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- Basilisk Artillery Battery. There are
- many types of artillery in the arsenal
of the Imperial Guard, of which the

— -~ Basilisk is the most common. In

~ large formations they are formed
into batteries, and even Artillery
Companies comprising of nine or
more vehicles.

Baneblade Super-heavy Tank.

. Created using lost technology from

m the Dark Age, the Baneblade is one
mﬂf the most powerful war machines

w~~~in the galaxy. Their limited numbers
~are spread thinly across the

battlefields of the Imperium,

ST the ground and destruction to the

|
| e Empemr 5 enemies,

~Warhound Scout Titan. Although a
Warhound is a towering war
machine of formidable power, they
are the smallest class of Titan. Faster
and more agile than other types of
—Titan, Warhounds are often used ina
" scouting role.

Leman Russ Tank Company. Often
known as the Imperium’s workhorse
battle tank, The Leman Russ is a
formidable war machine. A full
Company of ten Leman Russ tanks
can bring ten lascannons and ten

_ battle cannons to bear.

~ Terminus Ultra Land Raider. By
i:-'forfeiting its troop-carrying

_ capability, the Terminus Ultra can
. mount a battery of lascannons,
~capable of punching through the
-'thi::kest armour.

- Marneus Calgar. In such massive
troop deployments even legendary
figures participate. In the midst of
~ battle are great Imperial heroes like
- Marneus Calgar, or infamous Chaos
- Champions such as Huron
Blackheart, the Tyrant of Badab.

- Chaos Vindicator Linebreaker.

_ ~ When three or more Vindicators

: "i E&“Enmblne their firepower they can
"'wtapple fortifications in one

~ devastating barrage.

- Chaos Baneblade. Over the

" millennia many great Imperial

3 .“"EhIE!ES have fallen into the hands
_ of the forces of Chaos.

" Chaos Warhound. During the Great
‘Heresy, many of the Imperium’s
‘prized Titan Legions succumbed to
_ the lure of Chaos.Ten thousand
£ years later, traitor Titans can still be
~ found on many battlefields across

—..M‘i

S the galaxy.

TR

bringing hope to Imperial troops on -

e — - e —
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In the grim darkness of the far future, war rages
eternally; war on an unimaginable scale.

Now, you can take part in that war like never before, for Apocalypse
is here! As you'll have no doubt gleaned from the special fold-out
front cover of this issue, and from the fatter-than-average magazine in
your hands, the keyword for Warhammer 40,000 Apocalypse is
“Big!” Why, there’s barely room in one issue of White Dwarf to show
you all the wonders that Apocalypse brings!

Apocalypse is all about playing gigantic games of Warhammer
40,000 with your friends, using every model at your disposal, with absolutely no limits on
what armies or force organisation slots you can use. War on an epic scale means fun on
an epic scale! To see what | mean, take a look at this issue’s battle report. Ever wondered
what a 40,000-point game looks like? You're about to find out. But skipping ahead means ,
you'll miss some real delights, as Jervis Johnson lifts the lid on Apocalypse, and we take a
close look at the biggest plastic kit we've ever made — the Baneblade.

And if that's not enough excitement, you'll find an "Eavy Metal masterclass for The
Lord of the Rings and a Warhammer Fast Cavalry Tactica, too! Truly, Grombrindal’s flagon
runneth over this month!

Grombrindal, The White Dwarf
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X APOGALYPSE! AR IS

BESRESH MATES =S s L ] 70 BATTLE REPORT: THEDOOM OFVILIS |
Apocalypse could change the way you play The forces of Chaos battle the Imperium in an
Warhammer 40,000 forever. Find out how and why. apocalyptic 40,000-point battle report!

el

ALSO IN THIS ISSUE...

04 NEW RELEASES

New miniatures and hobby products galore.

34 NEWS

What's coming up this Christmas?

66 STANDARD BEARER
Jervis examines the spirit of the game.

96 PAINTING MASTERCLASS:

BOROMIR AND SULADAN
Two mighty heroes painted the
‘Eavy Metal way.

103 CITADEL TODLBOK
Getting the most out of the new basing kit.

104 MODELLING WORKSHOP:

APOCALYPSE COMMAND FRAME
Upgrade your command vehicles.

110 TACTICA: WARHAMMER FAST CAVALRY
Mat Ward looks at this cunning
cavalry choice.

117 FRONTLINE

The latest events and activities near you!

130 ORDERING DIRECT
Taking the effort out of shopping.
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- NEW RELEAOES

NEW EXPANSION

Apocalypse allows you to take your battles
to whole new levels. Take command of
legions of troops, entire armoured
companies, giant war machines and super-
heavy tanks. This Expansion for
Warhammer 40,000 shows you how to
fight massive battles!

RHAMMER /

The Apocalypse Expansion is a hardback, large-format,
200-page book containing four stunning gatefold spreads.

>>>TURN TO PAGE 41T0 LEARN MORE
ABOUT APOCALYPSE

A 200-page, large-format
hardback book. Contains rules,

background and advice for
playing Apocalyptic games

; e _ : APDCALYPSE £30
CATACLYSMIC BATTLESIN THE'41ST MILLENNIUM __— Denmark  350dkr Euro €50
- . ; N Sweden  400sck Norway  400nkr

: Product code: 60040199018

L e

EXPANSION : %

ON SALE OCTORER 13th

THE BATTLE RABES...

Fiig e (s e DEA SRR ey e
B I geris 1mah. ThE Mg =iy SpTans isd

‘ pera s gwers aryphded o S

| N~
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Pictures for Wustrative pwpeses oaly. Product conlents may wary. Frooucts spld unpaintad and unassemblad, Certain Citade! products may be dangerous If used incorrectly. Prices carrect af fime of going lo press, please contact us far current
availability and prices. Prices quoted an for products soid by Games Workshap firougn 15 own stores, calaiogue or website, independant relaliers are responsible for determining their owm prices
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APOCALYPSE TEMPLATES

>>>TURN TO PAGE 57 TO SEE JUST HOW BIG THESE ARE!

APOCALYPSE VORTEX
GRENADE TEMPLATE

Contains one 30 domed voriex

el

grenade template APOCALYPSE £7
WARHAMMER Denmark  85dkr Euro €11.50
——— AT Sweden  100sek MNorway  100nkr
|
APDCALYPSE VORTEX £4 . qt gy
Denmark  45dkr Euro €6.25 ‘R "rlﬂqf;m“ﬁi'..’ﬂ”""
Sweden  50sek MNorway  55nkr i e ey ON SALE OCTOBER 13th

Product code: 9822071 990036

ON SALE OCTOBER 13th

The new Apocalypse templates are multi-purpose gaming aids, having
the standard template sizes engraved on them as well. For instance the
Hellstorm template (large teardrop) also has the flamer and both
standard blast templates engraved on its surface.

Contains three large-size
templates: 1 Hellstorm,
1Apocalyptic Blast, and

1Apocalyptic Barrage

APOCALYPSE TEMPLATES F12
Denmark  140dkr Euro €20
Sweden 170sek MNonway  200nkr

Froduct code: 99220199035

ON SALE OCTOBER 13th

' APOCALYPSE BIG GUN DICE

Tin contains six Apocalypse big

gun dice and one scatter dice

fLEELAA WA
L)

et Seteres for Wustrative purposes oaly. Produc! conlgnls may vary. Products sold unpainted and unassembled. Cenaln Citadel products may be dangerows if used MooTecty. Pricas corract af time of poing fo press, plaasa contact s far current

svailability and prices. Pricas quoted ara for products soid by Games Workshop through its own stores, catalogue or websile, Independant retailers are responsible for determining thelr own prices.
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IMPERIAL BANEBLADE .

The Baneblade is one of the -n?ﬁ'[:mﬁi
most powerful war machines in A CwarHAMMER / K 0
the galaxy. In one round of | — L S, A :

- - H IMPERIAL GUARD
shooting alone it can bring to AT A
bear the mighty baneblade st it
cannon, a demolisher cannon, e

two lascannons, and three twin-
linked heavy bolters. This
devastating firepower, coupled
with its thick armour, makes
the Baneblade the pride of the
Emperor’s armies.

The Baneblade is a massive plastic kit with
seven frames and over 250 components.
The kit can be assembled in many
variations with three optional slots for the
sponson weapon mounts and all the
components needed to make the
Hellhammer anti-infantry tank.

INCLUDES TANK
COMMANDER

This plastic box set will make
one Baneblade or Hellhammer
super-heavy tank. Also
included is one plastic
Tank Commander

APOCALYPSE TEMPLATES £60

Denmark  750dkr Euro €95
Sweden  850sek Morway  850nkr

Product code: 99120105023
Banebfade Designed by Tim Adcock.

Tank Commander designed by
Mike Anderson.

ON SALE OCTOBER 13th

Pictures for Mustrative purposes only. Product contents may vary. Prodocts sodd onpainfed and pnassembied. Carfain Citadel products may be dangerous i used incorrectly. Prices covrect &t time of golng fo press, please conlact us for covrent
availahility and prices. Prices quodad 2ra for products sold by Games Workshop through /5 own stores, catalogue or website, Indapendent retailers are responsible for delermining their own prices.
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>>>TURN TO PAGE 48 TO LEARN MORE ABOUT THE HELLHAMMER INCLUDES

— B  HELLHAMMER
VARIANT PARTS

W for Mlustrative purposes only. Product conlents may vary. Products sold unpainted and unassembilad. Cartain Citadel products may be dangerous if used incorrectly. Prices correct 8t time of going fo press. please cantact us for current
availability and prices. Prices quoted are for products sold by Games Warkshop Mhrough s own stares, calalogue or website. Indapandant retailers are responsible for determining thair own prices
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SPACE MARINE MASTERS OF THE CHAPTER

e prern On occasion, when the might of a Chapter is drawn
\ WARHAMMER | (&)(®) up into a single confrontation, the Company

C1ililalal = - - :
e oo Hlior Captains will fight together as one, near-unstoppable
bitdiema et i squad with an unrivalled mix of tactical acumen,
B el i advanced weaponry and elite warriors.

The Masters of the Chapter form a Legendary
Unit. Fielding this unit in an Apocalypse game will
give the Space Marines player the Precision Strike,
Orbital Bombardment, Surgical Raids and Ambush
strategic assets.

This box set contains
1 Master of the Arsenal,
1Master of the Fleet,
1Master of Recruits and 1
Master of the Watch

(S A

il E

MASTERS OF THE CHAFTER £20

Denmark  225dkr Furo €30

Sweden  270sek Norway  270nkr

Product code; 99110101331

Sculpted by Juan Diaz Master of Recruits Master of Master of
the Arsenal the Watch

SPACE MARINE VETERANS MK\

\ WARHAMMER / (&) ()

SPLCT MARINE TPACE WLETE
TETERANS BRIl WETERLEENE RitFF

VETERARS ZPECE SPUET LdiReeE

. MARINES W VETERARI METI

F.
==

Veteran with power weapon and Veteran with power weapon and
plasma pistol plasma pistol

This hox set contains

5 Space Marine Veterans

SPACE MARINE VETERANS MKII £18

Denmark  200dkr Euro €27.50
Sweden  250:ek Norway ~ 250nkr

Product code: 29170101332
Sculpted by fuan Diaz

DUSHE SCTRRER ROt Veteran with lightning claw Veteran with holter Veteran with power fist

Pretures for ilustrative purposes only. Product conlents may vary. Products sold unpaintad and unassamblad. Cartain Citadel produets may be dangerous if used incorrectly. Prices correc! &l K of gomg fo press, pleasa contact us for current
availabwily and prices. Prices quoted are for products soid by Games Workshop [hroogh s own sharas, catalogue of wabsite. ndependent retallers are responsible for determining their own pricas




VINDICATOR LINEBREAKER SQUADRON

This plastic hox set contains

\"'WARHAMMER / 3 Vindicators and 1Vehicle

40,000,

Command frame

WACeCETIA |
NELIE ERIE |

VINDICATOR LINE BREAKER SQUADRON £65

Denmark  FO0dkr Euro €95
Sweden  B50sek Morway  B50nkr

Product code: 99120101057
Sculpted by Tim Adcock

ON SALE OCTOBER 13th

The Linebreaker Squadron is a Battle
Formation comprising three or more
Vindicators. When fielded in games of
Apocalypse the combined firepower of
the demaolisher cannons can destroy
any piece of terrain on the battlefield!

VINDICATOR ——

{ l' e e St ey . Prodcts sold unpainted and unassemblad. Certain Citadel products may be dangerous if used incarrectly. Prices carrect at fime of Qoing [0 préss. pléase coniact us for current
S e et Ssies guniee 2ew for pracacts soid by Games Workshop through ils own stares. cafalogue or website. Independent retailars are responsidle for determiming thair own pices.
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SPACE MARINE TERMINUS PATTERN LAND RAIDER

The Terminus Ultra is a rare Land Raider variant that

WARHAMMER . / can fire five lascannons in one bout of shooting, three This plastic hox set contains
: 40000, ____/ of which are twin-linked. As a Land Raider, with thick 1Terminus Ultra Land Raider
armour all round, the Terminus Ultra is a tank rightly
Worrrem it ik 7 feared by the Imperium’s enemies. SPACE MARINE TERMINUS £35
: ! This plastic box set contains the standard Space FD:“ER:: ur;ﬂndi.uuzn e =
Marine Land Raider frames, complete with additional sk waaf 4uuink:
lascannons for the sponsons and hull. Product code: 99120101055
Sculpted by fes Goodwin and Tim Adcock

ON SALE OCTOBER 13th

-

<R 4
' '1'-.

>>>TURN TO PAGE 55 FOR THE TERMINUS ULTRA DATASHEET

Pictures for Wustrative purposes only Prodoct camtants may vary. Products sold unpaintad and unassamblad. Cartain Citadel prociucts may be dangerous if vsed incorrectly. Prices correct af fime of going fo press, please contact us for curre
availabvily and prices. Prices quoted are for products sold by Games Workshop fhroogh its own sfores, calafogoe or websile. Ingependant ratallars are responsible far determining heir own prices.




NEW RELEAGES.
OGRYN BONE'EAD

OGRYNS

This blister pack contains 1

This blister pack contains 1 metal Dgryn Bone 'Ead
metal Dgryn with ripper gun
OGRYM BOME ‘EAD £10

OGRYMN E10 Denmark  115dkr Euro £15
Denmark: - 115dkr Flii €15 Sweden 140sek Norway  150nkr
Sweden  140sek Norway  150nkr Product code: 99060105205
Product code: 99060105204 Sculpted by Mark Harrison
Sculpted by Mark Harrison

ON SALE OCTOBER 13th
ON SALE OCTOBER 13th ERE = TR S S e e S e

COMMISSARS ORKBIGMEK Bl

ORK BIG MEK WITH BOSSPOLE E10
Z Bn ss Po lE Denmark  115dkr Euro £15

Sweden 1405k Morway  150nkr

Product code: 99060103104
Sculpted by Seb Perbet

ON SALE OCTOBER 13th

This blister pack contains 1

Imperial Guard Commissar

COMMISSAR £6 |
Denmark F0dkr Eurc €59 |
Sweden  BOsek Morway  85nkr |
Product code: 99060105206 f
Sculpted by fuan Diaz

ON SALE OCTOBER 13th

it Sictures for ilustrative purpesss oy Product confents may vary, Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly. Prices correct 41 time of golag fo press, please contact us for current
availability and prices. Prices quoted are for products soid by Games Workshop through is own sfores, calalogue or website. Indepandant retalers are responsible for determining thair own prices




_ NEW RELEASES
IMPERIAL CITY

The Imperial City box set is back this month

IMPERIALE STRAOTGEBEUGE

by popular demand. The City Ruin frames can _WAHﬁAﬁIMER Rp—

40000

be assembled in many different configurations. -

This plastic box set contains 28
City Ruin frames

MAKE ALL THE
BUILDINGS

[Citadel miniatures and battiemat
not included]

IMPERIAL CITY £100 SEE" “ E“E

Denmark  1250dkr Euro €160

i e et FROM JUST
ONE BOK!

......

F—

|
£3

TAPE MEASURE

| Denmark 40dkr Euro €4
Sweden Slsek Norway 50nkr
Product code; 99239999035

E
.E
|

I
!
E ON SALE NOVEMBER 24th j

L r e T e ey

Plctures for ilustrative purposes only. Product confants may vary. Products sold unpaintad and unsssembled. Certain Citade! products may be dangerous if used incorrectly. Prices corréct af e of going fo press,
please contact us for current availahility and prices. Prices quoled are for procucts sold by Games Workshop through its own stores, catalogue or website. Indapendent ratailers ane responsibie for defermining therr gwn prices.
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URBAN ROADS

>>>5EE MORE OF THESE NEXT ISSUE! :

Contains 10° of urban
road, plus hohby guide

URBAN ROADS £15

Denmark  175dkr Euro €22.50
Sweden  200sek Norway  225nkr

Product code: 99220199033

coNTnI"s TE" FEET or nonn ON SALE OCTOBER 13th

CITADEL WARHAMMER 40,000 BASING KIT

This hox set contains
2 pots of slate, 2 pots of resin

c“EcK n“'l' |E =2 100 2 details, 1 spare twh and 1brass
=3 | o) |t o, s etched frame

PAGE 103 j Ty £ Al WARHAMMER 40,000 BASING KIT £12

e _ e, Deanak . 135dke. Elrs o E17.50

Sweden 160sek Norway  175nkr

Fun Tlps 24 | "j: AN Product code: 99220199034
.‘ 22 2 ON SALE OCTOBER 13th

s for Wustrative purposes enly. Product contents may vary. Products sold unpainded and unassembiad. Certain Citaded products may be dangerous if used incorrectly. Prices carract at time of going fo press, piease contact us for current
availabilily and prices. Prices quoted ara for products soid by Games Workshop through is own stores, cataiogue or website. independent relaiars are résponsible for detérmining their own prices.
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NEW RELEASES
APOCALYPSE GAMERS' EDITION

The Apocalypse Gamers' Edition is the ultimate
hobby accessory. In the kit you get the Apocalypse
book, big gun dice and templates, all in an exclusive
Imperial Guardsman’s backpack! The backpack is a
fantastic piece of kit with specific pockets for all the
templates, two dice tin pockets and enough space to
accomodate a figure case (not included). There’s even
a pocket to house your MP3 player! You can display
your allegiance to either the Imperium or Chaos with
the removable velcro insignia patches.

iy
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il BATTLES IN

Contains Apocalypse hook, Big
Gun dice, Apocalypse
Templates and Backpack

APOCALYPSE GAMERS’ EDITION £60

Denmark  750dkr Euro €95
Sweden  B50sek Nonway  850nkr

Product code: 600207199033

ON SALE OCTOBER 13th

Picturas for Mustratve purposses only. Product confeats may vary. Products sold uapainfed and unassembied. Gertain Citadel products may be danperous if used incorrectly. Prices correct af time of going lp press, please conlact us for current
availabilily and prices. Prices quoded are for products sovd by Gamas Warkshop through /5 own stores, cab L U ar wahsite, fndape ndent refailars are rESpOnSe for defarminin g their own pricés.
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Prepare to enter the grim darkness of the far future, relive the harrowing journey through \
Moria or wage war in a world of dark fantasy. Our boxed games provide you with all you need
fo get started in a whole world of hobby gaming. N

“  BATTLE FOR MACGRAGGE

- This hobby set contains 92-page Warhammer 40,000 BATTLE FOR MACRAGGE £40

rulebook, 34 plastic Citadel miniatures, detailed scenery — REEIIETSSEEINIT Euro €50
ﬂ.l'l:d lﬂ'E'E Lweden A00sek Morway 4000k

WARHAMMER

;

A
R
8

s 3

-]»-\ Irc i MINES OF MORIA
AR This hobby set contains a 112-page The Lord of the  ENIEReIA L £40

CAME Rings rules manual, 34 plastic Citadel miniatures, Denmark  350cdkr Eurc €50
detailed scenery and dice. Swedlen J005ek Mornway  400nkr

STRATEGY BATT

I JORD R
TLE

BATTLE FOR SKULL PASS

This hobby set contains a 128-page Warhammer BATTLE FOR SKULL PASS £40
rulebook, 110 plastic Citadel miniatures, detailed Denmark  350dkr Euro €50
scenery, dice and gaming markers. Sweden  400<ek Norway  400nkr
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'RPOCALYPSE BATTLE HJRMATIIINS

i :'-:._.\- D AT

- This month, to celebrate the launch of
. the Apocalypse expansion, we're

| releasing a whole host of massive box
sets. Each set represents a complete
Battle Formation, containing all the
miniatures you'll need from the Citadel
range conveniently packaged together.
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Battle Formations are not only a great
way to expand your army to make them
“Apocalypse-ready”, but also grant your |
force the use of one or more special rules |
or Strategic Assets. For more information |

on the benefits of Battle Formations, turn |

to page 54. ;
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IMPERIAL GUARD LEMAN RUSS TANK SQUADRON

This plastic hox set contains

WARHAMMER et el enesad INCLUDES THE VEHICLE
| Seria COMMAND FRAME.
1Vehicle Command frame SEE PAGE 104
LEMAN RUSS TANK SQUADRON £50
Denmark  650dkr Euro €80
Sweden 750sek Norway  750nkr

The Leman Russ Tank Squadron is a Battle
Formation. Fielding this in an Apocalypse
game gives the formation the Squadron
Command Tank special rule, so all the
tanks in the squadron can ignore
“Shaken” damage results.

Froduct code: 39120105020

ON SALE OCTOBER 13th

< for ilustrative purposes anly. Produer contents may vary. Products sold unpainied and unassemblad. Cerfain Citadel products may be dangerous if ussd incorrectly. Prices corrct af lime of going fo press. please comiact us for currén!
availabiity and prices. Prices quated are for products sold by Games Workshop Harough its own sfores, catalogue or websife. Indepandent retailers are responsiole for datanmini ing thalr own pricas.
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|~ EMPEROR'S FIST TANK COMPANY

This plastic box set contains

LA o L CERAN
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| -'WARE‘%&%MEH e P e e (84 10 Imperial Guard Leman Russ
Zi - . . . anmroom sy tanks and

s, 4 Vehicle Command frames

| - k|

; EMPEROR'S FIST TANK COMPANY  £150
f Denmark  1600dkr  Euro €225
| Sweden  1900sek Morway  1900nkr
i Product code: 99120105022

1

{ ON SALE OCTOBER 13th

%

The Emperor’s Fist Tank Company consists of three
Leman Russ Tank Squadrons and a Leman Russ
Command tank. An Emperor’s Fist Tank Company is a
Battle Formation. Fielding this in an Apocalypse game
gives the vehicles the ability to count as a scoring unit
even if immobilised, and to ignore “Shaken” results on
the damage tables.
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LEMANRUSS —— et

LEMANRUSS ——— i Sl

INCLUDES FOUR VEHICLE COMMAND FRAMES! SEE PAGE 104

el Setares fov illustrafive povposes only. Product conlents may vary. Products sold unpainied and unassembled. Cartain Citadel products may be dangerous If used incorrectly, Prices comrect af lime of going fo press, pleass conbact s lor current
dvailabilily and prices. Prices quoted are for products soid by Games Workshop Brough s own sfores, catziogus or website. Indepandant retailers are responsibla for détarmining Hhair own prices




BERISHRRRIIRREE:= = = c e oime e
IMPERIAL GUARD BASILISK BATTERY

B

This plastic box set contains A Basilisk Artillery Battery is

3 Basilisks and 1Vehicle a Battle Formation. Fielding
Command frame this in an Apocalypse game
gives the formation the

ability to fire spotting

IMPERIAL GUARD BASILISK BATTERY £50

R e eso rounds, making subsequent
Sweden  750sek Norway  750nkr earthshaker cannon shots
Product code: 99120105021 far more accurate.

ON SALE OCTOBER 13th

INCLUDES THE VEHICLE

COMMAND FRAME. i y,
SEE PAGE 104 i .' "- |

Sietyrss for Wystrative purposes only. Product confants may vary. Prodocts sold unpainfed and unassembled. Cerain Citadel products may be dangerows if wsed incarrectly. Prices correct af fime of pofng fo press, plaasa condact s for current
availability and prices. Prices quoted are for products sold by Games Workshop Hrough its own stores, calalogue or website, Indepandant ralallars are responsible for determining their owm prices.
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SPACE MARINES SUPPRESSION FORCE

: 7 This plastic box set contains
sy b 11and Speeder, 2 Whirlwinds
P SR and 1Vehicle Command frame
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Denmark  650dkr Euro €80
Sweden  750sek MNorway  750nkr

Product code: 99120101054

ON SALE OCTOBER 13th

The Space Marine Suppression Force is
a Battle Formation. Fielding this in an
Apocalypse game gives the formation
the Long Range Spotting special rule,
affording the Whirlwinds an unlimited
range and more accurate fire.

INCLUDES THE VEHICLE
COMMAND FRAME.
SEE PAGE 104

Semss for ifiusirative purposes only:. Product contents may vary: Produets sold unpainted and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices correct at ime of going fo press, piease contact us for curren!
avariability and prices. Prices quolad arg for products soid by Gamas Workshop through its own stores, catalogue or wabsile. Independant retailers are rasponsible {or detariaumvagy Dhewr own prces.
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SPACE MARINE BATTLE COMPANY |

Battle Companies are deployed to meet full-
scale threats that other forces of the Imperium
cannot counter. A Battle Company can defeat
an enemy army ten times its size; there is little
in the field of war that they cannot achieve.

'WARHAMMER

40000

A complete Battle Company is an awe-inspiring sight on the
tabletop. This massive box set contains six Tactical Squads, two
Assault Squads, two Devastator Squads and a Command Squad.
In an Apocalypse game, this Battle Formation will give the
player the Hold at All Costs, Careful Planning and Orbital

Bombardment strategic assets.

APOCALYPSE

Commander Company GChampion
multi-melta

INCLUDES THE VEHIGLE
COMMAND FRAME.
SEE PAGE 104

This box set contains 15pace
Marine Commander,

5 Command Squad Space
Marines, 6 Tactical Squads,
2 Assault Squads, 2 Devastator
Squads, 1 Razorback, 8 Rhinos
and 1Vehicle Command frame

SPACE MARINE BATTLE COMPANY  £275

Denrmark  3000dkr Eura €400
Sweden  3500sek Morway 3500nkr

Product code: 99120101056

>>>TURN T0 PAGE 70 TO SEE THE BATTLE COMPANY IN ACTION!

Pictures for illusirative purposes only. Product contents may vary. Products soid uapainted and unassembled. Cerfain Giladel products may be canparous if e incomechy, Prices comrect att time of going 10 press, please contact us far cen!
availability and pricas. Prices quoted are for products sold by Games Wovkshog through its own sloves, Calalogue o wehsite. indapenden! refailers are rasponsibla for celermining their own prices.
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pels sold unpainfed and unassembled. Certain Citade! products may be dangerous if used incorrectly. Pri f
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ELDAR WIND RIDER HOST

WAH“AMME“ { This box set contains 1 metal
: Autarch on lethike, 9 Eldar
Jethikes and 2 Vyper Jethikes

ELDAR WIND RIDER HOST £75

Denmark  900dkr Euro €120
Sweden  1000sek Norway  1000nkr

Product code: 911070471714
Sculpted by Jes Goodwin and Juan Diaz

ON SALE OCTOBER 13th

APOCATPSE

The Wind Rider Hosts use the Eldar way of war
that focuses on speed and the concentration of
force. The most famed of the Wind Rider Hosts
come from the Wild Rider clans of Saim-Hann.

The Eldar Wind Rider Host is a Battle Formation. Fielding this in
an Apocalypse game allows the formation to use the Outflank and
Strategic Redeployment strategic assets.

First chance to get the new Autarch on Eldar
VYPER JETBIKE Jethike. This miniature will he available
separately from December.

Sirrures for ilustrative povposes only. Product contents may wary. Products sold unpainted and unissemblad, Gertain Citadel products may be dangerows if used incorrectly. Prices comnect af time of going fo press, please coatact us for curent
availabifity and prices. Prices quoted are for products sold by Games Workshop throvgh its own slores, calalpgue or wabsita. Indapendent refaiers are responsible for defermining their own prices.
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JETBIKE SQUADRON

JETBIKE SQUADRON 5

IETBIKE SQUADRON - |

VYPER JETBIKE SQUADRON — L L= J

Beteres for Mystrative purposes only. Product contents may vary. Products sold unpainfed ang unassembied. Certain Citadel products may be gdangerows if vsed incorrectly. Prices comect at time of going fo press, pledse contact us far currant
availabilily and prices. Prices quoted are for products soid by Games Workshop through its own stores, catilogue or website, Indepandent refailers are responsible for delarmining INeir oW prices.
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ELDAR CLOUDSTRIKE SQUADRON

WARHAMMER
40000,
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This plastic hox set contains SQUADRON HQ FALCON 2. I | !

3 Eldar Falcon grav tanks |

|

ELDAR CLOUDSTRIKE SQUADRON £50 |
Denmark  650dkr Euro €80
Sweden  750sek Norway  750nkr

Froduct code: 99120104020

ON SALE OCTOBER 13th

INCLUDES THE
VEHIGLE COMMAND
FRAME

Cloudstrike squadrons are
famous for their stealth and
lethal fusillades of heavy
weapons fire. A Cloudstrike
Squadron’s target will often
meet its doom before it even
realises that it is under threat.

The Cloudstrike Squadron is
a Battle Formation. Fielding this
in an Apocalypse game gives
the formation the ability to
become flyers, and “charge up”
their pulse lasers to make them
even more devastating.

Pictures for Musirathve purposes only. Product confents may vary. Products soid pnpaintad and wnassambled. Certain Gadel products may be dangerous i used incomechy. Prices carrect al fime ﬂf_s;r!l'ﬂl? i press, please cantact us far current
avallabifity and prices. Prices quoted are for products sokd by Games Workshop through ifs own stoves, catalogue or website. Independent retailers are responsible for delarmining their gwn prices.
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CHAOS TIDE OF SPAWN

When the forces of Chaos gather in great numbers they attract the attention of their patron Gods. As
the battle progresses, more and more mutations will be bestowed on a favoured squad. Soon, all that
remains is a tide of mindless spawn, with only the bitter desire to destroy.

The Tide of Spawn is a Battle Formation. Fielding this in an Apocalypse game gives the formation
the ability to exchange a unit of Chaos Space Marines for a unit of Chaos Spawn, which then move
as one living tide.

WARHAMMER

. 40,000, _

CNAE] TEM
[CEE L]

FLEH] Sam AR

10 CHADS SPACE MARINES — L78

This plastic box set contains
10 Chaos Space Marines,
including GChampion and Icon
Bearer, and 10 Chaos Spawn

CHAOS TIDE OF SPAWN £E0

Denmark  750dkr Euro £495
Sweden  B50sek Morway  B50nkr

Product code: 99120104026

ON SALE OCTOBER 13th
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Betures for ifysirative purposes only. Product confents may vary. Products sold unpaifed and unassembied. Certain Citaded products may b2 0angerous iff wsed incorrectly. FrICes Comect at time nr.g!:'.‘np to press, please comfact us for curent
availability and prices. Prices quoted are for products sokd by Games Warkshop through its own stores, catalogue or websife. Indapendent retailers are responsible for determining their own prices.
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TAU RAPID INSERTION FORCE wnnHAMMﬂE '

The Rapid Insertion Force is a specialised formation that strikes
suddenly against key enemy units or establishes a perimeter to
hold ground until other Fire Caste squads arrive. The entire
force trains together, delivering a swift, effective attack that
stuns the enemy, allowing Tau forces to advance unmolested.

The Rapid Insertion Force is a Battle Formation. Fielding this in an Apocalypse game
gives the formation the ability to Deep Strike with a high degree of accuracy, and then

effectively pin enemy forces.

. % 1#1

i o T Mt O

NVB BATTLESUIT WITH PLASMA RIFLE, NVE BATTLESUIT WITH FLAMER, FUSION NV8 BATTLESUIT WITH BURST CANNON,
MISSILE POD AND DRONE CONTROLLER BLASTER AND SHIELD GENERATOR PLASMA RIFLE AND DRONE CONTROLLER

This plastic box set contains

g Crisis Battlesuits, 3 Stealth

suits and 19 Drones
TAL RAPID INSERTION FORCE £75
Denmark  200dkr Euro €120

Sweden 10005k Morway  1000nkr
Product code: 99120113015

ON SALE OCTOBER 13th

Pictures for Mysirafive purpeses only. Product confents may vary. Products sold unpainfed and unassembled. Centain Cifadel products may be dingerous if used incorrectly, Prices correct af time of going fo press, please contac! us for current
Avaniabilily and prices. Prices guoted are for prodects soid by Games Workshop through fts own stores, catalogue or website, Indepandent retallers are responsible for dafermining thelr own prices.

KV235 STEALTHSUIT WITH KV25 STEALTHSUIT WITH MARKER DRONE
' BURST CANNON FUSION BLASTER
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Senres for iliustrative purposes only. Product contents may vary. Products sald unpainfed and unassembled. Cértain Citade! products may be dangérous if vsed incomectly. Prices correct ai time of going to press, please contact us for current
arvailability and pricas. Prices quotad 2ra for products sold by Games Workshop through its own stores, catalogue or website. Independent retailirs are responsibie for gefarrining théir own pACes.
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TAU ARMOURED INTERDICTION CADRE

. WARHAMMER

_ 40,000

This plastic hox set contains
2 Hammerhead tanks, 15ky Ray,
and 1Vehicle Command frame

TAU ARMOURED INTERDICTION FORCE £50

Denmark  650dkr Euro €80
Sweden 750sek Morway  750nkr

Product code: 99120113016

ON SALE OCTOBER 13th

INCLUDES ONE
VEHICLE COMMAND

The Armoured Interdiction
Cadre is a Battle Formation.
Fielding this in an Apocalypse
game gives the formation the
ability to fire extra Markerlight
“Hit Markers” in every Shooting
phase, making the cadres
deadly accurate.

Pictures for liusirative purposes only. Product contents may vary. Products sold unpainted and unassembled. Cartain Citaded products may be dangerous if usad incomectly. Prices correct af tme of going fo press, please comtact i for currant
mvailability and prices. Prices quoled are for products sokd by Games Workshap through ils own siores, catalogue or website. independeni relailers are respansibls for detarmining their own prices.
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NECRON MONOLITH PHALANK

i )

WARHAMMER | =it

The Monolith Phalanx is a Battle
Formation. Fielding this in an Apocalypse
zame gives the formation the ability to cast
2 “Nightshroud”, a field of energy that
dissipates the strength of enemy fire.

This box set contains
2 Necron Monoliths

MONOLITH PHALANX £20

B50dke Furp £80
750sck Norway  750nkr
code: 9912011007
by Tim Adcock

ON SALE OCTOBER 13th

?X NECRON LORD

This blister pack contains

1Necron Lord with
resurrection orh
MECROMN LORD £8
Denmark  100dks Eura €12.50
Sweden 1155ek Monway  125nkr
Product code: 99060110022
Sculpled by Juan Diaz

ON SALE OCTOBER 13th

perpos=s ool Product contents may vary. Produels sold vnpainted and inassembled, Dertain Citadel products may be dangerous if used incorrectly. Prices cofrect at bme of podng fo prass, please camtact 0F far currant
Peakaslry 3o prices. Prices quoded are for prooucts soud by Games Workshop through ifs own sfores, cafaloges or website, ndepandan! retaliers ave responsibie fov determiming Bheir own prices.
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'DIRECT ONLY FORMATIONS

" There are so many Battle Formation box =~ Workshop Direct, covering pretty much |
sets available this munth that there’s not  every army in the Warhammer 40,000

- enough space on our Hobby Centre game. Below is the Space Marine

- shelves to stock them all! However, Armoured Spearhead, which is just an
there are lots more Battle Formation example of the great sets available.
packages available from Games Check out page 130 for even more!

= a. FiBL 3 SR e ] T ra——i IR =

SPACE MARINE ARMOURED SPEARHEAD

SPACE MARINE ARMOURED SPEARHEALY £1 04
This box set contains pena s K el ) INGLUDES TWO
n Orwa r
2 Land Raiders, 1 Terminus ; VEHICLE COMMAND
Pattern Land Raider, 1Lland HI ﬂM Es

Raider Crusader and 2 Vehicle ON SALE OCTOBER 13th

Command frames

TERMINUS PATTERN LAND RAIDER ————— o LAND RAIDER CRUSADER ————

Pictures for usirative purposes only. Product confents may vary. Products sold unpaintsd and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices cormec! al fime of going fo press, please contact us for current
i avaitability and prices. Prices quotad ara for products soid by Games Workshop through its own stargs, catalogue or websife. Independent retailers are responsible for determining their own prices




S e s e e e D e B KT R

BLACK LIBRARY
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Black Library publishes a range of novels and
sourcebooks that delve deep into the worlds of
Warhammer and Warhammer 40,000. These are
available in many of our stores worldwide, as well as in
bookshops in certain countries. However, if you are

= finding it difficult to get hold of any of these
publications then go to the Black Library website, where
books may be purchased directly.

DESCENT OF ANGELS

} The sixth novel in the ground-

( breaking series that tells the story of
the civil war that nearly tore apart the
fmperium of Man.

Descent of Angels delves deep
nto the early history of the Dark

. Angels Space Marine Legion and their

& ®nmarch, Lion El'Jonson. When news

o Horus' treachery reaches Caliban,

L e loyalties of this proud and

© mwsterious Legion are tested to the

© Smit, with tragic consequences...

OF ANGELS £6.99
Scanlon
100dkr Euro £12.50
1155ek Monway 125nkr

1-54416-508-7

2
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DESCENT OF
ANGELS

MANSLAYER

Nathan Long follows the huge success
of Orcslayer with another action-
packed installment!

Now back in the Empire, Gotrek
and Felix head north, to aid the men
of the Empire in their fight against the
invading Chaos hordes. They meet up
with Dwarf engineer Malakai
Makaisson. After a series of accidents,
it becomes clear that saboteurs are at
work — can our heroes find the villains
in time to save the day?

MANSLAYER £6.99
by Mathan Long

Denmark 100dkr Euro £12.50
Swieden 115zek Monway 125nkr

15BN 1-84416-509-4

- §

MANSLAVER

BY HATHAHN LOHNG

VGOTRER & FELIX NOVE

www.blacklibrary.com

THE IMPERIAL
MUNITORUM MANUAL

From best-selling author Graham
McMeill comes this remarkable
background book. In the style of a
military weapons catalogue, it
features over sixty entries on
weapons, wargear and equipment
utilized by the Imperial Guard, as
well as never-before-detailed
background information on the
organization that provides it: the
Departmento Munitorum.

THE IMPERIAL MUNITORUM MANUAL £12.00
by Mitchal Scanlon

Denmark: 135dkr Euro £17.50
Sweden 160sek Norway 175nkr

ISBN 1-84416-502-5

= e Frocict contents may vary. Products sold unpainted and unsssembled. Cartaln Citadel products may be dangercus if used incorractly. Prices corect af lima of poing fo press, please contact us for cuvrent
SN e prices. Prices guoied are for products sold by Games Wevkshop through its own stores, catafogue or websile. Independant retallers are responsibie for defermmaing e 0wn prces
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___ALSO AVATLABL

FORGE WORLD

S

Forge World makes a huge range of resin kits and accessories.
These include super-heavy Baneblade battle tanks, Titans, upgrades for
Games Workshop's plastic kits, scenery pieces and busts of some of our
most popular characters. These products are intended for experienced
modellers and are only available directly from Forge World.

WWWJ(II‘!IBWI]I‘"I.GII.I“(
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DEATHWIND DROP POD

SEE ALL THESE
MODELS IN
ACTION ON

PAGE 70

Pictures for iustrative prvpases only. Product comients may vary:. Products soid unpainted and pnassembled. Cerfain Gitadel products may be dangerous if vsed incorrectly. Prices covrect af time of going fo press, please conlact us far current
| availability and prices. Prices quoted ave for products sold by Games Workshop through its own stores, catalogue o website. Ingapendent refailers are responsible for delarmming Bhair 0wn pHces.
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THUNDERHAWK GUNSHIP

APOCALYPSE IS THE
PERFECT SETTING FOR
USING YOUR FORGE WORLD
SUPER-HEAVY VEHICLES!

Serposes ool Product contents may vary: Products sold unpainfed and unasssmbled. Certain Citadel produets may be dangerous if used incorractly. Pricas carect ar time of poing to press, plaase confact us for cufrent

rent
Sty 2of prices. Prices guotsd are for products sold by Games Workshop throvgh its own sfores, calaiogue or website. Independent ratailers ars responsiblg for getermining their own prces.
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WARHAMMER |
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BAPTELL DUARS |
BANEBLADE |~
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hat time of the year is drawing
Tever closer — a time of feasting,
merriment and gift-giving. At
Games Workshop, we're already
preparing for the festive season, with
store activities and gifts galore!

Over the next few months, you'll
see the release of some ideal
Christmas gifts, perfect for giving to
friends or family, or for putting on
your wish list for yourself! In addition
to all of the Apocalypse battle

formations and redesigned hobby
tools out this month, we’ll soon be

releasing new versions of the ever-
popular custom army cases and brand
new army sets for Orks and Eldar. On
top of that, from next month we'll be
re-launching our Imperial City box set
due to popular demand, not to
mention all the fantastic new High EIf
models that are on the horizon.

We'll have more news of the latest
gifts and the 2007 Gift Guide next
month. Suffice to say for now that
we'll be working round the clock to

make sure this Christmas is a magical,
hobby-filled one!



