rangers and
Minas Tirith bowmen joining them.
The relic bearer was getting closer,
but so were the enemy, so the forces
of Gondor started to form a
protective line to shield him,

The arrows continued to fly with

both sides trading casualties.
Significant though was the demise of
the last Avenger crewman who fell to




The King of the Dead Iurks in the ruins,
frying to get close to the Miimak.
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The Harad Raiders and Warriors guard

the flank of the Mimak as the Warriors
af the Dead close in.
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Prince Among Men

Imrahil is one of the greatest heroes
available to the Good side. He is one of
the few that can carry a lance and
with a good store of Might, Will and
Fate he can turn the tide of any battle,
Imrahil’s ability to be counted as a
banner for all Knights of Dol Amroth
within 127, as well as his extended
Stand Fast rule, means he is best in
the thick of the fighting with his
kinsmen, His high defence makes him
tough enough to meet most challenges,
whilst his Fight and Attacks allow him
to take on very tough opponents.

of a brutal couple of turns, a Guard of the
Fountain Court, two Warriors of Minas
Tirith and an Axeman of Lossarnach lay
dead with only one Uruk slain in response.

The Mahiid riding the Mimak also called
an Heroic Move and the beast stampeded
at last. With the creature so close, Imrahil
used his Will to resist Saruman’s powers
this ime and felled a Berserker that had
charged him. The King of the Dead was
not so lucky. Seeing the threat, the Miimak
went straight for him and despite his Fate
points, the King of the Dead was crushed
along with one of his warriors and a
Warrior of Minas Tirith. With the King
dead again, the Miimak was unstoppable.

a Harad Volley. It had done little during
the battle thanks to their anentions. Worse
was the death of the relic bearer to bow
fire. Luckily, a nearby Knight of Dol
Amroth took up the casket containing the
relic and continued the advance.

As the game wore on,
Saruman still confounded
Imrahil, who had managed
to move away from the
Mimak but was now
immobilised in the ruins
with Uruk-hai

Berserkers bearing

down.

|

The King of the
Dead now clashed
with the Harad
protecting the
Miimak, trying to
forge a way
through to

attack the

creature. The Miimak crushed a Warrior of
the Dead, though his fell brethren tore
through the Harad warriors with ease.

}F TORNI

Imrahil finds a gap in the Uruk-hai :
defensive line and charges into the |
unprotected Saruman!

oy

Boromir, having despatched the Uruk-hai
crossbowmen, formed his knights into a
second line of defence behind the
Gondorian infantry. They now faced off
against the Uruk pikes that had disengaged
from the Knights of Dol Amroth, With
Lurtz’s bellowing command they smashed
into the Gondorian infantry, piecemeal at
first but then with all the force of a
hammer blow. Lurtz had called an Heroic
move to ensure they charged first.
Warriors of Gondor fell and by the end




(@~ Heroes clash as the end draws near

he Fiefdom warriors in the ruins

near the Mimak fought desperately

to slow the beast, a Warrior of
Pinnath Gelin even managing to wound it!
The Harad fighting alongside it were also
hard pressed. a Raider slain by a Warrior
of Minas Tirith and an archer shot off the
Howdah by a Bowman of Morthond.

Sensing the end was close and now free of
enchantment, Prince Imrahil charged at
Saruman, while Fiefdom warriors engaged
the wizard's Uruk-hai bodyguards. Still
more Uroks from the pike block came to

Saruman’s aid, but using his last point of
Might, Immrahil crushed the evil wizard.

All around, other battles were being
fought. Against the Uruk-hai meat grinder
a Knight of Dol Amroth on foot and two
Warriors of Minas Tirith died. Dagorgrad
charged the Berserkers who slew a Knight
of Minas Tirith but lost one of their own in
return. All the time, the relic bearer was
drawing closer to the table edge.

In the battle against the Uruk pikes, a
Warrior of Minas Tirith, Knight of Dol

&

Amroth, Knight of Minas Tirith and Guard
of the Fountain Court all fell. Even
Imrahil, calling an Heroic Move, couldn't
staunch their bloody rampage. He fought
hard against Saruman’s vengeful minions
and slew a Berserker. Boromir though,
perhaps glimpsing glory charged straight
at Lurtz, who was hewing Gondorians left
and right. In the ensuing fight, the lord of
Gondor slew the Uruk-hai captain; a
history-defying moment of drama.

Near the copse of trees Dagorgrad still
fought the Berserkers who were joined by
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an Uruk-hai captain. The knights and

Dagorgrad had the upper hand, killing Mlght‘j’ Boromir.

another Berserker, but the Good side was What he lacks in Will and Fate,

all but vanquished. Boromir makes up for in Might. His
six points make him a powerful hero

A ripple of fear spread through the Good in combat, capable of defeating the

side. With half of their force dead, they all most powerful foes or calling Heroic

had to take Courage tests. It was a crucial Moves in dire situations. On a horse

moment as the relic bearer was only scant he is even deadlier, and accompanied

inches away from victory. The Harad by Knights of Minas Tirith he is a real

archers sensed it and poured arrows at the force to be reckoned with. Beware

Knight of Dol Amroth with the relic, but magic though, for Boromir’s meagre

to no avail. Will is no defence against it.

Desperate that they should succeed,
Boromir used his last point of Might to
call a Heroic Move. As he and Imrahil had

both passed their Courage tests, if either m‘ GOOd Con Cl U Siorl e e e

could get close enough after they moved to

the relic bearer then the Knight of Dol Nick: A tense and thrilling game, what a of the Good force but we emerged

Amroth would automatically pass his test great way to end our Battle Companies victorious none-the-less,

thanks to the Stand Fast! rule. With only a series, Greg and I knew we’d be up

few inches to spare, thanks to Boromir against it from the start with Rudgie’s Man for man, I was pretty pleased with

Imrahil came close enough to the relic Miimak and Christian’s double-hard Uruk- my Gondorians. They held up well against

hearer. pllpwing him. fo.rscang... hat. WeouereJucky thod@h and found the the Uruk-hai, even if they did lose a lot of

. relic quickly. From that point on it was a models. Boromir was great, taking down

Just like the ring bearer, the relic bearer matter of getting our man to safety across Lurtz and a load of Uruk-hai
had completed his vital, albeit much the board, whilst mounting a decent Crossbowmen with his knights — those
shorter, journey, Victory was Gondor’s and defence against the Evil aggressors. By Might points sure come in handy! My only
Dol Amroth’s, but at a huge cost in life. the end of it there was almost nothing left real disappointment was the Avenger. I had

Grima Wormtongue is the last surviving Evil hero,
narrowly avoiding being squashed by the
stampeding Miimak.

Imrahil and Boromir
manage lo gef close
enough to make use of the
Stand Fast! rule.

RELIC

The Good force throws all its

Warriors info the fray fo stem the
Urnk-hai Pikemen attacks.




high hopes for this war machine but
Rudgie cleverly neutralised it quickly and
it spent most of the game as a spectator
until it was finally vanguished. The
Rangers too performed poorly, T should
have got them into the fray sooner and not
wasted time Volley Firing.

Greg: 1 could regale you with tales of fine
generalship and astute tactical decision
making. However, it wasn’t exactly
difficult to decide that, once we had
discovered the item, to high tail it away
from the Mlmak and towards the largely
open left flank (Rudgie and Lord Byron’s
right side). [ think the seeds of victory
were sown in our warm up battle, where
the combined efforts of Boromir-and the
King of the Dead slew the Miimak.
Imrahil also swept through all Rudgie’s
cavalry in this pre-match practice game.

It was this practice that created a culture of
fear whereby Rudgie stuck the Miimak on
a flank away from the action, and both
players became fixated on our heroes.
They became reactive rather than taking

(@-Evil Conclusion —— 00— ———

Christian: Those Gondorians! Thanks to
them my boys will go back to Isengard
minus a relic that Saruman wanted. Oh
well, at least there is plenty of man flesh
lying about for consumption,

The game was against us early on as both
Rudgie and myself realised that we didn’t
have the relic. So we had to try and block
as many avenues of escape as possible.
The main threat I had to contend with was
two separate cavalry detachments, both led
by hard-as-nails heroes. That was the main
reason why I parked my infantry between
the woods and the ruins. When all looked
clear I attacked, smashing into the wall of
Gondor, who crumbled under the weight
of Uruk-hai. Hats off to the boys though,
they had a plan and stuck to it, preferring
to use their heroes and cavalry to defend
the relic bearer, rather than attack outright.

Rudgie: Defeated at last, well it had to
happen sometime! I think in hindsight I
should have deployed in the centre of the
battlefield but 1 thought it better to avoid
the possible combination of Boromir and
the King of the Dead. Boromir's 5ix points
of Might and the King of the Dead’s anti-
Mimak sword has only one possible
outcome, a dead Mimak! My own
combination of Grima and the Mlimak did
its job and made sure the enemy characters
stayed well away (Grima’s ability to force
Good heroes to use two Might points
instead of one is simply great). My seven
Archers, safely deployed within the
howdah, did a great job neutralising most
of the enemy shooting, but the highlight of
the game for me was squishing the King of
the Dead. But in the end, Nick and Greg
did a great job of avoiding the beast and
legging it off the table with the objective.

The Power of the Palantir,

Saruman’s Palantir means he can exert his
magic to a greater extent than even Gandalf.
Whilst unable to Sorcerous Blast with it he
can still use Effortlessly Immobilise and
Instantly Command to confound and
distract powerful Good heroes, effectively
taking them out of the game. This subtle use
of Saruman’s power is enhanced by the fact
he can cast it on any model on the board, so
there is no escape. Used well, this can be a
serious thorn in the side of any Good force.

the game to us. Our plan worked, but it
may have been different if the Evil side
had discovered the ancient item instead.




SEA RAIDERS

Convert and paint the Corsairs of Umbay, their ships and their bunters

Worse things happen at sea in
Middle-earth. For a start there’s
the dread pirates known as the
Corsairs of Umbar cruising around
the waterways of Gondor.
Hobbyists Nick Davis, Rob
Hawkins, and Chad Mierzwa show
you how to make your own
Corsair fleet.

he descendants of Castamir the
I Usurper and his followers, the people

of Umbar are Gondorian in origin.
However, a long hatred exists between
them and the land of their ancestors. These
scafarers were sent by Sauron to attack
Gondor until Aragorn and the Army of the
Dead captured their fleet. Recreate their
battles using the rules for fighting coastal
raids in WD300 and WD301,

Corsair Captain

The Captain of the Corsairs requires the most conversion work. Use a body from a Warrior of
Minas Tirith and attach a cloak from a Warrior of Rohan. Choose an extra head you have
lying around. (We used Elrond’s but you can choose your own. A little modelling putty
disguised his Elvish features). .Add a sash and puffy trousers around the knees made from
modelling putty or Green Stuff. To finish off, add a scimitar from a Wildman of Dunlane.

In The Return of The King, the Corsairs
were played by a number of the [ilm’s
crew. The man to the top right of this

piciure is Peter Jackson himself.




Grappling Hooks

What crew of pirates would be complete without some specialised equipment for boarding actions? Try making grappling hooks from sections of
paper clips and a bit of modelling purty. Far the rope, use either rwine or twisted floral wire 1o get the right look.

7~ Bucklers & Head Wraps

Corsairs often favour the use of scimitars and bucklers. To make a buckler, simply use a hole punch and punch our a circle fromi a sheet of
plasticard. Then glue a smaller disc of plasticard or cardboard to the top to make a shape as shown abave. You could use a ball of Green Stuff
instead of a second disc of plasticard if you wish. For the head wrappings, wrap bands of Green Stuff around the head or helmet of the model.
Start from the bottom and work your way up. Flatten and shape the Green Stuff with a sculpting tool as you go up.

Here's a selection of some of the finished models. A good level of variety ean be achieved by combining components from an assortment of boxed sets
and blisters. Warriors of Rohan make grear bodies for your Corsairs, but try experimenting with other models.



The Corsairs of Umbar are evil pirates
from the lands south of Gondor who
constantly raid the ports. Here's how to
make your own Corsairs so you can get
playing some waterborne skirmish games.
Use the Coastal Raid rules from WD300
and 301. All the colours you need to paint
them are shown in the palette box helow.

PAINT PALLETTE

) () (o] ][

Dark Flesh
Tanned Flesh
Dwarf Flesh

Elf Flesh
Vermin Brown
Chaos Black
Catachan Green
Snakebite Leather
Scorched Brown
Boltgun Metal
Mithril Silver
Black Ink
Brown Ink

Flesh Wash

Dirybrush the base with
Codex Grey followed by
Fortress Grey. Drybrush
the cloak with a 2:1:1 mix
of Chaos Black, Catachan
Green, and Bleached
Bone.

Highlight the skin with
Tanned Flesh, then Dwarf
Flesh, and then EIf Flesh.
Apply thinned Flesh Wash
to the hands and face.
Pick our the eyes

with Skull Whire and
Chaos Black.
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Highlight the cloak by
adding more Bleached

Bone ro your mix from the

last step. Paint the tunic,
skin, buckler, boots,

and sleeves with Scorched

Brown.

Paint the hair with
whatever colonr you
chaose. Drybrish the hair
with a lighter shade of the
hase colour. Next, paint
any metal areas with an
even coar of Boltgun
Metal.

T
o

Highlight the munic and
buckler with Snakebire
Leather and the leather
areas with Dark Flesh
followed by Vermin
Brown. Paint the face and
hands Dark Flesh.

Apply washes of both
Brown and Black Inks to
the metal areas then pick
out the very edges of the
metal with Mithril Silver.
Paint the edge of the base
with Codex Grey, and
you're done!

Corsairs of Umbar, hungry for battle, spot their next prey off the port side of their black-sailed vessel,



BUILDING SHIPS OF UMBAR AND GONDOR

JRR Tolkien’s world offers many opportunities for the tabletop battle gamer to find adventure on the high
seas. From the Black Fleet of the Corsairs of Umbar, to the White Ships of Dol-Amroth, to the elegant
Swanships of the Elves, to the humble raft that the Hobbits use to cross the Brandywine River, battles

involving the waterways of Middle-earth can be many and varied.

Building a Gondorian Ship

Nick Davis: I decided to build a ship from the Navy of Gondor. The people of Gondor have
a natural enmity with the Corsairs of Umbar, and I thought that a Gondorian vessel would
have plenty of opportunities to engage the enemy in battle. I settled on building a large
three-masted ship, one of the fleet’s workhorse vessels that is used to patrol the Gondorian

coast and the River Anduin.

Co

'I After you decide on your ship's size, cut three ship shapes owt of Smm foamboard, each
one slightly smaller than the last. Cut out some 25mm blocks of insulation foam to use as
spacers between the layers. Glue the spacer blocks to the bottom of the largest ship shape,
the medium shape to the bottom of these blocks, and so on, until you have the basic

stricture of your hull.

Now use duct tape to tape the sides of your ship. The tape will help form the basic shape of
your hull and also strengthen the construction of your vessel. At this stage, decide where you
are going to put the masis and cut holes in the top of the deck to fit your dowel rods.

3 Use Smm foamboard to build up the gunwales (railings) on the sides of the deck. Use a man-
sized miniature from the game to make sure the ship’s gunwales are appropriately sized. 1
built a poop deck and forecastle on my ship to add more height. Use duct tape again to finish

off the frame of the fore and aftcastles.

Materials

» Foamboard » Thin Cardboard
» Masking Tape » Balsa Wood

» Balsa Rod » Cocktail Sticks

» Aluminum Foil = Plasticard

* Wood Dowels » Paper

= Thin Cloth » String or Thread
» Citadel PVA glue -+ Superglue

Tools

» Hobby Knife » Ruler

= Pencil » Model Saw
* Sandpaper * Scissors




4 Apply planking to your ship. Cut your balsa wood info Snumn strips and soak them in water for
at least 10 minutes, though it’s better 1o leave it in water overnight. Soaking the wood helps
make it supple. When the wood is dry, work around your ship, gluing the strips of balsa wood

in place with superglue. Cur the wood to size as You go. Make sure to keep the planks parallel
to each other.

=
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Once the planking is complete and the superglue is dry, use sandpaper to smooth the edges of
vour ship. Now you can begin adding details. Create a bowsprit by sanding one end of a
10mm dowel rod to a nice point and attaching it to the front of the ship. If you like, you can
make a figurehead from a statue from the Osgiliath ruins sprue.

Use Smm strips of balsa to detail the outside of the ship with a square pattern. Finish off the
top of the railings with wood trim. Make a ship’s wheel out of a plastic spoked wheel with
cockiail sticks glued round the edges. Make the doors Jor the poop deck and forecastle cabins

from a small piece of the balsa sheet with a grain pattern scored into it. Make the door Jamb
Srom marchsricks.

Now it'’s time to add masts. Create the masts
themselves out of 1/2" dowel rods and the gaffs
Jrom 1/4" dowel rods. Tie the galfs to the masty
with string. Paint the string with watered-down
PVA to strengthen the join. Use string to tie the
eves in place for the sail hooks.

The simplesi way to make sails is b v stiffening
paper or cloth with watered-down PVA glue.
Using glue to harden the sails helps to give _
them Sﬁlﬂpe, To gh’E your sails a little Eﬁﬂpe, FOR ASPIRING SHIPWRIGHTS
glue a thin wire to the edges of the sails,
folding the edge over 1o create a hem. This
allows you to bend ir, Finally, add a boom o
the foot of each sail for added realism.

SOAK YOUR BALSA WOOD! Soaking balsa wood in water

Ciin make il extremely pliable. Even pieces of wood as large as

|Umm thick can be shaped a bit after you soak them in water

for a few days,

O



Begin painting your ship with a Chaos
Rlack undercoat. Drybrush the entire
model with Codex Grey, then Fortress
Grey, then Ghostly Grey, and finally Skull
White (the last very lightly).

Paint the sails with a coat of Scorched
Brown. Drybrush them first with Bestial
Brown, then very lightly. with a 50/50 mix
af Bestial Brown and Bleached Bone. You
can concentrate your drybrushing on
certain areas of the sails to

Suggest siains or ﬁ?d&'d areas

if you like.

Building a Corsair Ship

Mark Gregory: [ was given the task of building an Umbar Corsair ship. Many of the
techniques are similar to those used in the construction of the Gondor ship, but T used a few
additional methods, some of which you may find useful.

For reference, I looked at some of the pictures in The Art of The Return of The King and
some other books about ships, weapons, and warfare.

If you want to attach a flag or banner to the top
of your mast, it should blow forward

(like the flag at the wp of Mark’s

Corsair ship’s mast on the next

page) or (o the side of the ship 1o

match the direction of the wind,

Draw out a rough plan for vour ship on paper. If necessary, you can blow it up on a
photocopier. You can see part of my ariginal drawing on the top of the ship’s deck below. The
plan shows the centre line of the ship and the distances out to the gunwales. Create the basic
frame for your ship out of cardboard and foamboard, Use masking tape to hold everything
together. At this siage, it is easy to make adjustments to the overall fit of the pieces by
releasing the tape and fine-tuning the position of the component pieces. When you are
satisfied with the shape and fi1, glue the parts together with superglue to create a solid frame.
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Once the superglue dries, use balsa strips to make wood planking on the deck and the sides of
the hull. Bend the strips carefully to follow the outer line of the ship'’s hull. Again, soak the

strips in water before you bend them into place. Glue them down with superelue. The
planking, in addition to giving your model an authentic look, will hide any gaps or other

unsightly parts of your frame.

To suggest that the bow is armoured for
ramming, wrap a few pieces of thin
cardboard in erumpled aluminum foil and
glue these pieces in place on the ship’s
prow. Start ai the bow and overlap the
plates as you work your way aft, to create
a look that suggests water-tight seals and
a serrated cutting ram. In this shot, vou
can also see how the direction of the
waod grain of the planking matches the
lines of the ship for a clean,
hydrodynamic look.

Create the tiller and rudder assembly as
you did the rest of the ship. Create a
rough frame out of foamboard and
masking tape and then cover it with balsa

N\ waod strips. To help your planking line up
on an irregular shape like this, make sure
you start applying the planking at the
same point on all sides of the object. For
example, begin by placing one plank on
the starboard side (that's the right side,
for all you landlubbers) of the riller and
then another on the port side to march ir.
As you work your way down to where the
tiller meets the rudder, make sure the port
and siarboard planks stay even,

Detail the bow of your vessel with thinner
strips of balsa wood and other assorted
bits of wood you may have lying around.

{ used an old paintbrush handle for the
bowsprit. Pieces of plasticard, like the
ones 1 used as braces for my bowsprit,
can also come in handy here.

If you like, you can cut portholes into the
side of your ship. Add some balsa wood
trim to neaten up the holes you cut, The
trim will help your ship look neat and
consistent and will hide any rough
sections or mistakes you make in cutting
the portholes in the first place.




Now it'’s time to put the final detaily on
your ship. Use dowel rods 1o create masts,
gaffs, and booms to support your sails,
You can also add balsa strips running
ethwartships (from port to starboard) on
vour deck to break up the large flat
suirface.

Add sails, and create rigging out of string
or twine treated with watered-down PVA
glue as Nick described before in making
his Gondor ship. You can be as realistic
as you like in rigging your ship (reference
books can help you), but remember that
the more rigging you add, the harder it
will be to move models around the deck.

Good luck with your own ship building,
and I'll see you on the high seas!

THE WRATH OF UMBAR!

Stop the Corsairs in the Games Workshop Roadshow.

Throughout the summer there will be a
fantastic roadshow visiting 42 of our UK
Hobby Centres.

In The Wrath of Umbar, you’ll have to
repel the wicked Corsairs from the
Southemn Gondorian coast, and prevent
them from burmning towns and taking their
inhabitants into slavery. These black-
hearted men are ancient servants of Sauron.
Do you have the mettle to defeat them?

The roadshow uses the boat rules from
WD300 and 301, and featres a whole fleet
of stunning, scratchbuilt boats, Corsairs and
a specially made coastal board. As well as

playing, you'll be able to pick up tips on
how to make your own landing craft and
conversions. There's also a special
promotional miniature only available to buy
at these events. Below is a list of dates.
Ring your local Hobby Centre for more
details of this event.

= 2 July: Aberdecn

* 9 July: Edinburgh

*» 16 July: Glasgow, Hull, Cardiff, Romford
and Brighton

= 23 July: Carlisle, Nottingham, Bristol,
Thurrock, Maidstone

* 30 July: Newcastle, Derby, Exeter,
Harrow, Guildford

- AT e 1-.,,_-_-, =

* 6 August: Middlesborough, Northampton,
Poole, Uxbridge, Maidenhead

* 13 August: Harrogate, Leicester, Oxford,
Bromley, Milton Keynes

* 20 Aungust: Leeds, Manchester, Worcester,
Kingston, Cambridge

« 27 August: Wakefield, Chester,
Birmingham, Sutton, Norwich

» 3 September: Sheffield Central,
Liverpool, Shrewsbury, Croydon, Ipswich

INDEPENDENT STOCKISTS

Check out the website below for details of

events at independent stockists throughout

the country. -

WWW.THEWAROFTHERING.CO. UK a
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Keith Robertson is one of
the longest serving
members of the "Eavy
Metal team. You can see
his work for Games
Workshop in our
codexes, army books and
the pages of White
Dwarf; but naturally, he has also accrued
a vast collection of beautifully painted
miniatures of his own.

Keith Roberison

Keith's talent as a painter were recognised
long ago when the Dundee Hobby Centre
manager recommended him for an interview
with the 'Eavy Metal team.

“I had my interview and within a week | was
hired,” says Keith. After working for Games
Waorkshop for six and a half years he's now in
charge of the 'Eavy Metal team as supervisor.
Through all this time his love for painting
Citadel Miniatures has remained constant, as
his superb collection attests.

“| usually paint models according to personal
preference,” Keith says, explaining that for
many painters character models tend to be
the most attractive. Like a lot of hobbyists,
Keith has his favourite sculptors — Jes
Goodwin and Brian Nelson amongst them,
and he always tries to keep an eye out for
their models. “I really like Jes’s Space
Marines and the new Tyranids, and the Orcs
and Ogres of Brian Nelson,” he says.

Former Games Workshop sculptor Chris
Fitzpatrick is another of Keith's favourites. It
was Chris's models that helped to get Keith
the job when he used them to showcase his
abilities during his interview. “| took the Dark
Elf Sorceress and Lucrezzia Belladonna,” he
tells us. “These older models still hold up
today. They have a timeless quality.”

Even though he details all of his models
exquisitely, Keith still finds time to game
regularly. “I'm working on a few armies at the
moment,” he says. “Tyranids; my own Space
Marine chapter, the Sons of Orar and Orcs
and Ogres.” The Ogres are a Feastmaster
tribe that has a predominance of Halflings in
it. “l substitute Halflings for Gnoblars,” Keith
says. “I've got a hot pot as a Rare choice and
take Lumpin Croop’s Halflings as Trappers
when [ play.”

Keith's collection of miniatures is certainly an
eclectic mix, a deliberate decision on his part.
“I find if you do too much of one thing you
can get stuck in a rut, variety helps to keep
things fresh.”
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"Dark Elf Witch:
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* Dark Elf Corsair Champion®

IDark Eldar Warrior. 0




‘EAVY METAL SHOWCASE FEATURES SOME OF THE
FINEST PAINTED MINIATURES IN THE HOBBY. THIS
MONTH WE PRESENT THE COLLECTION OF “EAVY METAL
TEAM SUPERVISOR KEITH ROBERTSON.

—— THE SONS OF ORAR —

The Sons of Orar are a Space Marine chaplier of Keith's own devising. “There’s no greal secret regarding the colour scheme,”
says Keith, “it was jusl because | liked it.” The Tyranid trophies the librarian bears have the same colour scheme as Keilh's
Tyranid army. Cleverly, the trophies on his Tyranids are all Sons of Orar Space Marines. The Company Champion was Keith's

Open Calegory eniry in Golden Demon 2004.
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THE ASTRONOMICAN

ESSENTIAL GAMES WORKSHOP HOBBY REFERENCE
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- Events Diary Games Workshop Direct Store Finder ~ Fuel for the Furnace

Local events and the new Inspired by an article? Every Hobby Centre inthe  * Your chance to ask us

Gaming Centre Find helpful parts here UK and Morthern Europe questions

= THOUGHT FOR THE DAY: HE WHO SERVES HIMSELF SERVES NO-ONE
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WARHAMMER

!r Important News! Citadel Miniatures hall opening soon!
.| For more details about this new attraction for Warhammer World see
' the story in the News on page 3.
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THE CENTRE OF THE GAMES WORKSHOP HOBBY

= Warhammer World is the place to come for a great Games Workshop
experience. Within its castle courtyard you will find a wide array of
awesome gaming tables built by Warhammer World’s scenery team. All of
Games Workshop’s current game systems are represented, from cathedral
ruins for the Warhammer 40,000 Universe, to the rolling plains of the

-/ Warmaster board. Whatever game you play, Warhammer World is the place
, fo fight your war!
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* Feature tables in the Warhammer,
Warhammer 40,000, Lord of The Rings
and Specialist Games zones.

* A variety of standard gaming tables that
can be used for all systems.

= Gaming nights to cater for all levels of
gaming knowledge and experience.

* Hobby tutorials for all areas of the hobby
and all levels of expertise.

RING 0115 9168410 F
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* Hobby Centre stocking the Specialist
Games Range, as well as Forge World
items and a limited range of Warp
Artefacts products.

* Available for Club or Gaming Group
activities (subject to availability).

* (Citadel Miniatures Hall opening soon!

* Sample the legendary hospitality of
the Dwarfs at Bugman's Bar!

OR MORE DETAILS

R e e L TSR

WHAT’S ON*
AND WHERES

ORLD

TUTORIALS

Expand your Hobby Skills in a one-
on-one tutorial with one of
Warhammer World's hobby heroes.
These tutorials can cover any aspect
of the hobby, just give us a call to
book some time.

Phone: 0115 9168410

Email: warhammerworld@
games-workshop.co.uk

BUGMAN'S BAR

If you need to take a break, have a
drink or buy some food, the bar
built to honour the famous Dwarf
master brewer Josef Bugman is at
your disposal,

YOUR OWN EVENTS
Warhammer World is the perfect
place to hold your own gaming
events. Clubs and Gaming Groups
from all over the country and
beyond make use of our gaming
hall. If you're interested in running
your own event at Warhammer
World, contact us on the phone
number to the left or by e-mail for
more information.

Events@games-workshop.co.uk

[ COMING EVENTS

Here are just a few
Warhammer World
events. See over the page
for more!

Mastercrafted
Sculpting (expert tuition)
25th-26th June

Call to Arms
specialist Games
2nd-3rd July

The Lord of The Rings:
The War of Rohan
16th-17th July

Warhammer Doubles
Tournament
23rd-24th July
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GAMING CENTRE

The Gaming Centre is now open! _
Situated just off junction 34 of the M1, it is
a five minute walk from the Meadowhall

' Hobby Centre.

. 20 6' x 4' gaming tables and 12 paint stations.

* Vending machines.

e A husy timetable of events, tournaments,
nam_paign days, and more.

e Open 10am-10pm on Saturdays, 11am-dpm on
Sundays and 4pm-10pm. on Mondays during
term time, and 10am-6pm on Tuesdays-
Fridays during school holiday periods.

The Gaming Centre is-a new
place where you can come
and play games, take part in
pre-arranged battles or a
league, or even hold your
pwn events.

-~ You will find some of the

. best tables from Games Day

.. available for use, as.well as

- 20 generic 6'x4' gaming
tables to test your armies’
might on.

There is also a gaming

- timetable planned right up to
the end of Deecember 2005.
Masterclasses with the

- falented guys who made the
Mmak being attacked by
the Army of the Dead (from
WD301) are also available.

[T you are interested-in
running an event — maybe
you're a club searching fora

. venue or-a store wanting to
challenge-another store or

- Club —the Gaming Centre is
available as a venue. Best of
all, it's completely free 1o
use, with free parking right
on the doorstep. Cantact us

- for more information.

 Manager: Rob Bastow
- Telephone: 0114 243 4633

Event information corract at time: of going 10 press. Games Workshop is not responsible for-events not run by Games Workshop.
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COMING SOON
Some of our great events.

Rise of the Witch-King -
11th June

Join in-this campaign
charting the rise of the dread
Witch-king of Angmar. Using
your 500 points themed
farce, can you stop him or
will you aid him in his rise to
power? Spaces are-limited
to 20 each for Good and
Evil. Tickets cost £15,
including lunch.

Man of Steel Blood Bowl
Tournament -

2nd and 3rd July

Take-part in the first-annual
Blood Bowl Man of Steel
Challenge Cup by playing six
games over two.days to win.
Places are limited so register
soon if you want to enter.
Bring along a starting team
and their complete official
rules. No star players.
Tickets cost £30, including
lunch on both days. :

Address:

Units 8/9,
Meadowhall Road
Industrial Estate,
Amos Road,
Sheffield.
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THE GAMING CLUB NETWORK (GCN) IS AN INDEPENDENT ORGANISATION
FOR CLUBS, RUN BY AND FOR GAMERS. THE GCN IS MADE UP OF
INDEPENDENT CLUBS AND COMPRISED LARGELY OF ADULT HOBBYISTS,
WHO MEET IN HIRED VENUES. IT IS RUN BY VOLUNTEERS AND ALL GCN
GLUBS HAVE A CHILD PROTECTION POLICY AND CLEAR CLUB RULES.

DPEN PLAY LEAGUE

The Gaming Club Network was set
up to make it easier for people to
find and play more opponents in
safe and friendly environments.
Clubs offer the best opportunity to
take part in games that go beyond
the ong-off standard scenario style
of play that most hobbyists are
familiar with. The introduction of the
Open Play system in 2004 and its
development in 2005 into the Open
Play League has taken club gaming
to a new level. Here's a brief
introduction on what Open Play is
all about and how you can take part!

PLAYER RANKINGS

The first element of the Open Play
system is that everyone who takes
part in it generates a Player
Ranking. Your ranking is a score
that reflects how good you are as a
player in comparison {0 everyone
else. In short, if you win games
your ranking goes up, and if you
lose it goes down. Everyone starts
with an average rating and as they
win or lose games their ranking is
re-calculated to reflect their ability.

SYSTEMS

Open Play currently includes all of
the three major Games Workshop
games — Warhammer, Warhammer
40,000, and The Lord of The Rings.
In the future the GCN plan to add all
of the Specialist Games too! In
addition to your overall ranking you
get ratings for each system you play
in, and also for each ‘Taction’ (army)
that you use. Alongside the player
rankings the system will also let you
view the top performing armies
across all the systems.

INTER-CLUB LEAGUE

In addition to the player-focused
rankings that are an ongoing feature
of Open Play, the GCN clubs

I s ] L o e LT
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involved are able to take part in the
annual Inter-club League. This event
pits the members of each club
anainst the members of all the other
competing clubs. Each time the
League clubs meet and set up &
fixture they earn League Points for
their club. At the end of each year
the top performing clubs take part
in a Grand Final held at the Games
Workshop Club Celebration in
December. From 2005 the prize for
winning each systems’ League will
be the coveted Open Flay Shield!

SECONDS AWAY... ROUND 1!
In February the first Open Play
League fixture occurred between the
Oxford Gaming Club and the Sad
Muppet Society in Basingstoke.
After a good night's Warhammer
40,000, the result was a resounding
draw for these two clubs, netting
them two League Points each!

GET INVOLVED

If you'd like to take part in the Open
Play League you’ll need to join the
Gaming Club Network. To find out
more about how to get involved
with this indepandent organisation
contact them via:

Paost: Gaming Club Network, PO Box
8019, Reading, RG30 3WZ

Web: www.gcnm.org.uk

Email: contact@gcnm.org.uk

Top League Rankings (21/3/05)

1) Michael Purvis, Gobsiyks Gaming
Club, 1608.42 points

2) John Wright, Oxford Gaming
Club, 1583.22 points

3) Andy Thompson, Gobsiyks
Gaming Club, 1569.01 points

4) Bert Bassett, Oxford Gaming
Club, 1566.19
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Are you running an event? If you want to advertise it for
free in this fine publication simply drop us an e-mail at:

eventsdiary@games-workshop.co.uk

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

dth May for WD308 (August)

13th June for WD303 (September)
11th July for WD310 (October)
Please note all dates and details are

correct al the time of going to print
but are subject to change.

Events diary abbreviation guide

WH ......Warhammer

<o Warhammer 40,000

B8 ......Blood Bowd
WAB......Warhammer Ancient Battles

WPS......Warhammer Players' Society
WECW ...Warhammer English Civil War
Epic ......Epic Armageddon

LOTR ...The Lord of The Rings

GW ...... Games Workshop
2 | Grand Tournament

GCOUNTER STRIKE
Date: Znd June, 2005

Venwa: GW Flaza

Detaifs: Hive Fleet Kraken has advanced
towards its goal. Now is the time for the
imperial Navy to make its last stand.
This is a BFG campaign running
throughout June and July. Starting
Flegts must b 500pts.

Gontact:
GW Plaza — 02074 360839 (Paul)

Website:
Wwiw. games-workshop.co.uk/events

YOUNG BLODD 40K TOURNAMENT

Date: 4th Juns, 2005

Venwe: Newmillerdam Scout Hut, 699
Barnsley Road, Newmillerdam,
Wakefield

Age Limit: 16 years and undsr,

Details: To entar this Young Blood
tovrnament, you will need a 1,000pts
40k army chesen to standard force
organisation charts, rulebooks and
codexes. Thers are limiled places
available, so book soon. Entry costs £5,
including lunch.

For more details and tournament packs,
send an email to the address below:
Gantact:

lain Dafton - votsmoose@hotmall. com

THE MALLEUS BLACKHEART
MEMORIAL CUP

Date: 11th June, 2005
Venue: GW Dumiries Gaming Room

Details: Enter this amazing cup knock-
out day, named after the great Mallsus
Blackheart, who scored a thousand
fouchdowns.

Bring a million crowns of your finest
players to this event and watch out for
Malfeus himself,

Gonmtact:
GW Dumirigs — 01387 249702

Website:
Www.games-workshop.co. uk/evenis

GW PRESENTS:

MASTERCRAFTED: SCULPTING

Date: 25th and 26th Juns, 2005

Venue: Warhammer World, Nottingham
Delails: Hone your scuipting skifls with
some aof the finest sculptors from
Games Workshop. You will benefit from
six hours per day of twition, praclising a
variely of technigues and projects.

This event is designed for experignced
hobbyists wishing to perfect their
sculpting skilis.
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Confact:
Warhammer World - 0115 916 8410

Website.
WWwW. games-workshop.co.uk/events

RISE TO POWER

Date: 26th June, 2005

Venwe: GIW Newcastie

Age Limit: 16+

Details: The sword of the undying
afitance viil only be held by the
strongest of generals. Enter the fiald of
batile and stake your claim in blood,
You will need a fully painted, 2,000pts
army lo iake part in this Warhammer
campaign day. Gall to register as places
are limited.

Contact:

G Newcastle — 01912 322418

Website:
www.games-workshop.co.uk/events

ROGUE TRADERS

Date: 2nd July, 2005

Venue: GW Carlisle

Details: Come and try your hand at this
unique way of playing 40k Choose and
build the crew of your very own
Imperial loyalist, Rogue Trader, or Pirate
transport vessel and fight it out in ihe
slars and spaceports with nothing but a
lasgun by your side in this 40k skirmish
event. Contac! the Cariisle Hobby Centre
for further datails.

Contact:

GW Carlisle - 01228 598216

Web: www.games-workshop.co.uk

GW PRESENTS: CALL TD ARMS
SPECIALIST GAMES GRAND
TOURNAMENT

Datle: 2nd and 3rd of July, 2005
Venwe: Warhammer World, Nottingham
Age Limit: 16+

Details: This Tournament covers five
systems, of which you will compste in
the one of your choice. They are
Mordheim (500gc), Necromunda
(1,000creds), Warmaster (2,000pts),
Battleflest Gothic (1,000pts), and Epic:
Armageddon (3,000pts). Ticksts cost
£45 and include lunch on both days as
well as an evening meal on Saturday,
Those playing Necromunda and
Maordheim will participate in ten games,
players for the other systems will
participate in six,

Confact:

warhammer World — 0115 916 8410

Website:
WWw.games-workshop.co.ukisvents

KINGDDMS BREAK
Date: 9th July, 2005
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Venwe: GIW Dumfries Gaming Room

Delails: Kingdoms are broken and
smashed as local Ogres dacide they
need more fand. Bring 1,000pts of
Warhammer and try to fight your way
out of the Ogre Kingdoms and stake
your claim for land or fight the Ogres
and stop their refentiess advance.

Contact: GW Dumfries — 01387 249702

Wehsite:
www.games-worksfiop.co.uk/events

WPS 40K GRAND TOURNAMENT

Date: 9th and 10th July, 2005
Venwe: Warhammer World, Nottingham
Details: Test your metife as a tabletop

general. See the website for more
delails on this 40k tovrnament.

Contact:
conrad.gonsalves@med.ge.com
Web: www.players-sociely.com

LANCASHIRE OPEN
WARHAMMER TOURNAMENT

Date: 16th July, 2005

Venue: Wargames World, 22 Cooper
Streef, 5t Helans

Details: You will need a fully-painted
Warhammer 2,000pts army to take part
in this Swiss pairings tournament. The
competition runs from 10.30am-
5.30pm. Only 20 Places Available. Entry
costs £10.

There are prizes for First Placs, Best
Paiated Army and Most Sporting Player,

Contact:

info@wargamesworld.com or send a
large SAF to: Wargames World, 50-52
Skipton Road, Nkley, West Yorkshirs,
L529 9ER

Website:
Www. wargamesworld.com/gvents.htm

AGRAM ARENA SUMMER 2005
Date: 16th-17th July, 2005

Venwe: Technical Museum, Zagreb,
Croatia

Defails: Enter the 5th Agram Arena
International tournament! To entsr the
40k tovrnament you will need a
1,500pts army. For the LOTR
tournament you will need 1,000 pls of
Good and Evil forces. Entry is free -
including lunch and accomodation!

Reports from the previpus two
tournaments can be found on the
website (see link below).

The WH tournament last December
gathered 62 participiants from five
different countries including GW's
Adam Troke!

Contact: ums-agram@nel. i
Website: www.ums-agram.fhir

GW PRESENTS: WARHAMMER DOUBLES
TOURNAMENT.

Date: 23rd and 24th July, 2005

Venwe: Warhammer World, Nottingham
Age Limit: 12+

Details: You and a partner join forces
and fight other pairs of players for the
title of besi generals in this Doubles
Tournament. Both armies will need to
conform to the Border Patrol rufes set.
Tickets cost F65 and include admission
for both peopls, lunch on both days and
evening meals on the Saturday night.
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Coniaci:
Warhammer World - 0115 916 8410

Website:
Www.games-workshop.co.uk/events

THE 2005 QUENELLES cup

Date: 24th July, 2005

Venue: GW Glasgow Gaming Room
Details: Enter the 2005 Quenellss Cup
Blood Bowl to find the best Hobby
Gentre in Scotland. One-day event that
will run from 10am-Gpm. Edinburgh
ook the cup last year (along with most
of the other trophies) so it's time for
Glasgow o sirike back. See the store
siaff to register before the event.

Contact:
GW Glasgow - 0141 221 1673

Website:
WWww.games-workshop.co. uk/events

DUNDEE MELEE 3
Date: 30th and 31st July, 2005

Venue: On Board HM Frigate Unicorn,
Victoria Dock, Dundse DDT 3J4,
Scotland

Age Limit: 16+

Details: This fournament will be
decided over four 2,250pls games, two
S00pts Warband games, an Arena of
Death character bash and a Wizard's
Dusl. Any official army list may be used
(no appendix army lists and no special
characters allowed, however). Each
battle will have a scenario. Greal fun
and friendly atmosphere. Entry is £20,
Contact:

timgronneberg@yahoo.co.uk

Websita:

hitp/wwwe frigateunicorn.cra/ or
www.dundesmealse.co.uk

CITY OF GOLD
Date: 4th August, 2005
Venue: GW Plaza

Details: Adventurers wanted for
treasure hunting in the far away land of
Lustrial (No experience needed.) This is
a Mordheim campalgn with starting
warbands running throughout August
and September.

Coniact:

GW Plaza — 02074 360839 (ask for
Johan)

Webhsite:
www.games-workshop.co.ulk/svents

BOUNTY HUNT

Date: 6th August, 2005

Venue: GW Carlisle

Delails: Renegade Psyker Creavis Drell
nas escaped the clutches of Inquisitor
Magfsant for the fast time. A price
greater than wictory has been placed on
his head, and your gang wants a piece
of that action.

Take your Necromunda Gang across the
Hive, through the blasted wastelands
and to places you wouldn't dare go as
vou hunt this crazed man. Coniact the
Carlisle Hobby Centre for further details
about this event,

Contaci:

GW Carlisle — 01228 598216

Web: www.games-workshop.co.uk

GW PRESENTS: WARHAMMER GRAND
TOURNAMENT HEAT ONE

Date: 6th and 7th August, 2005
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Venue: Warhammer World, Nottingham
Age Limit: 16+

Delails: Compete for your place in this
year's Grand Final. You will need a fully
painted 2,000pis Warhammer anmy.
You will play six games over the
weekend, with the top third of the
players given a place in the final.
Painls are awarded for sportsmanship,
gaming and painting. Tickels cost £50,
and inciude your ticket to ths final
should you qualify, lunch on both days
and an evening meal on the Saturday
night.

Conlack:

Warhammer World = 0115 916 8410

Website:
WWw.games-workshop.co.ux/events

A0K FORUMS.COM TOURNAMENT

Date: 10th August, 2005

Venue: Warhammer World, Nottingham
Details: A 1,500pts 40k tournament
available for all 40kforums memoers lo
enter. The fournament uses the same
farmat as the Conflict Events. Come
along and see if you can win a few
games, or more importantly, simply
enjoy yourself! A rules pack for the
gvent can be downloaded from the
website.

Entry is freg apart from funch at
Bugman's Bar. The tournament runs
from 10am-5pm.

Gonlact:

admin@d40xforums.com

Webh. www.40kforums.com

GW PRESENTS: WARHAMMER 40,000
GRAND TOURNAMENT HEAT ONE

Date: 13th and 14th August, 2005
Venue: Warhammer World, Nottingham
Age Limit: 16+

Details: Compete for your place in this
year'’s Grand Final. You will need a fully
painted 1,500pts Warhammer 40,000
army. You will piay six games over the
weekend, with the top third of the
players given a place in the final.
Poinis are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include your ticket to the final
should you qualify, lunch on both aays
and an evening meal on the Saturday
night.

Contact:

Warhammer World — 0115 216 8410
Website:
wWw.gamss-workshop.co.uk/svenis

THE WYRDSTONE HUNT

Date: 29th August, 2005

Venue: GW Glasgow Gaming Room
Details: Join GW Glasgow's annual
Wyrdstone hunt. To take part, gamers
need a 500gc starting gang. Event will
be over thres rounds and will be from
10am-6pm.

Confact:

G Glasgow — 0141 221 1673
Website:
WWW.games-workshop.co.us/events
~ SEPTEMBER
WARHAMMER TOURNAMENT

Date: 3rd September, 2005

Venue: GW Carfisle

Delails: Enter this warm-up for the
Grand Tournament finals. Get your
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Join in the first ever The Lord of The Rings

'. Campaign Weekend at GW-HQ.on 16th and

17th June! Your force will take part in key
~ hattles in the War for Rohan, gaining
prestige and fame as mighty warriors

fightng for Good or Evil.

You will need fo bring 600pts of either a Good or
Fvil force to participate, divided into 100pts blocks:
Each block must be led by an unnamed hero.

Tickets cost £40 and include lunch on both days as
- well as an evening meal on the Saturday night,
. Entrants must be aged 16 or over.

practice in with this one-day
Warhammer tournament using GT rules.
Contact the Carlisle Hobby Gentre for
more details.

Coniaci:

GW Carlisle — 01228 598216

Web: www games-workshop.co.uk

YOUNG BLOOD
WARHAMMER TOURNAMENT

Date: 10th September, 2005

Venue: Newmillerdam Scout Hut, 699
Barnsley Road, Newmilferdam,
Wakefield

Age Limit: 16 years or younger
Details: You will need ai,500pts fantasy
army chosen to standard force
organisation charts, rulebooks, codexes,
and lunch. Entry is £5 (limited numbers
S0 register as soon as possibie ).

For more details and tournament packs,
send an email fo the address below.
Contact:

fain Dalton, votemooss@hotmail.com

INSTORE: MAY HALF-

ADULT BEGINNERS

Date: 11th September, 2005 - LoTR
18th September, 2005 — 40%

25th September, 2005 — Warhammer
Venue: GV Plaza

Details: A chance for any adult
beginners to spend a full day focussing
on their chosen game. This will include
gaming and painling lessons. Places are
limited, so book as soon as possible.
Contact:

GW Plaza = 02074 360839

Website:
www.games-workshop.co.uk/events

GCOMBAT PATROL TOURNAMENT

Date: 26th September, 2005

Venue: GW Glasgow Gaming Room
Details: Four round Combat Patrol
fournament running from 10am-&pm.
Can you win this 40k compelition?
Contact:

GW Glasgow — 0141 221 1673
Website:
www.games-workshop.co.uk/events

COUNTDOWN TO CATACLYSM

Date: 15t October, 2005

Venuve: GV Carlisfe

Delails: Ons year to the day it was
meant to go off, the mysterious
Warpstone Hemisphere, beneath the
stresis of Middenheim, has begun
ficking once more. Discover what plots
and Intrigues are behind this. Will you
be able to stop the timer before Clan
Skryre’s greatest invention puts paid to
Middenheim for good?

A time-limit based Mordheim Campaign
day. Coniact the Carlisle Hobby Gentre
for detafls.

Contaci:

GW Carfisfe — 01228 598216

Web: www.games-workshop.co.uk

SPAGE HULK

Date: 2nd October, 2005

Veawe: GW Plaza

Details: An inguisitor campaign running
throughout October and November.
Coniact:

GW Plaza — 02074 360839 {ask for Ken)

iy [T

TERM AND SUMMER EVENTS

. There’s plenty of battles awaiting your army at your local Hobby Centre over May half-

term and summer. Contact your local Games Workshop to find out when each event
takes place and for further details (see page 130 for a list of every Hohby Centre).

The Baitle for Ichar IV = All Summer; Ichar IV is an important planet in the Ulima

\-segmentum. A planel of lush torests, volcanoes and volatile mud flats. Ichar IV is

also one of-the main weapon producers in the sector and of vital strategie importance
to the Imperium. Soon it will become the stage for the greatest defence against the
Tyranid menace the galaxy has ever seen

‘ ﬁaﬂ War of The Ha‘ngm---ﬁll Summer: With darkness growing.in Mordor, Sauron has

dispatched the Nine. The Fellowship must complete their quest or life in Middle-earth
will change forever. iloin the Good or Evil side and register your réSults along with the

. “rest of the UK to determine the fate of the One Ring in our onling campaign! Sge

page 90.1or more details.

The Conguest of the New World — All Summer: The Lustrian continent has begn laid
open, The Lizardmen are desperately trying to protect their homeland from invaders,
The adyenturers, having established bases along the coast, are trying to find ancient
treasure that they can return to the Old World with. Join in the fun by capturing a
Lustrian treasure from the depths of the jungles, or fighting off the intruders for glory
in the eyes of the Old Dnes.

3 LFEE, LT Tl E — [T o g e o = ST, L e LSRN P o e

=1 ol LTS ST TRET [

www.games-workshop.co.uk/events 125 '

r
e g Pt n



ames Workshop Direct is
the ultimate service for
Games Workshop
hobbyists. With a quick trip to
our website or a chat on the
phone to one of our friendly
Hobby Specialists every Citadel
miniature you want can be
dispatched to your address. But
Direct is far more than merely
an ordering service...

HOBBY SPECIALISTS

Besides handling your orders for all Games
Workshop merchandise, our Games
Workshop Direct staff are on hand to help
you get the most out of your hobby. All of our
staff are Hobby Specialists, gamers like you
who can't get enough of modelling, painting
and gaming with our miniatures. As dedicated
hobbyists they can answer all of your hobby
questions and provide tips on modelling and
painting techniques, such as advice on colour
schemes, tackling difficult models,

suggesting components for conversions or
assembling more complicated kits.

They can also provide assistance with making
an army list, from devising a starting force to
expanding an existing one. They're also
available to give helpful advice on how
various units work on the tabletop,
discussing any special rules and tactics for
using them in a battle and assessing their
relative strengths and weaknesses.

Our Hobby Specialists are also a great source
of gaming knowledge. If you have any rules
queries they are happy to help and suggest
solutions to ensure you get the best out of
your gaming.

SPECIALIST
. PROFILE

Name: Chris Beaumont

Specialism: Battlefleet

Gothic and Warmaster,

' 1 Armies: Undead for -
Warmaster and Imperial

| Guard for Warhammer

40,000. o

Hobby tip: Always build

your army in blacks, so

you can test oul new units. —

126 ORDERING DIRECT

'GAMES WORKSHOP DIRECT

« COMPONENT PART SERVICE
All hobbyists love to personalise their
armies. With Direct you can order individual
models from boxed sets and blisters or
even Individual components from multi-part
kits. So if you want to create a fantastic
conversion using Archaon’s sword and a
Griffon’s head, Direct is the place to go.

= CLASSIC AND
COLLECTORS’ MODELS
The Games Workshaop range of
models is constantly evolving. Due to
limited space, we cannot stock Citadel
Miniatures’ full array of models in our
Hobby Gentres. From alternative marks of
Space Marine armour, to different kinds of
dragons or even models for the enigmatic
Eldar Harlequins, Direct has a dazzling
selection of figures you won't find
anywhere else.

(el exclusive models like this Ogre
Ninja Maneater only from Direct.

* ADVANCE ORDER
Can't wait for the latest book or model?
Direct allows you to order them in advance,
delivering them to your address as soon as
they are released.