GHANGES TO MAIL ORDE

Rick Priestley reports on some important revisions to our range,
and the way Games Workshop’s mail order service is changing.

he wind of change is blowing
Tthmugh the dung-encrusted hole in
the ground where niffy Trolls labour

day and night, fulfiling your mail orders in
the time-honoured fashion endowed upon
Troll-kind by nature and society. Actually,
our mail order chaps don’'t much like
being referred to as Trolls... it makes them
all tearful. They stick out their lower lips
and mumble, “...1 wanted to be a Space
Marine...sniff”. Pitiful really. Anyway,
changes are afoot in the Trollery, and
consequently some bright spark thought it
a good idea to ask me to write few brief
words all about it. Even now you can
imagine said bright spark entertaining
doubts concerning the wisdom of his
decision. | know | am. Ah well, press on.

For years |'ve been banging on about
improving our mail order service and
adding more interesting and characterful
models to the range. “Banging on”
obviously pays off, because last year |
landed the job of reviewing the range and
making recommendations for the future of
mail order. Some of those
recommendations are being worked on at
the moment and will start to take effect
next year. This includes simple and
obvious things such as being able to order
a specific individual model from our
webstore rather than a random one,
making it possible to buy multi-part models
as a single purchase rather than having to
order every bit separately, and putting
previously discontinued models back on
sale where there is no current alternative.
We'll also be offering a range of models
just for mail order including some new top-
notch design work from our finest sculptors
— someone will doubtless reveal more once
these are ready (my lips are sealed...
which goes some way to explain the
dribbling of course). There is also a new
range of converters’ components in
preparation, featuring all manner of useful
and inspiring bits and pieces such as
individual weapons and equipment,
including such things as comms gear and
ammo-packs for Warhammer 40,000 and
banners and magic items for Warhammer.

So that we can get on with all this new
stuff we have to clear the decks a bit and
take a lot of our back-catalogue and all of
the currently available individual
components off sale. This means we won't
be selling some very old models any more
— although popular collectable models for
Warhammer and Warhammer 40,000 will
be transferring over into the new ranges

once these are ready. The individual
components will also be disappearing
for a while, but only to give us time to
reorganise and relaunch our new
“Bitz"” range. The best and most
useful components will be
incorporated into the new range
alongside new designs and will be
available in due course.

If you collect models from our (S : :
back catalogue of otherwise 4 e
discontinued miniatures then B
now is a good time to make any
purchases you need whilst they
are still available. If you've always
meant to add that coveted “classic”
to your collection then this might be your
last chance. Similarly, if you particularly
want individual components for
conversions, and don’t want to wait until
the new range is launched next year, then
it's recommended you buy what you want
straight away. | can't tell you exactly which
models we'll be dropping as we're working
through the ranges as | write, so instead
please take a look at our website and
online store for up-to-date information.

In case anyone was wondering, the ranges
for our Specialist Games will be largely
unaffected (aside from components). The
Specialist Games and models will continue
to form part of the range and will be
available via mail order as before.

Our Mail Order staff work around
the clock to send your miniatures
straight to your door.

Forthcoming Collectors” Range Goblin Hero on Giant Spider.




NEWS

TALISMAN, THE LEGENDARY MAGICAL QUEST GAME, IS BACK!

Talisman is a fantasy board game for 2-6 players where you assume the role of a hopeful
adventurer and go on a quest to become the ruler of the fair land of Talisman.

The object of the game is to reach the Crown of Command
in the centre of the board and then, by casting Command
Spells, force the other players out of the game. You must
first build up your strength, craft and number of lives in the
outer and middle regions of the board by undertaking
various adventures along the journey. When you are
powerful enough to tackle the inner region you must find a
Talisman to permit entry into the Valley of Fire and reach
the Crown of Command.

Your travels will be hard and fraught with danger — and
it is in these dangers that the challenge of the game lies.
Only by building up your adventurer’s powers will you
stand a chance of survival!

Talisman is not available in Games Workshop stores, but
can be found in many stockists of board games.
Alternatively, you can buy it direct from Black Industries,
Go to:

www.blackindustries.com/talisman

Design Studio
Trainee Miniatures Designers

The Design Studio is looking for potential Trainee
Miniatures Designers to join the ranks of its highly
talented sculpting team.

Successful candidates will need to display an
enthusiasm for and knowledge of the GW hobby and
the worlds of Warhammer and Warhammer 40,000 as
well as the abilily to be sculpt great 28mm miniatures.

If you feel you have the necessary skills and talent to
take on this challenge, then please send good quality
photographs of your recent work to:

Anne Clarke at Games Workshop, Willow: Road,
Lenton, Nottingham, England, NG7 2WS

Alternatively e-mail:

anne.clarke@games-workshop.co.uk

FREEPOST

There has never been a better time to purchase your
Hobby supplies online or through Direct!

Direct Freepost

All orders of £50 or more that are placed through the
Online Store or Direct will be sent to you postage free*.

In-store Freepost

This offer gets even better when you place vour online
order from your local Hobby Centre, using their in-
store order point. When you place an order for more
than £25, it will be despatched to the store for you to

collect, post free®. IR

If you visit Warhammer World you can place your
order with the guys in the store, and have it picked and
handed to you while you wait!

“UK addresses only
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e have a wide selection
of scenery and fantastic
showpiece gaming

tables from the Underhive of
Necromunda to the awesome city
of Minas Tirith in the gaming
arena. You can come along with
your friends and your armies and
use these gaming tables if
available. Throughout the year
we also play host to gaming
events run by gaming groups,
clubs or organizations such as the
GCMN or WPS, as well as our own
annual calendar of activities.

he gaming arena at
T\-‘L’ﬂrhmnmEr World is now

the venue for a series of
exhibitions and displays of artwork
and miniatures from the Games
Workshop archive. These celebrate
the creative skills of Games
Waorkshop's hugely talented artists,
modellers and sculptors, and give
visitors to Warhammer World the
opportunity to see up close the
original artwork, drawings and
miniatures, which for almost three
decades have illustrated our
games, books and of course, White
Dwarf magazine,

N =

he Citadel Miniatures Hall
Tmntain5 the finest collection

of painted miniatures in the
world. Along with thousands of
models from the world-renowned
Studio ‘Eavy Metal team, the
display also showcases the work
of Golden Demon winners pasl
and present and many other
highly individual painters,
modellers and artists from the last
twenty five years. This unique
exhibition gives visitors the
opportunity to view new release
moadels and classic miniatures in
a sumptuous gallery setting.

I_—-I—_—l--l—l-l- Err Cl
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Warhammer World is
the spectacular

exhibition and gaming

arena at our head

offices in Nottingham.

Here you can see
displays of original
artwork & miniatures,
game to your heart’s
content and feast in
Bugman's Bar,

31K

Bugman's

Right next to the
Warhammer World gaming
arena is Bugman's Bar, our
characterful and cosy
Dwarf themed pub. Here

you can relax over a cup of

tea (...or for Longbeards, a
pint of best ale) and dine
on home-made cakes, hot

and cold snacks or a hearty
meal. Bugman's also sells a

range of special g
merchandise, N
available only at 1
Warhammer

World.

''''''

The Warhammer World
Blog contains up-to-
the-minute information
on all of events,
aclivities and displays
at Warhammer World,
written and posted by
the Warhammer World
staff, together with store
opening times and how
to get to the venue.

http:/warhammerwaorld.
typepad.com

www.games-workshop.co.uk/warhammerworld
R S e e e e
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WARHAMMER 40,000

13/10/07 350dkr,  400sek, 400nkr, €50.00, £30.00
Apu:al].rpse Templates 13/10/07  140dkr, 170sek, 200nkr, €20.00, £12.00 Mn"'“.l
Apocalypse Vortex Grenade Template 13/10/07  45dkr,  50sek,  55nkr, €6.25, £4.00
Apocalypse Big Gun Dice 13/10/07  85dkr, 100sek, 100nkr, €11.50, £7.00
Urban Road 13/10/07 175dkr,  200sek, 225nkr, €22,50, £15.00 AATADLIA ARAAL T
Imperial City 13/10/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00 WWARHANIMER
Basing Kit 1310/07 135dkr, 160sek, 175nkr, €17.50, £12.00
Space Marine Veterans 1310007  200dkr,  250sek, 250nkr, €27.50, £18.00
Space Marine Masters of the Chapter 13/10/07  225dkr,  270sek, 270nkr, €30.00, £20.00
Space Marine Linebreaker Squadron 13/10/07  700dkr,  850sek, 850nkr, €95.00, £65.00
Space Marine Terminus Pattern Land Raider 13/10/07  350dkr,  400sek, 400nkr, €50.00, £35.00
Space Marine Suppression Force 13/10/07  650dkr, 750sek, 750nkr, €80.00, £50.00
Space Marine Battle Company 13/10/07  3000dkr, 3500sek, 3500nkr, €400.00, £275.00
Space Marine Armoured Spearhead 1310/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Imperial Guard Baneblade 13/10/07 750dkr, 850sek, 850nkr, €95.00, £60.00
Imperial Guard Ogryn Bone ‘Ead 13/10/07  115dkr,  140sek, 150nkr, €15.00, £10.00
Imperial Guard Ogryn 1310007 115dkr, 140sek, 150nkr, €15.00, £10.00
Imperial Guard Commissar 13/10/07  70dkr, 80sek, 85nkr, €9.00, £6.00
Imperial Guard Leman Russ Squadron 131007  650dkr, 750sek, 750nkr, €80.00, £50.00
Imperial Guard Basilisk Battery 1310/07  650dkr,  750sek, 750nkr, €80.00, £50.00
Imperial Guard Company 13/10/07 2500dkr, 3000sek, 3000nkr, €£320.00, £200.00
Imperial Guard Ogryn Auxilia 13/10/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Emperor’s Fist Tani Company 13/10/07  1600dkr, 1900sek, 1900nkr, €225.00, £150.00
Emperor's Wrath Artillery Company 13/10/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Emperor's Talon Recon Group 13/10/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Chaos Tide of Spawn 13/10/07  750dkr,  850sek, 850nkr, €95.00, £60.00
Necron Lord with Resurrection Orb 13/10/07  100dkr, 115sek, 125nkr, €12.50, £8.00
Necron Phalanx 13/10/07  650dkr, 750sek, 750nkr €80.00, £50.00
Ork Big Mek with Supershoota 1310/07  115dkr, 140sek, 150nkr, €15.00, £10.00
Ork Dred Mob 13/10/07 1250dkr, 1500sek, 1500nkr, €£160.00, £100.00
Tau Rapid Insertion Force 13/10/07  900dkr, 1000sek, 1000nkr, €120.00, £75.00
Tau Armoured Interdiction Force 13/10/07 650dkr,  750sek, 750nkr. €80.00, £50.00
Tau Hunter Cadre 1310/07  2500dkr, 3000sek, 3000nkr, €320.00, £200.00
Eldar Windrider Host 1310/07 900dkr,  1000sek, 1000nkr, €120.00, £75.00
Eldar Spirit Host 13/10/07 900dkr,  1000sek, 1000nkr, €120.00, £75.00
Eldar Aspect Warrior Assault Wave 13/10/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Dark Eldar Ravager Titan Hunters 13/10/07  900dkr, 1000sek, 1000nkr, €120.00, £75.00
Dark Eldar Splinter Raid Force 13/10/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Tyranid Hive Mind Brood 13/10/07  900dkr,  1000sek, 1000nkr, €120.00, £75.00
Tyranid Mycetic Assault Swarm 13/10/07 1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Tyranid Hive Endless Swarm 1310/07  1250dkr, 1500sek, 1500nkr, €160.00, £100.00
Gamers’ Edilion Apocalypse Backpack 13/10/07  750dkr,  850sek, 850nkr, €95.00, £60.00
OTHER RELEASES
The Imperial Munitorium Manual 13/10/07  135dkr, 160sek, 175nkr, €17.50, £12.99
Manslayer 13/10/07 100dkr,  115sek, 125nkr,  €12.50, £6.99
Descent of Angels 05/11/07  100dkr, 115sek, 125nkr,  €12.50, £6.99
E}‘h ;i._,-!'n'] '."i ﬁ h.; H .- -_- -_. _.:: -,: ‘ L «... N ._ ":_|-.:
High EIf Army Book 1011/07  175dkr,  200sek, 225nkr, €22.50, £12.00
High EIf Lord on Dragon 10/11/07  300dkr,  350sek, 350nkr, €40.00, £30.00
High EIf Alith Ainar, The Shadow King 10/11/07  100dkr, 115sek, 125nkr, €12.50, £8.00
High EIf Archmage and Mage 10/11/07  140dkr,  170sek,  200nkr, €20.00, £12.00
High Elf Chariot 10/11/07 175dkr,  200sek, 225nkr, €22.50, £15.00
High Elf Korhil 10/11/07  100dkr, 115sek, 125nkr, €12.50, £8.00
High Elf Phoenix Guards 10/11/07  135dkr, 160sek, 175nkr, €17.50, £12.00
High EIf Phoenix Guard Command 10/11/07  140dkr,  170sek, 200nkr, €20.00, £12.00
High EIf Phoenix Guard Hero, Caradryan 10/11/07  100dkr,  115sek, 125nkr, €12.50,  £8.00
High EIf Prince and Noble 10411/07 140dkr,  170sek, 200nkr, €20.00, £12.00
High Elf Shadow Warriors 10/11/07 135dkr, 160sek, 175nkr, €17.50, £12.00
High EIf Swordmasters of Hoeth 1011/07  135dkr, 160sek, 173nkr, €17.50, £12.00
Elf Swurdmastersrnfl_ll-lﬂeth Command 10/11/07 140dkr, 170sek, 200nkr, €20.00, £12.00
High EIf White Lions of Chrace 10/11/07 135dkr,  160sek, 175nkr, €17.50, £12.00 .
High EIf White Lions of Chrace Command  10/11/07  140dkr,  170sek, 200nkr, €20.00, £12.00 Shﬂd ow Warrior
o }LM R 1"r.'-' \MMEF
Chaos Space Marines and Rhino 24/M11/07 250dkr, 300sek, 300nkr, €35.00, £25.00 nn"1 You rl::-lf:hfﬂ} Ul.:; .
Dark Eldar Raiders 24/11/07  250dkr,  300sek, 300nkr, €35.00, £25.00 FOREE producis irom the
Eldar Wave Serpent plus Dire Avengers 24/11/07  300dkr, 350sek, 350nkr,  €40.00, £30.00 following sources
Imperial Gua Arm;lurﬁd Fmd 24/11/07  300dkr,  350sek, 350nkr, €40.00, £30.00
Space Marine Razorback Squa 24M11/07  300dkr, 350sek, 350nkr, €40.00, £30.00
e e 24/11/07  300dkr,  350sek, 350nkr €40.00, £30.00 = Games Workshop stores
Space Marine Vindicator 08/12/07  250dkr, 300sek, 300nkr, €35.00, £25.00 Page 122
Chaos Space Marines Vindicator 08/12/07 250dkr,  300sek, 300nkr, €35.00, £25.00 * Good model 5""“1”
F*"'"F"' 1 '-.ll._:._ RELEASES NE . Page 122
* Games Workshop Direct
Christmas Army case 1 10/11/07  650dkr, 750sek, 750nkr, €80.00, £50.00 Page 130
Christmas Army case 2 1011/07  650dkr,  750sek, 750nkr, €80.00, £50.00 2
Figure Case Tag 10/11/07  35dkr,  45sek,  45nkr, €3.00, £2.50 www.games-workshop.co.uk
Pictures for iusiritive purposes anly. Prociuct contents may vary. Products sold unpainted and unassemblad, Certain Citadel procucts may be dangerous if usad incorractly:. Prices correct af fime of gaing fo press. plsase contact us for currand

availzbitity and current Gamas Workshop prices. Prices quoted are for products sold by Games Workshop through its own sfoves, catalogue or wabsie. Independent retallers are responsible for detenmining i own pricas




Baneblade

It's our largest ever plastic kit. White
Dwarf takes a close look at this
gargantuan model.

Design Notes

lervis Johnson and Graham Davey spill
the beans on all things Apocalypse, and
explain why you need bigger guns!
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Apocalyptic Key:
Forge World
Warhound Titan.
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New Baneblade
super-heavy tank.
Forge World
Eldar Scorpion.

Forge World Eldar
Revenant Titan.

Forge World
Eldar Nightwing.

MNew Imperial
Guard Ogryns.
New Imperial
Guard Commissar,

New Eldar Autarch
on Jetbike leading
Wind Rider Host.

40 WHITE DWARF

APOCALYPSE

The new expansion for Warhammer 40,000 is here, to make
your battles bigger than ever. It’s time for Apocalypse!

- here is only War!” is a phrase
most Warhammer 40,000 players
will be familiar with, but one that

has never been more fitting than in the
context of Apocalypse. Now is your
chance to fight on a vast scale — playing
an Apocalypse battle will take your hobby
to a whole new level.

Apocalypse is all about big armies
fighting, about using your entire model
collection-and removing the traditional
Codex and force restrictions that exist to
preserve game balance; in games of this
size, such intricacies no longer matter. In
fact, the only stipulation for playing an
Apocalypse game is that sides must be
3000 points or over — other than that

anything goes. Truly the shackles have
been removed.

To answer the over-arching question of
“What is Apocalypse?” White Dwarf stole a
few hours with veteran Games Designer
and the Studio’s resident mad professor,
Jervis Johnson.

“"Quite simply Apocalypse is a
Warhammer 40,000 Expansion that allows
vou to play very large games,” says Jervis.
“At present there is an emphasis on pick-
up games of 1500 to 2000pts. Games like
that are just great; they are the bedrock of
the hobby and that will never change — nor
should it. However, those of us who have
been around for a bit can remember the
halcyon days when yvou played with your




entire collection of madels until you came
to some kind of conclusion. Apocalypse is
really a return to that style of gaming.”
One of the maxims when we release an
Expansion is that it should not alter the
core rules (defined as the rulebook plus the
Codexes). You can add rules (or take them
away as in the case of Apocalypse) to
enhance the setting and make a playable
expansion, but fundamentally the core
rules do not change; this is still very much
a game of Warhammer 40,000. Having a
system for playing bigger battles has the
happy side effect of allowing us to get all
those cool “big things” that we know have
existed in the Warhammer 40,000 universe
for years but have never been able to
integrate into the game. “It has always
been hard to try to put things such as
massive Titans and Baneblades into
Warhammer 40,000 without »
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It’s not just tanks

The advent of Apocalypse
sees the release of some
great new models.
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Turn 1o page 56 10 -

these New miniatures
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Ork Big Mek
with Bosspole.

Imperial Guard
Ogryn Bone ‘Eadl.

Eldar Autarch
on jetbike.

Forge World

Forge World has been
making magnificent
super-heavy vehicles for
years, and Apocalypse is
the perfect place to field
these behemoths. If you
are lucky enough to own
something like the
Revenant Titan or
Scorpion grav-tank,
shown opposite, then
why not pop into your
local GW to play a game
of Apocalypse with it? To
take a look at Forge
World’s range of super-
heavies, visit the website:

WWW.FORGEWORLD.CO.UK

42 WHITE DWARF APOCALYPSE

dramatically altering the rules or just
breaking the game,” says Jervis. “For
instance, if you're playing a 1000-point
game with a Warhound, you'd pretty much
have just the Titan versus the opposing
army, which would be a very strange game
to play. Apocalypse solves those issues and
finally gives super-heavy vehicles a home.”

There are two or three new elements
that make Apocalypse work. Arguably the
most important is using the special
scenario, which soon became known as
the Apocalypse Mission during
development. Jervis continues: “After we
decided to create an Expansion all about
big games, one of the first things | did was
organise a massive game. | deliberately
didn’t write lots of rules and just told the
participants to bring along their entire
collection of models and we'd put them
down and see what happened. The feeling
| had about it was that it wouldn’t work
terribly well — what actually happened was
that the game was a blast and everybody
had a great time. What | took away from
that game was that all | really needed to do
was give people “permission” to play
games in this way. This is essentially what
the Apocalypse Mission
does; it removes the
restrictions normally
imposed, and allows you
to put all your models on
the table.”

This means that you
can ignore all aspects of
the Force Organisation
charts. If you have lots of
tanks, then you don’t need to worry about
Heavy Support slots = bring as many
armoured vehicles as you can muster. Or, if
you're a Tyranid player, field as many
Carnifexes as you like!

Theres more to the Apocalypse Mission
than just lifting the Codex restrictions,
though. It has been specifically designed
for playing games of 3000+ points a side,
so it changes the way forces set up and
actually win the game. Once the battlefield
has been decided upon, a narrow band of
no-man'’s land, a mere 12 inches wide, is
created by using a scatter dice and some
string. “When some people first see an
Apocalypse game they are often surprised
by how close the armies are deployed,”
says Jervis. “If you think about it, though,
this makes a lot of sense. You're going to
need a lot of space to deploy such large
forces — more than a foot strip of tabletop
can provide. Also, infantry could quite
easily spend the entire game slowly
slogging across the table never really
getting anywhere of note. So | quite
deliberately set it up so an Apocalypse
Mission starts just as the opposing forces
are about to clash head-to-head.”

Placing your models on the table is also
very different from the standard game,

£ £ You need to get used to
removing 30 models at
a time from one shot. § ¥

being a very innovative procedure in
which you “bid” how long you think it will
take to place your units on the table in
minutes. You can bid up to 30 minutes but
the lowest bid automatically gets the first
turn. Units not placed within the time limit
are put into strategic reserve and enter play
in either the second or third turns. This has
led to exciting and frantic activity at the
beginning of all the Apocalypse games that
have been played in the Studio. “If we'd
gone for a more conventional set up
method it could have taken a very long
time to get the armies deployed. | wanted a
way to stop players dithering and speed
that process up, and so get the game going
as fast as possible,” adds Jervis.

Strategic assets

In such big games playing to a points
match may not be possible, especially if
players are using their entire model
collections. Apocalypse copes with this
admirably by the inclusion of strategic
assets, These are used to balance games by
giving the side with fewer points more of
these powerful game effects. “We simply
took the Stratagem idea from the previous

Expansion, Cities of Death, and scaled
them up,” says Jervis. “They’re a very
interesting set of tools with a wide variety
of effects, anything from bombardments
and precision strikes to jammers, which
actually prevent players on the same side
from talking to each other for a set time.
Old hands will also note the return of the
Vortex grenade — perfect for some random
tabletop devastation!”

Another element of the Apocalypse
Mission is that it allows you to field big
models, like a Forge World Titan or the
new plastic Baneblade. To incorporate
these massive vehicles into your games,
datasheets, very similar to the datafaxes of
older editions of Warhammer 40,000, were
created. There are two types of datasheet:
battle formations and legendary units, the
latter referring to super-heavy vehicles.
“When we were first developing the rules
for the super-heavies, we were very
cautious. However, in the early playtests
the machines didn’t seem to have the
power and sheer destructive force that the
background stories implied they should
have. So we started to ramp up the power
levels, increasing the size of the templates
along the way! This was another freeing
element of Apocalypse — we soon came to
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the conclusion that, say, a Baneblade
should be as powerful as it needs to be.
Yes, it can destroy an entire squad of Space
Marines in one shot — and that’s okay in a
game of Apocalypse because there will be
plenty of other troops on the table and
waiting in reserve to fill the gaps in the
battle line. Removing 20 to 30 models at a
time from one shot is something you need
to get used to when playing.”

The other type of datasheet is the battle
formations. “These came about almost by
accident,” says Jervis. “Andy Hoare, being
a mad tread-head, owns an entire Leman
Russ Company and he wanted to use them
in a game of Apocalypse. We all thought
that was very cool. When you're fielding
an entire company, then there should be
something special about that; it's not like
you're just fielding a squadron. Battle
formations were created so that, should

you field a certain number of models of a
certain type, like a Leman Russ Tank
Company, an Ork Dred Mob, or even a
Necron Monolith Phalanx, then you get a
special rule attached to that formation. This
not only allowed us to talk about elements
of the background that have rarely been
discussed, but it also gave us a way of
making sure that all the races, not just
those with legendary units, could field
something truly apocalyptic.”

More than a game

Missions, strategic assets and big tanks
aside, Apocalypse is more than just the
rules mechanics on how to achieve such
large games. It is a tome packed full of
knowledge and the collective experience
of many hoary old gamers — including
Jervis. “We wanted to explore apocalyptic
games and what they offered hobbyists »

Adding Character

Games of Apocalypse
give you the perfect
excuse to use all of your
special characters at
once! Just have a closer
look above.

@ Eldrad Ulthran,

Farseer of Ulthwe.
Jain Zar, the
Storm of Silence.

Fuegan, the
Burning Lance.

Asurmen, the
Hand of Asuryan.

As a challenge, see if you
can find Maugan Ra,
Harvester of Souls, on
the previous page.

www.games-workshop.co.uk/apocalypse
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SPACE-MARINE

> OF
THE

TER

CHAPT

Gathering a chapter's leaders together is not without risks.

R

However, these risks are halanced by the fact that such mighty
warriors fighting together make a formidahle force indeed.

Captain of the 10th Company,

Master of Recruils,

It is common for the Master of the
Fleet to bear a thunder hammer
inta battle, representative of his
ability to summon the firepower of
the orbiting battle fleet.

BATTLE FORMATION

MASTERS OF
THE CHAPTER

FORMATION:

1 Chapter Master, 4
Company Masters and
1 Command Squad or
Terminator Squad.

SPECIAL RULES:
High Command: Each

individual Master provides
a specific strategic asset,
which can be used once.

* Master of the Watch:
Ambush

» Master of the Arsenal:
Precision Strike

* Master of the Fleet:
Orbital Bombardment

» Master of Recruits:
Surgical Raids

44 WHITE DWARF APOCALYPSE

Each Master of Recruits
oversees the training of the
chapter’s neophytes. This
Master’s advanced targeters
befit his role as commander of
the Scout Company.

Captain of the 3rd Company,
Master of the Arsenal.

The Master of the Arsenal
has unfettered access o the
most ancient and sacred
wargear of the Chapter,
such as the rare Mk NI Iron
Armaur shaown here,
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Captain of the 4th Company,
Master of the Fleet.

in more depth, so we did two things. First
of all, we wanted to make sure the book
was full of advice about the practicalities
on organising such large games. We have
been honest about it, as we don’t want
people to think that it will be easy to play a
game of Apocalypse; such large games take
a lot of effort to organise and play - they're
a game that should be played on a special
occasion,” says Jervis. There's a lot of other
discursive advice about finding venues,
building and sourcing scenery and even
the best time to order the pizza!

“The second thing we looked at,”
continues Jervis, “was how to really theme
your games. The Apocalypse Mission
means you can just turn up with your
Citadel miniatures and play. After your first
game you'll quickly get the hang of the
flexibility of the system and how it opens
up ideas and themes vou could only touch

Svmbolic of his station as
the custodian of the Chapter
Fortress, the Master of the
Watch bears a storm shield
and a double-headed axe,
shaped in the likeness of the
Imperial Aquila.
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Captain of the 2nd Company,
Master of the Watch.

on before — such as a planetary invasion
where all of one side are coming down in
drop pods whilst the opposing force is
hidden away in bunkers. There’s loads of
advice in the book about this kind of thing,
showing you how to build on the basic
Apocalypse Mission, giving examples on
theming terrain, making specific objectives
and creating your own special rules,”

As our time with Jervis starts to wind up
he offered us these last few wise words, “In
all the games of Apocalypse I've played so
far there have always been three of four
great memorable moments that you'll
replay in your head over and over in the
following weeks. My favourite so far has to
be a Space Marine Captain leaping across
the foot of a Warhound Titan, attaching a
Vortex Grenade to its leg and destroying it!
You'll find your games of Apocalypse will
be riddled with great stories like that.”" =




VINDICATOR. .

“SPACE-MARINE s

The Vindicator is the ultimate in heavy

i Ialleal wwall Space Marine firepower. Armed with a =
74 ] i g ! formidable demolisher cannon and =
AIYILE - encased in thick plasteel armour, the =
Vindicator is a specialist siege tank. =
L
&
(L
— Launchers Power plant — Crane |
Smoke launchers used This vehicle is powered Shell loading crane used
to screen the vehicle by a standard Quad for demaolisher shell
and confuse the enemy. MKl adaptable thermic movement and for .
— Cannon combustor reactor, reloading the magazine.
Demolisher siege cannon, firing a T o
self-propelled demolisher siege shell, N . 5= DTt

loaded by an automated crane and
ramp system inside the vehicle,

1§ Dozer Exhaust §
Assault “dozer” blade — super-thick Armoured exhaust ports
plasteel blade used to ram through heavy, protect the vehicle’s fume-
urban debris as well as protect the front release systems, keeping
of the tank from heavy firepower. the vehicle active.

BATTLE FORMATION

LINE BREAKER

FORMATION: 3+ Vindicator tanks. One Vindicator must be designated
as the command tank.

SPECIAL RULES:

Combined Fire: If three or more Vindicators in the formation fire at the
same target, resolve the shots as a single Strength 10, AP 2, ordnance
shot, using the 10" Apocalyptic Blast marker. If the hole in the centre of
the blast marker lands over a terrain feature (building, bunker,
fortification or wood, for example) it is destroyed on the roll of a 4+
(replace it with suitable debris). For each additional Vindicator after the
third that combines its fire upon the target, add +1 to the roll to
determine whether the terrain feature is destroyed.

Models within a destroyed terrain feature suffer 1 wound on the roll
of a 4+ (saving throws are allowed) and each unit must take a Pinning
test. Vehicles automatically suffer a glancing hit.

INDEX ASTARTES HISTORY FILE
++File U67//xc45 Clearance: Jade

The first Vindicator tanks were converted
from Rhino APCs during the subjugation
of Rostern I, early in the Horus Heresy.
During the conquest of the fortress-city
Stahlenburg, the Ultramarines Legion
suffered grievous casualties battling
through the cramped streets. Roboute
Guilliman ordered that a number of the
Ultramarines Legion’s Rhinos should be
fitted with Thunderer cannons and used
to literally demolish the fortified
buildings one at a time, denying the
traitors sanctuary. Vindicator tanks (later
fitted with Demolisher cannons) have
been a mainstay of most Space Marine
chapters ever since.

++File W61//ucd3 +File Closed+
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4™ Adetailed look at the frames and
= components that make up the
Vindicator tank Kit.

Key

1-2  Cupola rims

4 Weapon mount

b Missile warhead

8-9  Radar array

11-12 Searchlight

15 Vision shield

17 Rhino front plate

19  Rhino rear ramp

22-23 Side hatch doors

25 External left side

L} :J L= ___-.l " .';J - J'.r | I'j | il r-.J rI
'{ ‘[.:J%::F;'f: U O i_"lfl - i |

B

10 T L 1o Iy 10 1y
27  External right side : g .

29-32 Tracks

34-35 Shoulder pads

38  Cupola torso

41 Commander arms

43-44 Storm bolter
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VINDICATOR
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__ Vindicatgr

lmul!reaker Stuadron

also inclutes g Chaos
dccessory frame

1-3  Dozer blade

5-6  Side armour

8-9 Demolisher cannon

11-12 Hinged dozer plates

14 Blast exhaust fans

18 Winch coil

22-23 Dozer hydraulics

25-26 Demolisher shell

30-31 Dozer arm mounts

33  Armoured bumper

36 Rhino chassis

39-40 Towing hooks

-
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BANEBLADE

It is claimed that in the distant past there were whole divisions

of Baneblades in the Emperor's service, but today an Imperial
commander is fortunate to have a company of three, and more
usually only a single Baneblade will be available. The
Baneblade is prized for its highly destructive ahilities and the
morale boost that seeing such a behemoth gives to the troops
on the ground.

BANEBLADE CANNON

Weapon Range Sir AP Special

Baneblade cannon 72" 9 2 Ordnance 1,10" blast,
primary weapon.

Autocannon 48" 7 4 Heavy 2, co-axial.

SPECIAL RULES

CO-AKIAL WERPON: If the player fires the co-axial weapon before
the main weapon and scores at least one hit on the target unit,
he may re-roll missed rolls to hit with the main weapon (or re-
roll the scatter dice in the case of ordnance).

L e

HEL HAMMI'R

The Hellhammer is built around the same STC chassis as the
Baneblade. It carries shorter-ranged armament than the
Baneblade, allowing the Hellhammer to move forward in
support of infantry in urban areas and other dense terrain.

HELLHAMMER CANNON

Weapon Range Sir AP Special
Hellhammer cannon 36" 10 1 Ordnance 1,
7" blast, primary
WEAPOoN, NO COVEr
saves allowed.
Autocannon 48" 7 4 Heavy 2, co-axial.

48 WHITE DWARF AFOCALYPSE

The Baneblade is one of the few remaining
marvels from the Dark Age of Technology. It
is an armoured weapon platiorm carrying a
devastating array of firepower, and none
can stand hefore It.

Gun Barrel | —-
Turret-mounied
Baneblade cannon
with co-axial
aufocannon.

Heavy Bolters |
Hull-mounted twin-
finked heavy bollers.

Demolisher |—
Hull-maunted
demolisher cannon,
with a fast-lpading
shell magazine.

Tracks F————
Aquila pattern tracks. None
who follow shall doubt the :
Emperor’s might.

ADEPTUS MECHANICUS TECH FILE

++File Xd10//09YU - opening file
- input passcode - Clearance: Vermillion

A Baneblade has a crew complement of ten: a
commander, a driver, a comms-operator, an
engineer, three gunners and three loaders.

210mm thick armour plating.

POWER
25 kph (18 kph off road).

ENGINE
Main power plant, a 110 square kilo-cubits’
adapfable thermic combustor.

++File Kd10//09YU +File Closed+ |




Turret | —
Twin cupolas mean
wo crewmen can
be positioned in the
turrel for belter
observation.

—{ Smoke Launchers
Capable of firing five tetra-density
rating smoke grenades per minute.

3" he Baneblade model was a major team effort
involving concept designers, numerous sculptors
and CAD operators. The lead designer and the
man who arguably did the lion’s share of the work was
the Studio’s resident tank maker, Tim Adcock. Surprisingly,
this is not the first time Tim has sculpted a Baneblade.

“My first Baneblade model was actually for Epic
40,000, so it was quite a bit smaller than this incarnation.
However, the concepts for the vehicle came from John
Blanche’s and Jes Goodwin's designs in a much earlier
version of the game,” says Tim.

This isn’t the first big Baneblade we have produced -
there is the resin Baneblade model that Forge World
makes, but other than the change of materials from resin to
plastic what other modifications did Tim add to the new
tank? “For the plastic Baneblade we did want to make it
look more gothic but in a very subtle way. It would have
been easy to go overboard and create a cathedral on
tracks, but as this was a meant to be a functioning war
machine we didn’t want to go that far. So you have
influences of the Warhammer 40,000 universe here and

I Lascannons

Power plant |

The Baneblade's

engine can produce

an impressive 110

kilo-cubits’ of raw

power., Fuel Tanks §

Four supplementary

fuel tanks give the

B Baneblade a 230-mile
4 : range from the base

' of operations.

a3 5
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Banehlade tank
commanders are fierce
and decisive individuals.

Sponson-mounted (ascannons
with a 180° arc of fire.

there such as the arched viewing ports and headlights, and
the shrine on the back of the power plant.”

Whereas the Forge World model has always been
firmly aimed at the experienced modeller, the plastic kit is
far more accessible. “Absolutely,” agrees Tim. “It is a very
big kit with lots of frames. However, if you have put
together a Land Raider then you'll have no trouble with the
Baneblade. Just take vour time with it, build it in sub-
assemblies and then bring it all together at the end. I'd
recommend it as a project for a long weekend. Then paint
it up the following one.”

The Baneblade is so big that only recent technological
innovations have made it possible to create such a model
in plastic. Before, we simply wouldn’t have been able to fit
the master model needed to make the Baneblade onto a
pantograph machine. “It's definitely a Citadel Miniatures
first and our biggest plastic kit so far,” says Tim. “The things
we learnt on this project and the cutting edge technology
we now have access to means it really is just the start of a
whole new generation of bigger, super-detailed and even
cooler plastic kits.”

www.games-workshop.co.uk/apocalypse
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REGIMENTAL COLOURS

The Imperial Guard often
repaint tanks — even super-
heavy ones — to match a
regiment’s colours, camouflage
pattern or campaign scheme.
These two are painted in the
colours of the Steel Legion
(01) and Vostroya (02).

it is common
practice for the
crew to adorn their

Tank Commander |}
Banehlades are directed by

TrI.I'E BanEhIadES veteran tank I_‘G.Im'mﬂ:]dt?r’::. tank with kil
Reflecting the Baneblades’ They communicate to both markings. With
high demand and short crew and supporting troops super-heavies, a

via the multi-channel vox
array sited on the turret.

skull normally
represents an HQ)

unit, super-heavy or
Titan-class targel.

supply, the millennia have
seen a slow increase in
the number of counterfeit
Baneblades in service
across the Imperium.

These Baneblades,
produced by Forge Worlds
eager to secure large
military contracts, do not
incorporate all of the
available STC data that is
available to Mars and the
few other favoured Forge
Worlds, While a true
Baneblade uses powerful,
rocket-propelled shells in
ifs main cannon, a
“second generation
Baneblade” uses only
standard battle cannon
ammunition, Similarly, the
demolisher cannon in a
true Baneblade allows it
to lay down a devastating :
bombardment as it | ‘
advances, while second
generation Baneblades
normally mount a second
battle cannon in the hull.
These are not the only
differences, as the original
Baneblade design has
improved internal armour
bracing, greater engine
performance and :
transmission, tactical logic — P
engines, and many - A
secondary systems which
are far superior to those
of mere counterfeits.

True Baneblades,
constructed and
consecrated using the
original STC, are logged
and registered with Mars.
Their serial numbers and
names are tracked,
allowing the Adepts to
trace their combat history,
crew roster and
whereabouts. It is vital
that the fate of each and
every original Baneblade
is known.

The rear of the engine
bears an Adeplus
Mechanicus shrine.
Ancient sigils and wardls
bless the machine spirit
of the Baneblade.
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Weapons Platform | , Side Sponson | s h
From this elevation vou can see The side sponsons can be Another Weapon OiETiat -
the huge amount of firepower the mounted in the centre or the Baneblade is a turret- e
Banehlade can bring to bear: six towards the front or rear. You maunted heavy stubber. ——
twin-linked heavy bolters, two also have the option of fitting e
lascannons, one demolisher twin-linked heavy bolters or ﬁ
cannon, one co-axial auto cannon heavy flamers. | e
and one Baneblade cannon. -:

"~ N

&

-i "l

Every Baneblade bears a
unique serial number. This is

often displayed on the tank’s .:i
hull. By this code the vehicle’s -
dleeds are recorded by the
Techpriest-scribes of Mars.

Imperial Eagle |
The Imperial Aquila is
displayed on different
areas of the hull of

the Baneblade.
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We take a look at some Baneblade variants made using the new kit.
Not only can you embellish the Imperial Baneblade, but you can also
transform it into a vehicle helonging to another race.

HELLHAMMER  isioe v ionsstaram ssnysore  [EPeees

ranged but devastating weaponry. Baneblade iy

Hellhammer | I!Elllg the
The Hellhammer cannon o nﬂ"ﬂﬂﬂl narts,
replaces the Baneblade P

cannon. Even heavy
cover provides no
protection from its shells.

The sponsons sport twin-
linked heavy flamers. Here
they are placed towards the
front of the tank to be in
range of enemy infaniry.

FORTRESS OF ARROGANCE * commisor arics monie

pulpit and command vehicle.

I Pulpit
The pulpit allows Yarrick to deliver fiery
aratory to his troops and was created by
adding a plasticard floor to the turret. This
was finished off with details from the
Citadel City Ruins kit, more plasticard and
a goond rummage in the bits box.

The side panels were
created wsing thin
plasticard. Both panels
were carefully painted to
show off the glory of
Commissar Yarrick.

{4 Heavy Bolter
The hull-mounted heavy
bolters were embellished
by adding parts from the
Witch Hunter Exorcist.
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SUPER-HEAVY TANKS .

=

A Vile Chaos construct, vomited forth
from the foulest of imaginations, the
Plaguereaper is terifying to hehold.

CHADS PLABUEREAPE

! Pus Cannon
The pus cannon was
built over the original
Baneblade cannon using
ot SR - W _ masking tape [o create
" iy Y Y ST T the shape. Green Stuff
B e s B o was then modelled on
.. f‘:ﬂmm LI top and various wires
s o added for detail.

WL ]
(¢

EN AR

The vats were built
using plastic container
lids tiled over with thin
card. The loxic goo was
- - ' painted with a mixture
g el SO T of Wet Effect fluid and
T T P - Camo Green paint.

SPACE ORK SKULLHAMMA  Sien biuger gun,tis more tana

match for its Imperial counterpart.

Tank Commander | —=n] |
Adding a commander can 1
give a large vehicle a bit ‘
more personality. This one 1
was built using an Ork Boy's
body combined with a
Stormboy’s head.

Kannon |
The Skullhamma kannon
was built using plastic pipes,
card, wire and even parts
from the City Ruins kits.

k| A

The glyph plates were built
from thick plasticard, with
rivets made from affculs of
plastic rod. Once the
Battlewagon was painted,
the Orky icons were added.

E_:S e TR
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Apocalypse on the
P\Fnrldxﬁli:fe Web

THF LI B THY REMEYE

The Apocalypse website
is jam-packed with
additional and exclusive
content, everything from
tacticas on how to
survive being a foot
slogger in Apocalypse, to
“webisodes” starring
Jervis Johnson!