* EXCLUSIVE MODELS
Available only through Games Workshop
Direct, these models, like the menacing
Ogre Ninja Maneater, make excellent army
centrepieces or painting projects. Call the
Hobby Specialists to see what special
edition models are currently in stock.

* NEW RELEASES

Get all the latest releases as soon as they
are available!

= SUBSCRIPTIONS
Get your essential hobby purchase every

month guaranteed with a subscription to
White Dwarf.

Components and classic miniatures
are only a phone call away.

wiiits - NEW

WARHAMMER 40,003; TypaNipsith

* DELIVERED TO YOUR DOOR
No need to leave the comfort of your home
or brave the elements to get your Games
Workshop goodies. And there’s just one
standard postage charge no matter how
much you order.

= HOBBY SPECIALISTS
All our Games Workshop Direct staff are
Hobby Specialists. They can answer all of
your gaming questions and provide tips on

modelling and painting techniques.
\




e-mail: hobbyspecialists@games-workshop.co.uk

CONTACTING DIRECT

There are numerous ways of getting directly in touch with our crack squad of Hobby
Specialists. Lines are open from 9am-9pm Monday to Saturday and 10am-6pm on Sunday.
Faxes, e-mails and letters will be answered immediately. Whether you want to order a new
army or just chat about how to gst the best out of your Necromunda gang, drop us a line.

= ON THE INTERNET
Visit our well-established store at: www.games-workshop.co.uk/store

* IN-STORE
Order from any Games Workshop Hobby Centre at the in-store order point.

= BY PHONE
Call the Hobby Specialists on: 0115 91 40000 (UK), 0044 115 91 88506 (Denmark),
0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden)

* BY E-MAIL
E-mail the guys on: HobbySpecialists@games-workshop.co.uk; or for customers in
Northern Europe: NEM0@games-workshop.co.uk

 BY FAX
Fax your order on: 0115 916 8002 (UK) or 0044 115 916 8162 (NORTHERN EUROPE)

= BY POST
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton,

Nottingham, NG7 2WS

s =
g = — by . 1%

" QUESTION OF THE MONTH

e T T

A. Guardsmen all have lasguns initially,
however one member of a weapons team
must give up his lasgun to take a heavy

" Q1. Do hoth heavy weapon crew have
lasguns?

Every month the Hobby Specialists deal with-hundreds of hobby-related queries, Whether it's
" how to get the most from your Snotling Pump Wagon, suggesting a fitting colour scheme for
your new regiment of the Knights of the Blazing-Sun or finding out the Strength of a Railgun,
 the Hobby Specialists have all the answers. Here's a recent question that keeps cropping up.

call: 0115 91 40000

webhsite: www.games-workshop.co.uk/store

COLLECTORS’ GUIDES

Collectors' guides are an amazing resource
for gamers and collectors alike. Each book
focuses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models gathered fogether in logical
order so you can build the force you really
want without scrabbling through a load of
ancient catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere.

Now available from your local Games
Workshop Hobby Centre:

Collectors” Guides

* The Lord of The Rings
* Choos Space Marines
 Imperial Guard

* Empire

e Ores and Goblins

* Warhammer Choos

* Undead

e Eldar and Dark Eldar
* Tau and Necrons

« NEW! Monsters and Mercenaries
= NEW! Dwarls

Catalogues

* The Specialist Games Catalogue
= 2005 Catalogue

0 2. Can both heavy weapon crewmen fire
their lasguns (if they have them) instead
of firing their heavy weapon?

0 3. Are both crewmen required to fire a
heavy weapon?

0 4. Although it is not specified in the
codex, assuming one crewman is the
_‘gunner’ (ie, who fires the weapon)
and the other the ‘loader’ (who just
carries the ammo), if the gunner is
~killed by an aftack that can specily
a target (eg, Vindicare Assassin,
- Mind War etc) or by a templale

to fire the heavy weapon in the
gunner's absence?

weapon, can the loader continue

weapon (only one two-handed Weapon
allowed). One member of the team can fire

his lasgun while the other fires the heavy
weapon. Both have to be killed to-disable
the heavy weapon. s 3§
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MERCENARIES FOR HIRE

For the freebooters, the sell-swords, the mercenaries of the Warhammer World, no adventure, no battle is ever too big — as long as the purse is rig
For mercenaries only owe fealty to gold and to greed. No banner nor cause, however worthy, will stir them to act without the promise of coin. Noy,
races from far and wide are heading to Lustria for gold and glory with hordes of hired swords in toe. Below are examples of mercenary units you ¢
nire for your Warhammer armies in preparation for the invasion of Lustria.

If you've got a problem with your army and no one else can help, then maybe you should hire... some
mercenaries! The Monsters and Mercenaries Collector's Guide contains a comprehensive list of all the
mercenary regiments and components you can use in your armies.

Included are all of the Dogs of War Regiments of Renown and characters, You'll also find a full section of
Kislev models for use as Empire allied contingents and a complete section for Ogre Kingdoms. Add to this
_ N siege equipment, collector's models and some stunning player's armies and this book is an indispensable
s s companion for any Warhammer hobbyist.

MONSTERS &
MERCENEE

MOMNSTER'S AND MERCENARIES
COLLECTOR'S GUIDE
80040214001 £5.00

Voland’s Venators: A hard-hitting cavalry unit, the Venators strike with
otrength 6 on the charge and boast an impressive 2+ Armour Save.

VOLAND'S VEMATORS
99110214033 (contains 5 models including command) £25.00
89060214036 (blister pack contains 1 random model) £6.00

The Bearmen of Urslo: Beorg Bearstruck, the leader of the Bearmen, is a tough
character in close combat with a Strength of 5, 3 Wounds and 5 Attacks. Oerl
their Standard Bearer carries the Bear Banner which gives the Bearmen +1 to hit
in the first round of hand-to-hand combat. Combined with their frenzy this
makes the Bearmen a fearsome unit.

BECORG'S BEARMEMN
289110214007 (contains 12 models including command) £25.00
98060214017 (blister pack contains 3 random models) £6.00

Marksmen of Miragliano: These fabled crossbowmen are

much more accurate than their Imperial counterparts. They
have & Ballistic Skill of 4, making their steel-fanged volleys
deadly accurate.

MARKSMEN OF MIRAGLIANG
88110214002 (conlains 12 models including command) £25.00
98080214018 (blister pack contains 3 random models) £6.00
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Pirazzo's Lost Legion and Tichi Huichi's Raiders are two mercenary regiments featured in last
month's Conquest of the New World article. Available to aspiring generals looking for a little
extra help. R fe choices, allowing you to vary th 3

cal d[.rnamm of your force.

; EEH regiments are available asacum
- regiment boxed sets, including m}rb
~ where appropriate. Blisters are alsa
u;*wallahle to bolster the size of their u |

s *li Muktar's Desert Dogs
£ B aganza’s Besiegers

* The Alcatani Fellowship

_ Leopold’s Leopard Company
~ The Marksmen of Miragliano
‘Pirazzo’s Lost Legion

n’s napuhlimn Guard

| i.umpln Croop’s Fighting Cocks
. Golofag's Mercenary Ogres
Lung Drong’s Slayer Pirates

_ Mengil Manhide’s Manflayers
, " Dglah Khan’s Wolfboyz
Pirazzo's Lost Legion: The Lost Legion are a great defensive unit. Armed with a combination of Beorg Bearstruck and the
crossbows in the front rank and pikes in the rear ranks they can harry enemies from both near ' Bearmen of Urslo

and afar. When charged they can unleash a hail of crosshow bolts before bringing up to three The Birdmen of Catrazza

ranks of pikes to bear too. [}-;_TII:I’II_:HIIII:III‘S Raiders

 The Cursed Company o
- Ilgl_lnlud's Armoured Ores

PIRAZZO'S LOST LEGION
89110214031 (contains 12 medels including command) £25.00
59060214032 (blister pack contains 3 random models armed with
aither pikes or crossbows) £6.00

ﬁsa models are aumlahla as nn 1-
g || '"‘“ d EﬂtS
,: e
The Hiants of Albion

II the Dragonlord
-_!' anzino’s Galloper Guns b
’ ‘Iukal Makaisson’s Euhiln-hew

J-

4 hnk out the Warhammer Dogs of W
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TICHFHUICHI"S RAIDERS
89110214042 (contains 5 models including command) £20.00
89060214043 (blister pack contains 1 random model) £5.00

All models shown at 75% of actual size.

Tichi Huichi’s Raiders: Tichi Huichi's Raiders strike hard on the charge and can never be
pursued if they flee from combat, making them the perfect hit-and-run unit.

f N\

THE ONLINE STORE

If you want to bulk out your army with some hired mercenaries then go to the Online Store where you'll find all of the Dogs of War Regiments

of Renown available to order. You'll be able to see all the boxed sets and individual blisters available for each unit as well as components.

Simply visit: www.games-workshop/store

You can also order these models by calling our Hobby Specialists. See page 126 for more details.
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(OGN AE ()7 HOBBY CENTRES & INDEPENDENT STOCKIST

Games Workshop products are sold by a large number of shops in 16 different If you're still unsure as to where your nearest stockist is located, why not call

countries across the world. What follows is a large listing of all the stores that Games Workshop Direct on 0775 976 40000. Stores highlighted in yellow
sell Games Workshop products across the UK, parts of Europe, South Africa indicate new stores, Stores in green are elite Northern Eurcpean stores; slor
and the Middle East. Most Games Workshops are open seven days a week in blue are Northern European partnership stores. To be sure they will have
and late for gaming evenings. Contact your local store for more details.You exaclly what you want in slock, we recommend you give them a quick phone ¢
can find a list of all our retail outlets on our website at: before visiting.

Www. games-workshap.co. uk/storefinder Hobby centres marked with a cross (x) have Gaming Room facilities.

A Games Workshop Hobhy Centre is much more than just a shop...

FREE GAMING AND TACTICS ADVICE = FREE PAINTING AND MODELLING ADVICE

Al owr =il are gaming velorans (after all its what thay do for a Bving!] They Mo matiar whal your lesel of painling or modeling skill, ¥ you spend 30 minules Al cur centres slock a full renge of Warhammer 40,000, Warhommer ard The
can ghee you sound factical advice, help you build batlle-winning armies and wilh cna of our members of slall you will see thesa skills mprovad snd mighl Lard of The Rings games and madels as wel as all the habby matesdinls you
clear wp miost of your niles queries find oul something you never knew niged 1o callach, buld and pasnl your anmies,
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IN-STORE ORDER POINT BEGINNERS HOBBY ACTIVITIES

Al of our stores are Hited with an n-siore order point which YOU CAN uSe Our Speial H-F:gi:'lrm!-n' programmie leaches you how o play and helps Garmes Warkshap I':|:||:l|.1:||I cErbies |_|rrJi,-j;,J-|,l s.lp;'ﬂll End EIFH:I'I’ fluice

1o gel your hands on all of ouwr Specialist Games products, plus many you lake your first steps inlo the Games Workshop hobly, The on all aspecis of the hobby. Thoy leature leam paricicalion bakilos

Eﬂmmnﬂnlﬂ and olassic modeis with which 1o cusiomise YOUr SrTTises. Programims nung on Eunl:li'ﬁ, 80 whglhar wou wand 1o laam how 1o lar you o taka par in, Famr_ing m:-‘_-hap_q. e ) le'\'EIE'p :I"'-"'" r.ll"!""ﬂlﬂg
charge your knights inlo your opponant’s batio line or fead a squed of shdlls, and a forum for gamers fo talk about the hobby. On Sunday
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Space Marings into batthe, afl you need 1o do is come along|

evanings many slores run speciic activilies for those who have
graduated from the Beginness' Programmea

e U s

EXPERIENCED PLAYERS HOBBY CENTRE GAMING ROOMS

Many Games Workshop hobby cenlres run evenings (usually Tuesdays A groving nurmbear of cur Hobby Centras now have additional space in the shape of Gaming Rooms. This makes it perect for meebng fallow

and Thursdays) lor vetaran gamars. Thay amne aimed al older gamers hobbyisis and amanging larger gamas, playing campalgng or jusi painting and modeling, On Monday o Frday those rooms and resaivad fior
with planty ol axperianca on 1he batllafsid, You can share ideas about vislarans over 1ha aga of 16 bul tha waakand is free far all velaran gamere and Moss who have baan Ihraugh the Beginners” pragrammsa. Thaéa
all aspatds of your hobby, battle against axperdencod oppononis, and cinnes ara madked by a cross. Give tham a ring o find out whal's going on and 10 avaid disapsoinimant! See page 136 for a full kS o Gaming
play GW's Spestialisi Games systems well nio (e evenmng. Aooms and contact datails. Gaming Aooms am also in this Slore Finder st marked wilh an [(X).
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AVON
GW BRISTOL [CFEMTREL):
i Brnndevar, T IS BeS 1200
W BRISTOL HZHII!I!fi- CRLSEWAY)
Lhewt 120, Trm kimli. Tok G 17 25 G0
BRISTOL, Arco 51;
ol 08 17 Spasdis
PFORTISHEAD, Mokil:
Tk 01275 fs4 701
YATE, Hoggessurus Toystero

Tl 01454 126566

BEDFORDSHIRE

GW BEDFORD:

10 Gawyplrirs. Tel: G234 273 663
LEMGHTOM BUTEZARD, Cuddinrs:
Tal: 01525 217415

LUTEM, Ditakiaras

T 01502 435003

LUTORN, Mol Famhasy
BERKSHIRE

GYW WA DM H EAID:

Uni 2 17 Maket Suool Tob 01020 €31 747
OW READ M G:

£ Snad Ceoct M, Tob §118 050 BERd
GW SLOLMGH!:

101 High Sirsed. Vol 01753 605 675
BROACKNELL, DRakers:

Tl Q1544 ARB 34

NENBURY, Minlartvre Morchanis

Tek 1635 BER1T0

HIWDURY, Swampys!

Tel 0635 IEE6G

SAMDHLURET, Taywarld:

Teh 01252 fETI50

WIHDSOR, W.). Doridali:

Tad: @753 BLIEDE

BIRMINGHAM AREA

S BIRMIMGHAM:

i 18 Corporalon Lagl Tek 021 I To60
oW DuDLEY

Uit 36, Rbgiry Hell Cardta. Tal: 07308 <) 810
GW SOLIHLILL:

30 YWanwisk Roan. Tol 0Nl e THE
GW SUTTOMN COLOFIELD:

A5 45 Burriagiawm Aoad Tal EEY S43174
GW WOLVFEHAMPFTOM:

g B, Marxior Coemng Ted 01502 TR 40K
Cat WRLSALL:

Uin#d &, D4 Soueoen Shoppang Coe

Tek D152 85 20y

ACOCKS GREEN, Joi's Gomes ond Workshop:
Tgd 12T 706 51TS

GREAT BARR, Daming Cryph

Tek D21 360 5030

EDGEBASTON, Woyland's Fargor

Tak D121 GET 01108

EUBERY, Rey's Hobblios & Toym:

Tel G121 457 3880

SUTTON COLDFIELD, Digitnl Dragens:

Tek 704 &7 71

BUCKINGHAMSHIRE

GYW HIGH W CDOMBE:

Lisil 29 Tier Ocilsgon Conte, Tel 01494 617 4=
GW MILTOM KETMES:

Lirwt 2 Wieat Bl Extoncion. L0 Sdguey Beoulovril
Sieppivy Conleo, Tek 01000 G030 477
BUCKINGHAM, Abaous Tays:

Tk 0023 B85

BURMHAM, Cract Tays:

Ted: QRGEE BEAONS

GERARDS CROSS, Howerd Marshalle

fer 01753 BARISD

FEIMNEES RISBOROUGH, Treois:
Tal: DUt 385951

CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Fegonl Stepdl Tal: MA2ED 313 a5
W PETEREORQOUGH

4 Wdassworm Sioed Tl GVTHY A5 5D
ELY, City Cyele Combro:

Tob 0n0s3 430

HUNTINGDOMN, Sports & Feshbons:

Tak D140 451 541

PETEREQROUGH, Woshgala Deperiment Stare:

Tot (1703 EEH161

ORTOM, PN Hebbiss:

Tok 41733 750084

SAWSTON, The Toy & Madel Contre:

T 0223 505052

SAWSTORM, Tays Plos:

Tl G223 BAT&IN

5T NEOTS, Borroils of 51 Meols:

Tk 011400 LOATOD

5T HEQTS, Weslgale Dopertmianl Mora:
Tt 01430 473242

TENTRSHAM, Invocetion Lid:

Tel: Q1220 200400

WISBECH, Wostgats Deparimend Slarms

Tk 01536 HI3525

CHESHIRE
W ALTRIBCHAM:
Una & 1% Ganhomn Straer. Tol 0504 955 (KA
® GW CHESTER:
142 Porogats Smem. Tel 01244 19
= GW MNOCLESFIELD:
Liret 28 Clresde=paala LA
Tk 082S 615020
GW STOCKPOAT
22 Morsey Sguaie. Tob DG T4 1427
CHEADLE, Fontasia:
Ter G167 4911130
COMNGLETOM, Doans Toys & Cpeles:
Tal 012560 27377
CHEWE, ABC Maodels Sporh
Tep: L2700 S05098
KMUTSFORD, Hol Whileker:
Tal: Q1563 633003
MANTWICH. Funloyre LT

Tof: 012710 SR

HORTHWICH, The Madel Shap:

Tl vREDES 7730
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Find your nearest Hobby Centre or independent retailer on these pages
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FUMCORN, Hollon Deemamns:

Ted- 31823 T1830

STOCHPORT, Goslings Toaymosier
T 0103 4272095

WIRRALL, 25!

Tol: 0451 G665 1188

WIDMES, B G Marah Ll Widnaes
Tel: D514 $430E7

CLEVELAND

E OW MIDDLEEBROIUGH:
e T3, 35 Duneiys Steont, Tox 41613 254006
HARTLEPDOL, Wugians:
Tel Di42= B0
HAETLEPDIOL, Weilg sl Deporiment Shone:
Tal 07420 2RE0FT

CORNWALL

GW TRURD:

Uing 1, Bridue Houco, Flow Beago Shao
Tal, CIBT2 220 047

BODMIN, Dricknalla:

Tak 01202 277060

BUDE, Nitro BT

Tek O12R8 I533584

FALMOUTH, Wonderland Falmeuwih:
¥ Gl 338 312571

HAYLEL Dlowedts of Hoylos

Td: DT 755012

HELSTOM, Eddy & Sen:

Ted: 1326 Sras0y

§T AUSTELL, Adoba Toyt:

Bl (FI 724 73125

ST AUSTELL, Mod for Minloturos:
Tol: 172G 72354

TRURD, Toymeilen
Tl Q1872 FF2eED

COUNTY DURHAM

¥ GV DU

4 Plesth Raad. Tol D180 FL7iMs

W DAELINGTON:

T Sldmapegato. Tel U1adh IBT R

RISHOPF AUCKLAND, Windsock Maodels:
ak (1368 B07 THE

COMSETT, Kwilipart:

Corsent, Too. Tel: S1207 SA1024

TEESDUALE, Tey Shept

Tot 0831 0070

CUMBRIA
¥ OW CARLISLE: i

et 2. Bare L Tek 01238 506 210
BARROW-IM-TURMESS, Heaths:
Yot 01223 A20 435
DOWHESS-0OMN-WINDERMERE,
Errcal Alklnzson & 5o

Tl Q1530 443047

BRAMPTOM, The Cord Cantre:

Tob: 01007 72257
COCKERMOUTH, Ploytbmos:

Tol: 1800 R2HE
COCHERMOUTH, The Toy Shop:
Tol DS eSS

KEMDEL, Morth West Warriors:
Tel 01550 731560

EENDAL, D'laughiins’

Tol 9i838 725364

HESWICK, Lakeland Teys ond Hobbies:
Tak QIVES FTRES

PFEMRITH. Harpers Creles:

Ter O1TER PESLTE

ULVIESTOM, Sawdust fn Skilchos:

Ted 01220 {204

WORKINGTOM, K50 Models and Habbles
Tal 01508 071333

WORKINGTOM, Taymashern

Tal BIRR0 BTIIE2

DERBYSHIRE
GW DERDY:

Ar Sageer Ogte Tel GVEED ITIRGT

BELPER, Fresrsons:

Tol BE77 A23 T2

BURTOM GM TRENT, Toymazter Kingdsm
Tid: D293 G550

BUXTOM, DAL Knewles & Sons:

Tad 01200 74203

CHESTERFIELD, Cooparative Saclobp

Ted, 0 220200

CHESTERFIELD, Spa-ading Hulle:

vol; M2 IEI6E
DERBY, Toymeastsr Kingdom:
Eaghko oo Til: BLIED J6ETNS
GLOSS0OP, Waln Serviees:

Tl Cha57T 853640

ILEESTOM, llkeston Co-ap:
Tol BI1S8 32TFT

MATLOCK, Shawes LTD:

Tek 01629 02482

DEVON
¥ W EXETER:
Tha Senenl Srnol Tel: G082 A0 505
GW PLYMOUTH:
B Tl Siresd. Tt Q1752 254 12T
oW TORQUAY:
12 MAske Steel Ted 01000 201 105
ANMIMSTER, Abpows ToyEs
Takc 1007 631770
BARMSTAPLE, The Bofllezone:
ol BEET 32134
BRIDGEND, Porephernolio:
Tl DEass h&L el
CARTMOUTH, WG Piller & Coa
Tiad 01800 A1
EXMOUTH, Gomeaena Modols:
Tl D1es 267730
HOMITOM, Art of War:
Tal G840 44557
HOMITOM, Honlton Tay Shep:
Tek 01805 43741
EINGARRIDGE, The Troding Post
Teit O1sdd BsE Y
NEWTON ABBOT, Awsilam
Ter DIETE 303444

PLYMOUTH, Medel Shaps

Tak Di75e 221 B3
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on our wehsite: www.gumes-workshop.co.uk/storef

by e-mailing us: hobbyspecialisis@games-workshop.co.uk

TAVISTOO, Koleldoscopa:

ol (A2 615 23

TEIGHMOUTH, Jackmons Toyboex:
Tal 01026 73075

TIVERTOM, Winge 'N* Wheals

Tel: 01084 242010

TORRINGTDMN, Angling Postimes:

Tod: G505 G265

DORSET
GW DOURNIMOUTH:

i Pag Ofce Mobd, Tk 01202 a1 2

¥ W POOLE:

Unb 12 Tormsgate Conlra, Tes 012
DOURNEMDUTH; Battle-Soar:
Tek 01202 278104
BOURMEMOUTH, Baborts Toys & Gomes:
Ted: 202 4303}
BRIDPOAT, Frens Topmostor:

Tl diE08 43006

DORCHESTLR, Dorchester Toys:

Tal 1304 YHOROT

GILLINGHAM, Meryn's Tays & Madelis
Tel 0177 B3 NAY

POOLE, Haggossurus

Tal TEK

SHAFTSAURY, Hardinge:

Tek 01747 052166

EHAFTSBURY, Howords:

Tet 01T4T BEXISS

SHERBORME, Pursilti:

Tol: 01035 66002

SWAMNAGE, Leonords:

Tol 0B 260

WETMOUTH, Bxszamalor:

Tl Gf 305 TADAGH

ESSEX
oW CHELMSEORE:

L SC. Tha Fle o Cenaa Tl DA SO D
G COLEHESTER:

T+ Gior Ve Skl Ted 01200 TO7 270

o SOUTHEND:

12 Boignsrercs Aoad T 01702 461 201

oW THURRD

LAnE §160, Lisded o) Lihr
SOl
BRENTWOOD, BEM Cpeles:

Tal DIETT 2T

CLACTOM ON SEA, Dlocon Arl & Crofl Cenlre:
Telk H2EE AI0THE

COLCHESTER, Teymanar Kingtfam:

Tob OE2DE BLLa

HARLOW, Morques Madil:

Tal 08270 233334

HOCKLEY, Hobbiien:

Tigk GITQ2 Z0HF 18D

LEFGH-OM-5EA, Callver Beaks:

Ted 01T 472385

MALDOMN, Colim Blss Modals:

High Swoat. Tek 09621 BH122T

RAYLEMGH, Toys M Tuweh:

Tol. i 262 77540

SAFFRON WALDEN, Gome On:

Ted: G700 604G 030

SOUTHEND-OMN-5EA, Taymaostor Kingdem:
Toi 01702 345464

GLOUCESTERSHIRE

O'W CHELTEMN HAM,

10 MyEyids Senal. Tok 01243 32746 419

GW GLOUCESTER:

a5 Cuvence Sirsel Tel 01252 508 330

02 Ga% 4l

BOURTOM 0N THE WATER, Bourlen Madsl Rollwoy:

Tel A5 ER0GEE
STROUD, Andles:

Tak ORaa3 HasinT
STRAUD, Cyberdyna:

Tl D453 TS
STROUD, Paisoh Gamosn
Tet 00T 242720
TEWHKESOURY, Toy Zenat

Tol OiG84 250 W7

HAMPSHIRE
oW BASINGSTONKE:

Proasss Wak Tel 01250 400 050
GW PORTSMOUTH:
v Adunided Sireed, Tel: OR3072 BT 260
oW SOUTHAMPTON:
23 Eaxt Sieed. Tl D080 T30 sl
GW WINCHESTER:!
i 5t Gaonges Bovaot Tl DIDE SRk 0
ALDERSHOT, The Gome Shap:
Tk 01262 Jf 1423
ALTOMN, Bhan Medel Cenlre:
Tod; D120 Sip2ed
BNEOVER, Hoggmawres Toystore
Tl N it 352 263
BEASINGSTORE, Onokers:
Tl 01250 008
CRAMLEIGH, David Mann:
Tod Q1403 27377 e
FARBHAM, Farchom Teys end Hobbles:
Tol SRA2S 20216
FARMBOROUGHM, Darkstorn
Tek 012532 JFE0ED
FLEET, Flent Toys:
Tod 01262 G11529
GOSPORT, JC Bools:
al G230 LY
MILFORD O SLA, Millerd Models ond Hebbles
Al 5y ES2 113
HEW MILTON, Tays of Mow Milien:
Tol 1428 40TROS
PETERSFIELD, Fclly Madeln
Tk §1730 267 032
PETIRSFELD, Fum for Al
Tl D130 267271
RNGWOOD, Taye al Ringeood:
Til: BHAES 470344
BOMSEY, Boundobouh
Tl Q1708 512045
SOUTHSEAR, Soulhsco Modeols
ol: 0 T FAXSN
WATEELOOVILLE, Pawl's Hoblby Shop:
Tal DTS 253180
[ LT gl gl = e ST e i T

in Shopming Cenine Tel: 0T

et W LA Sy o e T il

by calling us: 0115 91 40000

HEREFORDSHIRE
HEHEFORD, Mereford Model Shop:

Tok 04433 952809
LECMINSTER, Moriin's Models & Crofis
Tak o4dE 451 TRP

ROSS OM WY, Like & Hall

Ter 0165S 582 034

HERTFORDSHIRE

W HEMEL HEMPSTEAD:

i Brogpr Swnal Tl BE42 240 752
GW 5T ALBANS:

10 bertnne Chose, odl [hgh Steoat. Tot: 01727 §51 103
DERKHAMSTED, Hamling:

Ted 01442 BLLGED

BISHOPS STORTFORD, Boordmand:

Tod: DIETO 654 33
CHORLETWOOD, Charloywoad Madeks:

Tol: 08605 284 373

COCHFOSTERS, Murroy & Brand:

Tl OAH 440

HARPEMDEMN, Felicibatiamns:

Tod b G283

HATFIELD, Mr Goma:

Tol DRT0F PIECEY

HERTFORD, Margues Model:

The Wanguea, Robvmy Streol, Ted 01902 202770
HITCHIN, Moinly Modolks

Tek Q1262 NS

LETCHWOETH, Comics Unlimited:

Tot DAAEZ LBKNI IR

ROVSTON, Toyshom:

Tak 01763 243270

STOVENAGE, K5 Madels

Tk 01428 THEG10

WELWYMN GASDEM CHTY, Toys Toyl Taya:

Tak Q1707 391310

HUMEBERSIDE

SCUNTHORPE, Wesigete Daparimant Slore:
T DET24 201 B0

ISLE OF MAN
DOLNELAS, Joo Distributant

Tal- Q1634 271548

POAT ERIM, Medel Toch:
Tid: e BIGRAL
RAMEDY, Madel Warld:

Tel: JI52E BLED:R

ISLE OF WIGHT

COWES, Chiverfens Mownogeonis:
Tol; 383 232013

HEWPORT, Battle On:

Tal, QIGED 533828

HEWPDRT, Toy & Madnle:

Teb 01085 GRETSE

EYD, The Speris & Model Shap:
Tak (196 BRPEss

EYDE, Fun, Foul and Fonlasy:
Tot OEA03 617323

SANDOWH, Teymagiers

Tiol CrITED A0 102

SHAMKLIN, Toymasiar:

Tel: Q130 GERISL

KENT

W BLUEWATER:

el 08 2R, Lipeoer Thame= Wabi, Blupapls Eapaaditivg,
K. Tal 01322 427 18H

G'W CAMTERBURT:

Ur¥t 5. koo Dos Lats Tel- 0122
GW MBIDSTOME:

T Pudking Lana. T

HE -]

Tol: 00623 67T A28
W TUNBRIDGE WELLS:

1A Cairufeis Seioot Tol: M2 625 TES
ASHFORD, T Computers Lid

Tol: B 2ED Of 300G

BEXLEY MEATH, Kil Hrsey:

Tal B3OA TOE T1TT
DROADSTAIRS, Time & Spoctt

Tei Q1B BEE00T

CHATHAM, Meynas:

Tl o E3003 1

DOVER, Turnere Medsly:

Tzl Q8 30 2ELr 1]

GRAVESEND, The Stamp Canira:
Tak Q1474 534166

MERGATE Spoco City Glfts:

Tl DU F2T145

MARGATE, Toymasier Kingdom:
Tk ) BR=3 2SS (M

ROCHESTER, Minlodura Werld:

Tel: B10H 013082

SEVEMOAKS, JH Lorimerr

Tek: 1732 AETRI0

SEVEMOAKS, Mankiows;

Tl 07 732 A3A%0

SITTINGBOURANE AJ Blundsll & Son:
Pt 1 TS5 S240T 1

TOHERIDGE, Hids Saulh

Tl 0072 153185

LANCASHIRE
OW BLACKPOOL:

i oy Srem Tol H20ED 758 D00

GW DOLTOM:

Ui 7T, 36 AcT
CW PRESTOM:
14 Silaw Arcade, Tel D172 321 855
ASHTOM UNDER LYME, Byto Slza:
fed 0161 343 7556
ASHTOMN UNDER LYME, Roundoboul Teys:
Tl QMrid ALkl
ASHTON UNDER LYME, Stephen Holl tfa The
Caslked Dice
DLACKOURM, Baloavet:
Tok DIZSE GEVIES
BLACKBURM, Mercor & Sona:
Tet 1254 SETOD
BLACKPOOL, Toymasiarn
Tob (1253 E2GLG1
BOLTOMN, Groens Taymosion
ol: D20 306333
BOLTOMN, Toymosiern

T 1542 113285

BOLTOM, Whiraker's Teymosiorgs
Tal- 01204 I5ARLT

ol Rbadl, T 01204 362 10

[E_-R il Fu P T a ey

”
S ————RE IR R ] i
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BURMLEY, Arther Beam
Tol: 202 422 5dG

BURY, Termasler:

Tok: Q151 761 G200
CHOELEY, A & B Gamas;
g2 M 257 IgiExd

ISLINGTOMN, Frederick Deck:
Tel G207 220 34
KHIGHTSDRIDGL. Harros;
Tel 0207 730 120

PUTHEY; 'I'tr:Hl;lp:

el D200 TARGGLS

BANBURY, Trinder Bros
Pk D125 D6 &5
BICESTER, Denions:

Tat M8ED J3I04S

CARTERTON, Glles Sporis:

Tol {1533 Baiiss

WALTOM OMN THAMES, Nazosm:

Tk 01032 =580

WLTOMN OMN THA.HIS-, Treahoute Teyn
LLUHL L) A e

SUSSEX AREA

CHOELEY, Hompsons Toys & Nursery World: RLISLIF, John Sanders: COWLEY, Dentans: OW BRIGHTOM:
U 01 20y SE0h Ted OT00G 34040 Tl DIBES 740728 Uil T, Nife Pavlions Tol 09273 3008 330
ELITHERQE, Cowrlils af Clitheran LTD: WOALTHAMETOW, Oifalers: DIDCOT, Desiloni: GW CRAWLEY;
Tad: 01200 423557 Tek X208 5200002 Tek 03238 010584 11 Bopadegry, Tel 01200 552 472
":'E““"-';" RH Beyos: WIMBLEDON, Flys: OXFORD, Hoswells Toymaster: OW EASTROURNE,
Tl @1 i L] Tef QG0 SiG S99 Tol 05065 241244 13 Temninus Feoad Tel: 012325 641 <123
qumn. Lowsons Teymaoslern HIUD-I‘.! GREEM SHOPPIMNG CENTRE, THAME, Pled Pedallas BEXHILL OM SER; Matek Madals ond Hobbiles:
Fad: QVSEE g5 TH oy Cifye Tal 2208 EEOTTD Tek Qri44 260022 Vil Geh42e 81005
LANCRSTER, Micre Morkers: WALLINGFD P | BOG R REGIS, T Maod, "
Tl 1504 L0985 MANCHESTER AREA o e E.'.!?E..:'I otits ol Walllnglorda s qﬁ} H:::‘l.-'_li'.: ralng #ls ond Habbiay;
LEIGH, Staridawn Limited: GW MANCHESTER [earirel): WITHEY, Romberish: BURGESS HILL, Kid's Stab:
Tl G542 ETIL G ulnit 3%, Morsves Way Soth, Amdaie Conirg. Tel D181 B4 Tot 01683 704 075 Tol: D444 2357 724
LEIGH, Teymosion T CARFAX, Gesdagres T or
Tot 1043 471115 LEIGH, Topmester SHROPSHIRE Yo 01400 25200 T
MORECAMBE, Richord Loncosior: Gl I L RIE & GW SHREWSELURNY,; CHICHESTIR. Chichesie »
Tk 01824 270 302 MANCHESTER, Walerslanes; {0 Mot Stroed, Tk 01743 352 007 ot 01243 788055 s
OLDHAM, Ottakers: Tuk: 0161 8321002 BRIDGENORTH, Habby Hore: EAST GRINSTEAD Mad
Toi: 0161 EXO5543 WARRINGTOM, Stova Wabk Madals & Hobbies: Tak 0170 TG A50 i framen HASTINGE. Joda MT;:.I I::m "

| iH FE s L x
PRESTON, Toymaitur: Tol: 00 75T MEWPOAT, Mode| Monko Tok 01424 T20 390

T T P N T a0

ROCHDALL, Micrashook:

Tl Ot 700G F 15938

IDS:EHBII.I Razsendals Madels:

Tek 01552 DA0BET HATWARDS HEATH, Healh Madels ond Tays;
DEWESTRY, Funieyre Tt D1444 455700

Tal DIEST 670 546 HOESHAM, Gentie Gallary:

SHREWSHURY, Fl.qll:rrrq. et 014403 258557

MERSEYSIDE AREA
& OW LIVERPOGL;
[ Canpsl Srvgping Corgne. PRamalech, Tei 0151 703 D963

Tel 01706 250007 GW SOUTHRORT: Tek D173 233647
& e B Siwsersing S il HORSHAM, OHiakors-
TeE e e Waekds Tel 01704 81 2gn o To T Cr TELFORD, Sondn Gomes: Tei: 01403 266083
g . Mok IS B/ LEWES, The Hobby Shop:
THORNTON-CLEVELYE, Toylsave Collectablos: GW WARRINGTON; YL, Kty Kokt Dicmsin AL AT i Sy St

Jeit 30, Tirng Dguae. Tl BE5*5 451 04y

WALLALEY, Firoslde Minlolures:

Pt Q1253 55505

WIGAN, John Winmionley end Ca:

Tk [MOS2 217747 STEYMING, Gentle Gallory:

T D15 R1Z00N

Pamberimn, T 12 1B Tel 0154 699 1603

Pomtamicn, Tol: DI 3140 SOMERSET :
o i T r ow . Ve

o 0188 700056 T BIST 348 2360 T b Whas bl Daddiedrs, Avon Steel. Tel 01228 A0unes WORTHING, KC's Gomes ﬁl-;p-

WIGAN, Wigon Model Centrea MIDDLESEX unmnmnm. Gomes Mar

- rg Tal, 0¥503 237903
s BV1REG aAR E Tl 01070 43007

LE]CEETEEEHIHE SHFIELD, Jenninga Slares: MURNHAM OMN SEA, GW Hurlep: TﬁIE AND WEAR ﬂEEﬂ

Tl D200 A0S bR - . iy
o 13178 FEmah E W MEWCASTLE [Cantrall

GMY LEICE Hz

Ut 3 III‘: ’?él-.-'-- Eronl Tol 0116255 0510 I"-Iﬂ REOLEK I"EI'-'HE. The Elonbray Precs Unk BA, Newgato Shopreng Centre Tob G190 292 5498
I, gl L L Simahl o saah EIC1 GW HOEWICH: For 31370 A2 GW METED [METRO CENTRER

PﬁH::.ITPL{iFTﬂH?.Uﬁl-_II” 36 107 .14 Erchantgs Seoct Tol: DIBOS 757 655 CHARD, Games Wizerd: Ut 2, Firgt Floar, The Arcada [nesr the WMadieimanaan

5 CHEHR e L LG & ' DI33, Teymaster: Tl 01050 200 Wianne!, Tek D191 461 0353

ASHEY-OF-L&-TOLCH, Steve's Bodels
Tk 01830 J16027

COALVILLE, Gzoffs Toys:

Tl G150 graTras

HINCELEY, Punclilla Medel Speil:

FROME, Iksnnirle Medali:
Tk 011 CH G0
GLASTONBURY, Pedolers:
Ted GfA5H A4S

MAIMEHEAD, M nehead Toys & Madels:

METRO CENTRE, Goieshood, Teymaghor:
fel UM ABD F300

NORTH SHIELDS, SR Gladitena & Son
Ted G191 357 OX35

SOUTH SHIELDE, Coois Models:

e 01373 6211
EAST DEREHAM, Youngitnm World:
Tl 01 TR 563 573

FAHENHAM, Harlings Toymaster Worshiouio:
Favsctunm rciusinlel Bsiale, Tod: 00373 ASITSH

D D1aavacE GORLESTOM, Toeymzsien: Tot; DIGES TOSES0 Tek 0187 437 7684

LINCOLNSHIRE AREA Tl 01493 43097 EAUNTON, Krackars SUNDERLAND, Exkaye:

W GRIMSEY: HOLT, Sierlings-Taymesion A ] L LI TR

B Whnins BF § it I T 1 = ot 1263 Ti31n oz 51 & boy & Compuler Shop;
Wi fanys Goba. Tet O1£T2 347 751 ek P1262 7110 WELLE, Wells Model SUNDERLAND, The Toy & Comp Shap;

GW LIMNCOLM: HUNSTANTOM, Hunstonien Madsls; Tol: G745 675 262 Tel DN51 5085158

e ' i - Tet 01405 533324 B54458 WESTON SUPER-MARE, Grifling Games: SUNDERLAND, Jeplings:

kg GUA. Satwenale lon cotside of Weleaide Senkab. Tal Tol: 0193 L20719 ' B B ’

Q5SS Bal BT IPSWICH, Teymaster Kingden W ARNIOE, St Tel DAS G205

WESTOMN SUPFER-MARE, L Toys
Tl 04031 18161

TEGWIL, Yeoull Colleciors Comira:
Tl 00908 433745

STAFFORDSHIRE
¥ oW BURTOMN OM TREMT: W COVIMTRY.
Ul &, Ureeiens Caowerl, Unidon Sinpgd, Tods §1 200 535005 WA 38, Uhopew Levell Caastinl Lanes Shopor g Conira, Tet
Placaiesath irekedinal estaln GW STOME: CZa7E 237 311
J 27 Brafioadt St Tel: 00 THE 204007 G'W LEAMINOTON 5P
.!‘rvll-ﬁll?:!':"l:ﬂ-{ll-_l'ilfﬁﬂl. Blackiizh Sames: BURTOM ©N TRENT, Teymaster Kingdem: 5 Pk Syeet Tl 01530 435 771
Tig e 5 i o
o el e, R T S
Tl 20N 220 : il 2400 BT
WYMOMDHAM, The Toy Laln Taiz 01900 B25355 KEMILWORTH, Abacrali Arks & Ploures:
Tat 01953 607 720 NEWCASTLE UNDER LYME, Sundowner Models Ted QIXR0 511204
HAM Ti: GOTED 10505 LEAMIMGTOM $PA, Trindors Toy Town Lid:
mﬂr.m .'.:nm:" v Ty STAFFORD, W ;unnullz Tek D1EE 470501 !
Tigi: B85 220309 HUMEATOMN, Nuncalen Educalion CofTas Muneolon
NORTHAMPTOMSHIRE STAFFORD, Too Foi Gohline: Brokslop:
& GW NORTHAMPTOM: Tor OHTES 244300 A3 My Steeed. T 02400 32000
406 Alwndpon Sepinea. Tol' DS00 6G 6a7 TMWDITH The Cld Bell: RUGBY, Joto Rollwoys & Madols:
CORDY, Weslgoie Deporinent Sioss: Tii: 01827 310 20 Tol: I 7EA 552 472
Pl 01530 F00EPE

TAMWORTH, Geall's Tays: STOCEINGFORD, Whitlkelars Post &¥ioe:
KETTERIMG, Toymasier Kingdom:

WASHINGTON, Teymasien
Toalk DRk] 415 5441

WHITLEY BAY, TRG Allam:
Telk GAs12 K3 THG4

WARWICKSHIRE

Tek Q1473 95305

KINGS LYMN, Empire:

Tk 7553 TEENTA

KINGS LYNN, Wesignie Daparimest Sioros
Tei R85 7E093]

HOTWICH, Karrianis

Tk 003 ahd O0f

HORWICH, Langleys:

BOURNE, GT Collecdakle Corda:
Tok 013 TH 420639
GOINSBORDUGH, Taye o g
et 01227 GTE0GD
GRANTHAM, Arhon & WoR:
ot DIGH G55010
GRAMNTHAM, fccess Models:
Ted O14TH 552 o
DRANTHAM, Poripringe Models and Hobbles Lids
Teb D147E Gy
LOUTH, Castaline:
Telk D507 B2 149
MAELETHORPL, Uelos Toymsaosbern
Tel DIEQT 473228
QUADRING, M5 Shurgess:
Tol D778 S210G7T
SCUNTHORPE, Sharmens Madel Shaps
Tol DEFa4 843 120
SCOUNTHORFE, Toymasten
Tol: DETRL 271020
SH:I'BHHH The Mode] Shop:
Tol DETA TH3426

SPALDING, Moion's Madeli:

Wl 775 TN

ek 0530 BT Tl (623 TEAR STAD

?ﬂmmu' Spalding Mews: el SN0 Bi25NT 1::?1?-:']?:5- 3-!?11'*}5“ HAI.MI‘H!-‘I‘EH‘, kﬂ'ﬁ' Mool
Tol 0177 T8 EETTERIMNG, Gn:nrl Angel Cords & Gomes: A Tiok: 0188 215411
Tab G100 948 24
STANMFORD, Howleys:
Tl V700 TER128 NORTHAMBTON, Toymasier: SUFFOLK WILTSHIRE
Tel (634 &30 250 X GW IFSWICH GW SALISRUEY:
A9 Bunormaskel. Tol 01473 310 021 1B Winchostor Sieael, Tl 01722 330 859

LONDON
OW BRENT CROSS:

Lkl B0, Lrensw LA jress Fomsloash Beond Cioss Sy i

RUSHDEM, Dsherne Speris & Tope:
Tol DIGES 313495
WELLINGEQROUGH, Saftwars Sellor

BECCLES, Toy Box:

ok 01502 {12785

GW SMIMNDOM:
30 Flosl Sinont, Tei- 01732 436 035

Coren Ted 0200 202 4570 Tal: GVEGT 23086 DURY &5T. EDMUMNDS, Medel Juneilon: DEVIZES, Haggesaurus Teystare
¥ OW DROMILEY: Tal Q1204 TSR 50 Tk 01380 723 B4

Irit 34 The Mail, Broemdoy. Tok 0206 468 0671 NORTHUMBERLAND BURY 5T, EDMUNDS, Toymaster Kingdom: MARLEOROUGH, H Duck:

GW CROYDON: ALNWICH, Woadys Campuler angd Vidoo Gome: ful G284 700 b Tel: DIET BI2ITO

LItk 5, Dimeswnon Cocdin [oalces B haek ol Bie cor ) Tol 0CES SOG35! FILIXSTOWE, Wirards Tanls: MELKSHAM, The Topshop:

polay Rnad Tal 0200 00 800 AMELE, Gramiynz Imperiss Fed 01334 DT5505 Tk G1235 TEE415

oW EHI‘IELI.'.l. Ted: G445 125 0305 HALESWORTH, Halapwarth Toy Shep SWTNDGN, Spatl On Madals:

¥4 Ginnolin Fiood Tak 0208 363 2008 EERWICK UPON TWEED, Berwich Compuier Games Tet Q1380 074270 Tol 0% 793 522006

CW HAMMIRSMITH: and OWibEs HAVERHILL, Boby Cannexlon:

161 King Strest Tol: 0300 BEE 0744 Fel: 01200 KrEGE1 Tek 0040 WIG202 WORCESTERSHIRE

GW HARROW: HIZI-I'IM Falrploy: LOWESTOFT, Toymaster Kingdam: ¥ GW WORCESTER:

3 Slaban Sirost. Tel: 0008 G 2380 i 0740 BOSLTE Poi DIZ0S SE5EEE 23 Lychaetn Wall. Colherksl Plaza. Tol: 010095 615 707
GW KEMSINGTOM, HEXHAM, _!u-hh_l Daparimsnt Shong; Hm!!l:‘l’, Maani Taylamd; BROMSGROVE, Klds ‘ﬂ‘“hﬂ‘ﬁ-'

Shep 7, Lancer Smqenon, Hensingtan Chareh St Fed 01431 BORE1 Fak CAGI8 BLAT4Y Toh DFBET 55813

Vot B207 337 M0 MOEMETH, TG Allan: STOWMARKET, Simpson & Sons: DREOITWICH, Losk-rite Lid T/A Teyworld:
GW HINGETON OM THAMES Fiel D570 25155 Tk GRS 612014 =l G005 TTR40T

23 Fdo Rasd Ted OO0 S8 5224 SUDBURY, FT Gamei: EVESH Batla H LK

GW LONDOM (OXFORD $Th NOTTINGHAMSHIRE Tok DITRT SEEO0 ﬂ:;ﬂ.:wﬂ BNOUE

ke F0. The P .;1| na Ceerin. 15t Floor 115120 GW HOTTING HAM [cenvirall SUDBLURY, 1 Klnpd ' "
Gk Seant, Tet :-'-'L 36 00 B 3n Fnar Lang, Tel: D6 15 940 0851 Tel GITAE T?Trfu e '5“5:5:‘&??%"““'”' ey Sao

GW BICHMOMND GW WA RHAMMER WOHRLD; SUDBLRY, Toy Camnmnsxlan STOURPORT ON SFY ;

Urnt & Vinstmenaier Huoa, Kew Aoas Tal D208 940 G123 Wil Flaad. Leebsn. Tek 0115 01E 5410 Tt m:E:‘r.._::?:.:.:l Tar D1200 §7 _.n._-__,_,“ oy TP iy T
GW BOMFORD: MONSFELD, The Gomes Emparium: WOODERIDGE, T :

12 Chaaebrani Arcadip Tod 01700 742 146 Tol: O8EES 540053 Tel: Q1004 r_r__'--.'.*_.wm YTORKSHIRE

G'W STRINES: NEWARK, Drorss Maodels= GW BRADEFORD,

B Clarpnen Sireat Tel 01784 460 675 Tik: BRI G731 3 SURREY # Piccadkly, Bradled Tol: BIET 739430

GW JUITTON:

Lindi 5. Timog Sehinng Shappiess Coreis. Taie D208 7]

N OW UXBRIDOE

Wrai B2 Chpchageg Wal, Tha Pastans Bhoppang Condic

1] BEES 25BN

GW WATFORD:

Limel O, 04 Cepiom Sheol. Malomen Convo
T DINZY 245 368

BLECKHEATH, Znd mprosslans:

Tisl: BORN S20G152

CHINGFORD, Hobby $1op:

Tol OCOASAOTITT

CHIMNGFORD, Rassis of London;

NEWARK, Toymuosiern

Tod: DEEM 615201
HNHOTTINGHAM, Showes:

Tist; O6E B 91 HE

RETFORD, Teymasion

Tl 77T TO00535

BETFORD, Puzzles Plua:

Tet: 01577 Toa020
SHIREBROOK, Shire Madala:
Tok: 01923 745565
WODDBDROLGH, Fagency Prinkors:
Fod: 91115 P65 GEOG
WORKSOP, Taymasier:

oW GUILDFORD:

Liell 10012 Tunensin Ted 90407 251 700
GW WORING:

Uil 3 Claney Civari. Tol (FRARS 771 A7%
CAMBERLEY, Marmingatars

Teb D120 08T 180

COULEDEM, Toylors Toys and Sparis:
Tel. 0208 60 9710

DORKING, Darklng Madels:

Tel DI BI1747

EFSOM, OHakors:

Tek D72 720603

FARNHEM, Elphieks:

W DONCASTER:

Und {3 The Calonmades. Tel 01352 320 E55
GW HARIOGATE:

L3 Slalon Farado el 01423 B62 310

W HLILL:

i I".'.l.'!:_.-'-r. Sinead, Talt G482 SR &78

G LITDE [rontral);

12: 1 Conlia® Boad. Fos 2113 247 D38

GV LEEDS [WHITE ROSE):

thrvg ZEIF, Wimitn Aose Conbro, Tek 0113 373 3470
ﬂw_ﬁ"‘li”“ln (eentral)

16 Firelvao (=8n. Tok 0112 375 0714

G SHEFFIELD [MERADOWHALL CINTRE:

Tok: 0207 520 1820 Val: D1 HA 300LH Vel D3 T1623d Lind BB, High Sireed, Uppes Rall (Ao fa ohirassy o4

CLAPHAM JUHCTION, Toystop: WORKSOPR, Madsl Baga: DXTED, JH Larlmar Lid: Brang Tok Bi1d 265 68w
a= D30V 2200079 Ted- ©1900 308 T53 Tol: e 650005 & GW WAKEFIELD:

DULWICH, Tha Ar Statlensrs: PURLEY. JH Lol Lid: B il T Btk . P

Teh 0208 E:?:I.'-'!IE'! CL'KFL'-IF DSH‘HE Tl -,|15.; & _|-_1,7|.I:nm ;'.l::'l'tl-!;:_ iy Fdings Conkea. Tek 01924 288401

FINCHLEY, Lalpurg Gomas W RO REDHMILL, Gomers Gulld: A& Lenast Tek Q1904 628 D1

Tak 0203 346 2087 1A Bush Mowse, Now bnn, Hed Strect. Vel 01065 242 102 Tol: OEF3T 78010 THE GAMING CENTRE
H.I.H.ES.'I'F.E[I Hﬁﬂp-r Falurns: I‘-FIHGIJUH Huest ‘ﬂl‘" REIGATE, The T'ill' ﬂ'ﬂi‘: Lindg 0 [Eaydovhal Road Ao Wops
ol Q20T 445 241 Tel: 235 G430 Tol: 0 73T 245000 Tal G112 243 35773
T e T e e e R L T i T T T s e e o =g e i e e e e P——_—_—— R ——_—
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DRADFORD, Topmasion