There is also a whole
load of new datasheets,
covering loads more
legendary units and
battle formations; so
many, in fact, that we
think we're in danger of
filling up the Internet! All
our web content is free
to view and download,
50 why not log on now:

WWIW.GAMES-WORKSHOP CO.UK/ APOCALYPSE

APOCALYPSE BOOK

Big games need a big book,
and none are larger than
Apocalypse. The new
expansion is an oversized,
hardback, coffee-table style
book. With over twice the
page count of its
predecessor, Cities of Death,
the sheer amount of material
in Apocalypse will keep you
going for a long time!

WHITE DWARF APOCALYPSE

- raham Davey is a name that may
m not be familiar to many of you,

M although veteran White Dwarf
readers will recognise him as “Wordy
Bloke” from when he worked on this very
magazine. Now, Graham works in Games
Development in a planning and editorial
role rather than as one of the principal
writers. Apocalypse was very much a team
effort, with no lead writer as such and so,
by default, Graham became the project
coordinator, gathering contributions,
organising massive battle reports and
making sure the many different sections of
the book came together.

“It really was a huge team effort,” says
Graham. “More than any project we've
done in the Studio, it pushed and
challenged us. Jervis wrote the Apocalypse
Mission, Alessio came up with the new
rules, the datasheets were written by the
whole of Games Development, the Studio
Hobby team came up with some fantastic
apocalyptic-scale scenery (wait until you
see the Gargant Factory!) and, along with
‘Eavy Metal, painted up massive forces. Of
course, the sculptors did a great job with
the new metals and Tim Adcock has given
us a Baneblade!” Like the calm in the eye
of a storm, Graham sat in the middle of all
this activity and brought all the different
elements together into one very big,
feature-packed book.

“The Apocalypse book is crammed full
of stuff,” Graham enthuses. “For instance,
there are over 60 datasheets, three gatefold
sections and a whole raft of new
background.” Expanding the Warhammer
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Apocalypse Is one of the largest projects we have ever undertaken here
in the Studio. Graham Davey talks about what you should expect to see
when you thumh through those hig pages.
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A P Datasheets detail the legendary units and
hattle formations that are a very important part
of Apocalyvpse. The book contains over 60, but
there’ll be more appearing on the web and in
White Dwarf, like the exclusive Terminus Ultra
datasheet opposite.

40,000 universe with more background
details always gets us very excited at White
Dwarf, so what does Apocalypse add? “It
deals with how your army fights at that
massive level. We've always hinted at how
these things work in the past, but never
covered it in any great detail. The Necrons
section, for instance, is a must read - i
explains how and why the Necrons fight
on a bigger scale, how a tomb world
gradually awakens, the effects on the local
populace and neighbouring worlds, and so
on. Another great example is the Tau
Empire, who will deliberately designate
their armed forces with non-threatening
titles such as the ‘BE’Etar Establishment
Initiative” in the — often vain - hope of
keeping the indigenous population calm
and more compliant.”

Each of the different race sections
opens with some kind of graphic or
diagrammatic element to accompany the
text. The Orks, for example have a very
cool-looking flow chart that follows the
progress of Ork Warlord Garaghak as his
fleet grows and turns into a full-scale
Waaagh! “The Apocalypse book was an
opportunity to try different ways of
presenting the background elements. We
had great fun with some of these, like the
Waaagh! flow chart and the Dark Eldar
slave raid illustrations,” adds Graham. »
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TERMINUS ULTRA LAND RAIDER POINTS: 300

g5 fi%

The Terminus Ultra pattern Land Raider is the ultimate in when all other options have been exhausted. Only when
Space Marine anti-armour vehicles. The Terminus Ultra the largest armoured targets are encountered are these
forfeits its troop carrying capability in order to mount a venerable machines deployed from the Armorium. Against
battery of lascannons capable of punching through power the massive war engines of the Emperor’s foes, the

fields and the thickest armour. The huge power build-up Terminus Ultra is the Space Marines’ surest weapon. With a
generated when a Terminus Ultra fires can cause irrevocable  single salvo, a Terminus Ultra can cripple a super-heavy
damage to the vehicle’s systems, and so it is only used tank, disable a Chaos Titan or destroy an Ork Stompa.

=4 Hunter-killer
missile.

Searchlight.

Smoke Launcher. }

Hull-mounted
twin-linked lascannon.

IIIIIIII

Sponson-mounted — Sponson-mounted

lascannon. twin-linked
lascannon.
Size Comparison.
UNIT: 1 Terminus Ultra pattern Land Raider. WEAPON RANGE STR AP SPECIAL
TYPE: Tank Lascannon 48" 9 2 Heavy 1
|
ARMOUR SPECIAL RULES |
BS FRONT SIDE REAR Power Overload: If you roll four or more 1s to hit with the -
4 14 14 14 Terminus Ultra (before re-rolls for its twin-linked weapons), the |

tank has suffered a potentially catastrophic power surge. The
Terminus Ultra suffers a single penetrating hit after its shooting

WEAPONS AND EQUIPMENT: has been resolved.

- Two sponson-mounted twin-linked lascannons. !

- Two sponson-mounted |ascannons.

- One hull-mounted twin-linked lascannon. “Beloved Empﬂf‘l‘f- bless this hﬂl)’ |
. Smoke Launchers. | vehicle, and bless our enemies -

- Searchlight. for tht}? will be damned h)’

- Power of the Machine Spirit. our holy cannons.”

- i f Wik
IVAAY- CLOGUSE: Ny VARG UDOINCE: (11T - Prayer chant of Techmarine Vantil before consigning

the Space Marines armoury. Terminus Ultra "Segous™ to war.
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Imperial Guard Commissar
with power fist.

tu.;
i""—‘t.'__‘_.‘f:,'f-

Imperial Guard Ogryn

with ripper gun.

Ogryn Auxilia

The huge strength and
durability of the Ogryns
makes them perfect
soldiers for the Imperial
Guard. They require
almost no training,
although they can only
make use of the simplest
of weapons. A select few
may even have a
glimmer of initiative
which makes them prime
candidates for augmetic
surgery to boost their
brain-power to the point
where they can become
an Ogryn 5ergeant,
otherwise known as a
Bone ‘Ead.

-INFOI
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Imperial Guard Commissar
with bolt pistol.

Cgryn Bone ‘Ead
with ripper gun.

New rules

As we mentioned earlier, Expansions to our
games do not change the core rules, but
can bring additional rules to the game to
make sure all the new elements work.
Apocalypse is no exception in this respect.

“We cover rules for gargantuan
creatures, super-heavy vehicles, flyers and
new template sizes,” says Graham. "These
have been touched upon before in other
publications, most notably the Imperial
Armour books by Forge World. The
Apocalypse system is very similar and will
be familiar to many players. There are
brand new developments; my favourite is
the Destroyer rule. A weapon with
Destrover is so powerful it doesn’t have a
Strength value — target vehicles are
automatically penetrated and the scoring
player even gets +1 to his roll on the super-
heavy damage table.”

CEME

The Banehlade may be deservedily hogging the Apocalypse
limelight but it is far from the only release this month. Eldar,

Ork, Necron and Tau players can rejoice as well!

This Commissar can
be armed with either
a power sword or a
chainsword.

Imperial Guard Commissar
with plasma pistol.

E "".r':-I. ]
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Imperial Guard Ogryn
with ripper gun.

Apocalypse is the new home for flyers,
as normal games of Warhammer 40,000
represent too small an area for such fast-
moving craft. But with the scope of
Apocalypse you can finally see how a
Thunderhawk Gunship operates, or even
initiate some aerial dog fighting. Graham
explains: “There’s always been a certain
level of abstraction needed when using
flying models in Warhammer 40,000,
especially big ones like the Thunderbolt
fighters and the Thunderhawks. We've tried
to get them more involved in the game by
including rules for bombing runs, which
can be devastating for the poor infantry
units underneath. The Thunderhawk
Gunship is worthy of a special mention
because it is just so hard, although that is
reflected in its points cost.”

With all this talk of Destroyer weapons,
dinner-plate-sized weapon templates and




Eldar Autarch
on fethike.

Imperial Guard Ogryn
with ripper gun.

the sheer scope of Apocalypse, you could
be forgiven for being a little intimidated by
it all, or feel that it is somehow
unachievable. “It really isn't,” stresses
Graham. “The only restriction for
Apocalypse is a minimum of 3000 points a
side. We played lots of 3000-point games
when we were playtesting and they are
equally as effective as the massive games
shown in the book and in White Dwarf, so
don't feel put off by that. If you team up
with a friend, then four people can play in
a game of Apocalypse with just 1500
points each. And because there’s no Force
Organisation charts, getting to that total is
surprisingly easy, taking everything you
have to hand will soon add up and using
special characters will get you there even
faster,” says Graham. “Special characters
are great in Apocalypse — it's their natural
home. Whilst it's always been hard to

OTHER APOCALYPSE RELEASES.

The templates used in Apocalypse are like
everything else to do with the Expansion:
massive! In the game, many of the super-
heavy vehicles and the new legendary
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Necron Lord with
resurrection orb.

justify using Marneus Calgar in a 1000-
point skirmish, there are no such concerns
when he’s leading an entire Battle
Company. In fact, in one early draft we
said that an Apocalypse force had to take a
special character to lead it, although we
dropped that rule later as we didn’t want to
be so prescriptive.”

After talking with Graham and Jervis,
we've come to the conclusion that the
Apocalypse expansion is many things. It is
a way of playing games on a massive scale;
a way for super-heavy tanks, flying crait
and Titans to be included in your games; a
way for clubs, gaming centres and schools
to put together games on a scale you've
only ever dreamed of. Mostly, though, it is
about removing the limits from your
gaming and allowing you field your entire
Citadel Miniatures collection on the
tabletop, and that's just great fun! m

APOCALYPTIC TEMPLATES

units use weapons with power levels never
seen hefore. The Apocalypse templates
represent the sheer destructive force of the
hig guns now available.

acl,
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Space Ork Big Mek

with Basspole.

The Necrontyr

In battle, Necron Lords
act as leaders and energy
nodes for the Necron
Warriors. They are a
chilling sight on the
battlefield, directing their
warriors’ attack in
unnatural silence.
Necron Lords are
often seen with a nascent
glowing orb in their
metal hands. When the
energy from the orb is
released, the scattered
remains of destroyed
warriors reconstitute
themselves, before
silently standing, ready
to do battle once more.

www,.games-workshop.co.uk/apocalypse
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ULTRAMARINE

This Ultramarines army is a fairly
balanced force that should be able
to take on a range of missions and
foes. It has a good range of unit
types, including close combat
ability, speed and firepower. For
games of Apocalypse, we've added
the Suppression Force, which can
bring long-range bombardments
down on the enemies’ heads, and
the Armoured Spearhead, which
can lead a blitzkrieg right into

enemy lines.

 ARMY

EXPANDING YOUR ARMY

Apocalypse fanatic Andy Hoare has come up with two sample armies that highlight how you
can take a traditional Codex force and “Apocalypse-it-up”. If you have a standard
Warhammer 40,000 army aiready, these tips will have it Apocalypse-ready in no time!

More on the web

How to go about
expanding your force is a
broad subject, all of
which we just don't have
the space for, even in this
bumper issue of White
Dwarf. Luckily, our
website has loads more
articles that cover this
topic — everything from
battle formation combos
lo creating your
Apocalypse force from
scratch. Visit the
Apocalypse website for
more information:

WWW_ GAMES-WORKSHOP.CO.UN/APOCALYPSE
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¥ ndy: When planning and collecting

m a Warhammer 40,000 army, most

& of us think in terms of the 1500 to
2000 points we will be fielding in the
majority of our games. Depending on the
army, most people go on to collect more
than they can use in one go, and some just
collect as much as possible for the sheer
joy of it. Well, Apocalypse blows the
artificial 1500-2000-point ceiling right off
of the hobby, allowing you to collect, and
most importantly use, as many models as
you like.

Over the next few pages yvou’ll find
some example army lists. Each list takes as
its core a 2000-point army intended for use
in normal games of Warhammer 40,000.
These are the sorts of armies many people
collect, getting to know them really well
and using them in a range of missions
against a variety of foes, The armies are

built from one of the army or mega force
box sets, and have been expanded with
various other units,

On top of the basic 2000 points, we've
added an extra 1300-1500 or so, in the
form of the new legendary units or battle
formations, presented on the datasheets
from Apocalypse. The models in these
units can, of course, be fielded in normal
games, but they really come into their own
when combined into the special formations
presented in Apocalypse. Legendary units
and battle formations are a great way to
expand your army, and they provide an
entirely new angle on collecting. Even
better, their special rules allow the models
in the unit to be used in ways not possible
in normal missions, making for even more
cool, exciting and memorable games. |'ve
picked Ultramarines and Eldar to illustrate
how to make an army Apocalypse-ready.
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APOCALYPSE
EXTRAS

Suppression Force
25 Points
ﬁ Land Speeder Tornado.

80 points
@ 4 Whirlwinds.

Armoured Spearhead
50 Points
Land Raider Crusader.

265 points
ﬁ 3 Land Raiders.
750 points

SUB TOFAL: 1510 POINYS

340 points

With lightning claw,
Iron Halo and plasma pistol.

140 points
Command Squad
Includes Sergeant with bolter,
Standard Bearer, a Space
Marine with a plasma gun,
Apothecary and Company
Champion with power weapon
and combat shield. Razorback
with twin-linked lascannon.

245 points

Librarian Epistolary
With Terminator armour, force
weapon and storm bolter.

145 points

Venerable Dreadnought
With assault cannon and close
combat weapon.

125 pomts

Dreadnought

With twin-linked lascannon,
missile launcher and smoke
launchers.

138 points
Tactical squad
Includes Sergeant and 9 Space
Marines: 1 with missile
launcher and 1 with flamer.
Rhino transport.

216 points
Tactical squad
Includes Sergeant and 9 Space
Marines: 1 with missile
launcher and 1 with flamer.
Rhino transport.

216 points
Scouts

4 with sniper rifles and
1 with missile launcher.

95 points

Assault squad

Includes Sergeant with power
fist, combat shield and
terminator honours, and 4
Space Marines.

145 points
Land Speeder Tornado

80 points
Devastator squad
Includes Sergeant and 9 Space
Marines: 1 with missile
launcher, 1 with multi-melta, 1
with plasma cannon and 1
with lascannon.

260 points

Predator
With turret autocannon and
sponson heavy bolters,

110 points
m Whirlwind
85 points

SUB TGTAL: 2000 POINTS

ISdAVI0dY
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Saim-Hann armies are characterised
by their preference for fast units. The
army relies on speed and agility to
bring the enemy to battle on the
Eldar’s own terms. The 2000-point
army presented here is balanced,
with a focus on speed but with a
more than decent complement of
heavy firepower. When used in an
Apocalypse game, the speed element
is really ramped up through the
addition of a massive Wind Rider
Host. This formation will have the
run of the table, and is ideal for
isolating and destroying unsupported
enemy units,

SAIM-HANN ELDAR ARMY

0
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EXPANDING YOUR nnmi'i;

APOCALYPSE
EXTRAS

Wind Rider Host
100 points

Autarch on Jetbike
with laser lance.

120 points

9 Squadrons of
4 letbhikes.

792 points

4 squadrons of 2
Viypers with shuriken
Cannons.

360 points

SUB TOFAL: 1372 POINTS

CORE FORCE
O rascer

With Doom, Fortune
and spirit stones.

130 points
4 Warlocks

1 with singing spear, 2
with Conceal, 1 with

Destructor and 1 with
Enhance.

158 points
Autarch
Jetbike and laser lance.
120 points

10 Guardians

With starcannon.

105 points
10 Guardians

With starcannon.

105 points

57 points
Wave Serpent

With bright lances,
vectored engines, star
engines and spirit

stones.
180 points

10 Dire Avengers
With Exarch,
shimmershield/power
weapon, Defend and
Bladestorm.

177 points

@ 3 Shining Spears

Includes Exarch with
star lance, Skilled Rider
and Withdraw.

167 points
3 Shining Spears
Includes Exarch with
star lance, Skilled Rider
and Withdraw.

167 points

2 Vyper Jetbikes
With shuriken cannons

100 points

Falcon

With scatter laser,
holofields and spirit
stones.

175 points
3 War Walkers

With 2 bright lances, 1
Eldar missile launcher,

1 starcannon, 1 scatter
laser and 1 shuriken
Cannon.

215 points

Wraithlord
With bright lance and
wraithsword.

140 points

SUB TOTAL: 1556 POINTS

-
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Objective Markers

Apocalypse games are
won by capturing
objectives. Objectives
can be simple counters,
specially modelled
vignettes or models, or
terrain pieces already on
the board.

This Warhound head
obfective was made by using
an actual resin Titan
component, kindly donated
by Forge World.

This Imperial culvert was
created from a base of
polystyrene. The bulresses on
the six corners of the hex are
from a Warhammer 40,000
building set.

This Hive Node objective was
scratch built, s body was
formed from polystyrene and
loads of Tyranid bits, mostly
from the Gaunt frame,

“APOCA;
" GAMING BOARDS

LYP

Forward march §-
In this battle it is the end of turn 1, so
the reserves have yet to come on but
the Tvranids have already advanced
across no-man’s land and are ready to
assauwlt in turn 2.

i Large open space

Your massive armies will need
somewhere suitably vast to fight
over. There is nothing quite like a
full Apocalypse tahle for sheer
hohhby joy. Creating such a large
space is easy, and there Is always
the floor if space is tight!

.‘1.

e Nmy

Open spaces on Apocalypse
boards are no bad thing, as they
tend to fill up very quickly in turns
2 and 3 when the reserves are
moved onto the battlefield.
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3. he standard sized table for a
m typical 1500-2000 point game of
Warhammer 40,000 is 6' x 4',

which most gamers will have access to.
Apocalypse games, however, are far larger
and so, unsurprisingly, require lots more
space to play.

For an Apocalypse game of 3000 points
a side, you can push two 6' x 4' tables
together to create an area 6' x 8' -
although an 8' x 4' battlefield is acceptable
at a push. However, these sizes are just the
starting point; as your armies get bigger
then your battlefield must also grow in
size, which can be problematic in the
average house! This is where Hobby
Centres, schools and clubs really come into
their own, as it is generally much easier for
these places to produce and gather more
gaming tables, thus creating potentially
massive battlefields to fight over.

Cabyd

Think about the shape

When Apocalypse was being playtested it

quickly became clear that the innovative
deployment and setup rules meant that you

didn't necessarily have to stick with the

traditional rectangular-shaped battlefield.

The Apocalypse book is replete with

examples of non-standard battlefields, such |
as “T"-shaped tables and separate tables
linked by bridge sections. The White Dwarf
Apocalypse battle report featured later in
this issue is played over a very large “L"-
shaped table. So if space is at a premium,
using a battlefield of a more unusual shape
may just be the answer.

When planning the area for your
battles, don't forget you'll need plenty of
space to walk around the battlefield,
especially if there are a few of you playing. |
You'll also need an area for books, dice,
casualties and the usual gaming clutter. m
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Scratch built train | 1 —1 Tall building _ :
Apocalypse battles are the perfect venue to use | rl’tpuur.l' ypse baitlefields b&_mnm
special, themed or scratch-built models. This | from having a few large pieces of
Imperial armoured train was made specifically for terrain. Not only do they give

the board. The “Counts As” rule allows you to | height to the table, but they also
apply the rules for existing units to yvour scratch- . afford some of the larger models
huilt, obsolete or themed models. In this case, the | and super-heavies a bit of cover.
I
I

armoured train was counted as a Land Raider that
can only move along the tracks.

FLOOR WARS

If you're struggling to find a table big enough for your
Apocalypse battle then the solution may be under your feet!
A large, flat area of floor is perfect for playing massive
games of Apocalypse. Just don't step on the models! _ Get ready for war!
There's even more
Apocalypse coverage to
come. On page 70 we
have a record-breaking

’ ol s 42,000-point battle

R o i S A B R T < report, while next month
ﬂﬂm? T 5 iV P we go into even more
. .""I? o o .- ] A uY p

4 depth on the Baneblade,
with a comprehensive
masterclass on how to
assemble and paint our
largest ever plastic kit.
Don’t forget to visit
the Apocalypse website,
which is brimming with
loads more material:

WWW_EAMES-WORKSHOP.CO.UK/APOCALYPSE
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Apocalypnse Gaming
20th and 21st October

he Karkarodon system has fallen to the blasphemous forces of the

Chaos Renegades' irresistible orbital assault. These dark worlds, lit

now by the fires of burning promethium fields, lie under palls of
foetid smoke as gibbering, squamous creatures of Chaos pursue the last
few survivors. Loyal riggers and hive gangers continue to launch guerrilla
raids from their rocky fastnesses, but their efforts are largely futile.

The High Lords of Terra will not stand for this affront and massed fleets
have been dispatched to the Karkarodon worlds to restore the Emperor's
peace and reclaim the priceless fuel source. From the vaults of the
Mechanicum terrifying weapons have been unleashed to smite the enemies
of Mankind!

Landing in massive assault waves, Space Marines and Guardsmen,
vehicles and huge engines of destruction pour onto the blackened soil to
bring redemption to these worlds in the name of the God-Emperor of Terra!

At the edge of the system space warps and twists as an undetected
portal opens. Graceful sails unfurl to catch solar winds as the Eldar warfleet

slips silently towards the war ravaged worlds.

All this weekend your local Games Workshop store will be running
Apocalyptic games of Warhammer 40,000, using huge war machines such
as the legendary Baneblade superheavy tank, and forbidden weapons of
lost technology... the vorlex grenade!

Bring your Imperial forces into the store to fight and reclaim these vital
worlds! Chaos players; Hold fast! By the blessings of the Dark Masters you
will hurl the servanls of the corpse-god back into space!

Talk to your local store about the exciting Warhammer 40,000:
Apocalypse themed events and activities they are running.

The Galaxy burns!

RING YOUR LOCAL STORE FOR DETAILS!



This month, Jervis
talks about a
subject dear to his
heart — the spirit of
the game - and how
this fits into games
of Apocalypse.
Delving deep into
the internal, tea-
fuelled neuro-
archives that he
calls his “J-Files”,
Jervis calls to the
faithful, and
prepares to convert
the wicked...

— : : .

Apocalypse will change the scope
of Warhammer 40,000 forever.
Remember, vou don’t need a
1L -prevint force 1o play - a
F000-prerint cellection will senve
vou well!

STANDARD
BEARER

Standard Bearer, and do you know

what? I'm going to do it again this
month! Some cruel people may say this as
a sign of deepening dementia and absent-
mindedness on my part, and to a degree
I’d have to agree with them. Well, about
the absent-minded bit anyway. And
possibly the dementia bit too...

You see, after re-reading last month’s
column | realised that, although I'd
explained how Apocalypse allows you Lo
fight big battles, including things that can’t
be used in normal sized games (like the
Baneblade tank), I'd failed to say anything
at all about how Apocalypse is played.
This month I'll try to make up for this
terrible oversight by talking about this
subject in some depth. In the process | will
he touching on all kinds of airy-fairy, hippy
nonsense like “social contracts” and
“playing in a friendly spirit” and even
“sportsmanship”. | know that some players
find these things an anathema, and agree
with Genghis Khan that “it is not sufficient
that | succeed - all others must fail”.
Speaking personally, though, | think that
these things are very important, not just for
Apocalypse but for all of our games.

By now some of you may be scratching
your heads and asking “Whal is he
blathering on about?” Well, in a nutshell,
Apocalypse is intended to be played in an
easy-going way that emphasises having fun
over winning at all costs. In my opinion
this is the best way to play any of our
games, an opinion that was reinforced by
some of the 3000-to-5000 points-a-side
games of Apocalypse we played during the
development of the rules. These games
were usually two to four player games, and
to start off with we played them simply to
lest the rules with as many different armies
as possible. What quickly became evident,
however, was that these games were just
great fun to play and really captured the
spirit of what Warhammer 40,000 was all
about, so we ended up playing quite a few
games like this just for the fun of it. | can
remember one especially exciting 3000-
point game between Alessio Cavatore and
Phil Kelly that left the players saying “That
was the best game of Warhammer 40,000
I've ever played!” High praise indeed,
especially when you consider that Alessio

I talked about Apocalypse in last month'’s
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and Phil have played hundreds of games of
Warhammer 40,000 over the years.

Interestingly, the main way that
Apocalypse achieves this happy state of
affairs is by allowing players to take pretty
much anything they want in their army.
MNow, on the face of it this appears to be a
license to create the most monstrously
unbalanced armies imaginable — a player
could turn up with an army made of just
Greater Daemons, for example, or only
consisting of Assassins, or whatever, And
this could be a problem, if it wasn’t for the
fact that games of Apocalypse involves a
group of players. What we found happened
in practise was that loosening the
restrictions on what players could take
pretty much forced them to work together
and play Apocalypse in the manner and
spirit in which it is intended. This
happened because if they exploited the
freedom they’d been given, then the games
simply weren’t as much fun, either for
them or for the other players involved.

This is the “social contract” |
mentioned earlier - you and the other
players need to work logether to let
Apocalypse reach its full potential. To put it
bluntly, if you break this contract, then
other players won't want to play
Apocalypse with you, and you'll never
again get the chance to play huge games
using your entire collection. And that
would be a shame really, because you'll
miss out on all of the fun of using all of the
models in your collection, and using things
like Baneblade tanks in your games. Note
thal the social contract isn’t a hard and fast
rule that is wrilten down in the rulebook
and needed in order lo play; it's an allilude
that allows you to get more out of the
games you play.

So, one of the first things you need lo
bring to the table when you play
Apocalypse is the right attitude, one that
won't break the social contract between
yvou and the other players. But what is the
right attitude? Well, probably the most
important thing is to play the game in the
spirit in which it's intended. We've written
Apocalypse in such a way as to get this
spirit across as clearly as we possibly can,
so | won't belabour the point here. Suffice
to say that when we say Apocalypse is
meant to allow you to play strongly



themed games that emphasise having fun
over winning at all costs, then we really do
mean it. This isn’l to say that yvou shouldn’t
try to win when you play Apocalypse — far
from it! = just that you shouldn’t allow your
desire to win to become more important
than anything else.

For example, in a normal game of
Warhammer 40,000 you might look al your
collection and decide what yvou will use
based on its effectiveness on the tabletop,
and your knowledge of what your
opponent is likely to be using. In a game of
Apocalypse, on the other hand, it's much
more fun either to use your whole
collection (go on, you know you've always
wanted to!), or to pick a force that has a
theme based on the game background.
This means that the emphasis is on making
sure the armies look good on the tabletop,
rather than trying to squeeze every possible
ounce of game-winning potential into a
1500-point army list.

As an example, in the game between
Alessio and Phil that | mentioned earlier,
Alessio simply used all of his Eldar
(including all of the Phoenix Lords!), while
Phil used all of his large Tyranid horde. On
the other hand, as | described last month,
Dave Cross saw Apocalypse as an
opportunity to collect a themed Imperial
army made up of Imperial Guard supported
by Space Marines and a Titan!

The other important thing you need lo
bring to the table when you play
Apocalypse is a sporting attitude. Much has
been said over the years about what
sportsmanship is, but | think the best
description is “a desire that your opponent
(or opponents) enjoy the game as much as
you do”. Once again, this doesn’t mean

“ Apocalypse i1s meant to allow
you to play themed games that
emphasise having fun over
winning at all costs. ,,

that you have to try and lose the game, just
that you should pay attention to how much
fun your opponent is having when they
play, and do whatever you reasonably can
to make it an enjoyable experience for
them, too. The best way to do this is to talk
to them. Ask them what they want from the
game. Talk aboul the rules you'll be using,
especially things like how terrain and lines
of sight will work. Describe your army lo
them while setting up. If they seem unsure
aboul the rules for anything, then take a bit
of time to explain them. Above all, treat
your opponent as you would like to be
lreated yourself.
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Being a sporting player is especially
important for Apocalypse, where you'll
often be playing as part of a group of
players, and where games will very often
have a specially designed theme or
scenario. Basically, you have a bigger
responsibility because there are often so
many other players involved in the game.
If you're the organiser of such a game, it's
important that you make sure that all of the
players know what the aim of the game is
and what it is you're trying to achieve,
while as a player you should be thinking

‘ ‘ Apocalypse creates memorable
events that will stick in the
players’ minds long after they’ve

forgotten who won or lost.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS5S
United Kingdom

about what you can do to make the game
a truly Apocalyplic experience for all
concerned (while still allowing your side to
win, of course!),

Often this will mean that you'll have to
throw caution to the winds and do things
because they will make the game more fun
for you and your opponents, rather than
because they are the most sensible tactical
move to make. For example, in the last
turn of a recent Apocalypse game, Tigurius
and a depleted squad of Scouts found
themselves about to be charged by Lucius
the Eternal backed up by a large squad of
Chaos Space Marines. The sensible choice
would have been to pull back, leaving
Lucius with nothing to fight, as Tigurius
and his Scouts had little chance of
surviving if they hung around. A sensible
choice, yes, but dull, dull, dull! Instead,
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Apocalypse allows for epre
duels between monstrous
engines of destruction!

| ——l
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Tigurius made a desperate last-turn charge,
and was rewarded with a mighty cheer
when he managed to dodge all of Lucius’
attacks (the Chaos player rolled a lot of 1s),
and then slay the Chaos Lord with a single
blow from his master-crafted force weapon.
This was a really memorable event thal
will stick in the minds of the players long
after they've forgotlen which side won or
lost the battle.

To sum up then, you will get the mosl
from Apocalypse il you work together with
the other players in order to allow the
game lo reach its full potential, and you
can achieve this by playing the game in the
spirit in which it's intended, and by playing
with a sporting attitude. Simple, really.

In fact, I'd recommend you follow
these principles all the time, be it for
Apocalypse or any of our games - you
really will have much more fun! It also
just happens to be the way we play the
games ourselves. Now, of course, | can’l
force you to play like this, as it's not the
kind of thing one can really write rules for
(and nor would | really wish to). And, of
course, there is nothing really wrong with
treating Warhammer 40,000 just like any
other sort of game, to be won by any
means possible. It's just that doing this
means that you'll miss out on a lot of the
very things that makes our games unigue.

All of which is quite enough
pontificating and hyperbole from me! What
| would really like o know is whalt you
think about the things I've lalked about. Is
sportsmanship and playing the game in the
right spirit important? Or is crushing your
opponent as quickly as possible really what
the hobby is all about? Should armies be
picked because they look good, or because
ol how they perform on the tabletop? Write
in and let me know what you think.
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Cities of Death

This expansion allows
vou to take the war to the
cities of the future with
comprehensive rules for
urban combat.

Space Marines
The mightiest warriors of
mankind, the Space
Marines still uphold their
10,000 year-old oaths to
protect the Imperium.

Dark Angels

The nable sons of Lion
El'lonson harbour a dark
secret. Loyal to a fault,

they are consumed by
auilt at their past betrayal.
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Black Templars
Crusading all over the
galaxy, this mighty
chapter brings cleansing
death to all aliens, taking
the stars for the Emperor.
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DARK ELDAR

Tyranids

Hailing from another
galaxy, the Tyranids are in
fact one super-organism, a
predator whose prey is
whole worlds.

Tau Empire

The Tau are a dynamic,
technologically advanced
young race who desire to
bring peace to all for the
sake of the Greater Good.

Chaos Space
Marines

These traitors from the
dawn of history sold their
souls to the dark powers
of Chaos long ago.

Eldar

The tattered remnants of a
once-greal civilisation,

the Eldar are a dying race
who dream of a return to
their days of glory.

Dark Eldar

The most black-hearted of
all Eldar, they snatch
creatures from many
planets, inflicting horrible
tortures upon them.
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In the grim darkness of the far future there is no
respite, no forgiveness, only war! Choose your side;
the fate of the stars is in your hands.

Warhammer 40,000 is a tabletop game for two or more players. Use your army of
Citadel miniatures to fight across ravaged alien landscapes. You may choose to bring
order 1o the galaxy using the armed forces of the Imperium, to side with the gods of
Chaos or align yourself with one of the many xenos races. The Codexes allow you to
fight with your chosen army, while the Expansions add extra dimensions to your games.

www.games-workshop.co.uk/store/warhammer40000

Necrons
Unstoppable automata
who have lain dormant
for millions of years, the
MNecrons have awoken to
harvest the souls of all.

Daemonhunters

Members of the
mysterious Inquisition, the
Ordo Malleus are tasked
with preventing daemonic
incursion into real-space.

Witch Hunters

The Witch Hunters of the
Inquisition work tirelessly
to root out heretics, the
full might of the Imperium
at their command.

Imperial Guard

At the heart of the

Emperor’s armies are
millions of regiments,
whose advantage lies in
tanks and vast numbers.

Orks

Greenskins are a plague
on the galaxy, a race of
warriors who live only to
fight, their technology
crude but deadly.
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Every so often, White Dwarf publishes a battle report that is so big or exceptional that itis
remembered for years to come. This month we have just such an event; here we present the
largest battie report ever to appear in these hallowed pages. With over 21,000 points a side,

this truly is Apocalypse!

' ervis: With the release of
Apocalypse we really wanted to
do a battle report in White Dwarf,
and make it one or the largest, most
apocalyptic battle reports ever. We knew
that we’d have to pull out all of the stops
for the game.

The first thing we needed to do was to
decide which armies to use. With
Apocalypse, you can either just fight a
hattle between loose “alliances”, in which
case any armies can be used depending on
what you have available, or you come up
with a storyline or theme for the battle, and
then limit the armies to those that are
appropriate to story. After some discussion
we decided to do a themed game,
featuring Imperial and Chaos armies. In a
spin on the usual narrative for such games,
we decided to have an Imperial force
altempting to wrest a captured Imperial
planet from the hands of the Chaos
invaders. We came up with the idea thal
Chaos had managed to capture the capital
city, and had constructed a huge warp rift,
from which hordes of Daemons could pour
forth and overrun the entire planet!

We turned to the Studio’s hobby
experts, who made us a
brilliant warp rift
objeclive for the game
a churning warp portal
ringed by floating, rusted
iron gates, suspended
above a massive crater;
now that's what | call an
objective marker!

I'he next thing lo do
was to pick the models
we were going to use in the game. We
decided to let the Apocalypse book be our
euide, and used the most important tenet
from its pages — use all of the models in
your collection (and then beg, steal or
horrow a few more o make the game even
higger)! So instead of limiting ourselves o
a fixed points value, we simply used all of
the Studio’s Ultramarines, and all of the
Studio’s Chaos Space Marines, and then we
acdlded in all of the Studio’s Cadians, and all
of the Baneblades we had painted.

But this still wasnt enough — so we
went round o the Forge World offices to
bege their help, and they did us proud too,
supplying us with a bumper haul of resin
goodies in the shape of lwo Warhound
Titans, a Thunderhawk, tlwo Thunderbolts,
two Hell Blade fighters, a Hell Talon
bomber, a Shadowsword, and even an
extra Imperial Guard tank or two! As these
forces were amassed near the gaming lable
we realised thal the Chaos side was gelling

& & This had to be the largest
and most apocalyptic
battie reportever! §¥

rather outnumbered, so we decided to add
in every Daemon we could lay our hands
on from the Studio’s collection, plus White
Dwarf designer Christian Byrne’s own
personal 7000-point Chaos Space Marine
army (Which you may have seen in the last
issue — Grombrindal).

Finally we had enough stuff — over
42,000 points in lotal! This amount gave
us plenty of reserve units to replace the
casualties that would inevitably be
suffered. Casualty rates can be very high in
pames of Apocalypse, so il makes sense 1o
try and hold back at least a third of each
army in reserve,

With the armies selected, we went
ahead and decided who would actually
play. Just about everybody in the Studio
wanted to take part, but there were only
ten places available. As you might imagine
there was a certain amount of, erm,
competilion for the places, but fortunately
nobody was hurt in the resulting scrum.
When the dust had settled we had two
five-player teams, listed on the next few
pages. Fach player was allocated to a
seclor on the battlefield, and given a list of
the special tasks they needed lo achieve

and the objectives they should try and
capture, as well as the forces under their
command and the stratlegic assets they
could use during the game.

Fagle-eyed readers may have noticed
that | didn’t have a command ol my own.
This, of course, would never do. So, alter a
certain amount of bribery and arm-twisting,
| was able 1o get myself appointed as
supreme commander on the Imperial side.
My job was o make sure that all of the
Imperial players focused on achieving their
own lask and objectives. | was also given
control of the Thunderhawk (containing
some Deathwing Terminators and Dark
Angels heroes!) and the Thunderbolt
fighters, and would be allowed to send
them to whichever sector | felt would most
henefit from their assistance. Chrislian
carried out a similar role as commander of
the Chaos side.

With that, we were finally ready lo go
to battle and play...
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“Damn and blast your
eyes, man, would you
have me cower in the
shadows like a rat?”

Lord Zindler strode
impatiently around the
dusty confines of the
district’s shrine, his
exasperated gestures
forcing his aides to take
involuntary steps
backward.

“But Sir...” Zindler’s
sanctioned psyker, Alexid
Vostoi, looked terrified,
like he was about to bolt
out of the room. “Sir,
there is every chance that
our intervention is just
what they need to
complete their ritual, sir.”
Zindler bristled.

“What? Explain
yourself! This is no time
for doubts. We are about
to strike! To claim the
city once more in the
name of the Emperor!”

“They are chanting,
sir. Waiting for something.
... I think it might be us,
sir. I think it might be our
blood.”

Outside, inr the blasted
and defiled streets of
Vilius Coronis, horned
figures clad in ornate
armour took up their
positions in the ruins. The
spider-like Defilers
scuttled forward and the
Chaos-tainted Predators
gunned their engines. The
Great Summoning was
almost complete. All that
was needed to breach the
walls of reality was
warrior’s blood, by the
gallon. The Chaos
commanders knew well
how to claim it.

The ground shook as if
in fear as mighty
Baneblades and towering
God-Machines strode to
engage their opposite
numbers, and the skies
were streaked with
contrails as an entire
Battle Company of the
Ultramarines thundered
from the skies into the
city. War had come to
Vilius Coronis. War on a
scale that would not only
destroy the city but could
rip reality itself apart.

THE DOOM OF HIlIUSﬁ;
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DEFENDERS & IMPERIUM

The forces of the Imperium must retake Vilius Coronis and close
the warp rift hefore the entire planet is ripped apart. They are led
in their efforts by an entire Ultramarines Battle Company.

The Imperial Army
Sector A

Imperial Guard Command Platoon.

Imperial Guard Flatoon
Command Squad.,

10 Imperial Guardsmen.
10 Imperial Guardsmen.
10 Imperial Guardsmen.
10 Imperial Guardsmen.
10 Impenal Guardsmen.
Imperial Guard Platoon
Command Squad.

10 Imperial Guardsmen,
10 Imperial Guardsmen.
10 Imperial Guardsmen.
10 Imperial Guardsmen.
10 Imperial Guardsmen.

b Imperial Guard Lascannon teams.

3 Impenal Guard Mortar teams.
Imperial Guard Vanquisher.
Imperial Guard Demaolisher.
Chaplain Cassius,

Techpriest and Servitor.

Space Marine Chaplain.

Space Marine Caplain.

Space Marine Combat Squad.

Sector B

Tigurius

5 Space Marine Devastators.
5 Space Marine Scouts.

5 Space Marine Scout Snipers.
Space Marine Combat Squad.
Land Speeder.

Predator Annihilator.
Predator Destructor.
Terminus Ulira Land Raider.
Land Raider.

Land Raider Crusader,
Techmarine.

Space Marine Veleran Squad
and Rhino,

Space Marine Captain, Veteran
Squad and Rhino.
Techmarine and 2 Servitors.
Space Marine Dreadnought.
Space Marine Dreadnought,
Space Marine Dreadnought.
Space Marine Venerable
Dreadnought.

Sector C

Space Marine Supression Force.,
Imperial Guard Artillery Battery,
Sentinel Squad.

Sentinel Squad.

Imperial Guard Emperos’s Fist
Tank Company.

Hydra Flak Tank.

Techpriest and Servitor.

Imperial Guard Reserves
5 Ogryns and Chimera.

20 Conscripts and Preacher.

10 Imperial Guard Kasrkin.

10 Imperial Guard Kasrkin.

3 Leman Ruzs battle tanks.

Ultramarine Reserves
5 Space Marine Terminators.
5 Space Marine Terminalors.
5 Space Marine Terminators.
3 hpace Marine Terminators.

- he forces of the Imperium have
been tasked with closing down the
warp rift and gaining access to the
Chaos-held city of Vilius Coronis. To do
this they will need to take the bridge and
breached wall in Sector C (shown in the
deployment photo on page 76). At the
same time they must protect the small
foothold the advance forces have gained
in the south of the city, represented by the
two objectives in the Imperial Guard
deployment zone in Sector A.

The warp rift has been deemed the
most important objective and so the
Ultramarines veteran force with the
Warhound, led by none other than
Marneus Calgar, will attack the crater that
contains the portal. The Imperial Guard
armour, comprising three Baneblades, a
Basilisk Artillery Battery and an entire
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Leman Russ Tank Company, will power
through the desert and head for the wall
breach, taking out any enemy armour on
the way.

The Imperial Guard infantry will be
tasked with defending the two key
positions in the Imperial-held part of the
city in Sector A. A Hellhammer super-
heavy tank will also be deployed in the
area to support the infantry and keep the
enemy's own infantry at a safe distance.
The Ogryns and Kasrkin are to be kept in
reserve, ready to be deployed wherever
they are needed most.