Tl D274 724733

ARIDLINGTON, Crappart:

o VRS e T PaT

HALIFAX, Holilar Modellers Warlkd:
Ted; DE222 34L157

HALIFAK, Mogoline Warlid:

ol 1423 300547

HALIFAX, Toymosion

Tod: @I422 55386

HARROOATE, Teyrmashon

Tid: 01423 5% 209
HUDDERSFIELD, Callsciamanla;:
inl: D148L (B8R Heh

HUDDERSFIELD, Toymasiors

Tol: 0484 SAAELL

HUDDERSFIELD, iﬂrﬂ.hﬂﬂnu Wik s
Tif: G484 359220

HULL, Maylalr Teymastars

Tel: G14B3 B53 777

ILKLEY, Wargmmios Warkds

Tol: B1ead G075

KEIGHLEY, Toymaoster:

Tal: 01526 E4045

LEEDS, Eopol Armourics Muscum:
Tel 01132 31092

LEEDS, Teyworid:

Tel @110 2L30808%
HORTHALLERTOMN, T & FM Grower Lid:
Tek G1602 TFIIM

DOTLEY, Toymosion

Ted Di0a% 53065
FOCKLINGTOM, Chylds Play:
Rabeny Sienal. Tel DITHD J0GCH1
RICHMOND, Anyihing Goes:

Tl 0t T4 DDA aS

FCARBOROUGH, Space, Mylh and Maogic

[ QES5 BS41003

TILEY, Al Speris ansd Teya:
ol 01 7TST SIS

WHEFFIELD, Atkins Toymasiar:
of O A 270 155D

YHEFFICLD, Toymastesr:

Londow=ia] Shoopeeg Cendie, Tel; 0114 256 54978

HEFFIELD, Wargamies Efmgori i

ol bk B4 ITSHENS

YHITBY, Jehn Andersen - Tepmastar:
ol I B2

NALES

o CARDIFF

| High SEiset. Tel 012020 £44 1T

W HIWPORT)

| Ghrner Strest Ter 01630 250 295

W SWANSEL;
4 Prvcass Way, Tokb (HETGF SE3 560

MBERGAVENNY, Richards of Abergovenma

ai Q1873 ARG

WBERTSTWYTH, Alairasy:

o Q13T0 617EG

LAMCHORY, Banchory Toy & GiH chop:

ok 01330 5580
FAMGOR, ACME Compuleor:

TEl 1242 30 W%

BERECDMN, ) Chark Teys & Gifim

Tek D1074 622 BES
BRIDGEND, Jousk for Fun;

Fef 01555 FG7CO0
CARDIFF, Dles nd Dise,
Compuior and Video Vislen:
et 029490 20202
CARMARTHEN, Good Mows:

Ted DE3GT 237780
CARMASTHEN, Hordings:

Tel 0SS Go00k
CHEPSTOW, Arfisks Carners

& 3 BT 00
DYFED, Clarice Toys:

Tel GEldE 43050
GWERSTLLT, Brite Meoag:

"ot S TE TRELS T
HAVERFOADWEST, Marlln Madela
Tab DT FESGE)
LLANDUDNO, Diks Taymosier:
Tl DEETE 75845
LLAMTWIT MAJOR, Rolrbew Ploza:
ok Giaaed 781100
PEMBROME, Drogon Alley:

Tal: D048 EF1=50
RHYL, Lighteot Medels & Toys

Tob 1745 351 5584
SWAMNSER, Comla Sheppe:

Tub D173 G-D007
WHREEHAM, Brifo Idems:

Tak Q1878 7SR5 1

SCOTLAND

¥ GW ADERDEEM:

el b V=04 Lhedee Hebasin. Dol D222 045 5

GW ATE
10 frvan Wall Tel 91202 610673
GW BRAEHEAD:

115 Brtinlvem] Shopmemg Cordia, Hings ek

Tek Q141 BRS BT

£ W DUMFRIES:

£4 Mign Stree! Tl: 00387 230702

GW DUMDEE:

110 Cormrmentel Slreed, Tel 01302 202 3G
GW EDINBURGH:

124 pigh Seanr Tal G151 230650

GW FRLICIRM:

12 Cowe Wend. Teb G132 624 553

X GW GLAYGODW:

Mt Uinion Skl Tl O1E1 2211673
ADERDEENSHIRE, Buchan Collociibles:
Fat XA 751774

ABERDEENSHIRE, Rabesrizon Spors:
Tl G177E a7I58

ADBERDEEMESHIRE, Toyworld

Fat 41SETEEIR

AMGUS, Gordinsra:

T, 7351 B ERAS

DINGWALL, Sparte and Model $ham
Tol: D3 862356

EAST LOTHIAN, Fonozcria:

O, Tol D350 DO0-kad
EDINBURGH, Marlonwille Madals:
Tod; 01313 17701

ELGIN, Junner'a Toymasters

Til: 0123 542 402

EIFE [CUPAR], The Nopay P

Ted: 61331 653 160

FORT WILLIAM, The Granlie Houge:
Ted: 01367 TOIESH

OALASHIELS, Bocks Plum:
Toko O 1BSE TS2843

P W P 3 S A g T LT T g e, g P

GLASGOW, Statlc Gomaosr

Tal: D141 2065414

HADDINGTON, Crole Services:

Tal 01420 E2A0eS

HELEMSEURGH, Game Demaln:
Tet 013G 0300y

INVERBMESS, Jonnord Toymaibor
Tk D1E63 2185

KIMROES, The Hope Chesh

Tek 01377 BEZS1E
KIRKCLIDBRIGHT, 5W Campulers:
Tek D1SAF e

KIRKCALDY, The Hops Choatr

Tek Q16922 DECN1E

EKIRKWALL, Geerge Leanore & Ca:
Ted OFASS ATF 780

HORTH BEAWICK, Lows Cydles
Ted 31620 DECC=]

DORKMEY, Miclannan-Taymoasier:
Tol BERES K7 7700

FETERHEAD, Gearge Denald Lid:
Tet Mg Andads

SHETLAMND, Harrys Dept Sporo:
Tat 505 AR30A7

STIRLIMG, Da 11 @ Your Lalzures
Tad (TG BIENTS
TURRIFF, E Roe ond Sem
Tt NIASA BESG 10

WEST '.':l“'l-'lﬂ.'l"lr_'[ﬂ'l' Wk

vek DSOS 435000

CHAMMEL ISLANDS

JERSEY, 5T. HELIER, The Litke Shopo

TAE (158 732187

GUERMSEY, 5T. PETERS FORT, Croosys Toymoster:
Tel 0101 T20203

GUERMSEY, 5T. PETERS PORT, Canousol:

Tok: DSHD 721381

NMORTHERN IRELAND
GW BELFAST:

204 Cazde Court flowands bach of the Cantig;
el D25 23 35 Ba

CO. ANTRIM, Modebmonic;

Laztepm, Tol O4A-S7634401

E0. ANTRIM, Comerons:

Tat: (-2 O0ARRD 1

CO, ANTRIM, Camerons:

Pgiyreiyy, Tk 260 0821

CO, AMTRIM, Warld o Wander:

Tet D46 00653008

CO. ARMAGH, D Jelars:

Pomwioan, Tol 0762350595

CO. DOWN,; Reploy Games:

Basyad, Tel G48-91452310

CO. DOWN, Stewart Millor & Sons Lid:

Far ul-aAF 3507
CO. DOWHN, S'cwort Miller & Sans Lid:
Bangar, Tat 125270008

CO. FERMAMAGH, Maslallars Carmars
Envishiin, Tol: HEE-GET VT

C0. TYROME,; Whites Teymaosten
Ofeasyh, Tk DOEZ 242407

PORTADOWHN, D Jafers:

Ciimk. Tal BA-X0A00HAS

GW BLAMCHARDSTOW?
e T40E, Blgachasisbsan Ghapping Conlro, Dot Tel
00 357 1022 Jn6a
G DLUBLIN:
el 3, Lowed Lty Syoel Telo 00 353 1072 35310
0, CLARE, World of Wonder:
O, Tal D BRCaaT
DORK,. World of Wonden
Tel: 83 (=2 10445
00, CORK, Coughlan Educationol Suppllasr
Tet: G23-33064
0. CORK, Mary's Teymztar:
daciam, Tl G26A2451
C0. CORK, Murphby's World of Wondar:
iinhess, Tob 022.211497
0. CORK, Merphy's Word of Wonders
Ese byl Tl 021 42 14458
0. CORK, Warld af Wandon
Tk G22-21 057
CO. CORE, Moddy's Toymosior:
Gork, Teb 021-2748406
C0,. CORE, Diher Roalma:
Gk, Tob 021 =227324
CO. DUBLIN, Bonba Toymosiern
D Lowtdne, Tok i-2604011
CO. DUBLIN, Nimble Fingers:
Stiargar, Tel: 01-2ER7ARK
CO. DUBLIN 1, Banbe Toymasiorn
T O =1 27 100
CO. DUBLIN 3, Furlonge Taymashar:
Clastmgt Tk @1 -B5300S
CO. DUBLIN 3, Teymoster:
R Fcs Aot Tod 90-2530%15
CO. GALWAY, Gomers Realm:
o 00 -EE3008
COr, GALWAY, I's Mogle:
Gnlaere Tol: O L5533 13
C0. KERRY, Killornoy Modal Roilweay
Fillganay, Tol: D5=-35000
€0, KILDARE, World of Woender:
Flowbdddne. Tel d5a87 007
€0, KILKEMMNY, Michoel Crotty Teymasier:
Hionsy, Tob 0861 008
O, LIMERICK, The Gathering:
Limvrict. Tt 08-3151033
C0, LOUTH, Fick & Sevad
Dunand, Tl D512 5056
0. MAYD, World of Wendaor
Cork. T (IM-THOTS
©0i, OFFALY, Robbins:
Clantarl, Tel: 0508-295-41
CO, TIFPERARY, Hogon's Teymosien
Brey, Ted CRS253T)
CO. WATERFORD, Murphy Tey and Cyele Spodalisis:
Drgarsen, Tel 06821375
C0. WATERFORD, Thoe Hekby Shap:
Tk 51-R52XFT
CO. WATERFORD, Fitzmawrice Toymogies:
Tk 061 -DTRGGE
CO. WESTMEATH, Toy City:
Ailndone, Tel Tro02-T9058
CO. WEXFORD, Moy & Lagrmi
ey 45323168
0. WICELOW, IR Harrls & Jons:
By, Tee 6 1- 2067065
CO. WICKLOW, Hopkins:

Bray, Tol: 040467225

L e i oA s —FLr A L SR T T e Y e L LT -

INTERNATIONAL ACCOUNTS

PALST, Chrigtisarsan Asluk

sy Teansiaat 167, 28N, Tl ON2 BT 1LY
AARICHOT, Conexi'r:

Custhuisinasl 47, 3200, Tel 010 ECBODE
ANTWERPEM, Caliie Craase

Filefammalai st 0, 000, Tel omaniing
ANTWERP, Red Dragon Games:

S Matshjpneeod 55, 2000, Tol: KEM 7161
AVWAILLE, Chiristioensen Aywallls:

Pow M Lamisecy 23, 4330, Tol M2 alBE8TH
BLAMKENBERGE, Do Specihoek

Lonsocsiaat 41 B370. vl D5DL1402D
BEUGGE, Modelbouwoanter West=-Vaondoron:
Liwrcpeiidad 163, X000, Tel G0E2 BOCETOT
DEUGGE, Foir Moy

2 wogtTaat (G2, ERDD, Tal 50 I05183
BRUGGE, De Sirlep:

Fotedasaal 42, 0000, Tel' 0002 SO0G711E
BRUGGE, Papyras:

Sin| Paresalnes i S OO0 Tod: 050 81715
BRUSSEL, Chrlsiosnaen Lakom

B0 Avorwet Buslopden, 1000, Tel D000 SEEE 111
BRUSSEL, L'Antre Jeua:

Awninin 0 I3 Cosronne 357, 1050 laolips Tel 0032
20L000TS

BRUSSEL, Chelstomsnaen Andoriechiz

& Dapiuigisan D16, 1WR0, Tol: 0033 SSA054TE
CHARLERGI, Full Opilomn:

Cakurg Bomang, DOOQ

DENDERMOMNDE, Chriviinensan Dendarmands:
Cind-Ciegiranl TS, G200, Tol- 052 211708
BIURAMIE, The Caomestora:

Ven Duysinand Yda, TR0 T OEIENETE
DROGEMBOS, WarHausa Gaimes:

3 Fin de TEMS. 100 Tai 0237 8800

GENT, Botty BEcap:

Chgrpoadsimal 110, 9000, Tal O8I 0ET
OENT, Christloemsen Gank

Voldersiaal 17, 9000 Tel 0033 5324085
GENT, Minlatyuraiuta's Escklaar:

Burgeieaal 37, SO0, T UIN0 FLi)
CERAARDSBERGEN, Zemoe's Gomestars:

Gudlominlaan 237, G500, Tak 0844 11145
HALLE, Mishra's Plepgreuned:
Finaadeetee iy 1003, E500, Tod OF 3615850
HALLE, Tap 1 Teys Helle:
[aslickabinnd 60, 1500 Tel: 03 3560403
HASSELT, D-Six:
Eupnpeisionfong 4345, 3500, Tal0n ] 278k
HERENTALS, Chrittmonson Herontols
Boworrj B3, 2308, Tek 614 211530
HERENTALS, Phoy 11z

Stdbermplon | B, 2200 Tol: 074 D304
HERENTHLS, Tays 4 All Vabrospol NV
Holanes 3T, 2700, Tol G0XF 1SS0
THELLES, Chelstoensen Ixelles (Dlovmax SAl:
104 Chusiae glesdng, 1050, Tek 0032 25191 701
KHNOKKE, Christlognsen Knokho:
[ lppsnpman 37, NN Tol; 052 244286
HKORTEME, De Concordos
Baipmasinaad S0, avon Tak 085 JM0LEE
KORTRUE, Play h:
Vialoheernnng 33, BS00
L& LOUVIERE, Ddidébile:
ey Comreoernais 10, 71K, God DeShRSBAN0
LAMAKEN, Chrisflammen Lanakar:
Shguonsiaal 25, 2630, Tod 0032 [T 14230
LEQPOLDSAURG, NV Masahsrmmna:
MaarscheadkFarhiFraas 50 3900 (&= UTE SUil-in
LEUVEM, The Dlko Poal:
el Gepestytrnal, S0, S000, Tek 016 234004
LOBEREM, D Gl
Aoamnsienal 27, BEED, TeXUAAL 43 B
MECHELEM, De Spelfonoal:
Kpipasttmat 14, 2000, Tol: 0032 18345007
MERKSEM, Game Garden, The:
Buccishodm 300, 2100, Tok 03 S5EITTI
MDL, Christieanson Mal:
Grial do Brogue-dopioaa 0 2500, Tel: 312 230324
MOMNS, Ligne Clelre:
e vies Crpuceid. 45, TO, Tel DHEEI3A5
CHOSTEMDE, Timms:
WIS nnatiang Al B0, Tid; 0549 BD4Sa)
OOSTENDE, King Arthur:
Aeigrelamoioa 420, By, Tel: 059 SE57T55
OVERIISE, Chrisinonson Cwerl|so:
Bl tavibpatsfie sy A, SN0, Tod: GOarEERTEPR]
ROESELARE, WAIlI's Worald:
Menil Horraearaal 30, A0, Ted 0512 455195
T MIKLAAS, HO:
Ardkapsiipd o8, FE0D, Tl §8] TTEA5<5
TOURMAL Christlonsen Toumakh

¥ Fiap Royaln, 7500, Tol 0032 60214222
WAVRE, Le Coverne du Bregon:
Elerwinvgy O, EFCEL Tl D032 14210553

EULGARIA

SOPHIA; Maoglc Worlds
Doy 0 T, 100K
SOPMIA, Morio:

Seodng Conig S 15 13130

CROATIA

CAKOVEL, HAMA Cenlur:

Aol gy WaEmurcy®, 000
QSLEK, Lond of Magles

1000, 18ammabar Coardar. Gacks 10
QSIIEK, Zelda:

Trg A Stascowcn, 31000

RUIEKR, Almus Mova:

o Todia aa, 1ol U 8570 080
SLAVOMNSHI BROD, Leske:
Etrsamoyorowa T, 15000

LAGREBR, Land of Magl
Fennkopfingka X2 10000, Ter 0238514870077
IAGRED; Lond of Maglc:

BEydeovn 15 10000, Tal: CDIRS 146 S0E7

CZECH REPUELIC

BRMD, Cormy Bytlr
Criachorn 3 60600, Tel: GiST &05 BRSDHES
LIDEREC, Qgrl Dowpe:
Sakove XMV, 4000, Tl (U-T 0502006
OLOMOUC, Ogrl Dowpe:
Kragbona 40, Tol A2 0565 212830
PLEEM, Ogrl Dowpe:
Pienol 30, vel DD [O77F 221060
PRAMA. Cormy Byilr:
t PGiCsk g Liaiaesd 20, Tol: G000 22231 2161
PRAHA, Dgri Dowpon

Mhkulynlsda, AN0F2. 11000, Ted 0047 G22A031811

e gy e R ) T g
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sk rag ey e il 7

DENMARK

W KODDMNHAY M

Fredmisbscoede 550, 1360, tek 331222 17
ARLADRG, Anlbarg Habby Servien:
IRONMEaD 18, Boon, Tk 2121315
ARALBORG, Bag & idé Anlbaryg, Mylerv:
ko B, DOOG, Tol: 86 11 &6 18

ABLAGRG, Guna n' Gomos:

Danirsfkigade +5. 000, Tol T8 14200

AALDORG, BO Boger Albarg:

.-'l.1'-".-r!'| S Conber, SENKE Tod 38790525

ARALADRE C, ED Gomei:

Beagoragade 0. D000, Tel: 8&1 16542

AALBORG SV, EB Games:

Holsieng <52, T200. Tot DE1STSED

AARS, Ting og sagan

Cangsipaon b, SR0D, 1ok BS0122T7F

ARBENRA, Legokeden:

Sioregade 17, G200, Tol. 74022405

ALBERTSLUMD, Albarislung Bog & [d#:
Smpaemnnne 2 RO Ted 4564 RBR 7T

ALLEADD, Clemens Bog & ldm

Wl mpgsengvnl, 3460, Tel: 97400044

ARHUS, Bog & Idé:

Ciomers Scl. Clomons Torr A, D000, Tecld 13 32 52

ARHUS C, EB Gomaes:

I Heoin's Gaas 75 A0EL Tel' G7-4RG060

ARMUE €, ER Gomamn

Fapgnr hogncia 26, B00D, Tol; Br4 16 ig
ARHWS C, Dragans Lair

ADmicynndon 23 B0, Ted 89150063
ARHUS €, Hoblby Howee:

Marenagaokn &1, B0, Tok 28120062
ARMUS €, Swend A Lorsen Bog & Idé:
Soewiar ARG &4, DOOG, Ted: 80 12 50 17
ARMUS €, EB Gomnez

Wostorgads S0, BOOO. Iod BS131788
ASMES, Bog & lde:

Asnot Corvenl 2 ALRSH. Tak BSOG00MA
BALLERUP, E8 Games:

Bakpnp Canoiy 1, 750, Tek SEBTq4 52
BILLUND, Micallma

Biriksianenl 14, 7100, Tel: TIIISFS
BJERRINGERD, Bag & idé:

Storogada A, EBR0, Tol: BES8107T
BRABAND, EB Gamei:

Oamdrunsny 7, BEDD, Tl BO238040
BROMDERSLEY, Bog & |de:
SnandaEy Aicadn T3, BT00, Tal SEELMA
DADMSHO), Chorlattes Logelaf:
redenkssunesie| Y48, 2700, Tel JBE0362E
CHARLOTTENLUND, Bag & I
Jagoribadiy Alle 5 2020, Tat 1803040

ESBJERG, BO Boguor:

maagnnigada 33, BT, Tok 75121137

ESBJERG, Junkars Bunker:
dongenanads 19, G700, Tal; 75181185
ESPERGEADE, BD Aager Bpergmrdas
S=saanotade Cord, &0, Ted 43171948

ESPERGERDE, Legakedan:

Jastid taty 16, 3030, Tak 49120010

FAHYE, Fokse Dog & kdé:

Torvegoiio 14, 4640, Tal 556 71 30 13
FARLIM, Rog & Ido:

=amum Bubaey G, X250 0ok duiEEY] A0S

FREDERIMSEERG, EO Gamea:

Fafsonor Al 40, 2000, Tel: 1523000
FREDERIMSBERG, EB Gomese

Fodkonoy Al 3. 2000, Tal I5AEAINT
FREDFRIMSEERG, Logokmdons

FREDERIMSHAVN, Frederilahown Bag & Idé:
Darslaigads o, 0900, Tet: S0 43 25 04
FREDERIMSHAVN, Roses Boghandeh
Soretmmgada A8, 00, Tl 8001454
FREDERIMESUMD, Onksl Buch:
Jenbancgoos 31, S, Tal; 47383050
FREDERIMSSUMND, Roas’s Bog & icdé:
Frogund Oulergada 1, 3000, Te: ST200EET
FREDERIMSVIERK, Hobhy & Lagelaj:
Hompgnos A8, MM, Tal 47721693
GILLELESE, Lillys Legeto]
Vompirogado @ 3350, Tai: LE300000
GRENA, Bog & Ide:

Toevil B, BEC0, Tol BEI2 1YY

GREVE, BD Bager:

Hurwlge Siopsartor 20 Ted S3R0ECNE
HADIRSLLY, Legekmden:

Harogoss 20, §100, Tek ™533305
HADSTEM, JN Conler:

Parkiety 1, 8300, Tob MOS8
HADSUMD, Lererntz Hiskan Bog & idéi
Slorogads 14, PEED, Tol 6357 18 30
MELSIMGE, Schworiz Bog & [dé:
IHetamage Oslorgade 17 < 10, 2200, Tal. 46 78 40 M
HELLINGE, Teoterblxon:
Fradsnkehorpn| B0, 3P00, Tol 303228581
HELSINGOR, BO Bagor:

Sheruns Plds 1. 3000, Tel: 49218500
HELSINGOR, Hobly & Fritid:
Fasordddove) 2, 3000, Tel 49214542
HERLEY, Bog & ldé Harlown

Hinriew Bymedin, 2730, Toab A4 94 4 T7
HIRHING, DD DBeger Herming:
Brodgade 6, 7800, Tel: 07120047
HERMING, Frerges Kmider

Lirde Ada 84, T453, Tal 2202855
HEARMING, G Legaiog:

bnprng Coctrat, Idanurse 17, 7400, Tol: 07230553
HILLEROD, Hobby og Frifld:
Hostnurmeg 4, 300, Tel 02586106
HILLERDD, Lille Ewsrbyrland:
Sloinds 18, 3800, Tel: 2067 TGRS
HILLEROD, Tolle Toys:

Shetannda 37, 3900, Tel; 18346151
HIORAING, Bog & Idé Hiorring:
Ehiingads 1, SE00, Tol 90 82 510 08
HIORBING, Boitels Baghandel:

F Manpmeoplads =, B9800, Fos DEGEZ 1783
HOLBEK, Geppela legetaf:
Senpdokakbinads 22 £, 4300, Tak 20811003
HOLAAK, Storkiel: Bog & Idé:

Holhek Anigod 31, 5308, Tel 594300 74
HOLBMAK, WulH Eegar & Papin
Ardgsdo 53 4900, Vaiz HEA30085
HOLSTERBRD, Legelesdam

Mesregads 55 T2, Tak 07410730
HOLTE, Legoia|chatlkicon:
Holondmporks 22, 1. Tel: 45461788
HORSEMSE, Bog & |dé Hersens:
Eopodipads 30, 0700, Tok 7561 47 11
HORSENS, Legokedom

Hoaplinluoenie 15, 0700, Tel FHI10011
HORSHOLM, Bag & lde:

Hrsnnrpcion 55 C_ 2020, Tol: 97850408

HUMLEREK, Rodas:

Terpaasa] 4. 00, Tek 49101220

=T R =
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MALUNDBORG, Kok Hager & F‘upl-rr
Kongignde 9. 400 Te: 505 008
HASTRUP, Blmmn

ASESnuteunogaca 24, 2770, Tol SCESEE
KASTRUP, Logetalsbulikken:
Thenbytoew 9, 370 Tel: 32507087
KIFLLERUP, Legehusol:

Somdorgado 5 B30, Tol: BEERAGOO
HOBENHAVYH, [0 Gomes

Arnp Jacshson Ale 12, Bk J02 2000 Tel 30020007
KOBENHAVM, EH Garmea:

Knhvebot Brygee 50, 1580, Tal TR I2717
EOBENHAVHM, EB Gomos:

Mypacs 2, 115, Tok 33320248
KOBENHAVHN, Stcenborgs Bag & kb DpS:
Mornetsogade WED. 2200 , Ted 235 0% 52 77
KOBEMHAYN M, Foraos Clgaren
Suindorgada 27, 1157, Tol: 53333311
KODEHHAYH K, Fanleik:

S, Poosasipgppds 18, 17453 Tel 37938538
KOBEENHAVN K, Bag & Ide:

Frasioingt 133, /%60, Tob IS0
KOBEMHAVHM MV, Arono
Remomasioreaj B0, 2500, Tel 33335700
KCBENHAVN 8, Amager Bag & 44 A5
Ao Cenliod 103, 2300, Tol: 32543860
EOGE, Bog & ida:

Nouragade 12, 4600, Tel &8 BE 50 82
KOLDING, ED Games:

S avvongen 42, G000, Tel TESDEOTD
KOLDING, ED Eager Kalding:
Saorcenipe 53 BOO0, Tal: TES00L3L
HOLDING, G Legetaf

ﬂrl-.'i_';:l.{".‘- 2 D000, Tol: 75529423
HOLDING, Goad Gemnd;

Leabipada 10, S000, Tal: TRI00304
LEMWIG, Lagekmdem

Teaupl 1 THE20, Tok GTED15ET

LYNGET, BLO Bagen

Lyngby Gioreents: 58, 3000, Tl 48870445
LYNGRY, ER Gomas:

Lageaniy] 3780 3500, Tol: SSETOSH
MARIBD, Legekedan:

ﬂilﬂ-{l-'-!!'? 2. 43034, Tel: SLTE2E2N
HASTVED, Bog & ldé Axnlisr
Mmahaad Axokons §0, £TO0. Tek 55 72 X
MESTVED, Halsied Bog & Fdé

Papehapd Sipradaiar 10, 4700, Tol: 5E734240
HESTVED, Langes Bog & Idé:
Tarvesiaode 13, 4700, Tel 55 T2 01 18
HAKSHOVY, Legetoficentrel:
Sorcionacs 17, 4200, Tol: 53687697
NYKQBING F, Mykobing F Dog & ida:
Jemnbircgodo @ L800, Tel 5405 273 73
HYKOBING M, Maria Baghandal:
Algads 1, T3040, Tet 9772000
NYKOEING 5), Nylobing Beg & Idéa:
Algasgs 32, 1500 Tt 50 01 00 G5
CSDDER; Legekmden:

Fosans Qade 32, 8300, Tl BESIL270
ODENSE C, Bl Gomes:

I'l:-'l'l:t-'ﬂ-':-'Fi.'I-a 43, SH, Ted GO DD
SDEMSE C. Crogens Luilr

Kongenagade 7, ol 5000, Tek G3515700
QDENSE C. BO Bogar Odonse C:
Vessesgads B5-51 5500, Ted 061 BT
ODENSE 50, Bag & ide Ddanaa:
Hosongardpeoniul 53 Gul :'_-:_'.'.-L'-\.. oo,
1ol 66 1506 26

ODENSE 50, [D Gomes:

Crbumbvn) 75, 5220, Tet CIDS00MD
RANDERS, Byrpn Sarenaon Hobby:
Ridnusiorsal 4, AO00, Ted BRIMALL
RANDERS, Rondors Hoblby Imasr:
Adakpidie 10, 8500, Tel 05423921

EINGE, Flords Bag & kelé, Ringe:
Kirkepladson 2. 5750 Tel 62 83 11 29
RINGEOBING, GK Logelof:

Alywln 4, B9850, Tel BF3E0505

RSSOV, Yellby-Rizskev Bog & Ida:
Wi Cantiat Frjzonbomgvey &, 8210, Tel, 56 71 53 po
RODOVEE, B0 Boger:

Fodawes Covinem 116 2810, Tl 56 1005
RODOVRE, Mr Gomos:

Rodewrg Slapanscsnio, 2610, Tel 35720855
EONME, Dorthe's Mobhysiue:

Lifetary 14, 3700, Tok; SEHE0L20

ROMME, Willkarm Dam Beg & ldds
Snobomauk 3§, 3700, Tak 55 65 01 67
ROSHILDE, [B Games:

Slalianceniens] 2, 4000, Tol A5271516
ROSHILDE, Famoiis:

Alrhsipensnace 15, 4000, Tak 46 383548
ROSHILDE, Flensberg Bog & dé:
Shunderiomrss 4, 4000, Tal &0 35 00 04
ROSKILDE, Dntkaleg

Algaie 20C, S000, Tol 48 32349083
SKJERM, Dog & [dé Skjern:
Jeimbhanagacs 14, G200, Tok D7 35 18 58
SILKEBORG, Bog & Ide:

Vomongati X3, 8600, Tol BR30207
SILKFORG, Byens Hably & Fritid:
I"L'H-:-'lf-.-:-: 2951, BECH, Ted: DGOLERNE
SHAGEN, Logekoeden:

Bel. Lnurortiag 0, 5550, Tol: 08445465
SKANDERBORG, Habbymagsrmn:
Nokobgead | A, BEGO. T Bl TREE
SHAMDERBORG, Schembdt Bog & bdé:
sangerong Adeignds B2, BEED, Yol ARGAD00T
SKIEEY, Skibby Beg & Idb:

Oymidien 2, 2050, Tal 47 5) 28 02

SHIVE, Jyelek Boghandel

MarEgace 19, 7500, Tol 07512500
SLAGELSE, Bog & e Slagelsn:

City 3 Jombanocads T, 4200, Tob. 50 52 00 15
SLAGELSE, ER Games:
Vossmeaektenadtr 4, L2040 Tl SE5F1120
SLAGELEE, Famatic

E_HH'EIJE!IHJH BA, 4200, Tel: 58544000
SLAGELSE, Widnotten:

Hygade 2, 2200, Tek 5455034
H0ONDEREORG, Bageaniral

Posiggada 77, G400, Tal TL439071
SOMDERBORS, Sonderbong Bag & ida:
Podggade 15, GICO, Tel: 74 42 18 20

3T HEDDINGE, Habbywialdon
Lopsiniio) 19, S660, Tek SEROMLEL
STEMLOSE, Snurreloppen:
Sionlageconinel, 3500, Toe L7175220
ATRUER, Honne Madeen Bag & Idé:
Ostgagade 11, Y800, Te 97 £5 08 08
SVENDBORG, BO Boger:

Gasnisgade 28, 5700, Ted: 62210323
SVENDBORG, Forve & Hobby Hjormen
Rigslerpeads 4, 5700, Tet (2213
TASTRUP, BB Gomes:

Gy 2 Bukk, 331 Tod: 02650 43207245
TASTRUR, Gonbrugibegen

Kegeve] 15, 2630, Tek 42715115
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TASTRUR, Beg & lede:

City 2 buld 307, 2620, Tel 23300067

THISTED, Bog & idé:

Westeipads 14, 7T00. Tal: 57 02 05 09
THISTED, GK Logetal:

Veslesgnaa 4, 7700, Tak 970215013

TOMDIRE, Jelsen Bog & Idé:

Bteecpaoe 5, 5270, Tel: Ta 72 23 49
TORSHAVM, P/F Thaomaos Do Whalesale:
Bai= a8, FARD ISLAMDES, Tat 31 1400
VERLOEE, Veilais Bog & idé:

Byrracten 45 - 47, 1500, Tel 44 48 0F 52
VEDEAK, Trarad Dog & fdé:

Tramd Tory Fronodueg 7O, 2550, Tel® £5 85 13 36
VEIEM, Vajen Bag & kdé:

vayen Cersncl, G, Tek FESB0000

VEILE, BOQ Boger:

A corspl 10, Sendergaiio 2426 700, Tol TSE20534
VIRDRE, Boitle Ounkos:

Jorriianecadn V6, BE0O, Tad BEEOT 70
VIBORG, L K. Bog & idéz

Wiy St Mathraa Markod 202, BEBOO. Toll &0 02 TT 82
VIBORG, Schous Bog & dé:

Wibstdfy Sct iinBwasnnis 50, BE00. Tal BECOEESD
VIRY, Rybnear Bog & Telé Wiky

Wity Conesl, BESD, Tak 85 11 39 30
YORDINGRORG, Legekmden Verdingborg:
Alpnde B3, LTED. Tod: BELNLIAT

ESTONIA

TALLINM, KultwurZelsid:

KulBors 1-100, MINZE. Tel 377 Gl 1
TALLINK, Procard Belilcs

Fasm mint, 17, 80017, Tek: - 372 §30 75

FALKLANDS

STANLEY, Falklands Collactoblen
Tha Genony Seoia, Tal- DAS0021174

FINLAND

W HELSIMMI=

aEnofxTba G D010, Tol: DOXSH G7E 159 E55
EPO0, Pelimesia:

Leapasariy |, 02320 Ted: +358 & fuaaien
FORSSA, Fum Sl & Cordsr

Hamwsnntie ¥ Toekstkis, 30001, Tet 358 1 4355555
HAMETNLINMA, Levy ja hesetti:
Palakmnnan knba 11, 13000Ted: - 3848 5 523360
HAMNKQ, Hably Jobl

Woonkgy 10, 10900, Tel ¢ 255 15 2ap5200
HEINOLA, Tolousmsas je lobur

Eaupnakole 19, 181030, Tal: 3568 3 7153005
HELSIME], Fantasiop=il Helslnk(:
Witk 0, 0000, Tel, <358 0 A30R03
HELSIMKL, Famlasiopell! Varasis

ELEd-1a0, DESA0, [olo <358 8 TTHTEG
HILSIMKL, Sinsaperi [IKkeskes;

lichoakasy, DOT30, Tet <00 © REY1925
HTVINKAR, Rayal Toys:

Terkato 1, OSA00, Tal- =358 19 435376
HEALMI, Talkasiale:

Eanvomiaiy 12, 74100, Tek: 358 17 BEE356
IMATRA, Kirjo-Lohjo Alex Ky:

omiilankua 2 8050, Tel 2350 & adsagsy
JAMINMIPOHIA, Yenhs Kaoril

="-_'J'I'II-'_I-"' 5, 3L4ED, Tek #3568 3 4765635
JAMSA, Jookko Saark:

Vit 1, AT 900, Tol + 350 14 F497305
JERVENPAE, Ailalo:

rinEanges 10, ObE00, Tok =350 50 410 47 60
JOENSUU, Fanloiopeli Josnsuu:

Terhad 24 2. kra, $0100. Tol; «358 (s, v e L
JOEMNSUL, Palwansade:

Kaunpasaia 30, 0100, Tol: «350 T3 W07
JYVASKYLA, Fartaslapelln Jywdshopda;
Eaappakals 2, AGN0D, Tek <228 14 210020
IrVASKYLA, Sinooperl JyeBakyla:
Vioarodai Flaks 401 000 T - 358 14 24085
KEMIJARYI, Poopero:

Kukkalais 8, DAT00, Ted 4358 10 By3308

KERAVA, Antikvarioari Hersa:
PL SE, Tookatu 1. 03200, Tel « 398 & 3334310
KOTEA, Eogle Cord:

Krghoanid O, <8100, Tek 356 & 214593
KOUVDLA, Muswlepoa:

Viaesdan 3, 45100, Tet =250 5 30 17955
KUORID, Cromy Statlan:

Kaappakshs 4052 FOTI0 Ted: 008 17 3EGHE550
KUOPID, Kirja [a Lekilllnna:

Faessnidarvaty 33, TOT00, Tel: +350 17 2oamas
KULSANKOSKL Kirja Sevinem

Favgps-tuso 1. 40700, Tol 4158 5 1748271
LAHTI, Puslenlevun Pelilz

Favorenioniy 05, 15130, Tet 358 3 7515151
LAPPEENRANTA, Sincoperl Loppoenrenta:
Dt 3. S3IT00. Tk <358 5 5.0 444
LOHIA, Lohjen Kifakauppan

Lavrnkmie 80, 03100 Tal <358 18 103150
MALRIENHAMING, Dillon:

Tordaty 7, 22100, Tel: +358 1B 154978
MIKKELI, Muppsla:

Foergm splmamkdlis 21, SO0, Tol: <350 85 201691
MNUMMELL, Kimmon Pali & Lahil;

Tuwsanlia 1, 3100, Tak -350 8 2254041

OULL, Fantoslopeilt Duwls:

Koulubahs 28, 00000, Tal 58 § 375500
FIETARSAARI, Pletartaaren Klrjakeuape:
indhatu 01, BOGOO, Tek 353 & 7230800

PORI, Porlin Plikis:

Hemtuantion 2 Hes, 28100, Tl +358 2 530 7880
FORVOO, fskarielvolra/Hobbybadarn:
Rinnnorhismrkat 10, 06100, Tol: « J68 10 5243775
RAAME, Roohon Asiariclu lo Poporl:
Landisonarnia 32, 37130

RAUMA, Wonhaon Rouman POP-pali;
Monsmankaks 84, 26000, Tel + 58 2 XS0
RIHIMAK], Bfhim&en Toysiors:
Kruppsiat 5751100, Tel: <358 thH 755958
ROVAMNIEMI, Ligooartor Jaasi

Hopakinia 28, 5300 Tl « 8 58 JLhpass
SALD, Salen Harrasie:

Viligakilis 21, 25220, Tek 350 3 7005005
SAVOMLINMA, Savonlinmnan Antllovorios:
Hpvinhat 56 STi100. Tel 250 185 8o 1o
SEINAIONI, Fontasielinma:

MARInugn 4. 60030, Ted 356K 405614330
SEIMAJOKI, Pitkékiokke:

Veckotohinan kaks 4, 60000, Tet <258 § « 177000
TAMPERE, Fonlagispelil Tampere:
Forepnaat 5, I3I00, Fot «328 3 2325200
TAMPIAL, Info KoskReskias:

Hosihicaba, kagio 30 33000, Tel. «356 3 e 1An0
TURKU, Fariasiapslll Turku:

Thapenolain XA, P0I00, Ted 4385 7 FA28413
TURKLY, Sineoperi Turku:

Valwinkpiy 5. 20330, Tet +JE20 2 E147 100

VAASA, Mirunaru:
Mg 19, 65100, Tal -350 & 2107
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VALKEAKOSEKI, Walkeakostenkirjo
Bavepaletu 3, 27600

VAMMALA, Tyrebin Krjolouppe:
Mamisrbods 18 30200 Ted <358 3h1avyay
WANTAA, Sinseperl:

Inbrdyalartig 41 Q1730 Tor <350 9 Jifdaiy
WANTAA, Siasagar Myyrmanni;

IEhusuga 31, 09000, Tad « 3580 3407 0222
VAMNTAA, Slocoper] Varlsie:

PntlanbyfitrSss 41, 0720 Tek #3054 & 3040 b BED

GIERALTAR
GIERALTAR, Bon-Maw Hobbles:

LS Padgwmond Lane Tel 0005 074215

GREECE

ATHENS, Acilon Hebbiss:

Chelargna, Teld 0030 210 6504515

HTHENS, Famlaty Shop:

3 Sepiachresu G5 Tol: G030 P10 BFI 1672
OTHEMS, Feniezy Shop: Ag Paraskevi:

Ak foannsy 2ME, Tel: 0030 210 E095312
ATHEMS, Fonlosy Shop: Kifislo

Ehoaind 5 D Krfdadon 10 Tl 08050 250 80880l
ATHEMS, Faniery Shopr Palrolas

fpadanikag, Tol: 0000 200 4133757
ATHEMS, Fontosy Shop: Exardhola
Thomisiohloges 4345, Ted 0030 210 Sa2ans7?
ATHEWS, Kaliza Amorouvsiow:
kancilh 7, Tec (O30 210 11675
ATHEMS, Kalasa Choss & Games:
Hal=kogeyow D& Bapohesioia 1948 72 Tol, 00002 50048
ATHEMNS, Kolsso Giylodas:

g &, Tal: K30 2 30 SOR2 057
ATHEMS, Halzsa Holanddow

Db i Pakoakas, Tol: G030 2E0 GELEIRS
ATHEMNS. Holzsa Menakorai:

Tuiizz Eopmegeenon. Tol: 6850 210 813 o0
ATHENS, Molczo Pagrotbeu:

Tenahann B, Tel 0030 210 7505495
ATHEMS, Holaa Pelralo:

I lankos 174- 1306, Tel; 0030 210 4294 £
ATHENS, Kolisn Pigasea:

[ 2k Tk D000 240 §TRGTOT
CHAMIDN, Koliza Chonlen:

07 Hytonins 51, Tel D030 207 1 0RAOAE
CRETE, Fomizxy Shep: Hareklelon
Ekenonans ¥ Tar 008 2910 31 1312
CRETE, Kolisa Hanla:

Kydoniaz 107, Tel: D030 262 10 B 300
HALHIDA, €0 Cormpm

IEenoudi 2=, Tal: 0000 2229 DATIIS
LERISAS, Holssa Lerlias
Koumaursipiirea 32, Tol: B000 3410 537537
MARDUSI, Bolle Bunker:

Dionysoa §, Tol. 0030 203520728
PATRA, Fenlary Shom

Pasangases TS, Tek 0030 2510 221014
PATRA, Kalssa Palros:

Cioumgn 4 Seples 34, Tel 000D 2610 625532
FERISTERIOW, Kolzsn Parlaierisu

Déow 72, Ter 0030 2105T6TOT

PIRELS, Dragan's Dye Store:

Heratging A2, Tet 0030 2106929105
THEIZALONIK), Fantary Shep:

oo 3 Tel 0030 2300 240163
THESEALOMNIK], Koliso Thessaslonlki
Fatnwhow Laoken 8, Tol 0030 2300 207007
VWOLO%, Fanasry Shap: Valos

Ginlkas 48, Tol: 0030 24210 27ET

HUNGARY

BUDAPEST, Siverlond:

oS uda, 102G

BUDAPEST, Trellbariang:

ANIAtTY 37 1081 Ted HOTE 13219279
MISKOLE, Doran:

Jaryre ul, 35S

SEZEGED, Cilllagwen:

Do 6ilf, 6722

SIEMESFEMERVAR, Legensdok Caormoka:
rriyar usd, 8300

SIOMBATHELY, Sorkonyiuz:

mesaih Loulh, 5000

ICELAND

BEHIAYIK, Menus:

PD Box S0BS. 105, Tel &% 222 9411

ISRAEL

HB&IFA, EHara:

Hadla Grerag K, Tel: D2B500052
HERTLI&, Froak:

Sy 20 Ter CRAnSNSaT

RAMAT, Topuah:

Hashapon, Ciushibn 33, Tel D041
EAMAT, Togwah Foniosrn

Huabuson, Soholoy 30

TEL AVIV, Fraalk:

Even Dapnancl G0 Tal: GOEA81 00

TEL BNV, Kibkmro:

Morknz Backed, Hametacha 12a Ted 036299070

MALTA

K HOBBEES LTD: Hompesh Road,

Foura Mata PLA 13, Tel, G055 21 595533
MALDA, Ferbldden Pawar +

B3 Treq bsprah B-Barogn, Tal Q0G5S 2 1920550
MSIDA: Universlty of Molbo:

Tk 00356 21 384259

NETHERLANDS

W AMETERDAM;:

Fglan JE, 1012 KT, 1aF D331 20 522 2663

W ROTTERDAM:

Van Diserhamevoynlanie 442, 3012

Til: 0031 1 380 0IE

W DEN HAUR G

Sohaolciraas 128 2511 AX. ek D01 79383 735
W HAARLEM:

Cheistie 26, 2000 GA, ol D021 23551 TETY
ALKMAAR, Beokers B Sirlppers:

Botsesligal 20-22, 181 HP, Tak 672 5121213
ALMEILY, Somberyg Modelbouw:

Cagiesiran 1260, TE07 YW, Tol: 0%t 081 2981
ALMERE HAVEH, Fenrtasla:

FANEQrArR 41, 1454 Ak, ol 5§ 5315317
ALPHEMN AAN DEM RUM, Top 1 Toys Arle vd Panne:
Hoolwinas 005-00, 2400 GL, Tel 072 473254
AMERSFOORT, Spellemsincienl:

Lisodsrctiond 10, 5611 BB Tl £500375
AMSTILVELN, Het gonoenbord:

Parleanhr S0, 1186 T8 Tel 020 B412558
AMSTERDAM, Grate Baer Speslgasd:
LEameussre 106 1050 CR Tol: 000 S514865
ANMEEM, Spellvar cr Ambiein:

Moiaveiae 30705 601 E DL Tel 026 Sroomea
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ASEEM, Plak:

Satoratnn 1, P01 KY, Tel 050 2315207
BERGEN OF TOOM, Big Bays Toys:
Levevicewosiiaad &, 4811 L1 Ter 0161 250058
BERGEM QF IOOM, Sirigwinke] Gillos:

Mo Gous, Bosshaal £, 4601 NC, Tel 0164 227400
BEAGEYE, Woulers Technohobby:
Pandgnsirasl 3. 8571 CP, Telk 040 TR502448
BREDE, Madalbaww Bliak;

Bosshsiranl 279, 2001 (LA, TakOT8 B3ESOS
BRIELLE, Intorioys Brielle:

HNobaintmsd -5, 3231 BA, Tet 0900 414584
BUSSUM, Boks Modelrrelnon:

Lwamanigg ., 1407 B, Telk 0055 5EE3 1
CULEMEORG, Drocckennasi:

Handolaan 3% 41002 AD, Tk 045 534508
DELFT, Tap 1 Toyi Speldarade:

Hygohy s 2 1-2% 2811 M Tod; 0159038516
DEM BOSCH, Alemlk Den Basch:
Hirlhamenorgiranl B0, 5201 135, TalO73 6145590
BEM HAADS, Interfoys Thernslastroot:
Thevpsoslannl 280=-204. 2593 AX, Tob070 M7
DEN HRAG, Spallenhuls:

EoFTRNERIGRL U, 2518 GT, Tel 070 JE44TED
DN HOLDER, Prelon Madolsguw:

Juilsiaal 35, 1781 BS, Teh0223 5189088
DEVENTER, Knibbaol Comies:

NS ssis 38, T4 LAL TolDS70 610850
DORDRECHT, Habby Medelboww:

Desracht Yoorsnat 300, 211 CX. Tel B8 G31371 1
EDE, Tinnen 2aldaan

Vieomiessen 24, 8T 14 CR, Tal 0010 B23256
EIMDHOVEN, Atomik Elndhoven:
bhdumdianl To 5511 DU, Tl 2003580
EINDHOYEN, Somoiworld:

WikrERanl 17, 2010 HB, TE; (a0 245450
EMMEN, Iniorfoys J van Poagr ¢

LdEEEaas 17, 781 EF, Taok 050 161525
EMSCHERE, Plialines:

Fipsnsaad 348 7311 G, Tel 033 JM8T2T
GELEEM, Toeibom:

AngrdorsEant 3, GIEYCJ, TolD4E AT43HG
GOES, Fontus Fantosy Stora:
Gonrepoorsinpl 23, 4401 JE Tel 0113 25E174
GORMMCHEM, Metzen Modelbouw:
Wywpkoisranl 30, A200 N Tel: 013 E3R000
GOUDA, Intertoys vw/'d Wal;

sz BAaA 7O, 2009 Gr Tel: 0122513528
GOUDA, The Movle 3fore:

Lidgpo Qindevaeralend 114, 2600 LY, Tal i noiasg
GHOMIMGEN, Krilke's Habbyshep:

Fhouwss Wag 27, 6711 TE, Tol- 050 3120314
CROMINGEIN, Wirwae

Chonbor Bas. in 1 Jadairaat 40, 8712 BL, Tok 050 3150454
HEEALEM, &lomil Haerlan:

Leeenianl 14, &40 H¥9, Tad 0425 574 0232
HEHGELD, Top 1 Toys Mickoy von Wezel:
Bug, Jeroargdein 15-17, Tel 074 202200
HOORN, Het Gele Teken:

Guosa Cost X5, 162 B8R, Tok 022 9218523
LEELAWARDEN, Brattinga Speelgoed;

5L Joeabrsiram 4, 3311 HT, Tek 056 21 2586
LEEUWARDEN, Spelleki]n:

Woorsticon 84, 5911 TH, Tel 088 213171132
LEEUWARDEN, Tog 1 Teys do Boor:
Sehare D466, BOO2 WH, Tal:D5N 2105053
LEIDEN, Mogic Fricnd

5, Angtiasraal 36, 2312 B, Tel0T | 555052 |
LEFDEN, Tolklomwinkal:

Moge Hondii 105, 3394 AD, Tel 071 Si133349
LEIDEM, Vilegershap:

Turtmakd 2, 2392 0K, Tel 071 5132783
LILYSTAD, Trolnanhaaks:

Botiar 2495 H34% JE. Tol (2 0283180
MANSTRICHT, Adamlla:

Wisckodnngsiaal 59, 6221 B, Tel 0933251531
MAASTRICHT, Meunjoh

Ba e senConensir 18, G796 GV, Tol: D49 67 TH
MAATTRICHT, '.."Fi:.u ST | H

Erusseliosiran! 7O 62T PG, Tod: 0243 3251853
MIDDELEURG, Doekhondel Fancy:

Aiarkl 59, 4331 UK, Tol: 01 AR S5ARAT

MEUNEM, Schellent Speolgond:

Forkstenal 24, 5671 GG, Tal: b 2930034
MIIMESIN, Moenon & Morliken:

Wnn Yiekdmarstmo 70, 0300 kAP, Tel 024 2736115
QEGSTGEEST, De Tombe Toys {or Beys.—. ond Mom
[De Kamporaaisinadl 77, 2341 45, Dok 071 91793077
OPLUNEN; Spellceldor:

T van Oednengl e 20, 415
CUD-BELIERLAND, Maouriiz Midil. Hobby:
Crsancnburgh 32, 3261 AG, Tee 0166 621938
ROERMOMND, Bloombeeilek Hermlen:
Pamspgitranl B, B043 ED. Tal: 0475 320710
BOOSENDAAL, Jodin:

Chrlie WLu kD S8, 4700 PM. Tebdiis 5o a6
SCHEVEMINGEM, Acmo Moviesters;
Palnsepsaan 11, 2587 WE, Tal 070 2507583
SEHIEDAM, BTS:

Grneredamn 40, 2114 C, Tel 0 4730755
SCHUMNDEL, Top | Toys Anniple:

HoadEslaam 133, Tof 073 477758

SITTARD, Atamik Sitiord

Sagqsealenal 19, GIO AX, T 04 4515004
SLUIE, ¥rd Vijwer:

Oty Hononnss T, 588 O, Tol: 0117 251503
SOEST, Top 1 Toys Seesi=

W Wheadataas 146, ITH1 CE. Tel: 0S8 435044
TILDBURG,; Lobyrinth Tiburg/Bredn:
Langateanl 170, 5008 56, Tel D3 Sl0700
UDEM, Gehblin:

UTRECHT, Asme movieshsp:
Dirohassgenstrast 4, 3511, Tl 030 FXX3508
UTRECHT, EN Fenlany Shap

Ouds groend VBV, 5511 B, Tol 000 SH17I5T
UTRECHT, Whoops:

Spregaen 1. 3511, Tok O30 2056123
VELSERBROEK, Mal Flostic Madolbows:
SEDMAUEREITAAT 64, 1951IE Telb 0070 8376010
VEMLD, Modelbeuw Lulbard;