The hundred-plus-strong Ultramarines
Battle Company is ready to join the battle
from turn 2. With their transports and jump
packs, they’ll be able to snatch and secure
an objective quickly, and whittle down the
hordes of traitors.




IMPERIAL ARMY. |

5 Space Marine Bikers.

Space Marine Attack Bike.
Space Marine Chaplain on Bike.
Vindicator.

Land Speeder Tornado.

Land Speeder.

Ultramarines

Battle Company
Space Marine Command
Squad and Razorback.

b Space Marine Tactical
Squads and Rhino.

2 Space Maring Devastator
Squads and Rhino.

2 Space Marine Assault
Squads with Jump Packs.

Super-heavy vehicles

3 Baneblades.

1 Hellhammer.

1 Warhound Titan.

1 Shadow Sword.

2 Thunderbolts.

1 Thunderhawk Gunship with 10
Deathwing Terminators, 1 Caplain
and 1 Chaplain.
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Total Points: 21,000*

*This is an estimated poinis cost, as
towards the end we lost count
several limes! As this is an
enonmous Apocalypse game it
doesn’t really matter. The emphasis
is on getting all your models on the
table during the game; the
distribwtion of strategic asseis ane
designed to balance things up as
fong as both sides have an

approximalte points cosl.
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Imperial
Commanders

Jervis Johnson
Supreme Commander,
Imperial forces.

Alessio Cavatore

Commander of Imperial
Guard in Sector A.
Available strategic assets
Supreme HQ; Null Field
Generator.

Adam Troke

and Pete Foley
Commanders of the
Ultramarines in Sector B.
Available strategic assets
Precision Strike; Orbital
Bombardment; Surgical
Raids: Ambush; Vortex
Grenade.

Andy Hoare

Commander of the
Imperial Guard armour in
Sector C.

Available strategic assets
Blind Barrage.

Ed Morris
Commander of the
Ultramarines Battle
Company, deployment

The Imperium hope to claim air ﬂaﬂf'imd‘ :
superiority, with a Thunderhawk, Available strategic assels
two Thunderbolts, and a Hydra anti- Flank March; Hold at All
aircraft vehicle. Which are available Costs; Careful Planning;

from Forge World Orbital Bombardment.
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DESPOILERS OF WORLD.

The forces of Chaos must open the warp rift to complete the
Great Summoning. To achieve this feat, they must engage the
Imperial forces and spill as much blood as possihle.

The Chaos Army
Sector A

Undivided Daemon Prince.
Slaanesh Lord.

2 Khorne Lords.

10 Chaos Havocs.

B Chaos Havocs.

i Chaos Havocs.

B Chaos Havocs.

2 Chaos Defilers.

8 Plague Marines and Rhino.

8 Slaanesh Chaos Marines
and Rhino.,

5 Chaos Possesed

space Marines.,

Iron Warriors Basilisk.

10 Iron Warriors Space Marines
and Rhino.

13 Khorne Berzerkers.

7 Ked Corsairs Possessed Chaos
Space Marines.

Ehome Chaos Predatar.

Red Corsairs Chaos Vindicator.

Sector B

Huron Blackheart.

Typhus.

Undivided Daemon Prince,
4 Chaos Spawn.

10 Slaanesh Chaos Space Marines.

10 Red Corsair Chaos
Space Marines and Rhino.
B Chaos Space Marines.
B Plague Marines.

B Plague Marines.
Plague Marine Lord.

13 Khome Boerzerkers.
13 Khome Berzerkers.
Chaos Dreadnought.

5 Black Legion Possesed
Chaos Space Marines.
Chaos Defiler.

Sector C

Nurgle Daemon Prince.

7 Black Legion Chaos

Space Marines,

8 Black Legion Chaos Havocs.
8 Word Bearer Chaos

space Marines,

& Iron Warriors Space Marines.
Iron Warriors Lord.

5 Chaos Space Marine Bikers.
B Black Legion Chaos

Space Marines.

9 Black Legion Chaos Space
Marines and Rhino.

Iron Warriors Chaos Dreadnought.

Black Legion Chaos Dreadnought.
Chaos Dreadnought.

2 Chaos Defilers.

Red Corsairs Chaos Predator.

Red Corsairs Chaos Land Raider.
Iron Warriors Chaos Vindicator.

2 Iron Warriors Chaos Predators.
Iron Warriors Chaos Land Raider.
2 Black Legion Chaos Predators,
Black Legion Chaos Land Raider.

Chaos Reserves A
Abaddon.

10 Black Legion Chaos Space
Marines and Rhino.
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. baddon himself will be overseeing
x the Chaos forces as they attempt
= B8 to gain control of the warp rift and

prevent the Imperium from retaking the

city of Vilius Coronis.

In Sector A (see deployment photo on
page 76-78) the Black Legion will focus on
repelling the dug-in Imperial Guard and
taking the objectives in the Imperial
deployment zone. The grotesque
Plaguereaper super-heavy tank will also
deploy in the area. A three-tank Chaos
Vindicator Linebreaker squadron will be
held in reserve. If and when Abaddon
deems the combat worthy of his direct
attention, he’ll teleport down to Sector A in
the latter half of the battle.

In the centre the Chaos forces will
mainly consist of Chaos Space Marine
infantry, although Typhus and a Daemon

APOCALYPSE BATTLE REPORT

" —

Prince will also be present. The warp rift is
due to rip open, spilling out hordes of
Daemons should the carnage in turn 1 be
enough to please the capricious Chaos
Gods. Once free from the warp the
Daemons will swarm across the crater and
engage the Imperial lines. Should any
Greater Daemons be present in the morass
then they will head for the Imperial
Warhound and try and take it out as fast as
possible. On the bridge, two Chaos super-
heavy vehicles — the Chaos Warhound and
the Chaos Baneblade — will guard the
objective.

In the desert of Sector C the Chaos plan
will be to counter the inevitable Imperial
Guard armour with their own tanks. The
followers of Khorne have also furnished the
Chaos Commanders with a Brass Scorpion
— a Daemon Engine of immense power.



CHAOS ARMY.

Chaos Vindicator Linebreaker.

4 Khome Chaos Bikers.

5 Black Legion Chaos Obliterators.
Chaos Terminator Lord.

5 Black Legion Terminators.

5 Might Lord Chaos Bikers.

5 Might Lord Chaos Bikers.

5 Night Lord Chaos Bikers.

3 Chaos Predators,

Chaos Reserves B

6 World Eaters Terminators.

2, Black Legion Obliterators.
10 Night Lord Chaos Marines.
10 Might Lord Chaos Marines.
10 Might Lord Chaos Marines.
10 Might Lord Chaos Marines.

Chaos Reserves C
5 Black Legion

Chaos Terminators.

Black Legion Chaos
Terminator Lord.
Tzeentch Chaos Sorcernor.

10 Purged Chaos Space
Marines and Rhino.

10 Thousand Sons Chaos
Space Marines.

2 Black Legion
haos Ohliterators.

5 Red Corsairs Chaos Terminators.
Night Lords Chaos Dreadnought.

Warp Rift Daemons
4 Greater Dasmons.
2200 Lesser [Dasmons,
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Super-heavy vehicles
Plaguereaper.

Iron Warriors Chaos Baneblade.
Chaos Brass Scorpion.

2 Chaos Hell Blades.

Chaos Hell Talon.

Chaos Warhound Titan.

Total Points: 21,000*

*Eefimated Total.

Chaos Lords

Christian Byrne

Chaos Overlord, and
Commander of Black
Legion forces in Sector A.
Available strategic assets
Hold At All Costs; Orbital
Bombardment.

Tom Waddington

and Graham Davey
Commanders of Chaos
forces in Sector B.
Available strategic assets
Strategic Redeployment.

._..,..-.-.

Gav Thorpe

and Mat Ward
Commanders of Chaos
forces in Sector C,
Available strategic assets
Long Range Ack Ack;
Camouflage.

With two swift Hell Blades and a
deadly Hell Talon, the Chaos
forces hope to contest the skies
above Vilius Coronis. Chaos
Flyers available from Forge World.
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FORCE DEPLOYMENT

With the forces selected, players chosen and the strategic assets
allocated, it was time to deploy the massive forces. Approximately a
third of each force was held back in reserve.

Chaos ————— 1
Deployment Zone.

Tunnel
Entrance.

Objectives

In a game of Apocalypse,
the forces fight over a set

of objectives:

The wall breach in
Sector C provides a
way for Imperial
forces to gain access
to the city.
@ The bridge is a key
position; to claim it,
a scoring unit must
hold the dead centre
of the objective.

The warp rift in no-
man’s land is so
important that it
counts as lwo
objectives.

The command
building holds the
high-ranking
command staff of
the Imperial army.

The shield generator
is housed in this
building; it is vital
that the Imperial
Guard protect it
with their lives.

2 8 ©
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No-man'’s land. IJ

Imperial §—
Deployment Zone.

' ervis: The next thing we needed to
do was to divide these huge armies
up in some way amongst the

players that would be taking part so that
the armies could be set up. To make this
easier, we decided to split the table into
three different sectors, each with its own
allocation of forces and its own set of
objectives, and then we'd allocate the
players to the sectors at the start of the
game. We simply named the three board
sectors A, B and C.

Sector A was the ruined city, and here
we decided that the forces of Chaos were
to drive out the Imperial defenders, while
the Imperium simply had to hold out
against this onslaught. Sector B was in the
centre, and here both sides were ordered
to capture the warp rift. Sector C was the

FORCE DEPLOYMENT. .

desert, where the Imperial forces were
tasked with capturing the bridge and
fortified wall, while the Chaos forces had
to try and stop them. Just for fun, we linked
Sectors B and C with a tunnel network.
The models allocated to each sector
were themed around the role they needed
to carry out, so just about all of the
Imperial tanks went on the desert board,
while all of the Imperial Guard infantry
went into the defence force tasked with
hanging onto the city in sector A. Each
sector was also allocated its own set of
reserves, being made up of the stuff we
couldn’t sensibly fit on the table at the start
of the battle. Finally, as this was a themed
game we dispensed with the normal
Apocalypse Mission deployment rules and
set the troops up in line with the narrative.

Placing Objectives
Apocalypse is won by
capturing objective
markers. Two of these
are placed in each
deployment area, and the
remaining two in the
area of “no-man's land”
that lies between the two
forces. Normally the
players choose where to
set up the objectives, but
in our game the
organisers decided where
they were, based on the
theme we'd come up
with for the game. After
some consideration we
decided that the warp
rift should count as both
of the objectives in no-
mans land, rather than
just one.

- LH0d 3
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The hattle began with hoth forces advancing. Chaos had the early :
afdvantage thanks to a few specialist units that could cross no-man's
land and assault in the very first tum.

=== 1 don't know what it is.. some kind
of metal monster - it hit the lcad
Russ before we could fire a shot..

Emperor have mercy! It's on us. ===

Intcrecpted vox-transcript,
Leman Russ TV, Emperor's Fist Tank Company.

The entrenched battle line of Cadians
suddenly looks all too thin against the
advancing tide of Chaos.

... ﬁ'.*-h
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' ith a mighty, inhuman roar, the
insidious forces of Chaos lurched
A M forward as one. The infantry
advanced and the many vehicles and tanks
in this apocalyptic force rumbled towards
the Imperial lines. In the northwest, the
desert area code-named Sector C, the
Imperial forces launched their Blind
Barrage strategic asset wisely, shrouding
the Imperial armour in a veil of smoke.
This didn’t halt the Brass Scorpion,
which scuttled forward, fearlessly wading
into the smokescreen looking for prey.
Towards the centre of the battlefield,
the leering and deformed Chaos Spawn
sprinted across the warp crater, underneath
the spinning, ironbound warp portal. With
a surprising burst of speed they made it
across no-man’s land and into assault range
of the Ultramarines Scout Squad perching
on the rim of the crater.
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In Sector A, the urban area, Christian’s
serpentine Chaos Lord slithered across the
table and into assault range of Alessio’s
Imperial Guard line with frightening speed.
At the start of the Shooting phase, Christian
unleashed an early orbital bombardment.
He targeted the Hellhammer with the
Apocalyptic Blast template, placing it on
top of the super-heavy vehicle. Christian
tried to damage the primary weapon, but
was thwarted by the weapon saving throw.

The other forces in sector A began to
shoot, and Alessio started removing his
Imperial Guardsmen by the handful. The
two units of Chaos Havocs cut a bloody
swathe through the Imperial Guard battle
line, and the Plaguereaper’s noisome pus
cannon killed eight poor guardsmen in one
slimy, noxious teardrop of slime! Back in
Sector B, the Imperial Titan’s void shields
were removed through the sheer weight »

The Chaos Spawn
sped across the crater
and were assaulted
by the Scouts, who
lost two in the
ensuing combat.

J The pus cannon fired,

consigning eight
Guardsmen to a
horrid fate!

_ The Hellhammer

fired back at the
Plaguereaper. The
template shot
scattered off the
Chaos Tank but still
destroyed a Chaos
Dreadnought and
four Possessed.

Turn 1 continued M
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Awesome armies

Jervis (Imperial High
Command): One of the
best moments in a game
of Apocalypse is just
after both sides have
deployed. | highly
recommend taking a few
minutes getting a models’
eye view of the
battlefield at this point.
We had to stop in order
to take pictures of the
deployment, which gave
us plenty of time to look
at the two awesome
armies as they prepared
for battle. It really was
incredibly impressive.

| especially liked the
spectacle of the long thin
line of Imperial Guard
infantry. In my mind’s
eye | could imagine the
troopers nervously doing
final checks on their
weapons and glancing
hastily over the
barricades every now
and then, while the
Sergeants and the
Commissars moved up
and down the line
making sure they were
ready for the attack.

of massed firepower. The Chaos Warhound
then charged up its arm weapons and fired
the plasma blastgun at the Imperial
Warhound, causing a hit on the Titan's
turbo laser destructor arm, which was
ignored thanks to the Titan’s primary
weapon save. The Chaos Warhound's other
weapon, the vulcan mega-bolter, was
aimed at one of the many Ultramarines
Dreadnoughts but, despite being a Heavy
15 weapon, only managed to destroy the
Dreadnought’s power fist.

The other super-heavy on the bridge,
the Chaos Baneblade, could not see its
prime targets — the three Imperial
Baneblades on the desert flank — due to the
blind barrage.
Instead, it targeted
its powerful cannon
at the Ultramarines
Predator across the
river in Sector B,
Gav, who was
controlling the
Baneblade, only
managed to roll a
Stunned result. Its sponson lascannons
proved more accurate, destroying two
Leman Russ battle tanks despite the smoke.

In the Assault phase, the Black Legion
Chaos Lord made short work of the
Imperial Guard squad it had charged, after
its Daemon weapon granted the Lord six
extra attacks! The Brass Scorpion ripped
apart an unfortunate Leman Russ.

The Warhound powers up

After the pounding taken by the Imperial
Guard in the first phase of the game it was
time for the forces of the Emperor to take
stock and start their initial moves. Alessio
wasted no time, as the commander of the
Guardsmen in Sector A. With the gun line
secure there was no great surprise when
Alessio declared there would be no

movement from his forces, although he
was eager to start firing with the
Hellhammer.

In Sector B the Ultramarines, still
mostly inside their Land Raiders, moved
forward. Some of the Space Marine infantry
advanced over the crater rim and into the
warp rift. The movement in Sector C was
much more dynamic as the Imperial forces
consisted mostly of tanks. However, rather
than trundling forward it was more of a
case of trying to manoeuvre out of the way
of the Brass Scorpion’s grasping claws!

The Shooting phase began in Sector C
with the Basilisk squadron. The massive
earthshaker shells flew high into the air

£ £ The Leman Russ immobilised
itself with a short-range shot
from its own hattie cannon! § ¥

and then fell accurately on to two of the
Defilers near the wall breach. The
Baneblade resting on the hill on the far
western flank opened fire with its immense
cannon at the Chaos Baneblade. The hit
shook the driver, slowing the mighty battle
tank down for a turn. The other two
Baneblades close to the river fired upon
the encroaching Chaos armour, destroying
the Black Legion Land Raider in an
impressive explosion. The Brass Scorpion
attracted the majority of the Leman Russ
fire but it remained unharmed. When
trying to target the Daemon Engine, one of
the Leman Russ tanks actually managed to
immaobilise itself with a short-range shot
from its battle cannon, which scattered
onto its hull.

The Ultramarines Devastators on the
footbridge had lost their Sergeant in the
first round of Chaos shooting; unperturbed,




they opened fire upon the Chaos vehicles
on the desert side of the bridge, blowing
the turret off a Black Legion Chaos
Predator.

Back in the centre of the board the
Ultramarines started off their shooting with
a successful Orbital Bombardment against
the Khorne Berzerkers, wounding five of
the frenzied traitors. Pete and Adam, the
Ultramarines commanders, then declared a
Precision Strike strategic asset upon the
Chaos Warhound. This meant that all
Imperial units firing upon the Chaos Titan
for the remainder of the turn received a +2
bonus when rolling to hit. The
bombardment started almost immediately,
with the Terminus Ultra firing all five of its
lascannons into the Titan, knocking out
both of its void shields and damaging the
drive, reducing the giant war machine’s
movement. The Imperial Warhound was
next to shoot. Taking full advantage of the
precision strike, it fired its deadly turbo-
laser destructor at the Chaos Warhound.
With no void shields left, the Warhound
took immediate damage, losing its vulcan
mega-bolter and a structure point. The
Imperial Warhound's other arm weapon,
the plasma blastgun, could not fire as the
Titan was Stunned from the previous Chaos
Shooting phase.

Standing by the feet of the Warhound
was the Ultramarines Chief Librarian,
Tigurius. Conjuring the powers of the warp
he unleashed the Fury of the Ancients
power. Due to his proximity to the warp
rift, Tigurius took a wound as raw warp
energy surged into him, but this also had
the effect of increasing the strength of his
psychic attack by D6. The psychic force
flew across the battlefield towards the
Plaguereaper in Sector A and penetrated its
armour, damaging the vehicle’s drive.

The Iron Warriors Baneblade held
the bridge, picking off Imperial
armour with every shot.

One of the first targets for the Imperial Baneblades — even the Land
Raider’s Armour value of 14 couldn’t protect it from a Baneblade cannon!

Back in Sector A, Alessio let loose with
the Hellhammer, firing the main armament
at the Plaguereaper. The giant template
from the Hellhammer Cannon scattered off
the Plaguereaper but destroyed a Chaos
Dreadnought and four Possessed in its
blast. The Hellhammer’'s demolisher
cannon fired next, and Christian narrowly
avoided losing the Plaguereaper’s pus
cannon thanks to the super-heavy weapon
saving throw. The lascannon-armed
Imperial Guardsmen took revenge on the
serpentine Chaos Lord by killing it in a hail
of heavy las-fire.

The only Assault in the phase was the
Ultramarines Scouts against the Chaos
Spawn in the rift crater. This was an ill-
advised move, as the Chaos Spawn
slaughtered two of the Space Marine
Scouts, while the Scouts failed to even
wound the foul creature.
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Turn 1, cont.

The Chaos Baneblade
destroyed two of the
Leman Russ with its
sponson lascannons.

The Brass Scorpion
made short work of
the lead Leman Russ.

The Baneblades took
aim at the Chaos
tanks, destroying the
Black Legion Land
Raider in an
impressive display.
They opened fire on
the other Chaos
Vehicles with their
secondary systems,
but scored no
significant hits.
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Turn 2

02

The Great
Summoning is
complete! The warp
rift opens, spilling
110 Lesser Daemaons
and two Greater
Daemons into the
crater!

Daemons are not the
only Chaos
reinforcements. A
Chaos Lord and his
retinue teleport in
behind the Leman
Russ Tank Company,
and cause havoc by
immediately
destroying one of the
Imperial tanks.

The Brass Scorpion
assaults the
Baneblade’s power
plant, causing a
catastrophic
explosion, and
destroying itself in
the blast.

Turn 2 continued MW
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' urn 2 saw a massive influx of

m Chaos reserves. In Sector A, Night
Lords bikers turbo-boosted onto

the battlefield and Chaos Terminators
teleported behind the Imperial lines. In
Sector C, more Chaos Terminators
accompanied by a Chaos Lord teleported
onto the desert area behind the two
Imperial Baneblades.

Two squads of Obliterators also arrived
by Deep Striking, one behind the Basilisk
Battery in Sector C, and one close to the
Imperial Warhound in Sector B. Despite
these formidable forces entering the fray, it
was at the warp rift crater where
everybody’s attention was focussed, as over
a hundred Lesser Daemons and two
Greater Daemons poured from the portal
and into the crater. Across the battlefield,
too, Lesser Daemons were summoned into
existence from the icons carried by many
of the Chaos infantry squads.

In the Shooting phase, the Havocs at
the back of the Chaos lines of Sector A
destroyed one of the few Ultramarines
Dreadnoughts that was close to the crater
rim in Sector B. The Plaguereaper fired its
deadly pus cannon once again, killing a
whole ten-man Imperial Guard squad that

APOCALYPSE BATTLE REPORT

The warp rift is flooded with Daemons, which immediately engage the
Ultramarines. Elsewhere, the heavy firepower of the Imperium
combines to take down the threat of the Chaos Warhound.

was entrenched in the large building. All
the Plaguereaper’s secondary weapons
targeted the Hellhammer, but failed to
penetrate its thick armour. The Chaos
Vindicator fired across no man’s land at the
Imperial Vanquisher, destroying its
powerful main cannon.

In Sector B, the damaged Chaos
Warhound hobbled off the bridge, and
missed with its only functioning weapon,
the plasma blastgun. The Obliterators had
more luck, firing at the Imperial Warhound
at such close range that they managed to
cripple the Titan's plasma blastgun.

With no smokescreen to hide behind
any more, the Imperial tanks in Sector C
came under serious fire. The Red Corsairs
Land Raider destroyed a Leman Russ with
consummate ease. The Iron Warriors Land
Raider took out another Leman Russ. The
Chaos Lord and his Terminator retinue,
who had just arrived from reserve, fired
into the rear of another Leman Russ, finally
destroying it with shots from a reaper
autocannon. The Brass Scorpion doused
the Sentinel Squadron in molten brass,
melting the walkers and subjecting their
pilots to an incredibly painful death. The
Chaos Baneblade took aim at an Imperial



Baneblade — the shell hit but only managed
to stun the super-heavy tank’s driver.
Meanwhile, a lucky shot from the Defiler
in the wall breach managed to destroy the
demolisher cannon on the Baneblade
closest to the river.

In the Assault phase, the Brass Scorpion
scurried up to the stunned Baneblade and
dug its gigantic claws into the huge tank’s
power plant. Before anyone else could
react, this set off a cataclysmic chain
reaction resulting in a suitably apocalyptic
explosion. The Baneblade turned into an
incandescent mushroom cloud, and the
resulting blast not only took out a further
two Leman Russ tanks, but the Brass
Scorpion itself was destroyed in the blast.
All the players thoroughly enjoyed the
carnage, and Khorne must have been
pleased by the destruction!

Back at the warp rift, the many
Daemons within assault range of the
Ultramarines’ line charged forward. The
Space Marines were hit hard as the
overwhelming number of warp spawn
began to take its toll. A Greater Daemon
assaulted a Dreadnought and ripped it in
two before the ancient construct could
even mount a counter-challenge. The
Space Marines hit back, but Graham had
obviously made a deal with the Chaos
gods earlier that day, as he passed almost
all of his invulnerable Daemonic saves.

The fury of Ultramar
The Imperium also saw the arrival of some

much-needed reinforcements at the
beginning of their turn. The Shadowsword

rumbled onto the field, ploughing through
the wreckage of the Brass Scorpion. Leman
Russ reinforcements trundled on behind
the surviving Imperial Baneblades,
providing some much-needed armoured
support. More importantly, the entire
Ultramarines Second Company, using a
Flank March strategic asset, arrived behind
the Chaos Lines in the urban part of Sector
C! Eight Rhinos packed with Space Marines
sped onto the battlefield, while two Assault
Squads soared high above them. An
Ultramarines Vindicator arrived with the
Battle Company while, closer to the bridge,
a Deathwind assault drop pod smashed
into the ground, its hatches opening to
reveal a battery of deadly assault cannons
aimed at the backs of the traitor marines
manning the walls. »

Meltdown!

Andy (Imperial
Commander, Sector A):
The Brass Scorpion tearing
through the lines of my
precious tanks was a
terrible sight for me. So it
was with some regret and
a great deal of satisfaction
that when the Brass
Scorpion tucked into to
one of my Baneblades, it
got more than it
bargained for and was
consumed in the ensuing
explosion. | lost two
Leman Russ tanks in the
same explosion, but it was
worth it!

-
o

........

......

www.games-workshop.co.uk/apocalypse

sodzy 311w ASdAYI0dY

83



Turn 2, cont.

The Chaos
Warhound took a
pounding from the
sustained fire of the
Terminus Ultra and
the Imperial
Warhound. Wracked
by internal
explosions, it keeled
over quite dead.

The Ultramarines
Battle Company
stormed onto the
battlefield in the
north west, in the
city section of
Sector C,
immediately
overwhelming the
Chaos presence.
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The Imperial Guard holding the gun
line in Sector A were reinforced by a
Chimera full of Ogryns. The brutes
disembarked straight away and prepared to
fire their ripper guns at the numberless
Chaos forces. In Sector B, 20 Conscripts,
led by a fiery preacher, moved onto the
board and immediately prepared to assault
the two Obliterators.

The Movement phase began in earnest
with the Ultramarines in Sector B fearlessly
engaging the Daemonic swarms; the
unengaged vehicles powered forwards into
the crater and disgorged their payload of
troops. Marneus Calgar himself and the
Masters of the Ultramarines Chapter strode
purposefully down the Land Raider
Crusader’s assault ramp. All along the
crater rim, Ultramarines Terminators
disembarked from Land Raiders or

APOCALYPSE BATTLE REPORT

CLASH OF THE THANS

Adam (Imperial Commander, Sector B): The
image of two towering god-machines trading
gigantic warheads and explosive blasts of energy is
what Warhammer 40,000, and Apocalypse in
particular, is all about in my mind. So to partake -
and come out on top — in such a duel was great.
All praise to the turbo-laser destructor and its
Destrovyer rule!

teleported into battle. The shooting began
straight away, with Calgar’s Land Raider
Crusader cutting a swathe through the
Daemons. The Khorne Berzerkers close to
the river also took many casualties from
the massed firepower of the Ultramarines
line. From across the river, the two
Baneblades fired into the crater, the giant
temple was placed twice and each time
Graham and Tom — Sector B's Chaos
Commanders — took away handfuls of
Daemons as well as the Slaaneshi Space
Marines that had been taking a more
circuitous route around the rift.

Bring it down!

The Terminus Ultra and Imperial
Warhound once again targeted the Chaos
Warhound. All across the battlefield, heavy
weapons' fire erupted as battle was truly




joined. The Shadowswaord's volcano
cannon opened up at the Chaos
Baneblade, destroying the corrupted tank's
primary gun. The Hellhammer had
trundled forward so that its sponson-
mounted heavy flamers could do lots of
damage to the Night Lords bikers. Tigurius
took yet another wound for channelling his
psychic powers so close to the warp rift;
even so, he wounded many infantry and
Daemons with his boosted Fury of the
Ancienls power.

In combat, Marneus Calgar and the
Ultramarines line fearlessly charged into
the Daemonic swarm, with Calgar himself
slaying a ferocious Greater Daemon. The
Canscripts bravely charged the Obliterators
and against all odds actually wounded one
of the Chaos monstrosities, at the cost of
two of their number.
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ATH FROM AB

The hattle intensifies and the casualties mount. Yet more combatants -
join the carnage - hoth sides summeon air support, hoping to tip the
halance by dominating the skies!

<=1 am incoming, repeat incoming,
preparing to eject payload now..
What in the name of Holy Terra is

in that crater? Release, relecase! -I—I-

Intercepted vox-transcripn.

Pilot, Thunderbolt Fighter.
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¥, he beginning of turn 3 saw even
more frenzied activity around the
table as a second wave of more
than a hundred Daemons appeared
through the warp rift, filling up the space
only cleared by the Imperial forces in the
previous turn.

In Sector A, three Chaos Vindicators
drove on to the battlefield in a Linebreaker
formation. Abaddon and his retinue
teleported down between the Imperial-held
buildings. Huron Blackheart, accompanied
by Red Corsairs Terminators and a squad of
Thousand Sons, moved onto the field
behind the Battle Company in Sector C.
Sector A saw more Obliterators Deep Strike
close to the Hellhammer. A squad of
Plague Marines flank marched into the
desert area of Sector C. They were instantly
hit by the Ambush strategic asset, but
remained largely unscathed.

A Chaos Hell Talon bomber and two
Hell Blade fighters flew in from high
above. The Hell Talon performed a
bombing run across the Guard-held line,
killing numerous mortar teams. The
Hellhammer was also hit but shrugged off
the explosions.

In Sector B, the Strategic Redeployment
asset was played, allowing the infantry on
the Chaos line to redistribute their forces.
Knowing that the Ultramarines would have
their hands full with the Daemons, the
Chaos Infantry moved onto the bridge to
secure the objective.

Once more the shooting opened up
with the pus cannon jetting its acrid slime
into the hapless Imperial Guard infantry.
Another squad perished to the noxious
weapon. As before, the secondary
armaments fired at the Hellhammer but
were to no avail, as the super-heavy w

B

B BRINGING DOWN
BN THE HOUSE

AWEN Christian (Chaos Lord, Sector A):
When the Vindicator Linebreaker
squadron lumbered onto the board | felt
that the Imperial Guard were definitely
in for a nasty surprise. The first thing |
did in the Shooting phase was fire the
combined demolisher cannon barrage
from the Linebreakers. The shot they
landed couldn’t have been more
precise, demolishing a four-storey
building and causing horrific casualties
to the Imperial forces unlucky enough
to be taking cover within.

The Thunderbolt
fighters screamed
onto the bhattlefield,
releasing their bombs
into the crater and
slaying an impressive
26 Lesser Daemons.

The Chaos line in
Sector B made a
complete withdrawal
from their side of the
crater rim and, using
the Strategic
Redeployment
strategic asset,
redeployed on the
bridge, ready for the
Imperial attack.

Turn 3 continued W

ASdATYI0dY

180434 111y

= 8 1.:’_

www.games-workshop.co.uk/apocalypse 87



The fate of Tigurius

Graham (Chaos Lord,
Sector B): Standing
within 24" of the warp
rift meant that Tigurius
suffered from the Perils
of the Warp every time
he used a psychic power
(while at the same time
receiving a D6 Strength
bonus to every power he
cast). Unfortunately,
using his force weapon
also requires a Psychic
test, so when he slew a
Greater Damon in true
heroic style, he was
dragged kicking and
screaming into the Warp
with it!

Tigurius.

tank’s armour proved too thick. The
Obliterators close by had more success;
they penetrated the Hellhammer’s armour
with multi-meltas, which damaged the
giant tank’s drive.

The Vindicator Linebreaker squadron
took aim at the large building on the
farthest flank. The massed firepower from
three demolisher cannons struck the
building, which collapsed, wounding the
Colonel and killing many guardsmen, a
Commissar and two heavy weapon teams!

The Havocs on the back line of Sector
A focussed their attention on the Ogryns,
killing one of the brutes. Across the
battlefield, the tank war in the desert
continued with the Red Corsairs Land
Raider destroying yet another Leman Russ.
The Hell Blades targetted the Whirlwinds,
destroying one and knocking out the
missile pods on the other.

' The Chaos Assault phase
continued with the Chaos Infantry in
Sector A reaching the Imperial Guard
lines. A squad of Possessed that had made
it across no-man's land gleefully charged
into an Infantry squad, instantly killing five
Guardsmen and only losing one of their
own number. The Night Lords bikers
charged the Imperial Guard holding the
Null Shield objective, killing three
Guardsmen, but the humans continued to
hold despite the overwhelming odds.
Once again all eyes focussed on the
combat in and around the rift crater. The

Terminators waded through the lesser

Daemons, although they were slowly being
whittled down themselves. In a heroic
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sacrifice, Tigurius traded blows with a
Greater Daemon, using his force weapon
to banish the creature but taking a fatal
wound himself due to his proximity to the
rift. Calgar and the Masters of the Chapter
continued to hack away at the morass of
Daemons, and the Ultramarines Lord
ended another Assault phase face-to-face
with a Greater Daemon.

The Deathwing arrive

The beginning of the third Imperial Turn
was signalled by the scream of turbines as
a Dark Angels Thunderhawk, carrying
members of the Deathwing no less, flew
down onto the battlefield. Two Thunderbolt
fighters strafed across the battlefield from
the east, across Sector A and over the
crater, dropping bombs into the horde of
Daemons, wiping out over 20 in ane flurry
of dice rolls. The Hydra anti-aircraft
vehicle readied its weapons.

In Sector A, squads of elite Kasrkin
teleported into action, some behind the
Linebreaker Squadron, and the others
reinforcing the Imperial-held objectives.
Ultramarines Chaplain Cassius arrived, and
headed towards Abaddon, almost as if he
had a plan...

The Imperial Warhound advanced
towards the rift, and the few unengaged
Ultramarines units also pushed forward.
The Ultramarines Battle Company charged
forward as fast as it could towards the
bridge, the Assault Marines reaching the
objective first.

Shooting began with the Thunderhawk,
which wasted no time making its presence



Tom (Chaos Lord, Sector B):
The Ultramarines’ assault on the
bridge perfectly demonstrates
the scale of Apocalypse, as the
Chaos Baneblade exploded in a
horrendous and devastating
reactor meltodown.

When the dust and dice of
the Chaos Baneblade’s

I, v
3= OVERLOAD

felt by unleashing all four of its hellstrike
missiles into the Nurgle Daemon prince
stood on the bridge, vaporising it instantly!

The Terminus Ultra took aim at the
remaining Khorne Berzerkers by the
riverside, its five lascannons killing a
frenzied traitor with every shot. The
Baneblades in Sector C once more added
their much-needed firepower into the
crater, cutting vast swathes through the
teeming throng of Daemons.

The Warhound was the next to fire; the
plasma blastgun fired two shots — the first
killed four Daemons, the second killed a
further six, but wounded an unfortunate
Space Marine Veteran in the process. The
turbo-laser fired at the Plaguereaper in
Sector A, and both of its shots took a
structure point off the Chaos super-heavy
tank. Taking his cue from the Titan, Alessio
threw as much firepower as he could
muster at the Nurgle tank but, despite the
cavalcade of heavy weapons fire, including
shots from the Demolisher and repaired
Vanquisher, Alessio could not take out the
Plaguereaper.

Still in Sector A, Alessio managed a
freak shot from one of the autocannon
teams that hit and took down the Hell
Talon bomber. Finally, Alessio used his
lascannon teams to fire at and kill one of
the Obliterators that were stalking the
Hellhammer.

In the desert, all three of the super-
heavies fired their secondary weapons at
the Iron Warriors Land Raider but, after the
smoke had cleared, the Chaos tank
remained, seemingly unharmed. To the rear
of the desert line, the Hydra shot down a
Hell Blade, leaving just one of the Chaos
fighters in the air.

The Assault phase started in Sector A
with the few Ultramarines in the area
assaulting the remaining Obliterator and

explosion had settled, almost
half a Battle Company of Space
Marines were consigned to the
the casualty pile, along with
almost as many Traitor Marines
and Daemons.

Some 1500-point games
don’t see as many miniatures on
the table as we had killed in a
single Assault phase!

destroying it. Ultramarines bikes charged
into Abaddon, but the Warmaster made
short work of them. The Possessed on the
Imperial Guard gun line continued to
churn through the Guardsmen as Chaos
started to overcome the forces in Sector A.

In the fight between the Obliterator and
the Conscripts, sheer weight of numbers
overwhelmed the Chaos Space Marine and
it was fatally wounded. The Conscripts
then bravely consolidated towards the rift.
In the crater itself the Ultramarines
continued to press home. The Space
Marines took some casualties but the
Daemons’ losses were far greater.

In sector C, the Assault Marines of the
Battle Company swarmed over the Chaos
Baneblade. One powerfist-armed Space
Marine tore into the super-heavy's power
plant and caused yet another apocalyptic
explosion. The whole area was covered in
a sea of fire, causing the death of ten
Daemons, 13 Chaos Space Marines, the
Deathwind drop pod, a Razorback, a
Rhino and over 30 Ultramarines!

Turn 3, cont.

The Deathwing
Thunderhawk came
flying down across
the battlefield and
hovered ominously
above the foot of the
bridge, before
launching all of its
hellstrike missiles
into the Nurgle
Daemon Prince,
utterly destroying it.

The Assault Marines
from the Battle
Company destroyed
the Chaos Baneblade,
resulting in a massive
explosion.
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i Turn 4

0

The Deathwing
disgorge from the
Thunderhawk and
immediately engage
the Night Lords.

The duel between
the two super-heavy
tanks in sector A,
the Plaguereaper
and Hellhammer,
finally ends with the
Plaguereaper
destroying the
Hellhammer with its
demolisher cannon.
Fortunately for the
Imperial Guard
close by, there is no
catastrophic
explosion this time.

With the final
Greater Daemon
dead, and the
Daemon horde
sufficiently thinned
down, the
Ultramarines storm
into the crater.

Turn 4 continued M
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After its initial bombardment, the Thunderhawk unleashes its
tdeadliest payload - the Deathwing! Meanwhile, Marneus Calgar
leads his warriors into the heart of the warp rift.

. n Sector A, the Chaos forces

m moved forward as fast as they
could, fearing that time was

slipping away and the objectives were still
just out of reach. The Chaos Space
Marines in the desert used the tunnels to
appear in the pump house of Sector B very
close to the Terminus Ultra. They fired on
the Ultramarines Tank with a meltagun
and managed to stop it from shooting.

The Iron Warriors Dreadnought moved
to occupy the breached wall objective in
Sector C. As much as possible the Chaos
forces aligned their troops on the bridge in
a bid to keep the objective from falling into
Imperial hands.

The remaining Hell Blade fighter had a
dogfight with the Thunderbolts, but the
Imperial pilots proved far too skilled and
all the shots missed.

The Obliterators in the desert began the
shooting by destroying a Basilisk while the
Iron Warriors Land Raider brought down
an Ultramarines Land Speeder. Back in
Sector A, the Plaguereaper fired its
demolisher cannon at the Hellhammer and
managed to remove the final structure
point. The pus cannon then fired for the
final time, and the giant teardrop of slime
landed on the Ogryns and Kasrkin, killing
five Cadians and two Ogryns. The Havocs

APOCALYPSE BATTLE REPORT

also fired upon the Kasrkin and wounded
three more. The unengaged Kasrkin squads
seemed to take the brunt of the firepower
as the Chaos Predator and squads with
flamers all aimed their shots at them.

In the final Chaos Assault phase, the
surviving Slaaneshi units that had been
making their way across the battlefield
charged into the Imperial-held Null Shield
objective. The Guardsmen were defeated,
but held due to their proximity of the
Supreme HQ. Abaddon continued to wipe
out all opposition in close combat, unable
to find a challenger worthy of the
Despoiler of Worlds.

In the rift crater the Ultramarines
gained the upper hand, with the Company
Masters alone wounding 11 Daemons,
although the Master of Recruits was
subsequently wounded. Calgar faced off
against his second Greater Daemon of the
battle for the final round of combat.

In the city area of Sector C, the
remaining Chaos Space Marines set about
the Ultramarines with wild abandon. In a
devastating round of combat Typhus
cleared the bridge of all the surviving
Ultramarines. The Imperium’s only hope
now lay in the Dark Angels’ hands, for only
the Deathwing could possibly claim that
objective now.



The final assault

In Sectar A the surviving Guardsmen
consolidated their positions, feeling that
they might be able to hold onto the
objectives. Cassius moved close to
Abaddon and then lobbed a vortex grenade
at the Warmaster, knowing that a direct hit
would instantly wipe out the Imperium’s
greatest enemy. Unfortunately the gods of
Chaos smiled upon their champion as the
grenade scattered wide and enveloped the
Ogryn Chimera instead, much to the
delight of all the Chaos players!

In the desert the Baneblades and
Shadowswaord rumbled towards the breach.
The few remaining Leman Russ battle tanks
also advanced as quickly as their tracks
would allow.

In Sector B, the Ultramarines Land
Raiders ploughed through the thinned-out
Daemon tide. The Crusader arrived in the
centre of the crater, taking control of the
objective in a potentially game-winning
manoeuvre for the Imperium. The
Conscripts also advanced, spying the
Chaos Space Marines in the pump house.

The Thunderhawk touched down on
the bridge and the members of the
Deathwing disembarked. They immediately
made their way to the massed Chaos Space
Marines that held the bridge.

The Warhound opened up the final
round of shooting. More plasma-blasts
were fired into the crater, clearing out ten
more Daemons. The turbo-laser was fired
upon the Plaguereaper once more, but the
Chaos super-heavy tank stubbornly
withstood all enemy fire.

The Thunderbolts arrived in Sector C
and promptly destroyed the Iron Warriors
Dreadnought holding the breach. The rest

of the Imperial armour turned their
attention to the Iron Warriors Land Raider,
as it was the only remaining, fully
functional tank. However, despite the
massed firepower of the two Baneblades,
the Leman Russ, the two surviving Basilisks
and the Shadowsword, the Chaos Land
Raider remained unmarked, with not so
much as a glancing hit, to the disbelief of
all the players! This meant that the wall

breach objective remained in Chaos hands.

In the Assault phase, Abaddon was
charged by Cassius, a Colonel and the
brave Kasrkin. However, even the
Ultramarines Chaplain was no match for
the Chaos Warmaster, and he was cut
down with contempt. The Colonel and all
but one of the Kasrkin soon followed.
Against all the odds, the remaining Cadian
trooper held fast, although his fate
following the battle can’t have been a
pleasant one!
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Warp purge

Pete Foley, (Imperial
Commander, Sector B):
My favourite moment of
the battle report was the
final race to close the
Chaos portal. Would the
Masters of the Chapter be
able to kill all the
Daemons? Would the
Land Raider be able to get
close enough to the warp
rift itself? For a while it
looked like the Chaos
forces would hold on, but
it was the last push by the
Company Masters, killing
many of the Daemons and
then consolidating far
enough in to the crater to
contest the objective, that
won the day.
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DEATHWING ASSAULT

Mat, (Chaos Lord, Sector C): My favourite moment was the last-
gasp assault by the Deathwing. A formation like this is rarely
feasible in a regular-sized game of Warhammer 40,000, but in
Apocalypse it's fair game.

The close combat itself was hard fought and exciting as, had
the Deathwing Terminators won, they could conceivably have
consolidated towards the centre of the bridge to contest the
objective. As it was the Night Lords were lucky enough to — only
just — hold on against the might of the Deathwing assault.

UNYOUCHABLE

Gav, (Chaos Lord, Sector C): Amidst all the
tales of gargantuan destruction, | feel it's
necessary to point out a miraculous
survival. The Iron Warriors Land Raider had
happily shrugged off all hits in the previous
three turns. But during the final Imperial
turn, whilst holding the breach, the Chaos
tank took two direct hits from the Basilisks,
two shots from Baneblade cannons, the
volcano cannon from the Shadowsword, a
couple of Leman Russ battle cannon shots
as well as numerous lascannons shots. Not
a single one breached its armour — not even
a glancing hit!




Abaddon and his retinue of Terminators continue
fo cut a bloody swathe through the Cadians.

Turn 4, cont.

@. The Thunderbolt

The remmnants of
the Imperial Guard
army in Sector C
manages to hold both
their objectives by
the skin of their
teeth, Abaddon came
very close but was
ultimately thwarted
by some very brave
(or stupid) Kasrkin.
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fighters fly into
Sector C and fire
upon the Chaos
Dreadnought
occupying the
breach.
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On the bridge, the Thunderhawk lent shook Calgar and wounded him. This
fire support, before the Deathwing merely angered the Master of Ultramar,
assaulted the Night Lords and cut them who ripped the Greater Daemon apart with
down with ruthless efficiency. At the end of  his gauntlets. The battle was over. With a
the phase, the Chaos
forces were still, but only
just, in control of the

s ™| & With a sneer, Abaddon
amoteewerenow 1 teleported back to his ship,

Deemonciniheritcre. | 16@VING the remaining Chaos
U lrarariies didinotsiop forces to their fate. ¥ J

fighting, and near the
centre of the crater

Marneus Calgar continued his battle sneer of contempt, Abaddon teleported
against the final Greater Daemon. back to his battle barge, leaving the

All the players gathered round for this remaining Chaos forces to their fate. The
final, climactic combat of the battle. The Imperium held four objectives, while the
Daemon lashed out, landing a blow that forces of Chaos had claimed only two.

OBJECTIVES

IMPERIUM
4
k, CHAOS
2
IMPERIAL VICTORY
NOTABLE LOSSES
IMPERIUM
2 Super-heavy vehicles
CHAOS

170 Lesser Daemons
4 Greater Daemons
3 Super-heavy vehicles
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Top 10 moments

Counting down, here are
our top ten favourite bits
from this awesome battle
report...

Abaddon teleporting
down behind a line of
terrified Imperial
grunts.

The warp rift crater
filling up with 220
Lesser and four
Greater Daemons over
two turns.

The decisive
Warhound Titan duel.

Cassius throwing a
vortex grenade at
Abaddon and totally
fluffing it!

The Thunderhawk
flying in and
offloading four
hellstrike missiles into
the Daemon Prince.

The Plaguereaper’s
pus cannon killing
loads of poor
Guardsmen (yuck!).

The Imperial
Baneblade going
“nuclear”, taking the
Brass Scorpion and a
Leman Russ with it.

Calgar and the
Ultramarines
Company Masters
charging into a sea of
Daemons and wiping
out loads of them.

The indestructible Iron
Warriors Land Raider
— not even a scratch
or dent on it!

The Assault Marine
punching through the
Chaos Baneblade’s
power plant, and the
resulting explosion
causing devastation to
both sides.

THWAI

J° ervis: Wow, what a game! | can

m only hope that the battle report
you've just read gets across half of

the energy, excitement and sheer
enthusiasm with which it was fought. This
was a game that had it all, from the
awesome tank battle on the desert plains,
to Marneus’ desperate battle against the
huge horde of Daemons around the warp
rift, through to the vicious close-quarters
city fight between the Imperial Guard and
the Black Legion.

There was literally too much going on
for any one person to keep track of — in
fact, it took a team of seven to keep track
of everything that went on. It took two
people just to keep track of the casualties!

Saying which makes me think | should
let you in on a secret. In most battle reports
we don't let the players play “normally”. In
a normal game you play at your own pace,
going straight through until the game is
over, perhaps stopping for a refreshing cup
of tea half-way through. Battle reports are
usually quite different. In a battle report the
game is halted after each Movement phase
so that positions can be recorded on a
map, while in the Assault phase the action
stops after each separate attack so that
casualties can be noted down. This makes
for a very stop-start battle, which feels very
different to a normal game.

With Calgar and his forces claiming the warp rift objective, and the
Imperial Guard managing to just hold on to theirs, the day belongs to the
forces of the Imperium, although the cost of victory has been high.

That isn’t the way we fought this battle,
not because it would have taken too long
(though it would have), but because doing
so would have robbed the game of the
excitement and energy | mentioned earlier.
We just fought the battle straight through,
starting at 9am in the morning, and
finishing at 6pm that evening, with a single
stop halfway through to hastily consume
pizza and fizzy drinks. The action was
noisy and constant, bringing much of the
Design Studio and quite a few other
departments at Games Workshop
Headquarters to a halt as staff drifted over
to see what was going on.

| must admit that this uproar didn't
surprise me, though it did mean that we
had to wait until feared Studio Head, Max
“The Enforcer” Bottrill, was away on
holiday before holding the game — that
man is scary! Getting back on topic, in my
experience one of the things that defines a
big Apocalypse game and makes it such an
exciting experience is the noise and the
clamour and the action. Dice clatter as
they are rolled in huge numbers, templates
are grabbed, casualties hastily removed,
reserves surge onto the table, and cheers
erupt when something suitably exciting or
cataclysmic takes place. The chalter is
constant, as players yell out for an
opponent to make a save, or brag to

CHAOS UNIT OF THE BATTLE

The Iron Warriors Baneblade: As well as shooting loads of
tanks in the early stages of the game, the Chaos Baneblade
accounted for the greatest loss of Ultramarine life in

spectacular fashion.
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colleagues about their exploits, or take part
in trash-talk belittling the opposition. It is,
in short, bedlam!

And then, amidst this chaos, an epic
story of heroism and devastation unfolds.
Entire squads are gunned down as they
rush into combat, only to have their places
taken by fresh reserves. Squadrons of tanks
rumble forward, heavy
weapons blasting the
enemy. Mighty heroes
lead the attack, trading
blows with equally
powerful opponents
while all around them
a maelstrom of
destruction is taking
place. It is a
Warhammer 40,000 battle as you've read
about in Black Library novels or seen
pictured in our Codexes!

Our game of Apocalypse was no
different, as the battle report you've just
read shows. Almost all of this
“awesomeness” was down to the attitude
of the players, who really got stuck in and
played the game with fantastic spirit.
Apocalypse is a game of great highs and
lows, with the highs usually coming at the
end of your own turn, and the lows at the
end of the opponents! It takes fortitude to
keep on battling through all of this,
especially when you're really up against it,
your dice keep rolling low, and there are
no reserves left to call on. Despite this all
of the players in our game kept on fighting
hard right to the end, never giving up, with
the result that it was almost impossible to
call who would win until the very end.

The time spent at the start setting up
the storyline for the game really helped
too. It created an over-arching narrative

that really tied the game together and gave
it a dramatic sweep. Though that being
said, just fighting a standard Apocalypse
battle with all of the troops we had in this
game would be pretty amazing!

And with that I'm going to turn my
focus away from our game and towards
yours. Yes, yours! What are you waiting

& £ The action was noisy and
constant, bringing much of
the Design Studiotoahait.§ 9

for? Get together with your friends and start
planning your first Apocalypse game right
now. Don't worry if you don’t have 20,000
points worth of models; just 3000 points a
side will do. In any case, when you and
the rest of your gaming buddies pool all of
your armies | think you’ll be surprised at
just how many troops you do have,
especially when you add in a Baneblade or
two and some of the new Battle Formations
yvou can find in your local Games
Workshop store.

Then all you have to do is plan a date
for the game and go for it. If you want to
theme your games and make up some
special rules and terrain features, then so
much the better, but don’t feel you have to.
As |'ve already said, Apocalypse in its most
basic form is an amazing experience, and
once you've played, | have no doubt you'll
want to play again. And again, and again.
So go on then, get cracking, start
organising that game. Our Apocalypse is
over — yours is just about to begin...

CONCLUSION.

Apocalyptic Fun

Here are a few moments
from the madness that
was the Studio Apocalypse
battle report...

What, my lascannon'’s
oul of range?

Too many Daemons, just too
many Daemaons...

ISdATYJ0dY

1i0d4 31LIVE

IMPERIAL UNIT OF THE BATTLE

Marneus Calgar and the Masters of the Chapter: These guys
alone accounted for great swathes of Daemon destruction.
Calgar himself slew two of the Greater Daemons and cleared
the way for the Ultramarines to go in and claim the objective.

“What do you mean, ‘it
scaltered?™

> al Ci ‘
Marneus Calgar and the Masters of the Chapter. The imperial Commanders
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This month, the
'Eavy Metal team
paint two mighty
heroes of Middle-
earth for us: Suladan
and Boromir.

he Lord of the Rings is an epic tale of

adventure, dominated by the deeds

of mighty heroes and pernicious
villains. No two powerful individuals
typify the qualities of their people more so
than Boromir and Suladan.

Suladan’s name passed out of use long
ago, when he took the name of a revered
hero at the time he claimed leadership of
his tribe. Since then, the name of the
Serpent Lord has once more become a
famous one throughout Harad, and his
own legend grows with each victory.

Boromir, son of Denethor, is Gondor's
boldest and most able commander; a
master of all the skills of the warrior.
Wherever he fights, efforts are redoubled,
strength rekindled and victory snatched
from the very pits of despair. Boromir's

fearlessness inspires the people of Gondor,
and his voice is able to rally them against
the direst threat.

We asked 'Eavy Metal painters Kirsten
Williams and Fil Dunn to paint these
mighty heroes, and share their painting
knowhow with us.

Preparing the Models

After cleaning up all the parts of the
miniatures with a hobby knife and a set of
files, they were split into sub-assemblies
ready for painting. Suladdn was separated
into the horse and rider section, the back
banner, and the chestplate. Boromir was
painted in one piece, but the alternative
arm with the Banner of Gondor was
painted separately. All the components
were undercoated with Chaos Black.




Suladan Stages 1-2

Kirsten took on the task of painting the Serpent Lord. She began by painting each distinct area of the mnde! with a neat,
flat basecoat. Some areas needed several thin coats to achieve a solid coat, which is preferable to overloading an area
with a thick coat of paint. Stage 2 uses washes to apply shading to the model at a stroke.

Stage 1: Basecoats

Black areas
Chaos Black.

=

Sleeves
Mechrite Red.

Face
Bestial Brown.

Moustache
Fortress Grey.

Muzzle

Tallarn Flesh. Hooves

Khemri Brown.

Stage 2: Shading

Sleeves
Flesh Wash.

©

Gaold

Chestnut Ink, with
Brown Ink in the
deepest recesses.

Muzzle
Flesh Wash.

Horse
Codex Grey wash.

A . Sword
Tail
‘ I Desert Yellow.
|

Horse
Fortress Grey.

Stirrups and edging
Dark Flesh.

Tail
Flesh Wash.

Stirrups and edging
Chestnut Ink.

Boltgun Metal.

Trousers
1:1 mix of Chaos Black
and Liche Purple.

it

Gold
Calthan Brown base,
Brazen Brass over lop.

8

Edging
Chestnut Ink.

™

Red banner
Mechrite Red.

Black banner
Chaos Black.

Poles
Scorched Brown.

Bandages i

Khemri Brown.

Horns
Scorched Brown.

*(odd areas painted jarst finee B Barding.

Wash stage

At this stage most of the areas
on the model are given a
watered-down wash of Ink or
paint to define the darker parts
of the model.

Red banner
Flesh Wash.

W

Bandages
Brown Ink.

*Cold areas painted just ik the barding.

JANNYE

dINNVE
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Suladan Stages 3-4

The highlight stages were mostly layered onto the model, again building up each layer
with several thin coats, and leaving the shading wash visible in the recesses. New areas of

detail, such as the precious turquoise stones, are basecoated at this point.

Stage 3: First Highlights

Black areas Sword

Adeptus Battlegrey. /f Black Ink Wash.
Sleeves ' Tail
1:71 mix Scab Desert Yellow.
Red and
Mechrite Red.

Face
1:1 mix Bestial Brown
and Tallarn Flesh.

Horse
2:1 Fortress Grey and Skull White

Muzzle Hooves Stirrups and edging
1:1 mix Tallarn Flesh 1:1 mix Desert Yellow  |:1 mix Dark Flesh
and Fortress Grey. and Khemri Brown.  and Bleached Bone.

Stage 4: Second Highlights

Black areas 2 __O Sword

Codex Grey. _ Chainmail.
Sleeves : Tail
Mechrite Red. Kommando

Khaki.

Face
Tallarn Flesh.

Horse
1:3 Fortress Grey and Skull White.

G

Muzzle
1:1:1 mix Tallarn Stirrups and edges
Flesh, Fortress Grey Hooves 1:2 mix Dark Flesh

and Skull White, Desert Yellow: and Bleached Bone.
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Trousers
Liche Purple.

Gaold
Shining Gold.

Precious slones
Hawk Turgquoise.

Trousers
1:1 Liche Purple and
Hormagaunt Purple.

Gold
1:1 Shining Gold and
Mithril Silver.

Precious sfones

2:1 mix Hawk Turquoise

and Skull White.

Red banner
3:1 Mechrite Red
and EIf Flesh.

Black banner
Adeptus Battlegrey.

Poles

2:1 mix Scorched Brown
and Bleached Bone.

Bandages
Giraveyard Earth.

Horns
1:T mix Scorched Brown
ane Bleached Bone.

g

*Cold areas painted fest ke the barling.

Red banner

= 1:1 mix Mechrite Red
@ and EIf Flesh.

8

Poles
1:1 Scorched Brown
and Bleached Bone.

Bandages
2:1 Graveyard Earth
and Skull White.

Horns
1:2 Scarched Brown
and Bleached Bone.

8
&

*Cooiled areas paimied fust [the e Darcdling,

JINNYE
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Suladan Stage 5

Kirsten painted all the fine highlights and intricate details at stage 5, using a fine brush and a very steady hand! This is
the stage where the eyes, final highlights and banner design were all painted. Once these details were complete, Kirsten

assembled the model and based it to match the Studio collection.

Stage 5: Details

Black areas Sword
: Fortress Grey. Mithril Silver.

Sleeves
2:1 mix
Mechrite Red
and EIf Flesh.

Detailing

Face Trousers Fine details, such as the horse’s teeth

1:1T Tallarn Flesh and Hormagaunt Purple. and the Fortress '-'Tﬂ'EEg' l.'.'d-!_'hfn'_a.-:.'m the

Skull Whit bridle, are added in Stage 5. Finally,
X I tiny white dot is added to the eyes.

Stirrups and edges
1:2 Dark Flesh and
Bleached Bone.

+»11V1d LSIHD

Bandages
1:1 Graveyard Earth
and Skull White.

g

*Gold areas painted just-Iike the barding

Precious stones
1:1 mix Hawk Turquoise

and Skull White. Horns

Bleached Bone.

Hooves
Desert Yellow.

Final Banner Details

To finish off the banner, Kirsten painted on the sigils using the Battle of
Pelennor Fields sourcebook for reference. Painting complicated
emblems like this requires patience, a fine brush and a steady hand.

Black sigil
Chaos Black.

Red sigil
Mechrite Red.
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Boromir Stages 1-3

Fil Dunn painted Boromir for us, and took a similar approach to Kirsten, painting all of the areas with a fairly dark
basecoat first of all. It’s a good idea to complete each metallic area before painting the rest of the stage, as these can
often be the messiest parts of the model.

Stage 1: Basecoats

Metal
Chainmail.

Gold
Shining Gold.

Clothing
Chaos Black.

Shield
Dark Flesh.

Face
Dark Flesh.

Hair and beard
Scorched Brown.

Saddle cloth
Dark Flesh.

Horse tail,
hooves and mane
Khemri Brown.

Horse hide
Scorched Brown.

= w
Stage 2: Shading Wash stage
AF R At this stage, most of the areas

Gold areas o ot on the model are given a
Chestnut Ink, with Lo ML b RS ¥ watered-down wash of ink or
Brown Ink in the b e : T4 _ " paint to define the darker parts
deepest recesses. y o gy U T LA ofthe madel,
Metal areas

Black Ink wash.

Horse mane and tail
Brown Ink wash.

Stage 3: First Highlights

Melal
Chainmail.

Reins trim
Shadow Grey.

Reins strap
Scorched Brown.

Horn of Gondor
Dheneb Stone.

Face
Tallarn Flesh.

Saddle cloth
Terracotta.

Haorse hide
Bestial Briown.,
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Boromir Stages 4-5

Fil continued to build up the highlight layers using the colours shown below, before
finishing with the fine details. Finally, he painted the Banner .Df Gondor separately - with
clever use of pinning, the arms can be swapped over depending on your gaming needs.

Step 4: Second Highlights

Saddle cloth ? ¢

Melal

I:7 mix Mithril Silver.

Terracotia
and Bleached
Bone.

Reins trim

1:1 mix Shadow Grey and
Space Wolves Grey

Reins strap

2:1 mix Scorched Brown
and Bleached Bone.

2:1 mix Tallarn Flesh
and Skull White.

8
: :

Cloak
Adeptus Battlegrey.

Horn of Gondor
Skull White.

Step 5: Details

Reins detlail

1:1 mix Tallarn Flesh 1:1 mix Shadow Grey

and Skull White and Space Wolves Grey.
Hair Horse hide

1:1 mix Scorched 1:1 mix Bestial Brown
Brown and and Bleached Bone.
Rleached Bone.

ALTERNATE
BANNER ARM

Banner
Ivanden Darksun.

Banner hoist
Chaos Black.

Banner pole
Khemri Brown.

PB 1st Highlight

_..ﬁ

Banner
Bleached Bone.

Banner pole
Graveyard Earth.

2nd Highlight J

Banner
Skull White.

Banner hoisi
Adeptus Battlegrey.

B Final Banner Details

Tunic hem detail
Skull White.

Shield scratches
Mithril Silver,
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LEGIONS OF
MIDDLE-EARTH

[UNGS

Legions of Middle-earth
For the first time, more than 40
army lists allow you to recreate
armies trom Middle-earth or to
design your own.

£12 €22.50
175dkr 200sek 200nkr

|ORD
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THE SCOURING

OFTHE SHIRE

The Scouring of the Shire
Ihe Hobbits return from the
battles against Sauron, only to
find that the Shire has been
overrun by evil forces.

£10 £17.50
135dkr 160sek 175nkr

The Fellowship of The Ring
Follow the journey of The
Fellowship from the Shire,
through Maria and Lothlérien,
to the banks of the Anduin.

£12 €22.50
175dkr 200sek 200nkr

Fall of the Necromancer

A terrible shadow has fallen over
Mirkwood. The Necromancer,
Sauron, has unleashed his evil
from the tower of Dol Guldur.

E10 €17.50

135dkr 160sek 175nkr

The Two Towers

As The Fellowship is broken,
Frodo and Sam make their way
to Mardaor, while Aragorn
heads for Rohan.

£12 €22.50

175dkr 200sek 200nkr

[ORD#RINGS

A SHADOW. IM - THE EAST

A Shadow in the East

The Easterlings march to war in
the name of Sauron. These
warriors of Evil are led by
Khamiil, one of the Nazgiil.

£10
135dkr 160sek 175nkr

€17.50

I_f;_'_}fii_[f .Pm G
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The Return of The King
The final part of the journey

highlights events from the book
and movie, as the War of The
Ring draws to an epic close!
£12 €22.50

175dkr 200sek 200nkr

[f ORD%RINGS

THE FIJIH i‘IF J"-r OR

The Ruin of Arnor

The shattered kingdom of Amor
once rivalled Gondor in
majesty, but is now home to
evil spirits, and foul creatures.

£10 €17.50
135dkr 160sek 175nkr

THE LORD OF THE RINGS RULES MANUAL

The Lord of the Rings strategy battle game gives you and your
friends every opportunity to relive the excitement of the motion
picture and the trilogy of books.

This lavish 240-page full colour hardback rules manual features the full collated and updated
rules for our The Lord of the Rings game. With this rules manual you can fight battles with
Middle-earth’s entire cast of heroes and villains, from stalwart Hobbits to brutal Uruk-hai. The
hardback also contains an extensive hobby section and exhaustive list of profiles, updated and
arranged by race and region. No player can afford to be without this weighty tome!

www.games-workshop.co.uk/store/thelordoftherings
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Gondor in Flames

I'he ancienl realm of Gondor
stands as bulwark against the
Free Peoples and the forces of
the Dark Lord.

£10 €17.50
135dkr 160sek 175nkr

[ORDZRINGS

EHAZADDLIM

Khazad-diim

Khazad-diim was once the
greatest Dwarf hold in Middle-
earth, until the coming of Durin's
Bane, the Balrog of Morgoth.

£10 €17.50
135dkr 160sek 175nkr



WARHAMMER 40,000 BASING KIT E12

151 Denmark  135dkr Furo 17.50

Warhammer l Norway 1750k
440,000 basing kit | 4/CTTIA
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: ":“ZI‘ e brand new Warhammer 40,000 basing kit is the most

‘”# & comprehensive yet. The kit now includes intricately detailed brass
etching and over 40 resin components. This month, we take a

closer look at these handy basing materials.

What’s in the kit

Fine slate. One tub contains fine slate for representing smashed
brickwork and battlefield detritus.
9 Large slate. This tub holds bigger pieces of slate to represent large
rocks, areas of rubble and debris.
Resin pieces. Two tubs of resin base components. Sculpted by Juan
Diaz, there are 23 different designs, and you get 46 in the kit.
Brass etching. Brass sheet contains 30 highly detailed components,
' including industrial tread plates, drain covers, road signs and mesh.
Spare tub. A handy container for storing your brass components
when they've been removed from the sheet.

The great thing about the brass components (a) is that they can easily be manipulated to create
: some cool three-dimensional shapes. The road signs, tread plates and fence mesh can all be

. +%.| bent out of shape to give them a very war-torn look. To do this you should use something

«i | cylindrical, like a pen or paintbrush handle, to curl the brass component around (b). You can
.+t | evenuse clippers to cut into them, creating battle-damage effects.

This base has been
completed using some
of the elements from
the basing kit. Note the
bent sheet metal and
wire mesh from the
brass sheet.

h
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' The new plastic
command frame
 provides a great way
“to upgrade vehicles
for Apocalypse
battles, representing
“lead vehicles in a
“battle formation.

Leted Command Frame

Many Apocalypse battle formations make use of command
vehicles, which need to be marked out on the battlefield. The
new command frame provides you with all the bits you need!

Gomponents

The upgrades on the new
plastic Command frame
allow you to create HQ
vehicles for Chaos Space
Marines, Eldar, Space
Marines, Tau Empire and
Imperial Guard. The
frame is available in
many of our new battle
formation box sets; see
pages 4-30.

1-3  Eldar sensor array
4-6  Space Marine

scanner/targeter
7-10 Imperial Guard
vox-caster
11 Chaos Daemonic
sensor unit

12-13 Chaos combi-melta
14-20 Tau scanner suite




Chaos Space Marines

The Chaos Space Marine upgrades represent an arcane sensor unit. This can feature a leering, daemonic face, or
additional weapons in the form of a combi-melta, and fits in the hatch holes on the Rhino hull, Predator turret, Land

Raider hull or Defiler top hatch.
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tldar

The Eldar upgrade is designed to be mounted near the weapons turret of a Falcon grav tank or Wave Serpent. It
represents an array of sophisticated Eldar sensors, far beyond the understanding of the Imperium’s Tech Priests.

apace Marines

The Space Marines upgrade represents an advanced communication and target acquisition device, which fits into the
hole on a Space Marine tank normally reserved for a hatch or weapon point. This upgrade fits the Rhino hull, Predator
turret or Land Raider hull, as well as the underside of a Land Speeder.
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Tau Empire

The Tau command vehicle upgrades can be used independently or together on the same vehicle (as shown here). The
upgrades represent an extensive scanner suite that can be mounted on the hull of a Sky Ray, Hammerhead or Devilfish.

Imperial Guard

The Imperial Guard upgrade fits onto the turret of a Leman Russ (or any of its variants), or a Chimera. It could also be
used on the Baneblade kit. The upgrade represents a long-range vox-caster, capable of coordinating the many vehicles of
a squadron or armoured company, and communicating with higher levels of command.

www.games-workshop.co.uk/apocalypse
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PAINT SUPPLIES

ESSENTIAL PAINTING PRODUCTS FOR YOUR HOBBY
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HOBBY STARTER SET

The Hobby Starter Set contains: 9 paints, 1 paintbrush,
plastic glue, PVA glue, a pair of clippers and 2 types of
flock. This set is great for both those who are new to.the
hobby and those looking to expand their collection of
paints and modelling essentials.

£25, €40, 300dkr, 350sek, 350nkr

CITADEL
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] CITADEL MEGA PAINT SET
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The Mega Paint Set boasts all 65 paints
and inks from the current Citadel Colour
range, plus a selection of brushes, glue,
flock and handy paint pot labels. All this
has been bundled into a smart metal
carry case to make the ultimate paint set
for serious hobbyists.
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FOUNDATION PAINT SET

This new paint range has been formulated to complement
the Citadel Colour range. The Foundation Paints have
been designed to provide great coverage, creating a solid
block of colour with one application over any undercoat.
This set contains all 18 Foundation Paints.

£30, €40, 300dkr, 350sek, 350nkr




BATTLE FOR SKULL PASS PAINT SET

The perfect way to start painting your Warhammer Models.
. This set contains one paintbrush, 6 paints and 10 plastic
Night Goblin miniatures, allowing you to get started as
soon as you open the box.

£12, €20, 140dkr, 170sek, 200nkr
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BATTLE FOR MACRAGGE PAINT SET

This starter set is specially designed to complement the
Warhammer 40,000 Battle for Macragge box set. Inside you
ywill find a selection of paints, 3 plastic Space Marine
models and a starter paint brush.

E12, €20, 140dkr, 170sek, 200nkr

AT EC J'.|'|

D7 RINGGERN

MINES OF MORIA PAINT SET
Cet your Goblins in tip-top condition with this handy paint
set, which has been designed for new players of The Lord
of the Rings strategy battle game. Contains 12 Moria
Goblins, 6 paints and a paintbrush.

£12, €20, 140dkr, 170sek, 200nkr

CITADEL COLOUR RANGE

Scab Red Snot Green
Red Gore Scaly Green
Blood Red Goblin Green
Blazing Orange Scarpion Green
Fiery Orange Camo Green
Golden Yellow Kommando Khaki
Sunburst Yellow Rotting Flesh
Bad Moon Yellow Fortress Grey
Scorched Brown Codex Grey
Graveyard Earth Shadow Grey
Bestial Brown Space Wolves Grey
Snakebite Leather Chaos Black
Desert Yellow Skull White

"| Bubonic Brown Mithril Silver
Vomit Brown Boltgun Metal
Bleached Bone = Chainmail
Dark Flesh Tin Bitz
Terracotta Dwarf Bronze

Brazen Brass
Burnished Gold

Vermin Brown
Tanned Flesh

= Dwarf Flesh - Shining Gold
| Bronzed Flesh Red Ink
Elf Flesh Magenta Ink
Liche Purple | Yellow Ink
Warlock Purple Chestnut Ink
- Tentacle Pink Brown Ink
Midnight Blue Flesh Wash
Regal Blue Purple Ink
Ultramarines Blue Blue Ink
Enchanted Blue Dark Green Ink
| IceBlue Black Ink
Hawk Turquoise I Gloss Varnish
Catachan Green Matt Varnish

Dark Angels Green

FOUNDATION PAINT RANGE

Astronomican Grey
Adeptus Battlegrey
Fenris Grey
Necron Abyss
Mordian Blue
Hormagaunt Purple
Mechrite Red
Macharius Solar Orange
lyanden Darksun

Tausept Ochre
Tallarn Flesh
Calthan Brown
Gretchin Green
Knarloc Green
Orkhide Shade
Charadon Granite
Khemri Brown
Dheneb Stone

£2. 02,50, 25dkr, 355k, 40nkr




Everyone’s scared of Fast Cavalry. After a week or two of

metaphorically mucking out the stables, Mat Ward reckons

he’s got a few ideas as to why.

y and large, cavalry are divided into
two kinds: heavy cavalry and light
cavalry. Heavy cavalry are generally
big, heavily armoured and muscular men
(or man-sized creatures) mounted on big,
heavily armoured and muscular horses.
They hit like a ton of bricks falling from a
church tower and prevail through sheer
mass, fury and stubborn refusal to fall
over and stop breathing.

At the other end of the scale is light
cavalry. These bold souls rely on the
swiftness of their steed to carry them to
where they are needed most. The tools of
light cavalry are normally the spear and

the bow, rather than the lance and the
shield, and they strike from the flank,
rather than charging the front ranks.

In this article, I'm going to take a look
at Warhammer’s own brand of light
cavalry: the Fast Cavalry. Though
sometimes subtle in employment, Fast
Cavalry is a truly potent force upon the
battlefield, able to harry your opponent’s
army, destabilise his plans and lead his
prize unit on a merry dance across the
board. I'll take a look at Fast Cavalry's
strengths and weaknesses, and try to shed
light on some of the more successful
tactics that they can employ.




The Pros

Fast Cavalry come with several bonuses that either aid or
define their battlefield role, namely speed, manoeuvrability,

firepower and deception!

As their name suggests, Fast Cavalry can
manage a fair turn of speed when they've a
mind and are more than capable of leaving
even the most eager opponents in the dust.

This is partly due to impressive
Movement values — 8 is the average for
Fast Cavalry, and 9 is disturbingly common
— but in reality owes more to their Free
Reform rule. Free Reform does exactly
what it says: it allows your unit of Fast
Cavalry to reform as often as it wishes
without penalty — even when it has
marched! Such flexibility is fantastic
whether your unit is running towards the
action or making a discreetly valourous
withdrawal from the field.

Four-legged archers

Accustomed as they are to living — and
fighting — on horseback, Fast Cavalry
troops can pull off tricks that send other
cavalrymen green with envy (unless they're
Orcs — they're already green, so they just

The Cons

All this splendour inevitably has a trade off. Fast Cavalry have
two downsides. Neither is earthshaking, but you’ll want to be

aware of them.

Formation

Trained as they are for manoeuvrability,
Fast Cavalry do not use the rigid formations
favoured by heavy troops. As a result, they
do not receive rank bonuses in close
combat. While unfortunate, this is rarely a
huge problem for Fast Cavalry as they can
nip around the sides of an enemy unit and
so gain either a +1 or +2 bonus for
engaging in the flank or rear of the foe.
Besides, Fast Cavalry are expensive — who
can afford the massive twenty-strong unit
that you'd need for a +3 rank bonus?

Cheap & Cheerful

Alessio Cavatore: | think
that Mounted Yeomen
are the most cost-
effective Fast Cavalry
unit in the game, With
bow, spear, and the
mandatory shield, they
come to a nice 16 poinls.
Their Peasant Duty rule
makes them great at
their role for several
reasons: they can use any
nearby Knight's
Leadership (making them
less reliant on the
General), their banner
doesn't award any extra
points to the enemy and,
more importantly, they
do not cause Panic in
your knights. These last
two effects are perfect
for their main tactical
use: expendability!

hit you instead). Nowhere does this show
more plainly than in the Shooting phase,
where your unit of Fast Cavalry can fire
even if it has marched or reformed. Better
still, they can shoot all around - although
not through members of their own unit.

The art of retreat

Fast Cavalry are the masters of deception,
often used to draw a hapless enemy into a
cunning trap. To do so, they make use of a
rule called Feigned Flight. This allows Fast
Cavalry to act normally after fleeing from a
charge, providing they can pass their rally
test, of course. Many a unit of frenzied
Chaos Knights has been led a merry dance
by the malicious machinations of a unit of
Fast Cavalry. Of course, the risk with this
particular tactic is that your valued and
loyal minions may choose to keep running.
On the other hand, the unit you've just
suckered will normally cost far more
points, so you're unlikely to lose out.

Light armour

The second point for attention is the
standard Fast Cavalry armour save, which
is, let's make no bones about it, low. Most
Fast Cavalry have an armour save of 5+,
which is chancy to say the least. Some,
like Wood EIf Glade Riders, only have a
save of 6. There's not really much
you can do about this, except
avoid throwing your Fast
Cavalry into what is
likely to be a
protracted battle.




The brick wall

This one’s simplicity itself.
Using their speed, a unit of
Fast Cavalry nips around the
back of an enemy unit. In the
meantime, you pound that
enemy unit with arrows, spells
and cannonballs, or break it in
close combat. When the unit
inevitably flees, your Fast
Cavalry are waiting behind it
in ambush, ready to chop
them to pieces. Remember,
you'll need at least 3 models
(and the required Unit
Strength 5) to pull this off.

Tricks of the Trade

So, with all that in mind, what devious tricks can you get out
of your fearless horsemen? Obviously, speed lends itself to
running down fleeing troops, charging war machines etc., but
you can do so much better — as I'll now demonstrate.

112

Ambush

The easiest of the Fast Cavalry masterstrokes, the
Ambush is the art of charging an enemy unit in the flank
or rear, In your first move, scoot the Fast Cavalry unit as
far forward as you can and turn them through 90°, so
that when the enemy advances, the flank of one or more
of his units is within the charge arc and charge range of
the Fast Cavalry. Care should be taken to stay out of

WHITE DWARF  WARHAMMER TACTICA: FAST CAVALRY

enemy charge arcs, or you'll find your ambushers
ambushed. When the foe advances, you'll be able to
pounce on a unit of your choice. Take care that you don't
bite off more than you can chew, though. As already
mentioned, Fast Cavalry are not the hardiest troops, and
are best thrown at light infantry (ie, Toughness 3 or 4
with an armour save no better than 4+).




The close range volley

A more specialised tactic, the close range volley is best staying out of the target unit’s charge arc. From here,
accomplished by troops with thrown weapons or your Fast Cavalry can not only pound the foe with
pistols, although any Fast Cavalry with a ranged attack impunity, they can also prevent them from marching.
can make use of it. Simply put, the Fast Cavalry unit Without doubt, Empire Pistoliers are the kings of this
chooses an enemy unit - generally a foe on either flank manoeuvre - their braces of pistols are deadly, but
of the battle line - and get as close as they can whilst short-ranged.

Gav Thorpe: Right about
now, players with Dwarf
armies will be skipping
to the next article. Halt, |
say! Although Dwarfs
players possess no Fast
Cavalry per se, they can
use the Gyrocopter in
many similar roles. In
particular, it can block
march moves, harass
Skirmishers and chase
down fleeing units just
like Fast Cavalry.

My favourite tactic is to
charge a Gyrocopter into
a combat you are
confident of winning, so
that when the enemy
breaks you can pursue
3D6" to wipe out the
fleeing unit — something
valuable in an army that
normally pursues 2D6-1".
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loose at the Saurus

; during this respite.

The Redirect

’ This is the trickiest tactic you will call on your Fast Cavalry to
perform. They can go it alone, or team up with some friends,
depending on how your battle line is fixed.

Tactic 1: chase the rabbit

Let’s face it, there are just some times when
you need an enemy unit somewhere,
anywhere, other than where your opponent
wants it to be. Maybe it's a mob of Orcs
bearing down on your artillery, or perhaps
an Ogre Bull unit looks set to eat an
otherwise promising unit of Greatswords.
At times like these, just buying a turn of
peace seems like a miracle, and that's just
what your Fast Cavalry are going to
provide for you.

When playing “chase the rabbit”, try to
avoid having your Fast Cavalry flee through
a friendly unit — this can cause potentially
devastating Panic tests. It's also worth
bearing in mind that this tactic works best
against infantry. Cavalry might just catch

1. The Saurus Warriors are threatening a unit of li‘ lade Guard. Given the chance, they'll rampage

vour “rabbit” if the flee dice come up
poorly, turning your plan from “chase the
rabbit” to “kill the rabbit” in short order.

Tactic 2: rabbit’s revenge

If you've a unit to spare and plan ahead,
you can turn “chase the rabbit” into
something rather more dangerous. For this
to work, you'll need a big, bad-tempered
and ugly unit — preferably one that loves to
get in the flank of the foe. This revenge
unit moves into place to take advantage of
the attacker’s exposed flank at the same
time that the rabbit unit gets the enemy’s
attention. When the enemy takes the bait,
their flank is left exposed, and then the
killing can begin.

Pa
Larnl ]

" over the Elven archers and leave nothing but dead Elves in their wake. However, a unit of Glade

= Riders has interjected itself. No longer able to charge the Glade Guard, the Saurus now have to

= change heading and go the long way around, or charge the Glade Riders. If the Lizardman player
gues for the second option, the Glade R':derf shc:ufd flee.

Gl
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3. As before, the Glade Riders advance to screen the Glad ﬁi'f;
- Guard. As they do 50, a unit of Treekin move into position on

. the flank. As the Glade Riders flee, the Saurus’ failed charge

- Jeaves them exposed (0 a flank charge from the Treekin. &

\ Saurus m ng .li, I"I f ."mi’jh [ tough. o
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Stopping Fast Cavalry Dead

“Well,” 1 hear you cry, “now we know how to get the most
out of our Fast Cavalry, but what’s the best way to stop the
annoying little rotters ruining our day?”

Well, there are many and varied ways of
curing your light cavalry blues, but the best
has to be some Fast Cavalry of your own,
to intercept, shoot or otherwise destroy
them. Alas, not all armies are lucky enough
to have a unit of Fast Cavalry in their
roster, generally the armies of short or ugly
folk like Dwarfs, Ogres, Lizardmen and
Skaven. Mareover, even if you've the
option of taking a unit of Fast Cavalry, it's
not always possible to include some in
your army — they normally eat up a Special
slot, after all. So, if you've neither the
option nor inclination to fight metaphorical
fire with metaphorical fire, fight it with
firepower instead.

'From a distance

Wizards can make Fast Cavalry a thing of
memory. A spell that causes D6 Strength 4
hits, like Fireball, will merely graze a block
of 30 Goblins, but it'll incinerate a unit of
5 Wolf Riders. Almost every army can lay
its hands on a spell Lore capable of dishing

out inexpensive pain, and Fast Cavalry,
with their low Toughness and poor armour
saves, are begging to be blasted. Similarly,
arrows, bolts and lead shot are also
fantastic tools for Fast Cavalry pest control
— if you can't get to a Fireball, you can
almost certainly lay your hands on 10
archers or crosshowmen.

Up close and personal

There are anti-Fast Cavalry options, too, for
those more inclined to dealing with
problems with swords, fists and teeth.
Ahead of the pack in this regard are
chariots — they move fast, charge even
faster and pack a real punch. Alternatively,
there are plenty of flying troops to be had
in Warhammer and, while I'm not
suggesting you should use a Dragon to
chase off Fast Cavalry (although it's
undeniably funny), Warhawk Riders,
Harpies and even Furies can prove quite
capable of roughing up a handful of Dire
Wolves or Dark Riders.

www.games-workshop.co.uk/warhammer 115

Hounds of Hell

Phil Kelly: Undead are
generally slow, but Dire
Wolves are a notable
exception. Start them
within 12" of your
general and they can
make an 18" move
straight across the board.
Try positioning them in
front of the enemy’s
hardest unit, preferably
at an angle, so that when
the unit hits (and
inevitably kills) the Dire
Wolves, it is aligned
badly. With a bit of
practice, this tactic can
force your opponent to
stop his best unit in its
tracks or, better still,
afford you a flank charge
with your heavy cavalry.
Well worth the sacrifice.




HEAT ONE 13th—14th October
HEAT TWD 10th—11th November
HEAT THREE 24th—23ath November

Requirements

e 1,500 point Warhammer 40,000 army using the standard
force organisation charl.

* There will be six games across the weekend.

e Qualifiers from the heats will receive free entry into the
Grand Final in March 2008.

e Eventl includes vouchers towards lunch on both days, an
evening meal on the Saturday and tea and coffee both
mornings, with doughnuts on Saturday morning.