Pactbus $313. 5000 BL. Tek 677 1542538
WASSENAAR, Top | Toys Kouwenhowsn:
LA 0 AT KE Tl 070 5E 00291
WINTERSWLIK, Top 1 Toys Winirewijlo
Aisinrsint S0, Tol 0543 5123937
WORMERYEILER, Minl=-Wonders:

Anddisratanl 1, 1320 AT, Tek 075 0400817
ZUTPHEN, Vroemde Took:

Carann moel 3, T MY, Tald 0575 511508
IWOLLE, Backonhalia:

Atsondoperating 103, 8317 DHL Tol0dd 4251077
EWOLLE, Gomes-n-us:

Diprsipocrionplias 33, 8001 VX, Tt 030 4216385

NORWAY

CW G3L0:

Miliadfata T, ONTS, ol 04T 22 X3 20 B0
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AREMDAL, Maril Aronasonlor:
Torws! 1 N-dR00, Tel SAI25E04
BAERUMS VERK, Trallstuen Bmrsmas Vark
Leker AR
Asorums Wik Leker AS, N=13217, Tal §7123859
BERGEM, Rvelen Bargaon AS:
Foaturen &, F-5013, Tek BE5 14022
BERGEN, Lokaklosten:
Savie Moctumenl 16, FLO2FN, T SIS
B, Rings Ba:
A Sersso, M-2800, Ter 22051132
1000, Underhakinlngamagnelen:
ol 3, W-0000, Tel: 75525070
DRAMMEN, MR
Hodee Slonseien B, WMnnasinet, 1130156, Tok 2E28180
EGERSUMND, Glasmegaiinet Dgrey:
Cagrgd. 33-58, H-E100. Tak 514561009
EIDSWOLD, Brla Eldsvall:
SUMGGET, 7. 85081 Tok 630961 %
FAUSKE, Smart:
Sipegl 72, N-8300, Tek TS04G022
FLIGA, Rings Bamsofor;
Py Sigematkod, N-3270, Tol: E2355330
FORDE, Lelkakusel AS:
Sisephasgen §, M-6E00, Tol: 57830102
FREDERIKSTAD, Lakatarval:
Hrock, GT T-11, MG, Tek @55 15030
GICVIK, Leke-Olsen:
Sl 10, MBS, Tel: 51100250
HALDEM, H. Andersan |nlorbale
Eaata 18, N-170A, Tel: ER1T0E00
HAMAR, Lakehuser Moxl:
Ak Bats gh. 88, M-2376, 1ok L2825
HAUGESUND, Sontrum Leker AS:
R alEs, |2k, NSEIT, Tl SETI 1S
JESSHIIM, Kanwiion AS:
Aingwn 4, H-2051, Tol 03874587
JESSHEIM, Brio Jesshalme
s emeam Sinsomier, M-2050, Tol G25F7TO0
HARMSUND, Cenire Handel ASS:
wiarakdery. 125, W-G508, Tel SHDIERD
HLOFTA: Brlo Trllla:
Te Mo Wik 85 Aemrerkz o, W-2000,
Tk, EJSNT428
EOMNOSIERG, Rall Llsse AS:
Criegilon G f=20140, Teh ITTITIEL
(OHGEVINGER, Gogala Lakar:
emkanegl &, H-2211, Tok G201
(RAGERD, Bria Korl"s Hobby:
Faraal 4, M3FT0, Kangera Tl 59005
CRISTIAMSAND, Gusiov Pedersen:
i Woipehaadsy. 2T, Be481d, Tel, 18000
CRISTIAMEAND, Hebby Husal
ipniih 'Wenoslaadsy 26-26, -2, Tas ab020340
{RISTIAMSAMD, Cublamd Frisibonsmnd:
virhanegl. 24, N-E511, Tod: JB00E120
CROMSTADELYA, Helmox Lekar;
e mkorod Sioreanter SarviE panla A =300, Tob 32879900
LANGESUND, Torongers Eid Per
Toived &, B0, Tel J5573662
LARVIE, Ringo Lorvil:
Arinacgt. 349, §-J338, Tel: 317G
LARVIE, Sokrates Lakeland:
Fervn! B, W-CEM, dak JITEESGY
LILLESAMD, Eings Govemopgasined:
Siepndd Qi &, MN=4TTH), Tol 37373525
MO | RANA, Lekehlormel Mo
Piprdakd Giders GL &, M-BE22. Tel THISATIT
MOLDE, Lelejorme! Mot
Torgal 8, i1, Meldy Tel: FEIT0ES
MOSIOEN, Heblymaniret:
G Hardigzgt 18, N-BEST. Tok THITOATD
MO5%, Trollstuen Leker Moss:
willamurs Vork Lokdr A5 Al Berssdal Dicaaigpd 3, M-
1630, Tob G3240508
MD55, Frizenlebdic
Darringanagl. 10, M1530, T S9E3 20
MYSEM, Sakar og Thigs
Jemaane paten 13, H-1E50, Tek 60090104
MARYIK, Bris Lak Contor Morso
Bolasmoey 1 Aenlipaesmi, NB513, Tl Féshlais
HNAERVIK, Bornos Yorden:
Eongonty. G6-70, M-A514, Tor TERES05

MESTUMN, Lekeklossen:
Dairs MHasilurrgl 16, B-5221, Tek SRHRR50
DDDA, Rings Multishap:

Bunfondsepnened, 5750, Tol: 5353808
oS0, Bl Games:

Jpmbanoioged 6, 0154, Tel: Z217NE 7
OSL0, NMelobene Lomberiseior

i ar3naGen E W=1150, Tl FP2605%E
OSL0, Avalon Dok

Knd Jobars g 37-43 HHNES | Tel: 2233000
OELO, Outlond:

Jombmalangel |, H-D154, Tel S3177010
SLD, Binge Thamad Lekar:
E.:-'E:,ny,lp-'.;\q £ RLIGGE Tel FIECCEn0
G5O, Vinderen Leken

Sagrmdlatey, T, B0V, Ton 220
QELD, Feber Klevn s Weaiz

Léle Akorvoran 1AL RHD330, Tel 22730F
POREGELINM, BB Gemas

Sl 70, 2502, Ted: 35512000

SAMDMES, EB Gomas:

Gownbl Stokicawad | 0010, Tel S5 1520
SANDMES, O Saclom

Lamggnlen ded. H=L031, Tt 510810505
SAMDOMNES, Dilo Lehzenier Mvardrahi
Eviigial Laig, W-a351, e 510900441
SANDVIEA, Habby Lerson:

GCaretikna Slarssedsy, B-1300, Tek 8758
SKI, ER Geoameas:

JEnianayoson & 1A, Tol Gl yoc

&N, Tie=lnn:

psmigratngen 6 HW-1401, Tet G207 7
SHIEN, Gulset Leker AS:

Madnignan 14, BT, T 2811120

SOLA, Sola Gaver og Loker
Solakagazen, H-H050 Toi: 5igsiTad
SOMNGIAL, Sogndal Mmmagesin
Scomngon Siomanted, HAB51 Tal: TaT iBS0
SORTLAND, Ringo Bomees Leker:
Swinggaidom, KB40, Tk 781 12374
CTAVAMHGER. Veslelrikk:

ot ooan 13 H-1006, Tet 51685270
STAVANGER, Oulland Savangars

Hiwdag gl 2, & AGDD, Tk 510318080
STOKMARKMES, Siokmorknes Akfletryklord:
Markesstgl. 12, [-B455, Tat 78117750
STROMMER, EB Qumei:

Siogawvessn 8, 2000, Tok 3015522
ETROMMEN, Siandord Hobby of Lelier:
Siggrttay, 5. B-2010, Tel: 3899520
FURMADAL, Propongen;

Amfmon sl navn, o, BL-GGSG, Tol: TS AHD
SYMKLYVEN, Ringo Bindhelm:
Hythcaeon, E730, Sylldyvan, Tod TOIS 02T

TOMSBERG, Oledoitmuseh:
0 Lnngeosa &7, B30 00 Tk 22251700

TS L T T e U T Ly | L T S e

TOMNSEERG, Mia:

Femmans Brodal. Jesnbanest 10, 3110, Tal: I3 160
TEOMSD, Tromia Rrukibakhondel:

lwkogl. B, N-2008. Tel: FesiTd

TRONDHEIM, Avalon Trenedbislm:

Eongens gain 21, N-TOH2, T TA51284R
TROMOHEIM, Outlamnd:

Mhorezgaben 58, 7O01E, Trorchors. TR TI5GEAS
TROMDHEIM, Tranderlrim:

T2 Dinva G4 11, 702, Tel: F35308.20

TYMSZET, Tyniet Bakhandel:

Brugl 24, RS0, |l Bl i

VaDSD, Brle Vodsom

W, Andarsensgi. 4, H9811, Tox TR84ZIES

WIMIE, Rirge Vinje:

Winje MuZehop, 3600, Ving, Tel 5071005
BLESUMD, Hremmorhusoh

Langyaiprets. w3 Eqpeinmek, GOEX, Tek TR12ITTR
ALESUND, Spldermon:

Sionmou Sed, Langennis 515, 6010, Tas 99510322

POLAND

DIELSHD BlALA, Groam:

Sricoion 10 43-300, Tel Of=0 IR3124E00
GDAMEH, lshrar

B0 239, Mazevshago 16, Tek 0008 65 5201052
GDYMLA, FurunsL:

Bi £72, Walangma Szolkl, JOGEE, Tel TOCH SETH11 1AD
KATOWICE, Bord Confrun Giler:

A0 049, Krrse ki 8, Tek D048 3Z3STIA1T
KIELCE, Sklep RPG Groom:

Wala 12, (W Beanda) 25 B0, ek 0040 507013047
HRAKOW, Bard Contriem Glor:

i, Bateego 21717 31 146, Tal: CO-R 12E320TA5
LODZ, "ok Frmno Kxlegorika:

Moo ackn B9 50 103 Tal O AR
LODT, Gomelard:

Malreaveka 104, 50 225 Tol, 043G EVI0AY
LUBIN; Balrog:

ariAipern &, 50200 Ta! 0040 EO2T1S B13
LUBLIM, Krzys:

Hegucyrdhn G 20-000, Tol: MENISLIIHB0
HOWY SACT, Sklap Hakbie:

ul, Jagsdionsia, A, 33- 0 Tobh Giaf BOLiAAGL2
GPOLE, Hims 11 Coampubors:

KrraeEan A1, 45010, Tol DRIATTL04T403
POIMAM, Bard Cenlrum Gler Paznom

Sw. Idarcing 41, G1-D00, Tel: QO4ES1AGIAITT
SICTECIN, Bl

Faygkango 26, F=142 Tol $0200060ERS
TORUM, Skiep Poplornicoy:

Sromdg 40, 57-10 Tei- G0LASGE 00
WARSZAWA, Dom Wydewnicry Bellona:
Hanbrrwrshas Procdrsescas 11, 00-068,

Tol BO-ERZZEMG TN

WARSIAWA, Fober Faber &5z

Pulasska 11, 02:585, Tel 0OMIEO0A% 1265
WARSEAWA, Imparialis:

Wosnmgiond A, D3-GA0, Tal DOSBEDE X220
WARSTAWA, Firma Kulegariko Cenloun

ul. Branyicion 9, 03-968 Tod' AR G TSTAG
WARSZAWA, Shlep Morloen 5€: i
Powatanton Faskich 124 Paye, 155, Ted SOLD0022TE19
WARSZAWA, Werscw Medel Conlor

Tynizcho 3G, 0200, Tok OOHEZSGAGRLL
WROOLAW, Bord:

Aisss 46C Pamur), 50000, Teb DOROT 3417477
WROCLAW, Dgryn:

Saaveskcs 07, 80157 Tal DOET 1 TRSESET

RUSSIA

KRASHODAR, Alogris-lug (Seuthj

Krasnaya sl 543, Krasaoiarikiy Dom. Knig To

(S 2TI000N

MINSH, Volahonavich ent:

Jahi Kadas al, Exhidstcn earanr DLYLEF, Tols B0 LISAETR
MINSH, Yalahonowich entz

Lizelperan av BL, Palaro o Sporis, seoand Boof. Tol S0E50
[S1- L. T

MOSCOW, Alogris

Duiinstapn &8, 127 AT, Tel G030 TOFEESE000
MOSCOW, Alegrin

LAsing pnban Alehsssmacknya Prospeht Wen 133, Tel
TO9SCE 120

MORILSK,; Mo Stylee Minove

Korsomalgiciya st sacond Bean, Dom Byia, 127 474, Tel
0020 6541 3G

HOW ORI RIRSE, leshummer:

Hrashsy progpse, T

SARATOV: Mir Detskly

Kl ove, D43, Dhetahry idr, second Bona, gotiery, Tel G4 S840
T PETERSEURG, Art-Minloturcs:

Enpiowa 3 b1 i Moo, iete cenior Evala, 812 X21020
TAMEOQV, Hobby and lgrushki:

aoinaislondnayn of, bSL-b, Tecpamays M, Tel B12 302100
LA, Viking:

Pinanakd Lorina 70, Shopping Complés. Goslesdy Bhne

SERBIA AND MONTENEGRO

BELGRADE, Anct Camputers:
Fepcnnsda I 11000, Tek QLEE1 VKEGEEEG0

SLOVENIA

LIUVBLIAMNA, Crmn Luknjoe

Mbosini by B 100, Tal 00338 6142 EESD
LIUALIANE, Pri Gobllnu:

Dnlegska Caska 11, 10051 Ted (OO0 05002700

SOUTH AFRICA

CAPETOWM, The Doys and Mans Hably Shop:
Tel D27 20 914 BEER

CAPETOWNMN, Wizords Warnhouzn:

Tl 02 1-SH300E

LINMEYER. Drogons De

Tk DOIF DA2 831 2134

JOHANMESDURG, Cswwex Retall:

Tot 0027 11 BREFED

JOHAMMESTURG , Wizard: Warehsuse

Eden Vale, Tet OET 21 03 0360

BAMDEURG, Mherlond:

Emap G108, Bagywenaior. Raputine R, Tek GOET 117844571

SWEDEN

W STOCHHOLM:

Flegewingneaian 30, 110 53, tol: 006G O 2135 040
ow coTiedng:

Komgpgeran 26, 411 40, b=k 0040 371 33 238
AMGELHOLM, Lekschsmogasinah
Framdessglan | 267 81, Tok 043102350
ALVESTA, Lok and Hobly:

Eugikehgon b, Torggatoan 2, B33, Tas 0ST21550
ARLOW, Hobhex

Mg gESann 2 FE0 AT Tl 083000
BARYIKA, Perry Dala:

REEETANG Fn . E&73i31, Tot 057016559

ASARUM, Lek & Frilidy

Geaninoiy 2, 304 52, Tol: B XEFCA

AVESTA, Vege Vides:

-'l;.;|n.-__|_i.;:|.|_-| 16, 774 30, Topi: O2265007Y

e e ey Selalt o R R R e
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CLHMES WORKSHOP

BOLLMAS, Targbaden:

natn, Sizkonspaian A AN Tel OETEO1004
BORAS, Domens Dutlk:

Wik icah, S50 Tek R 14TLHD

BORAS, ER Gomes

Knaherign, Sharaboensaloon, BHER0. Teok; 033105810
poRls, EB Games:

Els-a Bragatan 7. 503 30, Tk (326710
BiRAS, Hobbea:

S knratsgsy -, S0 A0, T AR (AR
BORLANGE. EB Games:

Hueaniari THT 70 Tol CR435000D
DANDERYD, Lekrokabuaet:

1Ay Contrem, 102 21, Tel OBEI0EI2E
ESHILETUMA, Leases Lelzoker
Hungegatan 21,632 20, ok D16153K0S
ESKILSTUMA, Barmpns Hus:
Fefastadedon 300 635 10, Te: BEE4AT108
FALKOPING, MysPys:

Siorgaion F2-18, 521 47 Tl DS531120
FALUN, Tv-spelzhdraon:

Falugpaen 2, 791 M, Tek C2227I7TS
FALUM, Spal & Habby:

Funnvagin 24, 781 53, Todi: DOA14818
FARIESTADEN, Lokwskymogosinei:
Cknnds Kopstad, 35 3. Tol 04853500

FARSTA, EB Gomes:
T Sneka Suefonian S22 123 47, Ted. DOGOEE 100
FINSPANG, Al

Bugatapsiegel. Tel, Hefougaanaan | 61250 Fea: 122 h4aEE
GALLIVARE, Lekin:

Iiaial VEgan 14, DR 38, Tek CMOGRS0E

GAVLE, Hobbyshepan:

Deotiningaakan 25, BXEIN, Tk G261 B

HSLAVED, Albe Leksoker:

Saa Segatan 100 332 3. Ted 037116733
GOTIDORD, ED Comes:

Eiagspaian SE-00, 4171 04, Tek 3R D HET0
GOTERORG, B0 Gamas:

Jaomsngel 4, 413 04, Tob 0312404658
GOTERORG, BB Games:

Foooardmset, 411 06, Faic D31 50055
GUSTAVSRERG, Llllo Quls Bomalighstier:
Copisaans Wilg 17, 134 40 Tel ASIOIDE00
HELMETAD, [0 Gonios;

DHtin oy Enmire Pas SR 20T 43, Tet JX [ Jadifed =5 ]
HALMSTAD, Lelconton

Signenn G, 302 GO, Tol; 035138350
HAMBURGSUND, Wizard Gomes:
Hcostiond Radaken & 45070
HARMOSAND, Escope Dala;

BacgEgnmn & 67 130, ver O 5095
HELSINGBORED, Femosin;

foma, Kprkogatan 10, 232 23, Tel 02243434
HUDIKSVALL; Alblns Leksokars
Taoigikyn 24, B4 0, Tl DEE0EIS0A
JARFALLA, Hobbaa:

Flygavimion, 1THAE, Tol! DASEHDIEHI
JARFALLE, EB Gomes

Teendsplatiam 30, i7T 30, Ted U0 N0
JIGHKOPING, EB Gomes:

AE Hfpoant-um S Insaivige!, SS000
BLALMLAR, Otey

Shappalecg. £2, 392 31, Tet (ABQZ2000
MALMAR, Kalmar Lok & Hohhy:

Eochn Limggalan 37, 302 32, Teb DBl eT
HARLSHAMM, Leksokshuiel:

ﬁ;:llﬁu'JE T ATE o5 Tl Caa 10081
KARLIMOOA, Lekbidan:

Boipsmansg 17, 881 31, Tl CSEL3IFIIE
EARLSKROMA, Facl & Flelion:

s Feypeasien 7, 37 133, Tal 045515710
EARLSKROMA, Lebsohshuset
Lolkcestediage b, 37 154, Tak QELLEN0EG
EARLESTAD, ER Gamiod:

Bk Kopoonbor Fryfensns Wi BEY A6, Tl CEL280830
KARLSTAD, Rollspels Och Fontosy Dutiken;
Eomyipatan 0, 05F 24, Tol 052157070
KIRUMA, Lekhusct:

Ban 2081, 028 02, Tt COBOA25S0
KESPING, MD Hobby:

Cechellogalan T, 7704, Tal DIJEAZ81TH
KRISTIANSTAD, Spel Pa Vallgatan:
Ouzirm Wgaian 2, 261 31, Tad: D50 E0A0H1
EUNGALY, Lek & Habby:

s Gaam B2, 447 31, Ted 030303540
EUNGSBACKA, Lek & Hebby:

9. Teupgaten 0, 34 30, Tk CD0T4 026
KUMNGSBACKA, BB Gamost

Wimiarnis aaf, 934 38, Tt G007 1240
LAHOLM, LekiakiaMarsn:
Tadsditogaian 14, 31222 (ol QLR
LANDSKEQNA, Lekaalkshoyer:
TerenonaEndg 45 260 38, Tk 05 1RI07=0
LERUM, Alvleken:

Searkgihan, 443 20, Tul 090214540
LIBIMGE, Karene:

Sochlinimay S5c, WY M. Tek 0G7EGERL
LIDKOFIMNG, Gome Manlaes:

Terggatan 3, 55331, Tak (705 10007
LINKGPIMNG, Sogodond:

Seistionnaran 18, 58373, Tel: D131EE
LIMEOPING, ID Gomos:

Taewslprrgatn 2, Ted: 0131037%E
LIUMGEY, Lakias

Exigleasian | 341 30 Tel 0O0F213481
LIUSDAL, Albine Lokiokar:

H Jisvasgaton AT, BEXLE Tel D657 16BT
LULEN, Barmnens Hus:

Bt 05, 974 40, Tol 0920030005

LULEA, ED Games:

SAngerasn 51, 372 31, Tel 08205TN0R

LUND, Spel pbi Clemensiongok
Clamensiaise 0. 72721, Tel 030127810
LLPND, BB Gamee:

Miows Luncl, Fodohagivbgon 10, 27750, Tk 051200
LLAMIDN, Lisnghos

Skalaalan BA 25961, Tk O=81361

LYCKERY, Serlealusian:

P 34 47! &2, Ted Q40520059

MALMO, EB Games:

Flanwatin 3, 2V Telk 040230000

MALMO, BB Gamea:

Trargein B Forvasdang 41, 311 43, 1ol DSDEIISEL
AL, Krenprinsen:

Ragdrrieds Gialas 42, 2017 28 Tesl: Dedirad (e
MELME, Phantodliy:

Chubmaw AedTeiagean 2. 211 51, Tol (308253713
MALMO, Uieplo-Molma:

Regementygalan B 214 32, Tek DT Tohh
MORA, Lek & Hebby:

Sk, 32 Mot Kopooninam, 702 30 ot 02500 Ml
MNRCHA, Amusor:

Eyesvon 10 131 34, Toak CBELL0LE()
HORRKOPING, Brio:

OroBrerapoalan &5 801 32 Tal DIII24A8R
HORRHOPING, Hobbyhiman:

frotningg 18, B0 28 Tex §11162020

el P S O o W b T g g TR TR

HORKSPING, Lekhutol:

Sumgatsn 21 500 33, Tal: 011ZATIT0
MNORFSEORG, EB Gomos:

Hafhrwss Toeg, 145 €3, Tet DESFEFSI100
MYESPING, Loko TV dpel:

C:I|.5§.I$j 22, 61104, Tnl; 01 552350K]
NYKOPING, Boro 3pel o Hobby:
BagnegaseEn 15, 611 20, Tel D1E5560700
MYMASHAMM, Svoniloki Hobby:
Seariehaspiabaon 4, 149 30, Tek ORS2010090
ODAKRA, EB Games:

Wakmacknainen 0, 20000, Tal AF202130
ORESRD, EB Gamos:

frivmaan Dradnesypsion 37, A0 32 Tet 010120040
OERMINGE, Hopplas:

Dumsange Conlnum, 122060

DENSKOLDSVIK, Lajbarnss

Mynaian TH, 3§ 33, Toell 0OSORITEF
SENSKOLDSVIK, Scund & Vislom
Sholatan 11, 051 X0, Ted OGB0T007
GSTERSUND, Hobbyboden

gt 21, K3 30, Tet 06150300
PITEA, Bomens Hus:

Backiy 55 241 47, Tel: 031118900

RIMED, Fariorybutiken:

Hénmanmagaian 7, TH230, Tek MFGTITTT
SAFFLE, Habbykallorm:

=i G:m.;;. 190 6, 501 30, Te: 053310335
SALA, Flons Loksokern

Adasnisgaian 10, 730 X0, Tel DE2103 54
SIGTUNA, lIde House:

Sy Gialan 52, 193 30, Tel 0DSH2S4TEA
SHARA, Wincll (Dilatribulor):

Tl 051 S5000

SHARHOLMEN, BB Gamas:

Siorhodmag, G 127 48, Tel: MF40S100
SKELLEFTEN, Bormons Hus:

Upphnnars &, 031 42, el SO TIHD
SKELLEFTER, Lok & Hobby:

Fygalan &8, G379 31, Fek (RIUTERER
SODERHAMM, Barmens Hus:

E-Camipr, B0 40, Telk 0 F01203]
SODERTALIE, EB Gomes:

Sinmgatan 150 70, T 08550 GEE
SOLEMTUMA, Bormens Hus:

Bofstindy, 1, 192 7B Tel DECEe=040
SOLMA, I Gemas:

Hatetzatan 0, 171 458  Tel- O3 TI500
STENUMGEUND, Barnhismel:

5;-.-.-.-_5.-\.351-; gy B T3, Tol; DJORI0IE
STOCKHOLM, EB Gomips!