* Ticketl price £55.

N ARETANINED

HEAT ONE 6th—7th October
HEAT TWO 3th—4th November
HEAT THREE 17th—18th November

Requirements

e 2,000 point Warhammer army following the standard
army list organisation.

® There will be six games across the weekend.

» Qualifiers from the heals will receive free entry into the
CGrand Final in February 2008.

* Event includes vouchers towards lunch on both days, an
evening meal on the Saturday and tea and coffee both
mornings, with doughnuts on Saturday morning.

* Ticket price £55.

The Grand Tournaments follow a Heat system. The following people will qualify from each heat:
* The 40 top scoring players
* Up to 6 Best Army nominations
* Up to 3 Most Sporting nominations
* Wild Card places awarded at the discretion of the Events team

TIGKETS NOW AVAILABLE FROM DIREGT - 0113 91 40000
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Everyting you need to get involved in the
Games Workshop hobby community!

Events Calendar
Find out what's happening when and where in the Games Workshop hobby community

with this comprehensive list of unmissable dates; tournaments, campaigns and more,

Club Information
Find regular opponents, play campaigns, and get involved in a host of other hobby

activities with like-minded gamers at your local club.

Store Information

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

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

Club Listings

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

Store and Club Focus
Find out exactly what's going on in your area. This month we look at Games Workshop
Livingston who will be celebrating their Official Opening soon!

Ordering Direct

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

Chaos Space Marines Miniatures
This month's releases for the Chaos Space Marines are just the tip of the iceberg. Check
out the other great models in the range.

Advance Orders
Order the newest miniatures now — so new they're not even out yet! Order next
month’s models today, and have them dispatched as soon as they are available,
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THE EVENTS DIARY
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Conquer the world at tournaments and learn new skills at hobby days! Events are your
opportunity to immerse yourself fully in the hobby with, potentially, people from all over
the world. Large or small, events are the places to spend your weekends.
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Upcoming Events
Are you a Hobby Centre, Independent Stockist, or part of
the GCN and running an event? If so, and you want to
advertise it for free in this fine publication simply drop us
an e-mail at:
whitedwarf@games-workshop.co.uk

The closing dates for receiving details for publication in

the following issues are:

e 1st November WD338 (Feb)
¢ 1st December WD339 (Mar)
e st January WD340 (Apr)

Please note all dates and details are correct at the time of
going to print but are subject to change. Games Workshop
is not responsible for the content, timing or price of events
not organised by Games Workshop PLC.

FROMTLINE

EVENTS DIARY ABBREVIATION GUIDE

WH: s sl S e et s S Warhammer
Q0K T G Warhammer 40,000 |
BB Latdiia il Sim o S et Blood Bowl
WAB s iinsms Warhammer Ancient Battles
WES i ........ Warhammer Players’ Society
WEGW. . .l Warhammer English Civil War
EpIChi ot s Epic Armageddon
LOTR s itk The Lord of The Rings
GW s e s Games Workshop
G e Grand Tournament

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



Event Profile: Schools League Final

This 4th of July the hallowed halls of Warhammer World bore
witness to the biggest School League Final ever held!

the culmination of a year’s

preparation and tough competition,
and brought 144 players of Warhammer,
Warhammer 40,000 and The Lord of the
Rings together to compete for the coveted
Schools League Trophies!

There were three rounds of hard fought
games with some beautiful armies and truly
innovative tactics. As with our other
Schools League Finals we were very
impressed with the high standards of
gaming and sportsmanship shown by all
the teams.

Tournament players were not the only
ones to descend upon us, however, as
another 90 teachers, spectators, parents
and other interested parties flocked to the
hall to take part in scenery and painting
clinics and to visit the amazing Citadel
Miniatures Hall and Bugman'’s Bar.

Every year, Games Workshop stores
around the country are host to hobby
sessions especially for school club
members who want to hone their skills at
gaming, painting, army-building and even
scenery making. School clubs can even use
the store as a venue for practice games and
mini tournaments as they prepare their
armies for the League!

Around Easter, the competition starts in
earnest as school teams come together at
the Regional Finals to compete for a
coveted place at the Nationals. These take

The National Schools League Final is

place in our larger stores or, sometimes, in
schools, as anywhere up to 15 schools take
part in each event.

The winning team for each game
system from each Regional Final received
their elegant School League Champion
shirt and were invited to Warhammer
World in July for the National.

In every league there have to be
winners and after hours of fierce
competition three schools teams were
called up to the stage to receive their
Schools League Champions medals and the
trophy for the school cabinet! This year's
deserving winners were:

The Lord of the Rings

Redcar Community College
Warhammer 40,000

Southend High School for Boys
Warhammer

John Hampden Grammar

Also, well done to the winners of the
Best Painted Army awards; Edward
Ninham, Daniel Quinn and Rhys James for
achieving such great standards and being
such a credit to their schools.

Thank you everyone who helped the
Community team host the day, and
especially all of the teachers, parents,
assistants and, of course, the all of the
competitors, for making the Schools
League 2007 such a huge success!

The 2007/08 Schools League begins this September and runs throughout the winter, with
Regional Finals held in the Spring of 2008, before the National Final in the Summer.

[

The New Schools
League Begins!

To enter, all you need
is to be a member of a
school club and be
keen to take part.

We are registering
clubs now and you can
get involved by getting
the teacher or other
adult who looks after
your club to get in
touch with our
Community Co-
ordinator, Bek Hawkby
(details below).

You can also go
into any of our stores
and talk to the staff
about the club visiting
for free hobby sessions
in the store!

Bek Hawkby:

* 0115 900 4821

* bek.hawkby@
games-workshop.co.uk

Between games, pupils embark upon modelling and painting
projects, enthusiastically joined by parents and teachers.

Extra Curricular Hobby
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What’s on, when and where:
This Month ‘

two months are listed here.
oth ' Giant Fanatic X 19th) Warhammer
Date: 5th-7th October, 2007 Tﬂams Tﬂ“r“amenl

Venue: Remisen, C h , D k
Dol Oral e e DR IOGbe, 2007
: : DIgEe: 11 : Venue: Wakefield Hobby Centre

celebrates 10 years. Giant Fanatic is a fun- ; > :
= : S : Details: Team up with your friends to
filled day with loads of activities including
: ALY YIRS 55 overcome all challenges. You must use your
introductory gaming, ‘Mad Giant’ painting : - :
skill and judgement to not only win your

tition and th astigious : ; : i
compention anc t ol sl WFB 1 battle but pit the right players against the right
40K tournaments. Tickels now on sale. More : ;
information can be found at the website opponents. Do you:havethe neive and skill

: to be the Team Champions? To take part you

Website: www.fanatic.dk will need a 1,500 point army.
www.games-workshop.co.uk/events Tickets: £30 for a team of 4

= 5 Contact: Wakefield Store — 01924 369431
6th ' Fanatic Leiden Ill

TOURNAMENT Date: Friday 6th October, 2007 2“[" ﬂra“d Tn“r“ama“t

Vi : Lange Mare 39/47, 2; P Lei
Dl:: i‘is-LRdflr;:;crs;i}:.pﬁnsziu:i:fz-r E:ﬁl tltizlidrren Date: 20th-21st October, 2007
: Venue: Sporthal University of Tilburg,

annual Fanalic. At the event you can take :
: ; Academielaan 5, Tilburg, The Netherlands
PtV R S e canc Lol R o inamEnt Details: The Dutch Grand Tournament

For those new to the hobby there will be : e :
= AH infroductony zames paitina and modelling consists of five rounds split over two days.
* 3th-4th November 2007 : : You will need a 1,700 point Warhammer

| , 50 bring al friends. !
it Mo R At UGS 40,000 force. Tickets go on sale from 20th

Contact: Robert - 1 7151327 2 ;
: : i b < Sl LU 8 R August through Direct, Dutch Retail Stores
* 17th-18th November 2007 Website: www.gw-orcshop.nl and some Elite & Partner Independent

Stockists. Tickets cost €60 and include lunch

on both days and dinner on Saturday.
6th ) Warhammer :
HEAT 1 Helli Tn“r“ﬂmﬂlﬂ Contact: +31 (0)40 246 8316

Website: www.games-workshop.co.uk/events

B

Sl o

» 6th-7th October 2007

Tickels cost £55 per player, and
include vouchers towards lunch
on both days, an evening meal
on the Saturday night, tea and

coreeat he sart o both cays [ EoET o E—ETTE

{“?d--[.hm.i:'l”!U[.h..[” Rl Venue: Warhammer World, Mt.}t‘fi!‘lf5 am. - i

it h'ﬂ“hm_\r m_l'” m“jq' e Age Limit: 16+ 20"‘ Fﬂ“tﬂSla Fﬂ“ﬂlll}

www.games-workshop.co.uk/events Details: Cc}mpete o vour |J]EII|'.‘.E i thic Date: 20th-21st October, 2007

season’s Grand Final. Players will need a fully Venue: Dragonskolans Gymnastiksal,
painted 2,000 points Warhammer army, and Umea, Sweden
will play six games over the weekend. Players Details: One of Sweden’s biggest gaming
who qualify in the heats are awarded a free tournament events, players will need 2,250
ticket to the final. points for Warhammer and 2,000 points for
Contact: Hobby Specialists = 0115 91 40000 Warhammer 40,000. Tickets cost 170sek
Website: www.games-workshop.co.uk/events Website: www.fantasiaweb.se

13th Warhammer 40,0008R 21st © Warhammer

Doubles

uear 1 GFANA Tournament

Date: 13th=14th QOctober, 2007 *h!’!“} H 'l} aAr Date: 21st October, 2007
Venue; Warhammer World, Nottingham Venue: King and Queen Pub, Brighton
Age Limit: 16+ Details: Hosted by the Brighton Warlords
Details: Compete for your place in this gaming club, this Warhammer Doubles
season’s Grand Final. Players will need a fully Tournament is limited to just 48 places so
painted 1,500 points Warhammer 40,000 book early to avoid disappointment. If you
N orTY L army, and will play six games over the are interested an_:;l wish .m attend please
JRL r NGK} weekend. Players who qualify in the heats are contact the orgainsers direct.
GAME awarded a free ticket to the final. Contact: Peter Cooke — 07974 094240
LRHND TDUHNHH]EN']‘ Contact: Hobby Specialists - 0115 91 40000 peter.cooke423@yahoo.com
Cuming January 2008... Website: www.games-workshop.co.uk/events d_purkiss2000@yahoo.com
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'2Ith) Rapid Fire!
Date: 27th October, 2007
Venue: Ochil Community Hall, Ochil Crescent
Details: Stirling Wargamers present their
annual Warhammer 40K Tournament. Players
battle in three 1,750 point games. Tickets cost
£10 and include lunch, tea and coffee.
Contact: Gus McCabe - apoc@clan-ion.com
Website: www.stirlingwargamers.co.uk

Next Month

3rd  Warhammer
wear 2 GFaNd Tournament

Date: 3rd—4th November, 2007 ‘s AN
Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 2,000 points Warhammer army, and
will play six games over the weekend. Players
who qualify in the heats are awarded a free
ticket to the final.

Contact: Hobby Specialists — 0115 91 40000

Website: www.games-workshop.co.uk/events

Date: 4th November, 2007

Venue: Hassocks Hotel, West Sussex

Details: Brighton and Clayton Warlords

would like to present their annual

Warhammer tournament: Cry of War. To play

you will need a 2,000 point Warhammer

army. Check the website for more

information.

Contact: Roger Smith
roger_gs_smith@hotmail.com

Website: www.brightonandclaytonwarlords.com

4th Fanatic Brugge Il

Date: 4th November, 2007

Venue: TBA, Belgium

Details: Brugge's third Fanatic offers a variety
of activities for new and existing hobbyists
including introductory gaming, painting &
modelling classes, and more. There will also
be a tournament for Warhammer,
Warhammer 40,000 and The Lord of the
Rings. For more details about the event, visit
the website below.

Contact: +32 (0) 050 38 51 83

Website: www.thefairplay.be

10th Warhammer 40,000
near 2 Grand Tournament

Date: 10th-11th November, 2007 Sk
Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 1,500 points Warhammer 40,000
army, and will play six games over the
weekend. Players who qualify in the heats are
awarded a free ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

1ith Fanatic Games-n-stuff

Date: 11th November, 2007

Venue: Broerenkerk, Achter de Broeren 1,
8011 VA Zwolle, The Netherlands

Details: Games-n-stuff in Zwolle run their
annual Fanatic. Offering activities for people
new to the hobby, like introductory gaming
and painting, the Fanatic will also host a
traditional tournament for WFB, 40K and
LoTR. For more information please use the
contact details below.

Contact: +31 (0) 38 421 6385

Website: www.gamesnstuff.com

Date: 23rd-25th November, 2007
Venue: Ljsselhallen, Zwolle, The Netherlands
Details: One of the biggest fairs in the
Netherlands for board games and fantasy
games (including tabletop war games). Each
stand is manned by a team of dedicated and
enthusiastic hobbysists who will be ready to
show all gamers, beginners to the hobby and
long time players alike, how the games work.
Tickets cost €12.

Website: www.spellenspektakel.nl

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

HEAT 1
 13th-14th October 2007

HEAT 2
* 10th-11th November 2007

HEAT 3
e 25th-26th November 2007

Tickets cost £55 per player, and
include vouc |"H rs towards lunch
on both days, an evening meal
on the Saturday night, tea and
coffee at the start of both days
and doughnuls to get you started
on Saturday moming.

www.games-workshop.co.uk/evenls

coming January 2008...

www.games-workshop.co.uk/events

www.games-workshop.co.uk/events 121
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All the Games Workshop stores, stockists and clubs at your fingertips

122 WHITE DWARF

GAMES WORESHOP Hohhby Centres

OPENING TIMES

Mon-Fri: 10am - 6pm
Saturday: 10am - 6pm
Sunday: 11am - 5pm

The majority of our
stores adhere to the
above opening times.

However, as a number
of stores’ opening times
may vary, we
recommend you
contact the relevant
store for opening times
before visiting.

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

www.games-workshop.co.uk/
storefinder

FRONTLINE

Hobby Centres are Games Workshop's own retail outlets. Each store provides gaming and
painting facilities and is staffed by expert hobbyists! Hobby Centres are marked in red in

the store listings.

Full range of products

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

In-store order point

All of our stores have a Direct in-store
order point which you can use to get your
hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customise your Warhammer,
Warhammer 40,000 and The Lord of The
Rings forces.

Gaming Rooms

Gaming Rooms are exactly the same as our
other Hobby Centres. However, as well as
stocking our complete range of products,
they also offer additional gaming tables
and space making them the perfect place
to play your games.

Free painting & modelling advice

No matter what your level of painting or

modelling skill, if you spend 30 minutes

with one of our members of staff you will
see those skills improved and might find

out something you never knew!

Free gaming & tactics advice

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

Free beginners programme

QOur special beginners’ programme teaches
yvou how to play and helps you take your
first steps into the Games Workshop hobby.
The programme runs on Sundays, but there
is also one night during the week when
you can indulge in more gaming too. All
vou need to do is come along!



GAMES WORKSHOP

Independent Stockists

. |
Nl

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

IN YOUR LOCAL AREA

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

MOST POPULAR STOCK LINES

Independent Stockists stock our most popular products, so you're

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

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

If you're unsure where your nearest stockist is located, anywhere

in the world, call Direct on: 0115 91 40000

Store Directory

GW BRISTOL:

BT The Heseizir, B51 318

Tel: G117 9251513

GW BRISTOL (CRIBES CAUSEVAY):
Lhesdt 139, Thee Mall BSTE SUP

Tek 0117 959 2529

BRISTOL, Area 51:

Tel: 0117 92344655

BRISTOL, HobbyCrafi:

Tel: 0717 %5% Fi0d

GW BEDFORD:
in lﬂrrrl'il.ln._ SK4D 1 HP

Toelu 0028 47 3ol
LUTON, Ottakers:
Tel: M58 ABE5TH

CRAMFIELD, Wargames Workshop:
Tel: 01234 757870

&= GW MAIDENHEALY:

Lisit 2, 17 Masket Sirest. 506 BAA
Tel GIEE BLY 1747

GW READIMNG:

1 Dviord Road, RGT 706G

Tk ©118 154 B&53

GW WINDSOR:

Uit 3, & Goorge ¥ Place, 514 10F
Tel: DITEE BE10WT
BRACKMELL, Ortakers:

fod 01544 488124
BRACKMNELL, T{'l:r' Planet:
Tel: 07344 426362

READIMG, HobbyCraft:

Tl 07718 SO0 Rign
SANDHURST, Toywarld:
Tel: 01252 BTN

WINDSOR, W] Danicls:

Tel: 01753 B0k

GW BIRMIMNGHAM:

Ut LUK, Hh"lirr; Link, BS 485

Tele GHZN &3 7I93

GW DUDLEY:

Linit 36, Merry Hill Centre. DY8 4LE
Tel: 133 448 1B1B

GW SOLIHULL:

B Waradck Rasd B91 DX

Tels B0 30 703 79T

o CW SUTTOMN COLDFIELD:
£5-i7 Birmingham Read, BT2 10F

Telb G120 254 X174

W WALSALL:

Lirdl 27, (4 Segmare Shopping Centie, W3R [0F
Tl D192 272 5205

GAW WOLVERHAMPTON:

0 K Sleecd, WV BET

Tad: D190 231 46k

BIRMINGHAM, Console Games:
Tik; 0121 477 RXY

GREAT BARR, Gaming Crypt:
Tl 0121 360 580

SUTTOMN COLDFIELLY, ngilﬂ
Du&fm!\.

Tel: 67941 &177F]
WOLVERHAMPTOM, HobbyCrafi:
Tel; 0845 051 6543

BUCKINGHAMSHIRE

CW HIGH WYCOMBE:

Uinll 2%, The Dctagon Conbie, HF1 2ZH1
Tel: 0145 453 1494

GV MILTOMN KEYMNES:

504 Silbary Boubevard, MY 240

Tz D090 BG4 0477

AYLESBURY, Bear Mecessilies:
Tel: D129 421098

BUCKIMGHAM, Abacus Toys:
Tel: ©1280 B21815

GERARDS CROSS, Howard Marshall:
Tel: 91753 BEZ952

MILTOM KEYMES, HobbyCrafi:
Tel: 1908 308 3130

MEWPORT PAGNELL, Doodles
Tk 01908 610496

FRINCES RISBOROUGH, Treats:
Tek: 01844 344354

CAMBRIDGESHIRE

= GV CAMBRIDGE:
5 Begend Sareet, CRY 1DF
Teli 0122 331 3030

GW PETERBOROUGH:

1 Wistwanth Streel, PER 1DH

Tel: G711 90 052

ELY, City Cycle Centre;

Tel: 01352 B631 31

HUNTINGDON, Sports & Fashions:
Ted: Di4E0 454541

PETERBOROUGH, The Gluey Goblin:
Tok: D1545 588 809

PETERBOROLUIGH, Westgate
Dlparlmml Slore:

Tek: D17 55 563151

PETERBEOROUGH, Your Slory:

Teli 01755 341007

5T MEOQTS, Firsl Compauter Games:
Tel; (i dB0 186 |:'.'|.ﬂ i

5T NEQTS, Gamdéri:

Tel: 1480 217 441

ST NEOTS, Wesigate Department Store:

Tel: 1480 471243

WISBECH, Westgate Department Store:
Tel: 01536 103515

WISBECH, The Gluey Goblin:

Teel: (5945 588 BOA

|ERSEY, ST. HELIER, The Litile Shop:
Tel: 315 TIXXNET

JERSEY, ST SAVIOUR, The |ersey
Train and Model Cenlre

OFTT T3e7E

GLERMSEY, ST. PETERS PORT, Carouscl:
Tel: S48l TRIFN

5T. HELIER, Bambaola Lid:

Tok: G404 29528

CW ALTRINCHAM:

Uit 1, 1% Graflon Strocl, ¥WA14 10U

Ted: D161 429 93%

= W CHESTER:

112 Fomgate Streel, CHI 1HA

Tel: D124 431 1987

= GYY MACCLESFIELD:

ianl 38, Chestergale Mall, Grosvessr Cenlre,
5ki1 AR

Tel; D162 563 SGha

G STOCKPORT:

11 Mersey Square, SK1 1RA

Tel: 0161 474 1417

W WARRIMGTOM:

Uinil 1% Renk Stresd Thee Sgunee. VAT IAF
Tel: (192 565 15A4

ALTRIMNCHAM, The Gaming Crypl:
Tel: &1 %19 9919

CHEADLE, Fanfasia:

Tielz O0&E 451 1130

CHESTER, HobbyCrafi:

Telz 0244 650 110

COMGLETON, Deans Toys & Cycles:
Tel: 0 2% DEFAETT

CREWE, ABC Model Sport:

Tel: 01270 505 048

CREWE, Polters Model World:
Tuk: 01270 250 D38

CREWE, Jac in a Box:

Ted: ©1 270 581 118

FRODSHAM, Steve Webb Models &
Hobbies:

Tl 1928 735 235

MESTON, Carousel:

Ted: 0151 336 621

MORTHWICH, Level 1:

Ted: 01606 45053

MORTHWICH, The Model Shop:
Tl 01 e A6 344

STALYBRIDGE, Hardcastles:

Tel: 0161 I008518

STOCKPORT, HobbyCraft:

Tel: 0161 429 5400

HYDE, Goslings Toymaster;

Teel: 0161 437 2055

WIDMES, The Hobby Shop:
Tel: 01514 241 947

CLEVELAND

= GW MIDDLESBROUGH:
Linit 33, 39 Dundss Sirecl 151 1HE
Tl BI&S 725 3091
HARTLEPCHOL, INusions:

Tl D149 233 199

HARTLEPCHM,  Wesigate Departmsend Store:
Tek: 91479 744 337
MORMAMBY, PC Tech:

Tiel: G1&AT $61070

REDCAR, PC Tech:

Tel: D162 457 REH

CW TRURD:

U-r.'l:!.*#' e, e Eriiny Siewart, TRE ZiA
Tels 0P8 2ED Dk

BODMIN, Bricknsis:

Tl Gl G 7TTRER

BUDE, MNitro BC:

Tel= B 2EE 150 T

BUDE, More Vales:

Tel: GO3EE J5T 362

CALLINGTON, GMS Cames

Tk 81579 3834 &7

FALMOUTH, Wonderland:

Tl 524 317 £71

HAYLE, Blewetts of Havie:

Tel: @756 755 @02

MEWQLIAY, Plane! Hobbywood:
Tel: DILET BE3W &y

35T AUSTELL, Adeba Toys:

Tet: D17 Fe TAELS

AT AUSTELL, Mad for Mintatures:
Tet: D172 TS

5T IVES, Dragon’s Hoard:

Td- 01256 T RELE

TRURD, Toymasier:

Tiel: UETY 7R 453

COUNTY DURHAM

= LW DIFEHAM:

4 Ml Ragel DH4T 4503

Tl 0154 374 1062

GW DARLINGTON:

*8 Binsgepats, DLY TLY

Tk 8172 S8 TE67

BARMARD CASTLE, Toy Shop:

Tel: SIEEY £37 196

BISHOP AUCKLAND, Windsock Modets:

Tek O1308 LO9 Tid

CONSETT, Kwikpart:

Tel: 91207 581024

SEAHAM, Games af War:

Tel: B1%15 B17 118

STOCKTON OM TEES, Stockton
ler:

Tek: 01642 616 B30

# GW CARLISLE:

Lt 2, Early Lame, CAT IDP

Tl 0172 8549 B2l 6
BARROW.IN-FLIRNESS, Heaths:
Tk 07 FFD &30 435
BOWNESS-OMN-WINDERMERE,
Ermiesd Alkinwon & Sons:

Tieh 01 539 443 847
COCKERMOUTH, The Toy Shop:
Teel: 01 900 BI3855

KENDAL, Ayries:

Tel: 0153% 720 781

KESWICK, Lakeland Toys and Hoblies:
Tel: 01768 775 275

PEMNRITH, Harpers Cycles:

Tel= 01 768 B&4 475

ULVERSTON, Sawdust “n Stitches:
Tel= 01329 SEF 284

WIGTOM, jacksons Diccasi Models;
Tel- DI&57 42 557

STORE FINDER KEY

GAMES WIDRKSHOP HOEBY CENTRE
(=) bndicates Gaming Room failiths,

HOBBY STOCKIST
ﬂﬁﬂlmﬁqﬂpﬁﬁ;m

ME ELITE STORE

ME PARTHER STORE
Sine ka mend of the G Warkshop range.

INDEPESNDENT STOCKIST
ficaal sellers of Games Warkshap products,®

MNEW STORE OPENING
Redicabes new abory s slnekinni.

Siacks the complele Games Workshop rangs and offeed inbroduciory gaming snd painding bewssne.

* Ty B myare Hiy b el o want i sfock, we recommmiond calling phe ihee s

DERBYSHIRE

GW DERBY:

42 Sadfler Gase, DEL A1

Tel: 0133 237 1657

ASHEOURME, Lumbards Toys:
Trel; 01335 345115

BELPER, Children®s Choice:

Ted: 0777 825845

BUXTOMN, Knowles Toys and Models
Teel: (002% B34 00

CHESTERFIELLY, Chesterfield
Department ore:

Tel: 1 246 330 200

CHESTERFIELDY, Feak Eoakslore:
Toels 1246 201 600

GLOSSOR, Wain Services:

Tel: 01457 B33 538

ILKESTOM, llkeston Co-op:

Tel: 01159 327 777

MATLOCK, Shawes:

Tel: 01629 552 482

= W EXETER:

31 Sichwell Street; EX4 RN

Tek: 0138 248 0303

GW PLYMOLITH:

BE Conmaall Street, PLT ILE

Tel; D17E 223 4121

GW TORGQUAY:

12 Mharket Srcel, TOE 1AL

Teds 0180 320 1006

BARNSTAPLE, The Battlezone:
Tel: 01271 320 34

DARTMOUTH, WG Pillar & Co:
Tel: 01802 832 133

EXMOUTH, Gamezone Maodbels:
Tel: 01395 17 713

HOMNITON, Honiton Toy Shop:
Tiel: 01404 43731

KINGSBRIDHGE, The Trading, Posi:
Tel: 01548 557 w3

NEWTON ABBOT, Auslins:

Tol= O082% 321 443

PLYMOLUTH, Model Shop:

Tel: 01752 221 B51

TAVISTOCK, Kaleidoscope:

Tel: D1B22 615 146

TEIGMMOUTH, lackmans Tovbax:
Tel: 01626 778 260

TIVERTOM, Wings "N’ Wheels:
Tel:11BA4 242 819

TORRINGTON, Angling Pastimes:
Tel: 1AOG G125 BAS

GW BOURMNEMOUTH:

T4 Powd Offece Rosd, BH1 TBA

Feelz Wi 200 300 302

= GV POOLE:

Uinki 13 Towmigade Conbév, BHTS T1ER
Tl (00 348 5634
BEOURMEMDLUTH, Hobbycrafi:
Tl D12302 562 &44

BRIDPORT, Frosts Toymasier:
Tedz O11EE & IX 1%

DORCHESTER, Dorchester Toys:
Tl 1305 P61 152

SHAFTESBLIRY, Hardings:

Tl DI747 B52 156

SHERBOLURME, The Corner House:
Tel: D125 B15 615

WEYMOUTH, Razzamataz:
Ted: 01 B0E TEO &I

GW CHELMSFORLD:

indt AC, The Mesdeasd Cendre, CM2 BRE
Teli 0128 54% 048

GW COLCHESTER:

& Short Wyre Streer, CO1 TN

Tel: 0120 676 T372

CYY SOUTHENE:

17 Southchurch Bosd, 351 2hE

Tel 370 368G 1351

GW THURROCK:

Uimid 4058, Level L, Lakruad Shiguping Drsire. BTG 17
Tel= 00 TO B88 71X

20th and 21st Octoher

All this weekend Games Workshop
stores will be running Apocalyptic
games of Warhammer 40,000, using
huge war machines such as the

legendary Baneblade :uperhum-y tank,
and forbidden weapons of lost
5 lec hnnlnw:;v... the vortex grenade!

oo

CALL YOUR LOCAL STORE FOR DETAILS

www.games-workshop.co.uk/storefinder 123
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SAFFROMN WALDEN, Gamie ﬂm |
L] I-Ihh Shieel, Teli 01799 S04 070 |
BASILDON, HobbyCraft:

Tel: 01 68 240 1060

BRENTWOOD, BE&M Cycles:
Tel: B 7T 214 143

CHELMSFORD, Toymaster Kingdom:
Fiel: 01 245 453 335

CLACTOMN ON SEA, Clacton Art &
Crafl Cenfire:

Tel: 01255 436 346

HARLOW, Marquee Models:

Ted: 01279 421 314

HOCKLEY, Hobbiton:

Tel: D702 200 185

LEIGH-0M-5EA, Caliver Books:

Tel: 01702 473 %86

MALDOM, Colin Bliss Muodels:

Tel: 01621 851 137

RAYLEIGH, Tovs N Tuck:

Tel: 01268 775 50

CW CHELTENHAM:

16 Piitville Sreel, GO LS

Tel: 0124 127 8419

LW GLOUCESTER:

35 Clareser Mreel, GLT TEA

Tel: D143 250 5058

BOURTON ON THE WATER,
Bourlen Model Railway:

Tcl- 01451 B30 686
GLOLUCESTER, Battle Honours
Tel: 0 386 45675
GLOWCESTER, HobbyCraft:
Tel: DI452 424 999

STROUD, Antics:

Tel: G451 764 467

STROUD, Psisoft Games:
Tel: GETG 242 7428
TEWKESBURY, Toy Zome:
Tel: D1654 295 776

G BASINGSTORE:

1 Podiers Walke RGZT TG0

Tel: 0125 B85 OS50

GV PORTSMOUTH:

54 Arundel Strocd, PO TML

Tod; UEFS 387 62645

GAW SDUTHAMPTOMN:

15 Baal Sarect, S0N4 1HG

Tel; O 58 AT 1562

GW WINCHESTER:

35 Jowry Shreed, ST BRY

Tell; 016 286 G199

ALDERSHOT, The Gamve Shop:
Tel; 00282 A0 i 44%

ALTOM, Alton Maodel Centra:

Tel: O1430 543 2id

AMNDOVER, Hoggosaurus Toymasier:
Tel: 01284 351 143

FLEET, Flext Toys:

Tel: 1125 Tel 949

COSPORT, |C Books:

Tel: (11152 580 931

MILFORD OM SEA, Milford Models
and Hobbies:

Tel: (1550 64T 112

MEW MILTON, Toys of Mew Milton:
Tel: B1425 617 55

PETERSFIELD, Folly Models:

Tel: G1710 36T 932

PETERSFIELLY, Fun fior All:

Tel: 61730 267 271

PORTCHESTER, Wicar Models:
Tl X E9T 351 160

RINGWODD, Toys of Ringwood:
Tk 01425 479 444

ROMSEY, Roundaboui:

Tel: 01794 512 145

SOUTHSEA, Southsea Madels:
Tel: 02392 734 108
WATFRLOOVILLE, Forewer Toys Lid:
red: DFR92 266 251

WATERLOOVILLE, Paul's Hobby Shop:
Ted: 01705 259 184

BARMET, Toys Toys Toys:

Tel: 0208 445 05L&

HEREFORD, Hereford Maodel Shap:
Tl 1432 352 B9

LEOMIMSTER, Mariin's Models & Crafis:
Tel: 00508 &13 THE

ROS5 OM WYE, Revelulions:

Tel: 1190 362 639

GW HEMEL HEMPSTEAD:

16 Bridge Streel, MP1 TEF

Tel: D144 724 9752

W ST ALBAMS:

18 Herilage Clode, ALT dIH

Tek: D172 7B 171492

BERKHAMSTED, Hamlins:

Tek: D1442 BRd A2

BISHOMS STORTFORD, Boardmans:
Ted: 01 279 654 033

COCKPOSTERS, Murray & Brand:
Tel: NT0R4 490 827

HARPENDEN, Felicitations:

Tel; 01502 767 &IT

HERTFORD, Marquee Models:
Ted; 19492 S04TIR

HITCHIMN, Mainly Models:

Tel; 61462 432 704

LETCHWORTH, sodel Images:
Tl 01463 684 E5%

ROYSTON, Toyshop:

Tel: 01763 143 250

ST ALBANS, E Rider and Son:

Tel: 01727 854 630

STEVEMAGE, K5 Moalels:

Tel: (1438 Tk b1k

WELWYN GARDEN CITY, Toys Toys Toys:
Tel= BITOF 391 319

WATFORD, HobhyCrail:

Tel= 0245 051 B53H

ISLE OF MAN

MOLIGLAS, Toyrmasier:

Tel; D624 &322 154

COWES, Chivertons Newsagenis:
Tel: BISEE 292 013

MEWPORT, Toy & SModels:

Tel: BISEE 528 258

RYDE, The Sports & Model Shop:
Tel: BNSEE BE2 454

RYDE, Fun, Fact and Fantasy:
Tl DIREE 617 323

KENT

GV BLUEWATER:

Liest 0528, Lipgerr Thaenes Walk, Dlurwater,
Givealithe, Kenl, [IAS 350),
Tl @11 52 242 TRAD

GV CANTERBLIRY:

el 5, Bréeh Bar Lang, CT1 2HN
Tel: 01 2 745 Y080

G MATDSTONE:

7a Padding Lane, MI14 1FA
Tel: 162 267 7415

GW TUNBRIDGE WELLS:
A Caemslen Shreed, TH1 IPFL
Tel: D189 251 5TED

amm%ﬁMI.w
Tel: 01231 T TR

BEXLEY HEATH, Kit Krary:

Tel: 0208 138 7177

BROADSTAIRS, Time & Space:
Tel: 01847 B56 D06

CHATHAM, Maynes:

Tel: 01634 300 031

CRAMNBROOK, Whiles:

Fel: 01380 713308

CRAYFORD, HobbyCrafi:

Tel: GISE0 T13 56

DOVER, Turners Models:

Tel: o4 Bax 11

FAVERSHAM, Abacus Toys:

Tel: GR7S5 591 200

GRAVESEND, Steve’s Colleciables
and Models:

Telz 01474 564 465

GRAVESEND, The Stamp Centre:
Tel: 61474 54 166

HERME BAY, Spearings:

Tel: 61137 374 049

HYTHE, Apple Jax

Tel: G1303 2632 602

MAIDSTOMNE, HobbyCrafi:

Tel: O1622 623 750

MARGATE, Toymaster Kingdom:
Tol; D1843 225 60

ORFINGTON, JH Lorimer:

Tk DILED B2I193

SEVENOAKS, |H Lorimer:

Tl 01752 457 G4

SEVEMOAKS, Manklaws;

Tel; 01732 454 952
SITTINGBOURNE, A] Blundell & Son:
Tl: 01795 324 371

TONBRIDNGE, Kids Stufi:

Tel: 11732 353 184
WOODCHURCH, The Model Shop:
Tel: 11237 860 Dok

LANCASHIRE

GW BLACKPOOL:

& Birley Steeet, FY1 10U

Tel: 0125 175 056

GV BOLTOM:

Uit 27, 36 Acresiield Mall. BLY TLA

Tel: 0120 436 2131

GW PRESTOM:

i% Miller Arcade, PR1 204

Tel= 07 TAE 1855

ASHTOM USNIHER LY™ME, Rourstbalwnst Toys:
Tel: GR&10 452 344

BLACKBURM, Batcave:

Tel: 01154 BT 408

BLACKBURMN, Mercer & Som:

Tel: 015 458 T4

BOLTON, HobbyCrafi:

Tel: Q1 Z04 374 300

BURMLEY, Comyeendium

Tel: D1 282 457 0840

BLURY, Comnways Toymasier:

Tel: 01617 B16 109

CHOELEY, Hampsons Toys &
Mursery World:
Tel: 01257 263 045
CLITHEROE,

Tedr 01 200 420 S&F
KIRKHAM, RK 2 H

Tel: 01772 671 "Hli'lhr

LANCASTER, Micro Markeis:

Tel: 01534 B40 480

LEIGH, Toymasier:

Tel: 01941 671 116

MORECAMBE, Micro Markets:

Tel: BI524 416 306

OLDHAM, Oilakers:

Tel: 01615 T05 543

ORMSKIRK, Taylors:

Tel: F1655 57351k

RCMSENDALE, Rossendale Models:
Tel: G706 250 (07

PRESTONN, HobbyCraft:

Tel: 01772 651 200
THORMTOM-CLEVELYS, Toy2save
Collectables:

Tek: G153 855 905

WIGAN, Wigan Maodel Centre:

Tek 01941 245 nitd

LEICESTERSHIRE

G\ LEICESTER:

Usndt 2,16/20 Silver Streel, LET SET

Tel: 0116 353 0510

GW LOUGHBOROLUGH:

22 Biggin Street, LLT1 VA

Teli 0150 923 8187
ASHBEY-DELA-ZOUCH, Steve's Models:
Tedi 01530 416 827

COALVILLE, Geoffs Toymasier:

Tel: 01530 832 795

HINCKLEY, Punctillio Model Spot:
Tele 01455 230r¥52

CGW GRIMMEY:
F Wt 8 Mary"s Gale, DNI1 VLB
Tel: 0147 X4 7757
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Iz of Clitheroe Lid:

GW LINCOLN:

Linil Sua, Saltergate, (oubside of Watervide
Crnirel, LNI TAF

Telz 0152 254 BOZT

BOATOMN, Models and Compulers:
Tel: 1 205 165 102

GRAMNTHAM, Arbon & Walls;
Tel= 00 G54 &35 030

GRAMTHAM, Foriprince Models and
Hobhies Lid:

Tel= 00 47% 552 001

LOLUITH, Castaline:

Tel- G 507 &2 149

SABLETHORPE, Belas Toymaster:
Tul- 01597 473 328

SCUNTHORPE, Shermans Model Shop:
'|1_|" DI7FIE B4 L A5

SKEGMESS, The Model Shop:

Tel Q1758 ThR 429

SPALDING, Mason's Models:

Tel: 01775 7 455

G BREMT CROSS:

Liewt B9, Loer Sl newr Femaicksl, Bnenl
Crerid Shopping Ceatre, Ml WL

Teli D208 202 4579

= iAW BROMLEY:

Uit 24, The hiall, Bromley, BR1 113
Ted: Ur20R 466 078

GW COVENT GARDEMN:

Uiait 37, The Masked, WL2E BRF

Tel: 0207 240 S10&

GW CROYDOM:

Uit ¥%, Drasverers] Conire, Kooy Rl CET 1 [F
Tel: G208 630 4500

GV EPSOM:

& High Srext, K119 240

Tel: 1352 F51850

CW HAMMERSMITH:

il King Sreel, Wis 918

Fel: D20 844 8744

GW HARRONY:

T Shabien Street, HA 1 20X

Tel: 0305 BRT 2350

W KENSINGTOMN:

Shop 7, Lancer Sqguare, Kensinglon Charch
Streel, Wik 4EH

Tel: tw? %47 7011

W KINGSTOM O8N THAMES :
U (e Bosd, KTT 15F

Tel O3k T40 5224

GW LONDOMN (Oxford St

Lindt Ti0, The Flors Shoppineg Ceslre, 14
Fhaoe, 1 16-1 28 Oubord Streel, WK SDF
Ted: G307 430 0839

CAY RICHMOS D

Linit K. W'edminstor Houre, Kiow Road, TWS 2810
Tel: G305 948 b1 22

G ROMPORD:

12 Quadrant Arcade, KW 5FO

Tel: 01708 742 140

CAY STAIMES:

B Clarende Stieel

Tel: D178 488 0575

W SLITTOMN:

Uil 26, e Saquone Shoppeing Centre, S50 117
Tel: D208 770 4534

= GW LIXBRIDGE:

Unil $F, Chequers Mall, The Pavillons
Shopping Centre, UBR 1LN

Tl D1R9 525 T

W WATFORD:

Wiy Crrs Boad, N bl Condre, W1 2T0
Vielr OS2 8 45 TR

BLACKHEATH, IZnd Impressions:
Ty D208 WS 6102

BLOOMSBLURY, Just Games:

Ted: (02067 1Y 30RO

CLAPHAM, Russ:

Tel: G207 F2A 6119

CLAPHAM JUMNCTION, Toystop:
Tel: 0207 F28 9079

DULWICH, The Arl Stationers:
Tel: fchkd 693 5938

FIMCHLEY, Leisure Games:

Tel: 0308 346 2727

GREENFORD, HobbyCrafl:

Ted: D20E 747 7500

HAMPSTEAD, Happy Refunns:
Tk 207 435 24310

HERME HILL, Just Williams:

Tl U207 733 84
KNIGHTSBRIDGE, Harrod:

Ted: 0207 730 1214

LEYTOMN, Ditchiiclds

Tk 0208 3393811

PLITHEY, Toystop:

Tel: 0208 7835 5555

RLISLIE John Sanders:

Tel: 01895 634 BiS

WIMBLEDMOMN, Elys:

Teel: D20 45 F191

WOOD GREEN SHOPPING CENTRE,
Ty Ciiy:

Tel: 0204 831 0770

MANCHESTER AREA

W MAMNOHESTER (Central):
Unil B35, Massden Way South. Amdale
Cenire, M4 TAT

Tel; BI61 B33 6ET1

G TRAFFORD CEMNTRE:

Uipig L48c Trafiord Centre, MET SN
Tel: BIEY 755 00LS

BCCLES, Amaron Sinialunes:
Tel: @161 TEB TH50

= GW LIVERPCYOL:

13% Comtral Shogeiveg Centre, Ramleigh, 11 10T
Tek: OIS0 7OE U963

GV SOUTHPORT:

Unit K2, Wsrbde Place Shoppiog, Comtre, FRS 1DF
Ted: 0170 450 1355

5T HELENS, 1D Gaming:
Tel; 01744 755 705

MIDDLESEX

EAST SHEEN, Flay Inside Chuat:
Ted: (IB0AA TRS 135

EAST SHEEN, Pandemonium:
Ted; 0 ROAR Fild BLE

ENFIELD, Jennings Stores:
Tel; 300 Mg 1 ED4

ENFIELD, Pearsons:

Tel- 0208 373 4100

HARROM, Toy and Mursery
Tel- 1208 4222610

G NORWICH:

12-14 Furhinge Sireer, NRE 1AL

Tel: 160 176 TE5G

EAST DEREHAM, Starlings
Toymasier:

Tel: 61162 647 769

EAST DEREHAM, Younpsters Waorld:
Tek: 1362 658 350

FAKENHAM, Lou Lous Toys and Gifis:
Tek: B1326 633 118

GORLESTOMN, Toy King:

Tel: 01493 443 097

HOLT, Sarlings Toymaster:

Tel: DIZ&E 713 100

HUNSTANTOMN, Hunstanion Maodels:
Tel: D485 533324

KINGS LYNM, Bl Models:

Tel: D155T 773504

KNGS L haM, Wistgale Departmond Slone:
Tel: 01552 760 931

MORWICH, Battlensl:

Tel: 01603 765 599

MNORWICH, Kerrsons:

Tel: 01605 494008

MORWICH, Langleys:

Tel: 01607 621959

HMORWICH, 5 P Models:

Tel: 011957 RATATE

SHERINGHAM, Starlings Toymaster:

Tel: 01261 22 16%
TAVERHAM, Norvic Models Lid:
Tel: 01607 865211

WROXHAM, Paint House Toyshop:
Tel: 01600 706 854

= OW MORTHAMPTOM:

4B Abirgton Sguare, NN 448

Tk DI G B35 65T

CORBY, Wesigate Depariment Slore:
Tk 00536 3903 523

KETTERING, Battlemaster Games Lid:
Tel: D536 414 BEO

KETTERIMNG, Green Angel Cards &
Ceames:

Tel: G516 X539 24A

KETTERIMNG, T Ki g
Tel; BI5 LG ﬁf.n",f"“"‘"'" Lt
NORTHAMPTON, HobbyCrafi:

Tl BNEO4 T80 BO0

DUNDEL, Oundel News:

Ted: O1KIT 273 510

RUSHDEN, Oshome Sports & Toys:
Tel: 01531 312 415

WELLINGBOROUGH, Software Seller:

Tel: D193 480 AL

ASHINGTOMN, Blue Box Models:
Tel: O14 70 521279

BERWICK UPOMN E:-';:Ell Berwick
Computer Games DVDs:

Tel: 01267 ;uq [LT]

MORPETH, TG Allan:
Tel: 01670 315 135

CW NOTTINGHAM {Central):

Ha Frar Lane, MG &0

Tel: 0115 BI% D451

GW WARHAMMER WORLD:

Willow Road, Lenton, BGT EWS

Tek 0015 508 B4 10

MAMSFIELD, The Games Emporium:
Tel: G623 &40 072

MAMSFIELD, Inspiration:

Tek: A3 744 570

MEWARK, Access Models:

Tel: UGS 673 116

MOTTINGHAM, HobbyCraft:

Tol: 0845 051 H249
SUTTOM-IM-ASHFELD, Bastion Gaming:
Tel: G7&14 157168
SUTTOMN-IN-ASHFIELD, Big Boys Toys:
Tel: 1423 557 8§12

WORKSOP, Model Base:

Ted: 01909 501 752

GW OXFORD:

1A Binls Hoe, Niew B, Mall Sreel, 07 200
Tel: 01865 247 182
ABIMGDOM, Just Toys:

Tel: 01235 524 133
BAMBURY, Trinder Bros:
Tel: 01295 262 545

BICESTER, Denlona:

Tel; D1 A6 323 Sd&
CARTERTOM, Giles Sports:
Tel: 01993 42 196
JCONWLEY, Denlons:

Tel: B1AKS 74% 746

DI DT, Do

Tel 01217 BIG 566

OXFORD, Boswells Toymarter:
Tel iRGS 241 244

THAME, Picd Pedaller:

Tl (1844 360 032
WALLINGFORD, Pettits of
Wi'lllngfmd:

Tek: 01491 B35 253

WITHEY, Rombrish:

Teld: 01593 704 979

PEMEROKESHIRE

HAVERFORDWEST, Emry™s:
Tel: 81437 774 &6

o AW SHREWSBLIRY:

i Markel Stieed, 5Y1 TLE

Tel: 0174 356 20407 ;

TELFORD, Mﬂm bt
Tl 01852 66 23T 00 1%
RRIDGENORTH, Hl:lhb:r Hmu

Tel: 0174 & 766 prrs

OSWESTRY, FurlEl'rrr:

Tl 01691 BT A

TELFORD, Cuesting Knighl Games:
Tel: D1932 417 747

SOMERSET

= W BATH:

S-10 Wergale Buddurgs, Aven Seeet, R8T 10I%
Tel: D122 533 4034

BRIDGEVATER, Games Marl:

Tel: D27 & 4E3 657

BURMHAM ON SEA, GW Hurley:

Tel: D1 27TH 78% 1

CHARD, Games Wizard:

Tl 01 A0 E1% drd

FROME, The Ellenbray Fress:

Tel: 00370 463 1%

FROME, Frome Model Centre:

Tel: 00 373 465155

GLASTONBURY, Pedalers Toymaster:
Tel: 00458 B34 562

MINEHEAD, Minchead Toys & Models
Tel- BI&4T 705 550

TAUNTON, Krackers:

Tel: B &1 ¥15 037

WELLS, ¥Wells Models:
Tel: 81748 675 263

IWESTOMN SUPER-MARE, )] Toys:
Tel: 61434 418 131

YEOVIL, Yeovil Colleciors Centre:
Tell: 01935 453 750

YEOWIL, Witch Engine:

Tel: 01935 427057

STAFFORDSHIRE

= GW BURTON ON TRENT:
Uit 8, Undon Courl, Uinion Stecel, DET4 1AL
Tel: 0128 353 5845
G STOKE:
27 Slafiprd 5L 511 1L
rel: 0178 220 5247
CANNOCK, The Gamers Cupboard:
Tel: 07956 G71463
&r, A r Toys and Models:
Tel: 0 z;uuéu;f L
LEEK, Chapler 1t
Tel; 61538 190 245
LONGTOM, Mini-men:
Telo BUTRT 215 K
MEVWCASTLE UNDER LYME,
Sundovner Models:
Tel: 01752 10 L0%
STAFFORD, Stafiord Games:
Tel: 01785 155577
STAFFORD, Too Fat Gobline:
Tel: DUTRS T44 &59
STOKE-OM-TRENT, Batllerone
Games & Colleciables:
Tel: DI7E2 BEZ 633
STOEE-ON-TRENT, Minimen:
Tel: DI782 315 810
TAMWORTH, Geolls Toys:
Tok: G1530 BE2 795
TAMWORTH, Hobbyerafi:
Tk QIEET 300 500

= GW IFSWICH:

Y Fadienmarked, IF0ZRE

Tl m1478 210000

BECCLES, Toy Box:

Tel; D502 713 0%

BURY 5T, EDMUNDS, Madel Junction:
Tel: 01204 733 436

BURY 5T. EDMUNDS, Starlings
Toymaster:

Tel: 01204 761 &6

FELIXSTOWE, Wizards Tawis:

HALESWORTH, Halesworth Tay Shop:
Tel: 01936 BT4 IT0

IFSWICH, Galasoy Maodels & Hobhies Lid:
Tel: 01478 719 7%

IFSWICH, Toywarld |pawich:

Tel: 01473 728 535

LOWESTOFT, Toymasier Kingdom:
Tel: BI5OE 565 655

MNEWMARKET, Moons 'I'l:rylind:

Tel: 01638 &bl 147

STOWMARKET, D | Collectalies:

Tl 00dd® 771 015

STOWMARKET, Simpson & Sons:

Tel 00445 B0 T 914

SUDBURY, FT Gamcs:

Tel: 17T S6h D0

SUDBUR To

e

WOODBRIDGE, Toytown:
Tl 01 T4 TAR 170

SURREY

W EPS0M

1l High Streed, KT1T EAD

Tel; 01572 TRIREI

GW GUILDFORD:

Uit 1, 913 Tomagate, GUA 3T

Tel: 0748 345 1793

GW WOKING:

Winit 3 Chewry Courd, GLE &HI

Tel: uunﬂ;m\»‘s 5“
CAME ‘Maorning Star:
Tel: U1Z78 SES160.
CATERHAM, Modeller's ¢ Loft:
Tel: 1B 341 518

COULSDEN, Taylors Toys and Sports:
Tiel: D208 fik DOTIE

CRAMLEIGH, David Manmn:

Tel: pr4E3 273 177

DORKING, Dorking Models:
Tel: 00306 81 747

EFSOM, Diitakers:

Tel: 1372 742 533

EFSOM, Trechause Toys:

Tel: @I9LT 282 27X

FARMHAM, Darkitar:

&Tel: 0152 B30 124

OXTED, JH Lorimer Lid:
Tel: S8R G560 GL2T

PURLEY, |H Lorimer Lid:

Tel: G181 HLO 97746

REDHILL, Gamers Guild:

Ted: DITIF 769 123

REIGATE, The Toy Shop:

Teli 1757 243 24D

WALTION ON THAMES, Trechouse Toys:
Ted: 01932 252 272



.

G BRIGHTOMN:

Uil 7, Wil Paiilions, EN1 1HW

Tl 0127 303 3310

GW CRAWLEY:

11 Broadway, EHIS 10X

Tel- 0029 I&% 2072

GW EASTEDURME:

13 Tewmines Rasd, BANET BORL

Tek: 0137 364 1423

BOGNOR REGIS, Trains Models and
Hobbies:

Tel: 01247 Bied 728

BURGESS HILL, Kid% Stufi:

aTel: D444 257 724

CHICHESTER, Chichester Toys:
Tel: 00 247 TED 035

CRAWLEY, HobbyCraft:

Tel: G845 051 B552

EASTBOLURNE, Phantasia:

Tel: 011323 721 158

EAST GRINSTEAD, Martells of Sutbon
Tel; 01542 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 07343 300 917

HAYWARD'S HEATH, Clarkes:
Tel: G144 417551

HORSHAM, Genlle Gallery:

Tek: 014DE 258 567

HORSHAM, Ottakers:

Tely 01807 166 GEN

SEAFORD, B.I:ﬁq“m Toy Shop:
Tel: 00030 5% :
ST LEOMNARDS ON SEA, Silverhill
Moadels and Tove

Tel: i34 431 133

STEVMING, Genile Gallery:

Tel DI%01 612 933

UCKFIELD, Kid's Stuil:

Tel: D1AZS 768 158

WORTHING, KC% Games Shop:
Tel: 01900 137 963

TYNE AND WEAR AREA

» GV NEWCASTLE (Central):

Uit A, Meowgale Shopping Cenls, MEE SRE
ol 1%l 232 I

GW METRD (Metro Cenlrel:

Uil ., First Flar, The Arcade tncar il
Abediterramean Villagel, MLTT 9¥1

Teel: 090 i 0950

GATESHEAD: HobbyCrait

Telz %R 4R 7410

GOSFORTH, Kid

Tell: D15 2A% 8877

MEWCASTLE, Feawick Lid:

Tel: 01491 233 5180

MORTH SHIELDS, SR Gladston & Son:
Tel: 001912 578 335

SUMDERLAND, Ty arad Computer Stone:
Tel: D51 565 51

WHITLEY BAY, Alan‘s Model Shop:
Tels G091 253 3682

WHITLEY BAY, T&G Allan:

Tel: D19132 531 564

WARWICKSHIRE

CW COVENTRY:

Linit 3%, Upper Level, Cathadral Lanes
Shopping Ceadre, TV 1L

Tek 0347 &ZE 7211 4

GW LEAMINGTON 5PA:

3T Hegent Sireet, CVIE 506

Tel: 01926 435771

BEDWORTH, Railway & Modellers
lunction:

Tel: 02476 116 T@5

COVENTRY, Hobbyoraft:

Tel: 02476 T84 520

KEMILWORTH, Abacrait Arls &
Pictures:

Tok: 611526 511 394

RUGEY, Joio Raitways & Models:
Tek: 01708 562 372
STRATFORD-LIPON-AVON, Much
ado about toys:

Tel: BITES 195 B340

WILTSHIRE

GW SALISBURY:

18 Winchewier 5Ereel, %P1 1HE
Ted; DI FE 253 455

GV SWINTHMN:

18 Bramsel Plara, 581 ALF

Tel: 0179 345 $AO%E

DEVIZES, Hoggosaurus Toymaster:
Tiel= 03200 TR R B4
MALMESRLIRY, SPS Malmeshury:
Ticl: Dilddt ATLEED
MARLBOROUGH, H Dacks
Tck: DRTE 513 170

MELKSHAM, The Toyshop:

Ted: 01225 768 #1s

Teel: 0345 051 &551

SWINDON, Spot On Models:
Tel= 31753 512 090

SWINDOMN, SP5 Swindon:

Tel; ©179% AR 452
TROWEBRIDGE, The Toy Shaop:
Tel; 07225 763 415

WORCESTERSHIRE

» GW WORCESTER:

31 Lychmate Sall, Cathedeal Plara, WET T0S
Tel: 0090 561 4707

DROITWICH, Look-rite Ltd T/A
Toyworkd:

Tel: 01905 772 404

EVESHAM, Batile Honouwrs LIK:

Tel: 0138 545 575

REDDITCH, Hoggosaurus Toymaster:
Til: D152 Thi 092

STOURPORT ON SEVERMN, TP
Activity Tovs:

Tk GF S AT A0O

YORKSHIRE

GW BRADFORD:

4 Fig adilly, Bradiord, 801 3LW
Tel: 027 473 S410

GW DOMNCASTER:

24 High Street. Donraster, sl ERG
Tiels B0 000 202 O35

GW HARRDGATE:

51 taficen Parade, HGI ITT

Tels @042 256 4710

GV HULL:

ED Paragon $rest, HUT IND

Tel: 0148 250 937

GW LEEDS:

A Lanehi Lane 191 L6

Tel: 0013 242 DALY

GW SHEFFIELID (Central):

1% Fiawillisea Cale, 51 41H

ek g 4 275 0014

GW SHEFFIELDY (Meadowhall
Centrel:

et ¥R, High Streel, Uippor Mall (641 b
enlramce near Boplul, 59 1EN

Tel: 0114 356 ¥E16

» GW WAREFIELD:

o Kirkgate, the Ridegs Condre, W ITR
Tel: %2 434 9431

GYY YORE:

124 Lendal, ¥O0 3403

Tell: 00190 462 8014

BARMNSLEY, lanco Toys:

Tel: 01226 208654

BEVERLEY, Mayfair Toymaster:

Tei: 01482 862 777

BRIDLINGTONN, Cropperi:

Tel: 01262 &77 727

HALIFAX, Halifax Modellers World:
Tol: G14FF 348 157

HALIFAX, Magazine World:

Ted: 01422 330 547 )
HUDDERSFIELD, Cames Emporiom:
fel; 01484 532 B3

HUDDERSFIELD, Something Wicked:
Tel; D484 559 TI0

KEIGHLEY, Comways Toymasier
LEEDS, Hobbycrait:

Tel: 01173 369 3020

WORTHALLERTON, T & FM Grover Lid:
Tel; D160 773 2134

OTLEY, Conways Toymasier:

Tel: 01947 463 0%

PICKERIMNG, Pufiers of Pickering:
Tel: DIT5Y 47F Tl

POCKLINGTON, Chylds Play:

Tel: GA755 Tk (41

SCARBOROUGH, Games Cenire I:
Tel: O172E 3559444 '
SCARBORCHLIGH, Space, Myth and Masc
Tel: 08456 441 111

SELEY, A1 Sports and Toys:

Fel: 01757 705 115

SHEFFIELD, Wargames Ermporium:
Tels 00 142 754 D26

SHEFFIELD, YWarpames l:'m_pﬂrill'l-'l
Gaming Cenlre:

Tel; @ i4F SEO487

WAKEFIELD, Model and Craft Centre:
Ted 01924 174 057

WHITBY, John Anderson - Toymasters:
Tel: 00947 RO3 213

WHITBY, Models and Movie Props Lid:
Tel: 07F97) SHO3EE

YORK, Ferwicks:

Tell: 1904 (85522

GW CARDIFF:

11 Migh Sreel. CF10 1FU
Tiel: B297 Dl 491 F

= W NEWPORT:

15 shinner Shreel, WPED THE
Tel: DRES 325 6195

G SWANSEA:

53 Kingrway, SA1 FHO}

T OTI GRS
ABERGAVEMNY, Richards of
Abergav 1

Tel: VBT A5 466
ABFRYSTWYTH, Alhatross:
Tedh @950 617 B3

BRECON, | Clark Toys & Gifts:
Tel: D1ATH 622 845

BRIDGEMD, Joust for Fun:

Teli 01 a%6 767 &80
CARMARTHEM, Good Mews:
Tel= B1267 13T THY
CARMARTHEM, Hardings:

Tel: GE6T 37 774

CHEPSTOW, Artists Corner:
Tel: 813297 627 393

DOLGELLAL, Waterloo:

Ted: 01541 423 407
LLANDRINDOD WELLS, Corven Aris:
Tel: DAT00 G6-3 S04

LLANTWIT MAJDR, Rainbow Plaza:
Telz a4 794 118

MILFORD HAVEN, Foster Poweell Lid:
Tl k4G BRT 111

NEWPORT, HobbyCraft:

Tel: OBa% 051 G340

PONTYPOOL, Penygraig Post Office:
Tl aas TR0 B

PORTHCAWL, Game lid:

Telr D156 T84 428

FEMBROKE, Dragon Alley:

Torlz D0 Gl 627 456

SWANSEA, Comix Shoppe:

Tell: DI 75T G2 0737

SWANSEA, West Coast Games Ltd:
Ted: 1792 537 il

TEMBY, Clarice Tovs:

Tel: 00 R34 243 453

SCOTLAND

= GW ABERDEEM:

Link 1, 13-14 Uppeer Kirkpate, AEID 1EA
Tk O X2 458 %779

G AYR:

I Arram Mall, KAT 150

Toll: OTT9 263 0673

GW BRAEHEAD:

115 Brachead Shopping Centre, Kimgy Incly
Rousd, G5 4N

Tel= DLl BEE 8440

G DLINDEE:

110 Commeveiad S2neel, DO TAI

Tel: @18A 220 T182

W EDINBURGH:

135 High Sareet, [HI 1022

Fel: 30 T &540

GW FALKIRK:

13 Cow Wynd, FKT 1L

Tk 032 44T 45513

= G GLASGON:

1 W S, €01 3035

Tl @40 221 1671

CGW LIVINGSTOMN:

2% Admandvale Ceobre, THS GRE

Tek: 01 506 £1A246

ARBROATH, Hags:

Tk DV24T BT V95

BANCHORY, Toy and Gift Shop:
Tk 0330 KI5 50k

ERECHIM, Cardiners:

Tek 01156 1T 265

CRIEFF, H Crafi Company:
Tk §1764 653106

CUPAR, The Nappy Pin:

Lok 01134 651 160

DINGWALL, Sports and Model Shop:
Tod: BT 109 BET 1k
DUNFERMLINE, Abbey Models:
Tk 91131 731 116

DUMFRIES, Toytown:

Tk 81107 MAREM

EAST KILBRIDE, DTS Models:

Tk ST155 258 582

EDINBURGH, Marionville Models:
Tek #1313 17T 01D

ELGIN, junner’s Toymaster:

Tk W40 ST &2

FORFAR, Hadps:

ek 91 7 B2 BR1

FORT WILLIAM, The Granile House:
Tl DUPYT P00 T

FRASEREURGH, Stevens Toymaster:
Tk BYUSE T2E405%

GALASHIELS, Books Pluis:
e TR

GLASCOW, Static Games:

ek 000 5529703
HADDINGTON, Model Mania:
Tk B2 BI5911

INVERNESS, Junners Toymasier:
Tek B dit 291 204

LE OF LEWTS, A D MacDonald and Son:
Tek BETT TO5 A50

KILMARNOCK, Scotch Corner:
Tk @563 50 262

KINROSS, The Hope Chest:

Tk PISTT BiE 516

KIRKCALDY, The Hope Chest:
Tl §15%7 Ml 116

NORTH BERWICK, Laws Cycles:
Tek Q1L20 #90 L4

OEKNEY, Mclennan-Toymaster:
Tk 01854 77 TR

PERTH, Millars Models:

Tk B0 73 E56 1ALS

PETERHEAD, Georpe Donald Lid:
Tek 81779 474 717

SHETLAND, Harrys Depl Store:
Tk @1 755 &% 047

THURSD, Durrans:

Tek GEEAT 597 169

TURRIFF, E Hae and Son:

Tel GHASE 557 610

WHITEHILLS, Kraft Kahin:

Tek §1251 BE1155

FAST:
ﬂh’{ﬂ Crourl, BT1 10D {egawards the back
of the contrei Tel: D289 07 12484
BALLYMEMA, Camerons:
IV Browghnhane 3, Ca Anlrim
Tl H28-X50EER :
BANBRDGE, Toymaster Banbridge:
Tel: OXE-S08 2225
BANGOR, Replay Games:
7 Highs 3, Lo Lhvwan
Tek O2E-S145E200 1
COLERAIME, Toymaster Coleraineg:
711 Church Sireet
Fiel: 02870
ENMNISKILLEN, Modellers Comer
EF Drarfing 51
Tiel: 3866321307
LISBEURN, World of Wonder:
Biverside OV aumg SL
Ted; 0 PRI 65T
PORTADOWN, Toymasier Portadown:
3 Mainheyille St
Tl 028-15X50EET

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play

Tok: G0 B 51 A3

AARSCHOT, Conect'r

Tel: 014 56 83 10

ANTWERPEN, Celtic Cross

Tel: 60 Y83 B] &5
DENDERMONDE, Tip Top Moens
Tel: 052 2007 98

GENT, Lood & Spelen

Tieks €2 24 47 34

HASSELT, Oberonn

Telimin 351 358
LEOPOLDSBURG,

WY Moestermans

Tel: 001 19 38 46

LEUVEN, The Dicepool

Tel: 006 T3 49 M

MECHELEM, De Spelfanaal

Tel: 215 34 5907

DOSTENDE, King Arthur

Tel: 039 51 57 54

ROESELARE, Black Border

Tel; D51 20 &1 540

AALST, Hermielijn

Tel; 053 41 48 66

ANTWERPEN, Red Dragon Gamis
Tel- 0 31 71 &1

ASTEME, Minkatuurauln’s Eeckhouwt
Tel: 092 24 17 96
BLAMKEMBERGE, De Speelhock
Tel: 50 41 4% 21

GAMES WORKSHOF HORBY CENTRE
i=1 Indicates Gaming Room fecilities,

S o ks s
SE ELITE STORE

ME PARTHER STORE
Wncke moal of the Games VWorkidsp ramge.

INDEPEMDENT STOLCKIST
Cificial sellees of Games Warkshop penducts.®

NEW STORE OPENING
Indicabes meewy ddnned and plosc ks,

T
' =
L e T
ey
. 3

=S

Stogks The cesnplete Game Withehop Wﬂ%hlrmmﬁlﬂpiﬂlﬁm

* T e sure By Bomm wihal you wivsd i slocl, we monmimend Calling the i firar,

R e

BRUGGE, Maodelbouwcenter

West-Viaanderen

Ted: 0 34 20 78

BRUSSEL, Intertoyvs Anderlecht
Ted: 035 27 24 77

BRUSSEL, Intertoys Laken

Tel: 022 65 71 41

DEURNE, The Gamestore

Tel: 03F I5 55 15
GENT, Intertoys Gent

Tel: &2 24 42 85

GENT, Red Dragon Games
Ted: DREFI 161

HALLE, Mishra's Playground
Ted: 02 E Bl 5850

HALLE, Top 1 Toys

Teele (1R S D 03

HASSELT, D-5ix

Tl @AW 32 5% 55

IXELLES, Intertoys Ixelles

Tek: 025 14 17 03

KORTRIJK, Baba Yaga
Tal: D56 37 46 07

KORTRIJK, De Concorde
Tel: 056 37 05 b3
KOETRIE, Albion

Tels 088 32 £3 07
WEERPELT, “t Spellenhuis
Tel: 07 74 &9 7%

QOSTENDE, Timms

T 055 B0 4% &3

OVERIJSE, Interioys Overipse
Tel: GG 67 41 53

ST NIKLAAS, HO

Tel: (186 a 51 31 L
TOURMAL Intertoys Tourmnai
Tls oo 31 42 32

SOFIA, Magic Worlds
Tel: 359 2 S GB3E
SOFIA, Moria

Tel: 3 3 BB& EE5E

CHINA

SHAMGHAL Fark
Tel: BE (200 STHIT66E

sHAMGHAI, Fhanchul Store
Tel: BE 21 52050}

OS1JEK, Land of Magic
Tel: 385 30 275 794

OSIJEK, Land of Magic

Tek: 355 31 568 413
RIJEKA, Came Master
Ted: 385 51 371 103

SPLIT, Land of Magic
Tel: 385 J146224%
VARAZDIN, Land of Magic
Tely AR5 41 1ED
TAGREE, Land of Magic
Tz 1AS 1 4ETDOTT
TAGRER, Land of Magic
Tel: FRE149EW017

CYPRUS

NICOSIA, ANT Comics
Tel: 00 357 23 GL03ES
NICOSIA, Megaland

Tel: (3 35 T2 SBETE
PAPHOYS, Cyprus Crusade
Tel: 20 337 97645071

CZECH-REPUBLIC

BRMOY, Cerny Rylir

Tel; +4 20041 14860

CESKE BUDEJOVICE, Chaotit

Tele a4 DObOTEET 158

HARADEC KRALOVE, l:ﬂihl'upeﬂul
Valhalla

Tel: + 4200055 22009

KOPRIVMNICE, Magic

Ted: +4:204055 22009

LIBEREC, Battle Games- Obchodnl
Pavilion

Teel: o JOFTFR361 54

OSTRAVA, Malrix (knihkupectvi)
Torlz sd D774 S04 024

FRAHA, ﬂgri (1]

sikarlapadihcd A’I':J.ﬂlh-'l 1, Vi

Tel: 4420224514811

PRAHA, Cerny Eytir

Ted; 4420232712441

PRAHA, Cerny Rylir

Tel; +4 2EFITIN ALY

VEETIN, Atlantis

Tel: s £305T 141 1647

GW KOBENHAVN
Fredoioloraide SKL, 1360,
Tel: 33 12 2207 .
AALBORG, Dragans Lair
Tel: 08 1116 18 i
AARHUS C, Dragons Lair
Tel= Bk 19 00 63 X
HILLERDD, Hobby & Fritid
Vel 48 25 20 16

www.games-workshop.co.uk/storefinder 125

K@BENHAVN K, Faraos Cigarer
Tels 33 9% 2211

KSBENHAYM NV,

Arcna Kebenhavn

Tedi 30 53 57 0=

BAESTVED, Arena Nastved
Teli 35 54 &7 00

ODENSE C, Dragons Lair

Telz 65 50 57 01

REBDOVRE, MR Games

Tek 36 720 55

ROSKILDE, Fanatic Roskilde
Tek: 45 36 35 48

LYMNGEY, Faros Cigarer

Fel: 3210 2% 2 "
HELSINGER, Hobby og Fritid
Tel: 4% 20 45 41

HERNIMNG, Frrges Kelder
Tel- 55 100 1A 97
VORDINGEORG,

l?u&n\hrﬁnﬁnj
Tek: 25 34 08 31

AABENRA, Legekaden Aabenrd
Tel: 7d 62 24 65
AALBORG, :
Aalborg Hobby Service
Tel- 98 12 13 15
AALBORG, Bog & idé Aalborg
Teel: 38 11 b 11
AALBORG SV, B.O. Boger Aalborg
Tel: 98 79 15 45
AARHUS C, Goblin Gate
Tel: Bb 1940 01
AARS, Ting og sager
Tel: 98 A1 45 52
ASMNAS, Bog & Mde Asnms
Tel: 5% &5 (0 14
ESBJERG, Bunkeren
Tok: 75 18 11 9%
ESBJERG, Adventure Corner
Tel: 35 11 11 5%
ESBJERG, B.C). Boger Eshjerg
Tel: 75 42 11 77
ESPERGARDE,
B0, Boper Espergarde
Tel: 4% 13 19 46 il
FREDERICIA, Bog & Ide Fredericia
Tel: 76 B 5989
FREDERIKSBERD,
n Frederi
Telr 38 19 70 35
FREDERIKSSLIND,
Legekaden Frederikssund
Telz 47 35 1 §9 :
GILLELEJE, Lillys Legetoj
Tel: 43 30 50 )
GORLEY, Sparctime
Tel: B8 B5 B0 K1
GRENA, Bog & idé Grend
Tel: B6 33 19 14
GREVE, B0, Bager Hundige
Tel: 43 99 &8 DA
HELSINGE, B.O. Bager Helsinge
Tel: 43 79 4001
HERMING, Buddy Legetaj
Tol: %7 22 05 51
HILLERDD, Lepekaden Hillerad
Teki 4R 24 &1 &1
H|@RRING, Hjorring Hobby
Tielc 300 G 40 X3 :
HOLEEK, Storkielt Bog & idé
Telz 59 43 00 74
HOLTE, Legetajshutikken
Telz 45 4 17 H2
HORSENS, Legekaeden Horsens
Tel: T5 b1 b 11
HERSHOLM, GAD Horshalm
Tel: £5 Bih 04 0l
HUMLEBEK, Rodes
Tl 49 19 12 20
KALUNDBORG,
Koch's er & FPapir
Tel: 59 51 00 54
KJELLERUP, Ide & Holbby
Tel: 86 B 13 24
KOBEMHAVN K, Fantask
Tel: 31 93 B5 18 ]
KOLDING, B.0. Bager Kolding
Tel: 75 50 18 14
KOLDIMNG, Good Games
Tel 75 50 03 04
KGGE, Sema
Tel: 56 &3 0F 04
LYNGBY, B.0. Bager Lynghy
Tel: 45 B7 04 45
MYK@BBING F, Hundchuset
Tel: 54 BG 03 46
MYK@BING M, Morso Boghandel
Telz 97 72 07 00
DDDER, l-l.!;l:l:.!tl-!ﬂ Ddder
Tl B5 54 42 Th
OIDEMNSE 58,
B.0) Boger Rosengdrdsoentrel
Tel: bb 15 449 14
RANDERS, Bog & Ide Randers
Tel: 85 43 03 10
RANDERS, Byrge Sorensen Hobby
Tel: 85 41 58 14
RANDERS, Randers Hobby Import
Tek: 86 43 39 11
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RINGK@BING, Buddy Legetoj
Ted: 97 32 &8 DR

RINGSTED, & Ide Ringsted
Tel: 57 1 00 H?ns‘ &
RINGSTED, Buddy Legeto]

Tel: 57 &7 14 B0

RAODOVRE, B.0. Bozer Radavre
Tel: Bk 41 &4 BF

REMNME, Dorthe’s Hobbystue
Tid; T6 95 ™4 40

ROSKILDE, Gnskeleg

Tel; 46 12 14 &3

ROSKILDE, B.O. Ra' lory

Tel; 4% 446 34 12

SKAGEMN, lf-grh:n'drn SIE.HSI‘.'I'I
Tel: 98 44 54 65
SKANDERBORG,

Schmidl Bop & idé

Tel: 86 52 00 27

SKIVE, [ydsk Boghandel

Tel: 97 51 2593

SLAGELSE, Uleiotlen

Tel: 53 53 50 35

ST HEDDIMNGE, Hobhystalden
Tel; %6 55 & 10

SVEMDEORG,

Farve & Hobby Hjornet

Tel: 62 21 31 31

SVEMDEORG,

B.0. Bager Svendlserg

Tel: 62 47 21 90

TASTRUP, Genbrugshoper

Feel: 43 71 &1 15

THISTED, Buddy Legeta
Tel9782 1800 | J

VEILE, B.D. Boger Vejle
h-l:lf'. B 65 i
VIBORG, Battle Bunker

Tel; 66 &5 17 40

CW BLANCHARDSTOWM
Linil 2492, Blscharditown Shopping Centre,
Dublin. Tel; 337 822 1868

GW DUBLIN

Uinit 3, Lower Ladley SiFned.

Bl 037 &7 3741

BALINA, Warld of Waonder Balina
Feel; O T Tl

BLACKPCMOIL,

Warld of Wonder Blackpool
Tel: 204 200 245

BLACKROCE,

Art and Hobby Blackrock

Tel: 01 253 254

CLOMMEL, Toymaster Hogans
Tel: 053 23573

CORK, Other Realms

Tel: 01 4175500

CORK, Waorld of Wonder

Tel: 021 4210445 -
CHOLIGLAS,

Art and Hobby Doarglas

Tel: 021 436 3580

DROGHED A,

Art and Habby Drogheda

Tel: 641 BT 3270

DUBLIMN,

Art andd Hobily Jervis Cenlre
Tl G135 745 312

DUELIN, TM Banba Dublin
Tel: 91 872 7100

DUN LAGGHAIRE,
Toymasier Banba Dun Laoghaire
Tel: @03 ROE 011

DUN LADGHAIRE,

Art amd Hobby Dun Lasghaine

Tel; 10 Tlf 087

DUNDALE, Pick n Save

Tel: 43 933 T156

DUNDRLIM,

Art and Hobby Dundrum

Tel: O 158 Fo-44

DUNGARVAM,

Toymasier Murphys

Tel: 058 41376

EMNIS, World of Wonder Ennis
Tel: B&S GA4 BEAT
EMMISGLRTHY,

Toymaster Play and Learn

Tol; 053 23188

GALWAY, Gamers Realm

Tl fr91 Sk D06

KILKEMMY, Toymasier Crollys
Tel; 156 S10AR

KILKEMMNY, Art and Hobby
Tel: %6 71904

LIMERICE, Arf and Hobby
Tel: BGT 19757

LADIS, Grahams Toymaster
Teli 057 A6 1081

LIMERICK, Art and Hobby

Tel: 061 309757

MACROOM, Toymaster Marys
Tel: 026 42491

MAAS, Arl and Hobby MNaas
Tof; 043 874322
MAVAN, Game Bandits
Tk D46 0750900
NEWERIDGE,
Waorld of Wonder Newbridge
Tel: 045 447265
SANTRY, Arl and Hobby Santry
Tel: 07 B2 3500
SLIGO, The Last Rule
Ted: 611 A9 305521
5T STEPHENS GREEN,
Art and Hobby Stephens Green
Teli 01471 263
STILLORCAN,
Toymaster Nimble Fingers
Tel: 01 2R0O7A8
TULLAMORE, Toymaster Robbins
Tel: 0506 21541
WATERFORD, The Hobby Shop
Tel: 051 A52 237
WATERFORD, Tall Tales Bookshop
Tel: 051 AZ) 467
Toymaster Play and L
earn
Tel: 053 21?’@ = fmh
WEXFORD, WOW New Ross
Tel: 051 421473
WICKLOW, Toymasier Hopkins
Tel: 040 467225
WILTOM, Art and Hobhy Wiltan

Willon, Tel: 021 434 7207

STAMLEY, Falkland Collectildes
Tel: DOS0021174

GW HELSINKL

Shmaiikabe 9, 0010,

Tel: 09 75 15 45 25

HELSINK], Fantasiapelit Helsinki
Tel: 0¥ 65 n'uu

LAHTI, Puolenkwun Pelit

Tel: 63 751 5151

PORYCO,

Puolenkuun Pelit Porvoo

Tel: D13 5877

TURKU, Fantasiapelit Turku
Tel: 02 217 8413

ESPOO, Pelimesta

Tidl: 0% 513 T283

JOENSULY, Fanfasiapelil Joensou
Tel: 073 B3 314

IYVA

Famtasiapelil Jyviaskyld

Tl B4 20 6610

KUOPFO, Fantasiapelit Kuopio
Tel- o7 4511148
LAPPEENRANTA,

F‘.m.luql:ﬁ'l Lappeenranta
Tel- 05 540 1375

OULL, Fantasizpelit Oulu

Tl 08 &7 4906

TAMPERE, Fantasiapelil Tampere
Teel: ) T2 L2040 Pﬂ

FORS5A, Fun Siuff & Cards

Tl B0 415 G505

HAMEENLINNA, Lelushoppi
Tel: 077 &AT X950

HEINOLA, Talousmuowi ja lelu
Tel: 03 715 3905

HYVINEAA, Royal Toys

Tel: 019 43 9370

PISALMI, Taikatalo

Tel: 0017 &2 GISA

IMATRA, Kirja-Lahja Alex Ky
Tel: 05 431 9555

JAKOBSTAD, Toys 4 Fun

Tel: G4 723 2840

IAMSA, |aakko Saar

Tel: @04 T49T215

JARYEMNPAA,
Askartelutarvikeliike Taitaville
Tel- @50 413 4760

KERAVA, Anlikvariaally Kersa
Tich; i5r F94 4270

KOTEKA, F.a.;g]f Card

Tel: ©% 71 4238

EOUVOLA, Muaviepox

Tel: @5 311 7955
ELLSAMNEDSK], Kirja Savinen
Tek: 05 374 8271
LAPFEENRAMNTA,
Antikvariaxtti Suma

Tel: 05 541 1760
LAPFEEMRAMTA,
Antikvariaatli Suma

Tel: 05 541 1760
MAARIEHAMMN, Dillen

Tek: 018 15578

MAMNTSALA, F‘.lpld'u

Tel: 019 BEA 1911

MIKKELI, Muppela

Tek: 015 36 1611

Do you want to become an

INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop
fantasy and futuristic battlegames company in the world. For
more information on how to become an Independent Stockist,
contact one of our dedicated specialists on 08700 134411 or visit
our dedicated website:

PORI, Porin Pitkis
Tel: 67 &13 2R84

PORI, Porin Askartelu

Tel: 03 612 6671

RAAHE,

Raahen Astarielu ia Paperi
Tel: OF 223 AB15

RALINLA,

Wanhan Rauman POP-peli
Ted: OF 823 4540
ROVAMIEMI, Liigacenter |Hssi
Tek: 016 156 0545

SALCH Salon Harraste

Tek: 026 356 0345
SANVDMLINMA,
Savonlinnan Antikvariaatii
Tek: 015 53 4312

SEINAJGKI, Pitkakiekko
Ted: Ok 817 7830

SEINAJOKI, Faniasialinna
Ted D40 581 6338

TAMPERE, Info Koskilkeskus
Ted: 03 225 1850

VAASA, Mirunaru

Ted: D6 312 7007

WAASA, Mirunaru

Ted: D6 312 7007
YAIKEAKOSEI, Koskiviide
Ted: 03 SRS 7917

YEHMAA, Vanha Kaarti
Tel: D50 517 4900

ATHEMS, Action Hobbies
Tel: DOED 210 65564505

ATHEMS, Fantasy Shop: Peristeri
Ted: BO3D 210 5774344

ATHEMS, Fantasy Shop: Halandri
Tel: BOBO 210 625715

ATHEMS, Fantasy Shop

Tel: O30 210 EX1G7T

ATHENS, Fantasy Shop: Ag. Paraskevi
Tel: O30 210 005 11T

ATHEMS, Fantasy Shop: Pagrali
Tel: BOZ0 110 7545700

ATHEMS, Fanlasy Shop: Kifisia
Fel: BOZD 210 SH160410

ATHEMNS, Fantasy Shop: Pelralas
Tel: DUED 210 4135957

ATHEMNS, Fantasy Shop: Exarcheia
Tel: D030 210 IHTRETT

ATHEMS, Kakssa Amarousiou

Tel: B30 21 &141ETS

ATHEMNS, Kakisa Glyfadas

Tel: DO 200 E5E3 057

ATHEMNS, Kaitea Halandriow

Tel: 00750 310 CEB4ET

ATHENS, Kaista Kallidromiou
Tel: 0070 3110 ILE4EE

ATHENS, Kaissa Monokeros

Tel: 0070 200 813 990

ATHEMNS, Kaissa Meas Filadelfias
Tel: 00 30 118 9077944

ATHEMS, Kaitsa Meas Smimis
Tel: 00 30 210 9817944

ATHENS, Kaiissa Pagratiou

Tel: 00 30 200 7218 318

ATHENS, Strategy Hall

Tel: 00 I IB4TI5TET

CHAMIA, Kaissa Chanion

Tel: G030 TEEIREET

CRETE, Fanlasy Shop: Herakleion
Tel: 0030 T8I0 T01312

HALKIDA, CO Cormer

Tel: G030 3FE1 GETI15

KALLITHEA, Fantasy Shop Kallithea
Tl GO 200 953 2922

LARISA, Kaissa Larizas

Tel: O30 2400 SER5LS

SARCUSE, Batile Bunker

Tel; 00000 TR IR LR

NAFPLIO, Miniature Shap

Tel: 04 16 275 B0R4RA4
PATRA, Fantasy Shop: Patra
Tel: 0000 2610 221014

PATRAS, Kaissa Patras
Tel: 0000 Te1DGI561E

PERISTERID, Kaissa Peristeriou
Tel: 0000 2105FMGTOT

FIRELIS, Dragons Eye Store
Tl DOHNE DEEEI160

THESSALONIKI, Kakssa Thessalonikis

Tel: 053 10 2510 257 357

THESSALOMNIKI, Underworld
ol 0330 510 2401 93

VOLOS, Fanlasy Shop
Tel: Gi0 23210 2A7A2

HONG KONG

HOMG KONG, Fun Atelier

Teli i85 7 TRLL-SATD

HUNGARY

BUDAPEST, Silverland
Tel: 0004 12 504157

www.games-workshop.co.uk/independentstockists

FRONTLINE

BLUDAREST, Trodlbarlang

Tl O 35 1 3213279

BLIDAPEST, Trollbarlang Buda

Tl Bf 35 1 345 B85

MISKOLC, Deron

Tok; DS 45 17520

STEKESFEHERVAR, Legendak Crarnoka
Tiek; DE3E F0 ZESTU2E

SZEGED, Csillagvey

Tl D@08 30 X571 %04

ICELAND
REYKJAVIE,
Tel: 552 9011

JAKARTA BARAT, Comics N Games
Tel: O30 S6%96-1855

JAEARTA SELATAN, Fantasy N Games
Tel: D11-600-30041

SURABAYA, Fanlasy N Games

Tel: 01 1-600-30043

SURABAYA, Fanlagy M Lames
Teld: O3 1T 40-2475

ISRAEL

HAIFA, Kitare
Tal: DOOTE ARTOE2EZ

HERZILIA, Freak

Tl O HEF SOSEMOTY

BAMAT HASHARCHS, Tapl.r]l'l

Tel: DOFOTE 35404711

RASAT HASHAROHN, Tapuah Fantasy
Sokodosy 30

TEL AVIY, Freak

Tel: DUSTT SUHM1HIL

TEL AVIY, Kitaro

Tel: DO9TE SH2993 20

MALAYSIA

KOTA KINABALLY, Sabah, just Wargamss
Tel: 613 - BE5 5269

KUALA LUMPUR, Comics Mart

Tel: DX = 2XHT DGL2E

KUALA LUMPUR, MySciFiFan E‘I-llpﬂﬂ
Tel; (£ G146 = BEF 1504

PENANAG, Comict Mart

Teliid - 126 2500

PETALIMNG JAYA, Walf's Game E-I'-u-p
Tel: 012 25%9952

PETALING ll“'lw T s Camdes
Tel: & 010 - €31 0¥140

SHAH ALAM, SELANGOR, Dakka
Dakka Games

Tel: & 097 -2T92 0325

I5A TOWN, Carousel World of
Imagination
Tel: b3 573 397 3635

MALTA

MALTA, Forbidden Power
Teel: 00356 21 27999
MALTA, K Hobbies Lid

Tel: BOA%E 31 &9542%

MEXICO

MNAUCALPAN, Quest Hobbbes
and Games

Tel: 05 555 %8 82 74

NEUVD LEON, Imperial Fleet
Tels 531 811 06k T926

FUEBLA, La Fortaleza
Tl 0053 213 408 30 20

GW AMSTERDAM

Rokis 36, 1012 K1,

Tel: 0210 622 1563

LYY DEN HAAL

Schoohiraal 178, 2511 AX.