MamngnEe 37, 1171 53, Tol 083112151
STOCKHOLM, ID Gomes;

sowiandan 13 115 20, Tel CEEEALIATO
STOCKHOLM, Sdence Fistlon Bakhandeln:
Vadanlng Gatom =8, Y11 27 Tet OO E05T
STRAMGMAS, Tv Spolsbirasn
Tradgardegalan 20, 6485 39, Tel: QISZ100 D3
STROMSTAD, EB Gomes:

Horty Shopping Contre, 45202, Tok 53004877
STROMSTAD, Kjells Lek & Hobby:

SouFn Hamsgainn @, 452 30, 1ol D%201 e
SUNDSVALL, EB Qo i

Virdemersad Stony 246, B33 30, Ted 080538470
SUNDSVELL, Orien Spol:
Lopraangalan 8. 452 31, Ted 0S015504T
SVEDRLA, Elbe Lokis:

Epoig 40, 233 31, Tek Qe3S0031E
TAEY, Hably & Prylon

Fallens 1. IBTEDL. Tel CES105MIG
TAEY, El Gamat:

Gepitargel 150, YB3 34, Ted DBSAATI00
TOMELILLA, Ay Lebzokser:
hiomegatan G 27d 0. Tal: (4710000
TROLLMATTAM, Poriaj:
Lidoetaiiteannn 12, S61 70, Telr 5P E0
TROLLMATTAMN, [0 Games 545 Husel:
Lnakgardswdinen 13, 401 70, Tob 082031870
TUMBA, Leksokskungens

Taardng Toug 7, 1407 30, Tl 0053000
TUMBA, Kom & Lek:

Begggary, 57, 04T 5, Tok 05304001 1
UDEVALLA, EE Goumsos Tarpy

Brooad Galorz, 151 79, Tat 053288650
UDEVALLE, AMredi:

Ty Kapooniam, AS] 76, Tol: Da2Meer
UMEA, BARNENS HUS:
Eyarny N, 306 40, Tal 0807742
UMEA, EB Gamos:

Wonngalkrbah, 803 o, Tel: (INFHD §500
Umea, Feniasle;

Shwgaan kb, 503 A0 Tel CITNIIG0
UPLAMDS VASEY, Lokla:

Denoooy, B0, 1049 06, Te: DRESININENT
UPPSALA, Prishpnden

Fuwsgiginan 30 753 21, Tel DERILREN
UPPLALA, BB Gamas:
Hepdgrard 4, 50 33, Tod: DISELTALS
UPPSALA, HakbyGemos:

Saoipalan T, TS0 02, Tar OTAT 01580
UPPSALA, Bormneins Mus:
Diolarcisendan 185s8, TH3 33, Tel: DIEGIZ0TD
VARBERG, Soclbutiham

Wooguiten 10, 432 41, Tabl 0340570610
VARMNAMO, Gamesmania:

Siormmian 34, 331 21, Tek 057214050
VASTERAS, Tetierlunds:

Siorapolan 33, 722 12, Tok 0211044
VARSTERVIK, Lehsrugon:

Harm Galor: 3. 5603 30 Tal: Q4005171
VASTEA FROLUMDA, Toys:
B 30, 470 29, Ted D3 1855800
VAXIO, Helges Hla:
Mirmnng. 4, 15230, Tal 04 o2 1502
VETLAMDA, Leksakslogral:
Lasanuggate 21, 504 40, Tk 030312600
VIMMERSY, Horsilas Hua:

S5 Inthmingalan 15, 508 =0, Tl 320030188
WISEY, Lelstugan:

Flsigaite TH, 521 53, Tl 060802 S0
TSTED, Tv Spelthiman:

Tomakpankan BB, 271 a0, Tai 7] 1080

TURKEY
BESIKTAS, Sikir:
teafirs Cd v 208, Tol; 0090 212279955

UKRAINE

KIEY, Charge
Lanoian 33 40 [Matio Darestczhknd, Apt 29 Te': 0008
FERAEETOT

UNITED ARAB EMIRATES

DURAI, Fanlasy Gamar Trading:
Sk Plaza, 24 Becsh Aoad, Duli
Tiol: G071 Sdod-L4500
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JAMING ROOMS

GAMES WORKSHOP NORTHAMPTON @

Head over to Gaming Room Northampton says Rich. “I think my best was a Lustria board
and you're guaranteed an excellent gaming | made for GW Coventry — the jungle terrain
facility with loads of different battlefields, was so dense you really couldn't see more than

ably run by Tom Robinson. We spoke to 6" into it!”

Rich Clark, a full-timer who has made

some of Northampton’s best tables. Rich’s latest project is a beach landing table for
Warhammer 40,000, inspired by the movie

Rich has been working at the Northampton Saving Private Ryan. “I'd love to see Chimeras

Hobby Centre for four and half months, but this  tearing up the beach,” Rich says. He uses

Is actually the sixth Hobby Centre he's worked gamp sand for the board texture, a good hobby
in. Before he came to Games Workshop Rich tip for anyone inspired to build a similar table.
was a precision engineer which could explain “Damp sand is easier to control,” Rich

his proficiency at making gaming tables. “I've explains. “It's cheap to buy in, you'll use less
actually made around 30 to 40 tables in total " and you can spread it to where you need it.”

._.m -*"; ..r;-:
il R .l‘;-lp,-u. e
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Rich hard at work on a new Warhammer 40,000 board.

Northampton boasts a large variety of great and unusual tables for vou to battle over

" MINIATURE SHOWCASE: BEST OF GW NORTHAMPTON

Eldar Warlock painted by manager Tom Robinson, whilst the Sage, Servitor and High Elf Mage were the work of staff members Rob West, Rich Clark and Pete Burnett respectively.
e
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Equipped with loads of tables and scenery, our well-appointed Gaming

Find your nearest Gaming Room on these pages

on our website: www.games-workshop.co.uk/storefinder
by e-mailing us: hobbyspecialists@games-workshop.co.uk

Rooms are the best places to go to play games and enjoy the hobby. You'll
find everything you need fo fight a great battle, paint, get advice and more.

Like a regular Hobby Centre, all Gaming
Rooms provide the full range of Games
Workshop services. They are larger than
a normal Hobby Centre and have many
tables, making them perfect for meeting
fellow hobbyists.

During the week we have to restrict
Gaming Room facilities to those over the
age of 16, but at weekends the facilities
are opened up to all hobbyists.

Gaming Room Features

» \/aried scenery and table set ups
for Warhammer, Warhammer 40,000,
The Lord of The Rings and all the
Specialist Games.

* Dedicated painting areas.

» Special events, battles and campaigns.

* Minimum age of 16 on weekdays.

» GW Aberdeen......................01224 649779
e GW Bath.................ccoc000000..,.01225 334044
e GW Bromley........................02084 G60G/78
» GW Burton ... 01283 535865
e GW Cambridge....................01223 313350
e GW Carlisle ........cc............ 01228 598216
* GW Chester .............c.c....... 01244 311967
¢ GW Dumfries ..........ccooeueee. 01387 249702
o GW EXEter .........cecevrvererinenns 01392 490305
¢ GW Glasgow.............ccc...... 01412 211673
e GW Harrogate .................... TBC

o GW Ipswich ......cccocvveervrnennen 01473 210031
e GW Liverpool.............cceoenne. 01517 030963

Our Gaming Rooms are currently
running special games of Warhammer
set in Lustria for the Conquest of the
New World campaign. Quest into the
jungle for gold and glory! Call your
local Gaming Room for more details.

e GW Macclesfield ................ 01625 619020
* GW Maidenhead ................ 01628 631747
e GW Middlesbrough ............ 01642 254091
e GW Newecastle ................... 01912 322418
o GW Newport........................ 01633 256295
e GW Northampton ................ 01604 636687
e GW Paoole ...........................01202 685634
o GW Shrewsbury .................. 01743 362007
e GW Sutton Coldfield .......... 01213 543174
o GW Uxbridge ...........ocoerveene 01895 252800
o GW Wakefield .................... 01924 369431
» GW Worcester ....................01905 616707

-

by calling us: 0115 91 40000

e bl - i

ALL GAMES CATERED FOR

Play the games of your choice. There are 12hles and scenery for
Warhammer 40,000, Warhammer, The Lard af The Rings, Epic, Battlefleel
Gothic, Blood Bowd, Inguisitor, Necromunda and Mordheim.

YEARS OF EXPERIENCE

When you grow weary of constant war, you can head 1o the Gaming
Room's special painting area where you can sit and paint while swapping
moedelling knowhow and old war stories with other hobbyists.

e
5% |

A PLACE FOR EXPERIENCE

AMERS
The age Emit on Gaming Rooms gives okder gamers a place to play games

without distraction. All gamers who attend will have some degree ol
gxparience, 50 you showld have no trouble finding a challkenging oppongnt

Rob West painted the Grey Knight and Dragonsiayer, and Rich Clark painted the Tomb Queen and Techmaring. These guys are always on hand to offer painting tips.
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1UBBY SUPPLIES

Over the years Mark Jones has built up a massive range of techniques for painting and finishing off
his models. One particular skill he has is how to represent corroded metal convincingly. We
cornered Mark and persuaded him to part with his knowledge.

RESEARCHING RUST

Rust can be cleaned or worn off, revealing the original metal. An old
tool can have sharp, bright metal sdges when used. even though the
rest of it remains rusty.

dhy s -Rl gl
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Newly rusted metal tends to be quite brightly coloured, having a bright The lenger something is left to corrode the darker it gets, taking on a
orange appearance in some cases. red, almost purple appearance.
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GAMES WORKSHOP

_ T _ ! e-mail: hobbyspecialists@gumes-workshop.co.uk
-SSENTIAL HOBBY call: 0115 91 40000

TO 0 LS [3 irb T[ P S | website: www.games-workshop.co.uk/store

¥

STIPPLING

Stippling is where you use an old paintbrush with virtually no paint on it
to dab spots of colour onto a model. Using several shades builds up a
realistic finish.

To begin with | painted on a Then [ started stippling using
basecoat of Dark Flesh. Vermin Brown.

My final layer of stippling was | then painted Ghainmail onto
Blazing Orange. the edges. Dave Cross — Stippling
FI.I CKI NG First | painted Dark Flesh anto
the blade.

This is just layers of paint built up by dipping an old toothbrush in paint
and flicking it on. It's a lot of fun to apply. Messy, but fun. My work area
is covered in splashes of paint!

Once dry, | flicked on a layer
of Vermin Brown.

Then | flicked on Blazing
Orange to finish off.
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Dave Andrews — Flicking with paintbrush
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PAINTING VERDIGRIS

Another effect of corrosion on metal is called verdigris; it's the green-
coloured oxidisation that happens to copper and bronze. This example

is by Steve Cumiskey and was achieved by drybrushing metal paint over
a green base colour.

Steve painted the gut-plate Dark Angels Green, then Snot Green and
Rotting Flesh. Once this was dry, he then drybrushed it with Tin Bitz
Brazen Brass and Mithril Silver,

COMBINING EFFECTS

The last example of painting rust I'm going to show are based on one of my favourite Warhammer regiment models, Warriors of Chaos. It's similar

to the look of the Ogre’s iron fist, using stippling followed by the chipped metal effect. This time | wanted the armour to look much brighter and
more vibrant so | applied extra layers of colour to build up the rust effect.

To start with, | painted the Then [ applied a glaze of Next | stippled on Blazing Finally, | painted Chainmail on
armour plates Vermin Brown. Chaos Black over the armour. Orange followed by Fiery the edges of the armour
Orange.
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RUST WASHES

When painting metallic areas on
buildings, | use drybrushing to
get a rich metal look first. Then,
after highlighting the metal, |
apply thinned-down washes of
paint to build up areas of rust,
giving it a realistic matt finish.

. .I’ sian‘ed with a Tin Bitz
basecoal, then drybrushed the
surface with Boltgun Metal

My second a’ayer was Efazmg
Orange, used more sparingly.

Tne f:rsr laver of watemd down
paint was Vermin Brown.

SHOWCASE

This Imperial Guard trench
features rusted corrugated fron.

This Chaos warp gate has a
blistered effect to represent rust
breaking through paint.

BASE COLOURS
Scorched Brown Dark Flesh Bestial Brown Vermin Brows
RUST SHADES
Snakebita Leather Vomit Brown Biazing Orangs Fiery Orangs
VEDRIGRIS TONES
Dark Angels Green Smol Green Gobiin Grean Rolting Flesh
METALLIC COLOURS
.-"‘__“-‘- x
| )
_.-'
Tin Biiz Boligun Melal Chainmail Mithril Siver
L 7

GAMES WORKSHOP

CITADEL BRUSHES
Ei— .

Fine Detail Brush £2 Detail Brush g2
Dorymark. ...k 25.00

NDAWEY....... .k J0.00
Swede .k 30.00
Ewro.............. 2350

£2.50

Deamark.....kr 30.00
Norway........kr 3508
Swacen .....kr 3500
EBID.. oo KT

Small Drybrush £2.50
Denmark.... .kr 35.00

Norway.....kr 40.00
Sweden ...k 40.00

Basecoat Brush

71, ) 1 WSS, = 5.00

§ g ERLE)
Large Drybrush £2.50 Tank Brush £4
Penmark..... kr 3500 Danmark, &k 50.00
Narvay........er 40.00 Monway........kr 60.00
Swedan ......4r40.00 Sweden .....kr G000
3T J— 31 A £a.50

——-—;-;_E::'

Paintbrush Set £6
Datall Brush, Stancard Brush, Emall Drybrush Denmark.......kr 75.00
Norway.........kr 85,00
Sweden ...k 85.00
Eiwra........_. &10.00

CITADEL PAINTS AND INKS — £1.75 each

Danmark kr 20.00  Nomay kr 2000 Sweden kr 30.00  Eure €250

Below are several colours of Gitadel Paint which come in useful when recraating the effects
described in this article.
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JEL FOR THE FURNA

Deep in the vasiness of the Worlds Edge mountains, far below the snowy peaks, the White Dwarf sits
upon his throne within the hall of his secret hold, watching over his minions as they work upon this
very publication. As he does so he reads your missives, sometimes guffawing at your beardling
foolery, sometimes sinking deep into thought. Whatever Grumhrmdg | thinks, we scribes thunk you,
fnr your letters provide us with the fuel for the furnace of our steam-powered printing machine.

GROMBRINDAL’S PICK OF THE MONTH

Female fanatics

Early this year the lads were featured in White Dwarf
with a 6' Minas Tirith. Well, we hope we ladies won't
be ignored. We have been working for five months in
a shed, specially converted for the purpose of building
the battle at Minas Tirith and the battle at Helm's
Deep. We've also been making the Watcher in the
Water, the Black Gates of Mordor and other scenes
from the film and book. We have a huge amount of
figures, including 14 Oliphaunts, all in different poses.

We have a few more weeks to go before we complete
our projects, but we thought we'd send some pictures
in to show the lads that the ladies can also get stuck
in too.

People come from all over the country to see our
layouts, and it's amazing what people offer to pay for

such, but we are not going to sell our prize.

Elaine, Teagan and Cherish

A herd of Mamakif run amok!

Behold, Minas Tirith!

I'm sure everyone will agree that these young ladies
have certainly pulled out alf the stops — most people
would kill for a colfection like that, never mind pay! |
know Rudgfe, who passed this letfer on to me, is very
impressed. It's absolutely amazing. I'm sure you must
be finished by now, and I'll bet you've had some
brilfiant games on your boards. Hobby heaven indeed.
Anyway, that's enough praise from us, look at these
pictures and see for yourselves the sheer scale of
what this group of hobbyisis has achieved. — Guy

~

¥,

But remember, it's your hobby, and
you can create a drop-regiment of
your own very easily using the
doctrines system. — Guy

Enter the arena

| really enjoy reading A Tale of Four
Gamers at the moment. It is a joy to
see a new version of an old classic
and | was wondering if you could do
the same again with Arena of Death.

As all the major Warhammer races
will have their own army books
soon, with the release of the
forthcoming Wood Elves book, you
could include Chaos Dwarfs and
Dogs of War too. | would love to
see this great article brought back
to life and | know a lot of other
people would too.

Kyle Workman

Hmmm. Arena of Death you say?
Perhaps... That might be fun. We'l
see. — Guy

Where credit is due

Thanks for the inclusion in the
WD302 Editorial. | should have
mentioned in my original letter, my
Orcs were painted by WD/GW
legend Fred Reed.

| left the UK on 21 February for the
US with my wife. It was phenomenal
to get 2 mention in the last issue of
White Dwarf before we departed.

Best Regards,
Tom Barabalet

| dunno, complaining about the way

'Chute the breeze

As Forge World are bringing out a
range of Elysians, and much to the
chagrin of both my missus and my
bank manager, | am going to put
together a drop troop army. | aspire
to one made entirely of Elysians
with a Vulture and some Sentingls. |
have scouted around for information
on the Elysian armies in the codex,
WD and the UK and US websites,
but can find no background or

doctrines for them. In fact, the only
information | can find is an old
White Dwarf article on how to
convert them from Space Marine
Scouts. Presumably you or Forge
World have some plans for framing
the release of these very nice
miniatures. Is thare potential for a
short article from White Dwarf or
Forge World on the subject?

| spoke to Forge World, and they
told us that the next Imperial
Armour book, which is a campaign
supplement, will have rules for
Elysians contained within.

old modeis are painted, then
sending us pics of something you
didn’t paint yourself. Tsk, some
peaple. Al well, good luck in the
States Tom, maybe you can get inio
the US WD too! - Guy

Forge World tell us their rules for
Elysians use the doclrines system,
but with a couple of tweaks fo a
couple of options. The book will be
out this summer. Keep an eye on
White Dwarf for further deiails,

s - Ry S T b o el e ® Bt r tesl T, Pl

A warm welcome

| would like to say well done on
becoming editor of White Dwarf,
you have done a fantastic job over

Adam Featherstone the past few issues and, although |
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will miss Paul being editor, | hope

you will enjoy a long stay.

Bad luck with the Battle Companies
though.
Jack Lushy

Ughragg would send his thanks for
your sympathy, but he has no
fingers left, and is an Orc, 50 can'i
write. Thanks from both of us
anyway! — Guy

Retail detail

I"'ve only just really got into the
Hobby, which | am now truly
attached to, but I've been reading
White Dwarf for months before. |
don't know who is in charge of the
Store Finder, but the store | buy my
figures from has closed down and
hasn't been cleared from the list. |
just thought you might want to
Know.

Jenny Bell-Taylor

Thank you. Just remember, White
Dwarf is produced about three
months before we hit the shops, 50
things like store clasures or
openings can take a while to appear
in the magazine. — Guy

Hobbyist ahoy!
| work in the Danish Merchant Fleet
and am away for between three and
six months at a time. | am only
allowed to take a cartain number of
personal items with me, but |
always take my paints and Citadel
miniatures, and | use all my spare
time painting my armies — so
they've been all over the world!
Here's a picture of me painting on
the high seas,

Kenneth Lund

I'd have thought you Vikings would
be too busy rowing to paint (arf arf!
sorry). = Guy

- Tyranids are the flavour of the

- “and a Tyranid Bio-Weapon Thesis.

¢ the-full rules for using boats in

- Rings in the Coastal Raids article.

e-mail guyh@games-workshop.co.uk
We reserve the right to edit all letters for space, content and style
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GAMES WORKSHOP UK ONLINE

_LOG ON

For those of you who have been online frequently you will have noticed our Hobby Focuses. These are
our-chance to take un in-depth look at an army and reproduce as much quality material from our

~ archives as possible. This is the business end of our attempt to get articles online for every major army
- or faction and is in addition to all the usval articles we produce on a weekly basis. Recently we have

published a Hobby Focus for both the Eldar and the Vampire Counts, but we'll cover all the urmies
eventually. Keep checking the site for more great hobby content!
Owen Rees
Online Editar

different ages of the Elves. Inthe
first film, their gold armour
contains Rints of green to depict
the Elves at the spring of their
axistence. With this in mind, |
decided to Use green ink washes to
stain-my Elves’ armour.
www.thewarofthering.co.uk/

RELATED LINKS

The Tyranids are coming!

More Lustrion Liferature

The glorious history of liza was
ravealed this month, There is
another tale based in Lustria on
the website to complement this -
The Journal of an Adventurer.

maonth, and you can get yourself a
massive fix online with these cool
background articles — The Fall of
Malvolion, The Defence of Lyanden
www.games-workshop.co.uk
/lustria/journal/

IN THE MAKING

Rik discovers the lure of Elves!

THE INBOX

“Where can | find information
ond support for Games
Workshop's Interactive Army
Builder?”

www.games-workshop.co.uk
Ayranids/

Tactics of the Guard

The Web Team's Owen Rees faced
defeat this month in the inaugural
Tyranid Battle Report. Perhaps he
should have sought wiser council
on his own website. The Imperial
Glard section has several Tacticas.

Dave Allen: We often gel requasis
on this. However, it has a site all to
itself. There is a link ta it from our
the Other Areas section of our
front page. The URL is:
www.games-workshop.co.uk

flimperialguard/ htip.//ial.games-workshop.com/

If you have a burning question,
guery or suggestion for the UK
Web Team, why not email us at:

Coast to Victory
You can learn how to build the
Gorsairs of Umbar this month. Find

Rik Turner: I've been putting
together an-army of Elves:. Having
recently watched the features of
The Fellowship of The Ring
(again), | discovered that different
coloars were used to represent the

ukwebteam@games-workshop.co.uk
your.games of The Lord of The
THE WEB TEAM

Owen Rees Online Editor
Dave Allen Web developer
Rik Turner Web developer

www.games-workshop.co.uk
[/thelordoftherings/gaming/

WHISPERS FROM THE CHADS WASTES

Adam Harvey... Lewis Blake... Thanks for the story, try the Black Library. John Evans... We're looking into
that kind of thing online. JPH Van Der Burgh... Thanks for your comments. Jonathan Melton... Don't worry,
we will, Stavros... That's the second poem we've had recently. We'll have fo issue a collection soon. Jack
Powell... Oli Griffin... Fair point about the kids. Teifion Jordan... There'll be more posters. One next month, in
fact. lan... We daon't put the year on the cover, but it is on the contents page. Jordan Bladen... Fair point again!

Tdmas 0'Brien... Thanks Tdmas! Stephen Snape... We sort of did that already with Lure of the Gods. Keith
Robinson... Yes, we'll be introducing a Green Stuff article from WD308. Eric Hammann... Edward Fenning...
We will and we do. Joe Mulliday... Jackson Blake... Hope you liked seeing the armies in full. David
Warrington... Bob de Boer... Paul Lewis... George Jurkschat... Mark Tuckett... Mathew Thornley... Neil
Kerrigan... Aonghus O Lochlainn... P Bowles... George Lake... We liked your scenario. Richard Spurdle...
Mare Bevan... Steady on, old chap! Linus Ahlin...
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www.games-workshop.co.uk 143



Desperate to get your eager paws on the
next issue of White Dwarf?

Luckily, there’s no need to wait. By

subscribing you'll get your copy up to a week

earlier than it's available in the shops!

You'll receive:
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" M 1year—12 issues (wosus1)

Your crisp, new issue rushed to your letterhox, hot
off the presses.

Peace of mind knowing that you'll never miss an
issue of your favourite hobby supplement.

Special offers — as a subscriber you'll also be able

to huy tickets for events such as Games Day a week

before they go on general sale.

| would like to subscribe to White Dwarf
starting with issue number WD[_1[ ][]

{If r i sue Famber i $L2Ed OF I 1he iSsud Bembir calacied is na longar avadable we chall Skt your sebscrighon wilh the nest salibis Soee)

| would like to subscribe for:

£36.00

£60.00

- L5

M 2 years — 24 issues (wosusz)

| am an existing subseriber] or | am a new subscriber [ s iex 2 o

MY DETAILS

Mr/MIS/Ms/other v ... L B FOrENAME:.. ... .ol e
UM AME S e o T S Date of birl s m oo e =h =
Addressrs mtmmi e W X e N

PO DB s e, COUNTY: ..., (e SR L (O
Tel:(ing STD code)

The subscription is a gift for the person detailed below [ e sty

Mr/MrsfMs/other o ForeRames. sl L L e
L N A e i e s s UG DD S o
Addrass: 207, SRR u e

Postcode; v TRt ons . i Colntry
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SUBSCRIBE

SUBSCRIPTION OFFER @
Take out a one year subscription for £36 and save £12 off the
cost of the cover price - effectively giving you 3 issues free!

Or

Take out @ fwo year subscription for the bargain price of £60 -
saving you a massive £36 off the cost of the cover price,
effedively giving you a very impressive 9 issues free!

HOW TO SUBSCRIBE:

POST IN-STORE
Complete the form on the right and postit ~ Just wsk the guys of your local Games
Io the address given on the form, Workshop store for more details.

TELEPHONE
For details call now on:

(+44) 0115 91 40000

ONLINE STORE
You can also subseriba online of:
warw.games-workshop.co.uky
storefront

Card No: L1111 CICICI00 OO0 OO OO0
Valid from: [][]C1C] Expiry date; [ 11101 Issue No][]

GardholdarsiName: s el al VN R e

L b e e ey B 5 1L N, Date: i, o

(signature of parent or puardian requined if recipiont 15 undar 15 years of age. )

Fill in and return this form to:
GW DIRECT SALES,
WILLOW ROAD,
LENTON,
NOTTINGHAM
NGT 2WS,

UNITED KINGDOM Aeply by 28/07/05 to take advantage of this offer.

Dala Prefeciaon. Games Workshop Limited Is registered os a Dalo Cantroller In the United Kingdom wnder the Deta
Protection Act 1998, The defa will be held and processed wnder the torms of the Data Prcteciion Ad Ia occordonce
with cer notiflcotion 1o the Date Protection Commissionee. We moy wse your detalls fer infornal marketing ond
security neasons, for the purposes of the subsaiption ond to occosbanally e-mail you with detalls of special
promefions and offers. Flease nole that we will not send maoterial te people who hove net cpled fo receive It balew.
We will not goll, share or give the above information 1o aayone outside the Games Workshop group of temaanies
withou! your axplicht consent or unless the low permits or roquires s to de to.
| WANT TO RECEIVE FURTHER MATERIAL ] (please fick)
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THREE WORLDS OF

W[\. FARE!

Next month’s White Dwarf is packed full of a wide variety of
exciting features and modelling articles. The invasion of

- Lustria continues as we show you how to build a table to
-fight within its verdant depths. Mycetic spores rain down

~ upon the pages of our Warhammer 40,000 section from the
cold depths of space, one disgorging the monstrous new
Carnifex. While in The Lord of The Rings, we take a step
back in time to the-closing years of The Second Age with

 The Last Alliance, rules for a new campaign.

| There’s something for everyone in White Dwarf 307!

WARHAMMER

* Lustria Tactica — Survival fips for anyone taking a vacation to the
New World.

* A Tale of Four Gamers — More news from the Gamers as they trek
through Lustria in search of treasures.

* The Wayfarer's Companion to Barak Varr — a look at the Dwarl
port of Barak Var, the Gate fo the Sea.

= — rp— - e o p———

" WARHAMMER 40,000

* Chapter Approved: T‘,'rumtl Iﬁll-teums — rules for hio-engineered
Tyranid commandoes.

* Kill Count = a Tyranid Kill-team Battle Report that will keep you on
the edge of your seat.

* Tyranid Invasion - Part one of a three-part article following the
transformation of your hattlefield. '

THE LORD OF THE RINGS

* Lay of the land - Three sample themed scenario pieces for The
War of The Ring Campaign™!

The Last Alliance — Part one of a new campaign set at the close of
the second age.

Enemy at the Gates — New rules for siege equipment that should
keep your enemies out for good.

All information correct at time of gnr‘ng to press.
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