Tel: 070 192 TEG

LW HAARLEM

Cieprafraal 27, 1001 GA,

Tef: B33 350 767

LW ROTTERDAM

an (ldobarneveldplasts 452, F12 AP, Tok;
10 260 0264

ARNHEM, kwartier Amhem
Tell; @6 170 DOEN

DEN BOSCH, De Dobbelsteen
Tel1 O73 &14 3530

LEEUWARDEN, Spellekijn

Tel: 836 “':"Illnz )

LEIDEM,

Tel: @71 513 :;\r!f: v
MAASTRICHT, Vlieg-er-uit

Tel: 843 325 1653

TILBURG, De Dobhelsieen

Tel: 013 544 3700

TWOLLE, Games-n-Stuff

Tel: 038 421 6385

ALKMAAR, Bookers & Strippers
Tek: QP2 31X 1213

ALMERE HAVEM, Fantasia

Tick: 036 551 6017

AMERSFOORT, Spellenwinchel
Tel: @F3 470 DF22

MASSEM, Plok

Tok @5% TH1 JXol

BERGEN OF ZOOM,

reb ey s oids

DEN HAAG, Spellentuis

Teld; o0 3ed A7A2

EMSCHEDE, Pijplines

Tell; 053 430 5737

GROMNINGEN, Krikke's Hobbyshop
Tell: 050 312 9714

MIDDELBURG, De Burcht

Teld: 01 1 Bias0040

MNIIMEGEN, Moenen & Mariken
Tel: i34 3121 6119

UTRECHT,

Tel: 130 230 4123

YEMLO, Modelbouw Luthart
Tied: OF7 154 2688

WORMERVEER, Minl-Wonders
Tel: O7% 650 1617

ZOETERMEER, RC-Filstop

Tek: 079 316 D360

ALMELD, Somberg Modelbouw

Tol: D54 681 2981

ERERUINNINEE o s T e e

ALPHEN AAM DEMN RIJM,

Top 1 Toys Arie v Pannée

Tel: 172 47 7254

AMSTELVEEN,

De Grool Toy Special Store
Tel: B0 247 2344

AMSTELVEEN, Het Ganzenbord
Teel: 0310 &bl 2552

APELDOORM, Yreemde £aar
Tel: 057 5351 1506

AFELDOOE M,

Top 1 Toys - De Kinderdroom
Tel: 055 5761098

APELDOORMN, Villa Wammus
Tel: 055 5766 741

BERGEYK, Woulers Technohobhy
Tel= 049 755 0248

BLARICLIM, REC-Fun

Telz G35 5230040

BREDA, Maodelbouw Bliek

el 076 521 6596

BREDA, Do Diobhelsieen

Tel: 076 SIB4T00

BUSSLIM, Bakx Modelireinin
Tel= 35 691 H410

DELFT, Top 1 Toys Speldorada
Tel: 015 213 4516

DEN BOSCH, Gameforce Den Bosch
Tel: 071 7505883

DEN HAAG, EW Fantasy Shop
Tel: 070 ¥5R135T

DEVENTER, Knibbel Comics
Tel: 057 D81 BATS

DORDRECHT,

Hobby Modelbouw Dordrecht
Tel: OTH 631 2711

EDE, Tinnen Soldaat

Tel: GX1E 65 1296

EINDHOVEN, Gameforce Eindhoven
Tel: 40 2447030

EMMEM, Spirithoes

Tk 0591 L4567

GELEEM, Tactica

Tek: Db 47 45 785

GIOES, Fantus Fantasy Slore
Tek: 011 325 8174

GORINCHEM,

Metten Modelbouw

Tek: D1E 363 KOOD

GO, Intertoys w'd Wal
Tel: 018 251 3525

GOUDA; The Movie Store

Tel: 018 252 3550

GROMINGEN, Wirwar

Tel: 050 114 2424

HARDERWI|K,

Top 1 Toys Volgers Spel & Hobby
Tel; B41 412985

HEEREMVEEM

Top 1 Tays Violgers Spel & Hobby
Ted; D513 H2496G1

HENGELQ,

Top 1 Toys Mickey van Wezel
Tedi 074 291 Hiod

HOORMN, Het Gele Teken

Ted: 022 921 8411
LEELI'WARDEM,

Brattinga Speelgoed

Tel: 058 212 5681

LEIDEM, Tolkienwinkel

Tel: 071 541 2124

LELYSTAD, Treinenhoek

Tel: D32 625 F140

MAASTRICHT, Hounjed

Tel: D43 363 6778

NUENEN, Schellens Speelgoed
Tel; 050 383 3954

QU D-BEINERLAND, Mourils Model-
Hubhy

Tel; D1 BR 62 1951

PAMMIMNGES,

T 1 Tll':.'l. Marc |ansien

Tel: 077 dn14564

ROERMONDY,

Bloemboetick Hermien

Tel: 047 531 B84
ROOSENDAAL, Top 1 Toys Jadin
Tel: D165 55 Tl

ROTTERDAM, Freetime Warrlor
Tel: 010 1709213

SCHIEDAM, BTS

Tel: D10 473 EFLS

SCHIJNDEL, Top 1 Toys Anniek
Tel: OF ) 5477758

SITTARD, Atomik

Tel: D48 4515074

SLLIS, Top 1 Toys E vid Yijver
Fel: 017 74 1595

SOEAT, 'I'np 1 Toys Soest

Tel: 035 &7 444

SPIIKEMISSE, Lord of Magic
Tel: DTET B150L1
SURHLISTERVEEN, Spiritvault
Tel: 055 576100

TIEL, Goblincave

Tel: D344 &54 &89

UDEM, Goblin

Tel: B41 317 DEGT

UTRECHT, Subculturcs

Tel: 030 1301122

UTRECHT, Elf Fantasy Shop
Tel: 030 781 7157

UTRECHT, Mever Mever Land
(Wieder & Kugant)

Tel: 00 XT3 20
VELSERBROEK, Mol Plastic
Mode

Tel: 027 5175102

VEMNEAY, Else Hobbyspeciaalzraak
Tel: B47E 514859
WASSEMAAR, Top 1 Toys
Kouwenhoven

Fel: 070 511 0211
WINTERSWIJK, Top 1 Toys
Winterswijk

Tel: 053 351 2027

FWOLLE, Boekenhalie

Tel: 032 422 1077

IWOLLE, Top 1 Toys — De Wit
Tel: 08 4217176

LW OS50

Mpllergata 7, G179,
Telki 2233 29 90



KRISTIANSAND, Hobby Huset
Teel: 38 00 613 10

BERGEN, Outland Bergen
Tal: 22 33 ':H na
TRONDHEIM, Gotham

Tel- 7350 28 B8

ALBAUMD, Kremmerhuset

Tel- 70 14 37 70

ARENDAL, Norli Arenasenfer
Tel: 37 02 54 54

BERGEM, Ringo Lekeklossen
Tek: 35 92 26 50

B|@RKLANGEMN, FX Hobby

Teld: 6% A% 11 55

EEDH l.lr-df:rhuldningwar.neten
Tel: 75 51 507

B/ERLIMS "-’ERIIL Buki Leker
Ted: 67 1313 10

DOKKA, Yes vi leker Dokka
Telol 11 30 90

DRAMMEN, Kreativ

Tel: 32 &1 49 00

FAGERNES, Lekesenteret

Tel: 61 36 06 92

FAUSKE, Ringo Smarl

Tol: 75 &4 60 21

FLISA, Ringo Bamseiar

Tel= 62 95 B2 90

FORDE, Ringn Leikehusct

Tek: 57 82 01 03

FREDRIESTAD, Leketorved

Ted: &9 31 36 30

GIEVIK, Ringo Leke-Olsen

Tel: 67 10082 70

HAMAR, Lekehuset Maxi

Pl 62 33 1% 0k

HARSTAD, Smitt og Ritt

Teh 77 0% &7 T4

HAUGESUND, Morli Haugesund
Teh 52 72 13 X%

HITRA, Ringo Hitra

Tel: 72 44 12 45

KOMGSBERG,

Ringo Rolf Liane AS

Tel: 32 73 11 @i

KOMGSVINGER,

Ringo Gigata Leker

Tel: 62 81 76 11

ERAGERE, Brio Karis Hobby
Tek: 35 08 04 =4

KRISTIANSAMD,

Chrtland Krstiansand

Tel: 38 04 74 0
KROKSTADELVA, Helmax Leker
Tel: 32 87 ¥9 10

LAMGESLIND,

Ringn Tarangers Efi.Per

Tl 35 97 B b

LARVIK, Ringe Sokrales

Tel: 33 18 54 35

MO | RANA,

Ringo Lekehjornet Mo

Tel: 75 15 17 47

MOLDE, Yes wi leker Leke Jarnet
Tel: 71 21 93 &3

MOS)3EN, Hobbysentret

Tel: 75 17 00 0

MIOSS, Brio Frisenfeldt

Ted: 69 25 12 90

MYSEN, Brio Saker og Ting

Tul: G 8% 00 4

NARVIK, Hingo Barnas Verden
Tl; 76 M &3 0F

MESBREL, Ringa Holmensentred
Tiel: fets 77 94 10

5100, Brio CC Vest

Tel: 22 7317 77

Q5L

Brio Motabene Lamberiseter
Tel: 22 28 05 51

DAL, Curtland Palest

Tek: 22 33 04 10

SANDNES, O Sacland

Tel: 51 bb 15 09

SAMNDVIKA, Hobby Larsen

Tel: &7 54 00 OF

SK1, Brio Titt-Inn

Tel: b4 85 77 77

SKIEN, Sokratis Hobby Girden
Tel: 35 52 &7 &

SOLA, Ringo Sola Gaver og Leker
Tel: 51 65 17 63

SOMGDAL, i
Rm;n :ﬁl Glasmagasin
SDRTUI.H‘D, Ringo Bamse Leker
Tel: 76113374

SPIKKESTAD, Trolimannen Leker
Tel: 47 26 51 19

STAVAMNGER, Cuiland Stavanger
Tel: 51 93 5O B

STAVANGER, Vesleirikk

Tel: 31 B9 52 32

STOKMARKMES,

Stokmarknes Aktictrykkeri

Tel: 76 11 77 50

SYKKLYVEM, Ringo Blindheim
Tl: 70025 10 29

TENSBERG, Gledeshusct
Fel: 92 2% 17 07

TROMSE,

Tromso Bruktbokhandel

Tel: 77 68 69 74

TROMMNDYHEIM,

Outland Trondheim

Tels 71 52 0% 4%

TRONDHEIM, Tronderirim

Teli 73 51 08 40

TYMSET, Ringo Tynset Bokhandel
Tel: 62 40 00 148

VADSE, Brio Vadso

Tel: 70 94 32 29

GW GOTEBORG
Drrottnimggaton 53, 411 07,
Tel: 03F 1 F09sE

GW STOCKHOLM
Regonsgsgalan 10, 111 &1,
Tel: 3 Z0E Bd0

GAVLE, Hobbyshopen

Tz 5l 32059
KARLSTAD, och Fantasi

Tk @34 15107

NORRKOPING, Lekhuset
Tk D11 ZRTOT

UMEA, Fantasia

Tel: pu0TORED
KRISTIANSTAD,

eliad mn&ﬂu

SKELLEFTEA, Lek & Hobby

Tl 0D 1980 i
Tel: 0k 654 &0 50

STOCKHOLM,
Science Fiction Bokhandeln
Tel: BT 15053

surmsmgi
Py bicker

Prisfyndet

LIPPSALA,
Tel: 018106507

Wi

Tel: 021 10 44 91

VAXJO, H Héla

Tel: 047 B2 lﬁ?
ANGELHOLM, Brio

Tel: D431 BOSIT

ARVIEA, Perry Data

Tel: 057 010G

Asarum, LEK & FRITID

Tl 054001 90

AVESTA, Vega Video

Tel= O eEnaTS

BORAS, Hobbex

Tel= G3L41E380

BROMMA, Boink!

Tel: DETL RBOA

DALARD, Butiken Svanen
Tol: DG ESE05

ENMKOPING, Mallens Leksaker
Tel; G171 323750

ESKILSTUMNA, Bamens Hus
Tel: 0164AT130

ESKILSTUMA, Lasses Leksaker
Tel: iA130A35

FALKEMBERG, Brio

Tl 346 837 LD

FALUMN, Tvspehborsen

Tel: 0327775

FARJESTADEN, Leksaksmagasinet
I-H_:. DES TS TR

GALLIVARE, Brio

Tits @y mbL5r

GOTERORG, Wizard Games
Ted: QFIBERETI 7

GISLAVED, Brio

Teh: GFF1107 23

HALMATAD, Brio

Tl OER159175

HAFPARAMDA, Barnens Hus
Tl 05 3T 36 &0
HEI_'EITGEII‘E'I.‘RE,

Spel PA Ku tan

:fl,-.fl-l.i I]ID‘HE]
HLUDIKSVALL, Alblns Leksaker
Tel: I:H.‘:P'.ﬁ'.l!ﬂl

JONKOPING, Play Planet
Tels OG0 22ET4

KALMAR, Kalmar Lek & Hobhy
Tek: 48024717

KALMAR, Oftoy

Tel: G480 1002

KARLSHAMMN, Brio

Tell: B4FE10381

EARLSKOGA, Leklddan

Tel: O3BE13113

KARLSKROMNA, Brin

Tiel: 045524082

KARLSKROMA, Facl & Ficlion
Tel: 45516710
KATRINEHOLM, Brio

Tel: 0150 F5FH

KIRLINA, Brio

Tal: D& T80

KOPING, MD Hobby

Telz D7 IS4 T6ATE

KUMGALY, Lek & Hobby

Tl @DHEL T4
KLINGSEACKA, Brio

Ted: OLBOI 41326

LAHOLM, Brio

Ted: 043010069

LIDKOPING, Game Maniacs
Tel: O705 190374

LINEOPING, Alltilek

Tel: 013101970

LINKOPING, Sagoland

Teel: O1 31 223540

LJUNGEY, Brin

Tel; G372 13480

LULEA, Barnens Hus

Teel: OFIO0HS

LUMD, Spel ph Clemenstorget
Tel- &I T7TEID

MALMO, Spel pa Djiknegatan
Telz D40 1204740

MORA, Lek & Hobby

Vel @EROT 16TA

NACKA, Amuzar

Tell: DBLSEO5ED
MNORRKOFING, Hobbyhéirnan
Tel: 011162120

NYKOPING, Laka Tv-spel
Ted: 01 55201 000
MNYNASHAMM,

Svens Lek Och Hobby

Tl O 520 10 7591

OREBRO, Bria

Tel: G561 145933

OREERD, Modellex AB

Tel: GE% &110 15 34

ORMINGE, Happies

Tel: GETISX501
ORMNSKOLDSVIK, Lajbans
Tel; GLLHET 100
DSKARSHAMMN, Brio

Tek: 8451 170 &5

OSTERSUND, Hobbyboden
Tol; DERS1EE10

PITEA, Barnens Hus

Tl 911159910

SAFFLE, Bergers Lek & Bositining
Tel: OSAFT0E45

SALA, Elons Leksaker

Tel: pRIa10004

SEOVIE, Partaj
Tel: 051075454

STEMUNGSUMD, Brio
Fel: 0320384

ASTCOCKHOLM, Arcane
Tl G755 54500
STOCKHOLM, Brio
Tok GE7491 144
STOCKHOLM,

ies Hammarby Sjistad
Tel: GRS TE44B00

STOCKHOLM, Fidelur
Tel: Gfl 5002 6270

STROMSTAD, Kjells Lek & Hobby

Tel: 052615900

STROMSTAD, Leksakshuliken
Tel: 052060131

SVEDALA, Brio

'I-'l!. G001

TABY, Hobby & Prylar

Tl 5 105304 1%

TOMELILLA, Alfs Leksaker
I{LMI.‘IEIII
TECOLLHATTAM, Partaj

Tt MY

TUMBA, Leksakskungen

Tt B85 10 L hale]

TUMEA, Kom & Lek

Toi- BT bOED0T 1

UDDEVALLA, Partaj

Toi G4 TEN91EA

LUFFLANDS VASBY,

Exrmen Hus

Tt i rw eiil

VALLINGEY, Hobby for Alla
et 0T T

VAREBERG, Norrgatans Spel
I S e PN

VASTERAS, TV-Spelsborsen
H g | L] (L1 FY

VASTERAS, Fetterlunds Erikslund
Tk B0 1Bk T

VASTERVIK, Brio

Tl Serile 1 71

VASTRA FROLUNDA, Toys
Tl B30T

VETLANDA, Brio

Tk S P50

VIMMEREY, Brio Vimmerby
Tk GE¥IHH1ES

VISEY,

Pk e S

YSTAD, Tv Spelshirnan

Tk 9l 1) il

QUET D CITY, Mewtral Grounds
Tk B0 70 ) BEN4 BrEkD

BLALYSTION, I::rrlmm'l Gier
Tel BOel K374
BIELSKO BLALA, Gnom
Ted: GEE 13 W04t
Empik DTC

Tk 832 220 35 25
BYDGOSZICZ, Empik Galeria
Tk 852 346 bk 13
CDANZK, Empik Alia
Tk 538 517 03 &4
GDANSK, lskra
Tk G344 38 5201957

Spider Games
Tk 0043 38 551 93 33
GDYMNIA, Emgak Centrum
Tek &-50 620 07 73
GDYNIA, Fulurex
Tk D045 58 7811180
JELENIA, Emj;il Cidira
Tk 075 7547450
GLUWICE, Game Station
Teek: DOLE 504 T55 194
KATOWICE, Bard Cenfrum Gier
Tel: DO4B 37 571807
KIELCE, Sklep RPG Gracz
Toll: D048 50701 3187
KRAKOW, Bard Centrum Gier
Tl DO 12 632075
KRAKOW, Empik Galeria
Tiel: 012 619 B GO
KRAKOW, FHU Smok
Tiel= +-4k G54514A51
LODE, ‘Aik” Firma Ksiegarska
Tel: 344 42 G39A301
LODZ, Manufakiura Empik Miga
Tiek: 42 624 12 3
LODZ, Gamelord
Tek: DO4H 42 8311151
LUBLIN, Balrog
Tel: DD4B BOZTT 4511
LUBLIM, Empik DTC
Tell: 0-76 B44 25 0d
LUBLIN, Krzys
Tl: D048 81 5.3 186
MOWY SACT, Hobbit
Tel: D48 60 4132611
OPCLE, Hms 1l Computers
Tel: (4M48 77 S547413
PILCHOWICE, Imperater FF
Tel: s4R 112156684
POZNAN, Bard Centrum Gier
Tel: B4 &1 A538277
POZMAN, Empik Mega
Tel: 061 B52 65 90
POZMAM, Dom Gier
Tel: 00 48 G16658300
POZMAMN, Ehln.z; Wilezek
Tel DO 1 500
PRUSICE GDANSH:I Fenris
Tel: DO4A KOO 580 003
RZESZOW, Empik Flaza
Tel: =17 BiD 91 42
SWIEBQDEIN, Crempioni
Tel: 48606223457
SZCZECIN, Empik Galaxy
Tel: 0291 483 92 00
TORUN, Empik Copernicus
Tok: 54 B57 48 10 .
TORUM, Sklep Papierniczy
Tel: G048 56 r:EE '#"
WARSZAWA, Cytadela
Tel: DO4R 22 8552700
WARSZAWA, Empik Blue City
Tel: 0-22 311 78 i
WARSTAWA, Empik Galeria
Makobow
Tel: 033 541 3174

s SR e e

STORE FINDER KEY

{= b Indicates Gmlamtﬂﬁlu.

ME ELITE STORE : -
Storks thevomplete Games Wetkshop range and offers introdustory gasing and palnting lenors.

NE PARTNER STORE
Shocks mud of The Cames Workibos range.

INDEFEMNDENT STOCKIST

NEW STORE OPENING

GAMES WORKSHOP HOBBY CENTRE

Diitecial sellers of Games Wirkibhop predoc *

ndicates e shoecs and stockig.

* T br s thiy For wihad you wand in tock, wa e esraraene cailing the giome Al

s

WARSZAWA, Empik Nowy Swial Mega

Tl 072 b7 0% 50
WARSZAWA, Empik Sadyba Plara
Tel= 022 370 35 7}

WARSTAWA, Faber & Faber ..
Tel: 0048 22 RA91265

WARSZAWA, ia Bellona - Matras
Tel: D08 22 BdGETOY
WARSZAWA, Skelp Morion

Tel: (046 T2 AT19100

WARSTAWA, Warsaw Model Centre
Tel: (b4 72 611 &6 A

WARSZAWA, Warsaw Model Cenlire
Tel: (048 T2 611 37 9%

WARSZAWA, Warsaw Model Centre
Tel: G344 37 &02 305 070

WEROCLAW, Eard Centrum Gier
Tel: G 48 H1EESEI00

WEREOCLAW, Empik Mega

Tel: 0-71 343 19 %0

WROCLAW, Ogryn

Tel: D048 71 377 1672

WROCLAW, Sklep Pracownia
Fanlast

Tel; +4% 71 154 43 44

FABREZE, Emplk M1

Tel: 0-32 173 41 40

TIELOMA GORA, Avalon DT Centrm
Tiel: [ 48 &1 &EE s

PORTUGAL

Eﬂ-IMHA..IHudwbHHLD.A

Tel BOAST 239 70 14 66

L1 ‘Homem Azul

Tek: GIOST 21342 93 82

#Iﬂ‘mn FIARLALT T ey
Mundo hlmu" S

Tel G031 226 0 1460 : 5

H"H;MI'H“ I :.::' 5 o i

LT BT - ) R e

BUCHAREST, Hobly Games
Tel: 00 40 21 F1F1 417

KRASNODAR, Alegris-Jug (South)
Tel: FOAGS2EIA37

MINSK, Valahanovich ent

Tol: DEE0S & 1SHZNT

MiInSEK, Valahanowvich ent

Tk DOEDTS 654R4TR

MODSCOW, Alegris

Toh TORL 2168126

MOSCOW, Alegris

Toh TORIUTATIET

MOSCOW, Urfin Juice

Tel: + A TE46155

MORLISK, Ma Styke Mirow

Tel; 08029 6548436
BOVOSIBIRSK, leehummer

Tel; TS TOTGEEL

SARATOV, Detskiy Mir

Teel: 6l 5840

ST PETERSBURG, Art-Minalures
Tel: 00811 35210TE

TAMBOY, Hobby and Igrushki

Tel: 0055 ITIEE1N

SERBIA-MONTENEGRO

BELGRADE, ANET Hobbystore
Tk 00 361 11 IA0T 515
BELGRADE, ANET Hobbystore
Tl 00 387 11 I65TT16
BELGRADE, EXIT Hobby store
Telr 0O3R1 11 &2 T8 T
BELGRADE, White Dragon

Teele OW A0 BIAITIER

NOVI SAD, Dra

Teelp 00 M0 01 36 2403

MOV SAD, Valhala

Tel: 0 181 21315538
PODGORICA, Neutron Fodgorica
Telz @0 HIT &% D4} B’y

TREJAMIMN, Takeda
Tedz 0D 3071 280572

SINGAPORE, Comics Mart PTE Ltd
Tel: GBAT 2724

SINGAPORE, Comics Marl PTE Ltd
Tel: GAJE T06%

SINGAPORE, Comics Mari PTE Ltd
Tel: 65 G462 2750

SINGAPORE, Forgeworks Hobbics
Tel: 65 6438 5575
SIMNGAPORE, Infimitum Pic Lid

Tel: &5 &734-ER5E

SLOVAKIA

ERATISLAVA, War Gaming
Tel: +-21903219195

KOSICE, Draco
Tel; +83155TERGSET
+4. 19055 1AL G

LIUBLIJANA, Crna Luknja
Tel: D366 59001220

www.games-workshop.co.uk/storefinder 127

LIUBLIJAMA, Pri Goblinu
Tel; G184 JDETIT I

BELVILLE, The Bowys and Mers Hobly Shop

Tel; DOYT 21 914 BGES

BLOEMFOMNTEIN, The Dungeon
Tel; 0OFF 51 447 204

CAPETOMWM, Pastimes Retail
Tel; 0027 31 421 1991
CAPETOW™S, Wirards Books and Games
Tel 0027 21 653 0360
DORIMGKLOOF, Battle Planet
Tel: 00 27 E245 23953
DURBAN, Wizands Books and Games
Tel: 0027 31 INTEZTY
JOHANMNESBURG, Esswex Retail
Tel: 0027 10 BEEIETY
JOHANMNESBURG, Outer Limits
Jehanneshurg
Tk DOET 10 483 3771
JOHANNESEURG, Outer Limits Pretoria
Ted; DAET 12 342 43460
Virands Bk and Cuormes

Ted 07 11 890 5253
IOHANNESBURG, Wirards Books
amnd Games
Tl 0027 11 454 2010

URG SOUTH, Dhvaggors Den
Ted: 02T 11 432 Fi9s
UMLANGA, The Hobly Specialists
Tel: 0027 31 564 45606

TAIWAN 806, Games ‘R* Us
Tel: 31 164 457 1750

THAILAND

BANGKOK, Fantasia(Ts Toyi)
Tel: 65 B 9773 1379

TURKEY

BAKIRKOY, Sihir

Tock; 00 500 20T 543 4364

ISTANBUL, Cottage Unique Hall
Tel: 0) 90 302 407 SHES

ISTANBUL, Sihir

Teel: G050 THZ TXF 9955

ISTANBUL, Gerekli Seyler

Tel- 050 212 TH1 0609

ISTAMEUL, Ureten

Telx 0dSd 302 iidD RO0E

iZMIR, Excalibur
Tiels 0 TAT ik S5

EHARKOY, Aladdin Toy Siore
Tied: DOIEEEFLTET

KIEY, Budinok -l:;l'ml'lrl-:

Tiel: D JBO0 4457 B51020

KIEY, Budinok Igroshek

Tiel: 00 380 #1557 FFey

KIEY, Budinok | ek

Teel: 00 380 3445 &T&T1

KIEY, Charge

Tel: H0A8044356TRT]

KIEV, Kinder Land

Tel: POIB456TRTI1

ODESSA, Mashtabniye Modell
Teds OOIRBHSETET L

OIDESSA, li

Tel: e imdd4 S TETE

DUBAI, Bishops Trading
Tiel: DOr9 71 50 6525907
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the hobby together.

THROW DOWN THE GAUNTLET! THE GAMES WORKSHOP CONNECTION
Whether you are new to the hobby or a veteran gamer, GCN clubs  GCN registered clubs work closely with Games Workshop on :
are an ideal place to find and challenge new opponents. Play in events like Games Day, Conflict events and Campaign
campaigns, leagues and tournaments in a friendly environment Weekends, making them an integral part of the Games Workhop
with fantastic scenery, all created by dedicated hobbyists like you! hobby! Use the club listing to find a GCN gaming club near you

and get involved!

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GSEN membershup puarantess the highest standard of customer service amd safely, As part of our oogoing commment o our cusiomess, we do not promode any club outside of the Gaming Club SNebwork.

128 WHITE DWARF

GCN BRISTOL, Portbury Knights:
Contact: Alin Yend

Tk OFTF1 SA5463

E-masl; alanyemdrisiman, com

BERKSHIRE

GOM MAIDENHEAD, Bracknell Forest Gamens:
Comtacts Dan Correy

E-rrall; chairithigeiebosagark

GCN MAIDENHEAD, Madgzamers:

Coalari: Franci o

Ferruail. figirur ey oo,

GCN READING, The Spiky Club:

Ul st Dol Cale

F-eniil: apillyelohf halmall oo ik

GCN DUDLEY, Dudley Darklords:
Contact: Payl Sheldon

Tl 1384 TES 364

GCMN WOLVERHAMPTON, Da Boyr Club:
Contact: Payl Giles

Feelz 0032 X039 033

1-mail: spacewelidsdholmail oo ok

GCN HIGH WYCOMBE, Armageddon Inc.:
Contagl: Jamees rhoield
Teel: 0149 B55 903

Eﬂl BRELADES, Jersey Privateers Gaming

Canradl; Paul Mol
Ted: (11534 718152
E=imail: nowrles arlock @ aol.c oo

GCN CHESTER, Royal Guild of Minted Boards:
Canlacl; Chrndophes Fry

Tel: 7970 BRETIZ

E-maal; cBerin_ fryifiryephlaucom

GCN CHELTENHAM, Hyde Clarendon Strategy
Games Cluh

Contact: Paul Mathor

E-maal: pasll matherid lamaeskde. acuk

GCM MACCLESFIELD, Macowargames:

Corilach: Dencan Harradee

Tel: OIS 612 579

E-fiiiell; M bl et 2002 40w s hovia D e ishe

GCN MIDDLESBROULNGH, MHIIHJ:MF:
Gamers Club:

Ceednit: Tean Atherdnn

[-erabl: erpd chabyitpremail. crm

GCM REDCAR, Redcar Ironbeards:
Conlact; lan Yiddawean

Telz G642 SOK20F

GCH BUDE, Dvice and Dagger:
Condadl: Kurt Baler
t-mmail cellofoemaosl sol com

GON PLYMOUTH, Cross Swords Gaming Club:
Comsaals Anthony Cross

Tels 01752 BT 132

Fermail: enuirisior ot smoe i ook

GEN PLYMOUTH, Plymouth Association of
Wargamers:

Coulagl s Chelaisiler Bsivrah

Tel: TS 250 1402

DORSET

GCM POOLE, Baftlescar:
Contact; Faul Cleeland

Tl 61 202 RS &13
[-mail; paadihatieicar soul

ESSEX

GCN CHELMSFORD, Chelmsford Bunker:
Centact: Gareth Willams

Tel: D1ZE5 18543

E-musil: cdearethiitamail net
Weksile: v bunbe ol ook

GCN COLCHESTER, Colchester Games Club:
Contact: Colin YWikon

Eamurd! dnfudncidohendergammsad b veg ob

FRONTLINE

::'-ﬁ:f SOUTHEND, Southend Toy Soldiers
uBs

Confadl: Pail Ciyner

Tel: 0THFE bk 641

E-munil: clubemcpairieshollium. ooy

GON SOUTHEND, Warzone: Southend:
Contact: Michaed Ryan

Tel: 1245 ERUE05

Emunil! swampyRRE hluepomder oo ol

GON THURROCK (Lakeside Shopping Mall),
Tempus Fugitives:

Conkact: Shaar Mackanss

Tel: 07787 155648

Wehsile: waw Tempursfugitives. oo wh

GCM DURSLEY, Dursley Gamies Club:
Cantacl; Man Biiben
Tel: 01458 549 377

GCMN BASINGSTOKE, Sad mmﬁmﬂr
Conlals David Offen-jamcs

E-rmaal: davidessdmuppets ong

GCN PORTSMOLUTH, Hammer N Ales:
Conlail v Butler

Tel: UFF5E 533451

-l b, ke d.onuk
GCM PORTSMOUTH, Shadowspawn:
Calacly Gary Db

Tefl: OTEAT THOELY

GCN ASHFORD, Stanhope Gaming Groug:

ewnl bl Sasted { afioh pe i

Tel: D1ZEE 665 996

[F=eriasls divrwes il anmn. kel ol fal

m:u TUNBRIDGE WELLS, Tunbridge Wells
Society:

-l.':u.l.:r Celis Seane

Telz 0075 180 0211

F-=uil: eolindremtsne lressrmoe onak

GUN LINCOLN, Gobstyks:
Contacts Anna Delaficld

Tel: 0024 &33 16

L-mail: adelafselddfbéoperworid.com

GON CLAPHAM, Clapham Wargames Guild:

Conbacl: Thasmns Pelit

Tel: D964 SL5 Lim

F-rruail: infioite L phasmarames.orr.ck

GCN COVENT GARDEM, Cross E:I.rrﬂrlﬂ Clulbs:
Contict: Karl Metllton

Tel: BTATHASAANE

F-maill: madamnackar] 5717 faol.cam

GCN WANSTEAD, Tanelormn Wargames Club;
Conlacl: Miria Tamscr

E-maail; mﬂhiwﬂﬂug:d

GCN WATFORDY, Wa Wargames
Federation:

Contact: Ben Sutcliii

Fed: 07908 710 75

E-mal: meglormardag 2007 & feotmaed oom

GCN LIVERPOOL, Liverpoo] Gaming Guild:
Conitacty Leos Lymcly

Eeivuiels o R B sl oo ik

GCM BUMCORMN, Hallon Daemomns;
Conlact: Janeile Flemang

Ted: D1G2E 715 351

Eotyianl: janertfe Fermimiieg fhul o gon. ol

GEM 5T HELENS, 5. Helens Gaming Club:
Conince: Pasd Teanant

Tel: 7015 49075

Forriaill: guanlEern Uil il 1 cas

GO BECCLES, Curlous Dhwarf:
Camtact: Giley Robinann

Tels 79XFE BRGON

[-emails girariioanifilicali.oouk

GCN MORTH WALSHAM, Blackfish:
Contact: Dave Mickx

Tel: 0787 312 074

GON NORWICH, Aftermath:
Condach: Lee Lowe

Tel: 07721 859 581

L-pruail= bew 3w ma thadblinlerned oo
GO MORWICH, Battlenet:
Lonfad 11 Righard Mallas

Tel: P71 TUEEST

kol grcharidubablese ook

GCMN OLD BUCKEMHAM, Old Buckenham
Bone Crushers:

Conlact: Pasl Cidma
Weksvaw banfumandthe bk ook fwargases

GCN NORTHAMPTON, Northampton
Warlords:

Comlact: Mark Feal

Tel: @77 010 482 57

[-madt markyspariytorthot=ail.com

GCM RUSHDEN, Phoenix Gaming Club:
Cowidact: Durredl Lew

Tel: DISTE 411 55%

E-smuail: dirreil b 1 dmtbaarld. cosn

GCM BLYTH, Morthumbrian Adveniurer’s
Guild:

Cosdact: Mark Anderson Couller
Tek 0772 Tk T3%E
E-ruil: pageedinrithetmail coadk

GON KIRKEY IN ASHFIELD, K.1LA:

Conlaat: Che Wehster

E-uail: backialoesibrusnet

GOM NOTTINGHAM, Da Wol Notts:

Contacl: Sooli Miskas

Teds BPHIS J455T75

E-pnail: soodb imrbdmk

GEN NOTTINGHAM, 181 Enmpiny Vilerams:
Contact: Chris Tayplor

F-rinal: L;I.jrhr whi; rlhqu.m;\l

GCN OXFORD, Oxford EHI'!EI\E_ Cluibz
Cuntact: hidke Sdurp

Tel:OTROZ 764141

E-mail; mikeshiplEhtopemwerkd som

GCN WALLINGFORD, South Orxfordshine
Wargamers:

Coatact; Darrrn Base®

Tel: 01665 104 160

GCN SHREWSBLURY, Gateleepers Wargames Club:
Conlach: fames Shenn

E-maill; infosigaleherpers.meisi

GCMN TELRORD, 5. T.ALG.S Telford:

Conlact: Cazl Fvans

Ted: @052 597027

Bl phocnin2 28 barynnder.oo,ul

GCM CANMNOCK, Games Club Cannock:

Condnit: Rivhidd BryesMye

Tel: 1540 4549 329

E-mnail: badeeich® bricenye funel co. ok
GCN TAMWORTH, TGC:
Ceatact; Fhil Hannkeam

Tel: QISTF 207440

E-mnailk philannigan @ vahoo. ook
GCN WALSALL, Warlords of Walsall:
Lordact: Jon Lo

Telz OASEZ 637 277

Lrorail: welsrnds_of_walalbiholmad com

GOMN ASSINGTOM, Suffolk and Essex Gamers:
Conlact: Maik Aldlouse

Tel: D440 TESTES

GON BECCLES, C Keepera:

L omiliang = rl'whlirlf';l'ﬂ-m

Tel: 07913 605 544 [alber Bgmin]

GOMN IPSWICH, Swarmm Wargames Clul
Conli: S Hildvn

Tele (Wi 47 F EFY hOR

E-richil: mstrEhaldendmnie, e e ik

GON MEWMARKET, Mewmarket Dwarf
Wargames Socicly:

Conkaed: Chiriy tht

Tel: WPHTA5 1 30%

[-mail; nkdwarfAhotmail oo

GCN MITCHAM, Mitcham Marauders:
Contaed: fazon Fowber

Tel: 0776 1403472

L:mail: milchamsrarsodervl hatmud oouk

GCN TOLWORTH, Tolworth First Founding:
Conlact: Peler Corps

Ted: 07 7EE 791 34

GOM WOKING, 151 Founding:

Caonbaid: Asliley MHommnosd

Ted: 117935 278 745

GON BOGNOR REGIS, BREBA:

Conkact: Frank Hill

Tel: D785 317 A3

-mail: mriraslhilisiyvahoo, com

GCN BRIGHTON, Brighton Warlords:
Conlact: Peler Coole

Tel: 0797 4079 240

Eerunils petercooked 2 bunibsorld com

GCN BRIGHTON, Gambit Games UK:
Caonbadty Caaareth WWnin

Frmusil: gareth wynn S0 i b b o

GCW CHORLEY, Coppull & Chorley Knights:
Cosrlaiy s penaihin Tj:.!il-F'l'E:Ilr E'r 'ﬂh
Wirdwcte; w-.'n-.rll_'i.-‘u-;:rrwuluh r-r;,.nl.

GCN HASSOCKS, Claylon Warlords:
Contsct; Boper Smith

Tel; OFT] 556 296

f-mall; EEET_B% amithiEhatoxall.coem

GCMN WALBERTOM, Walberton Wargamers:
Contact; Mike Roddham

Tel: 01245 F54105

L-madl; walbofomyargamersfyahoocoak

GO MUNEATOMN, Nuneaton Model and
Cames Cluby:

Comtact: Brizn MoComack

Tk OTESE TOT 127

GO SWINDON, SWAT:

Camlant; Jobn Hesl

Tz BUTRE &42 Y30

-l ey FebllinEorme ] goen

GON SWINDON, Swindon and District
Wargamiers:

Coria 12 Paul Kejie

Tels &1 %0 FOQ&Ir

I rail: nert®le B rihedintba el o rame

GCN HUDDERSFIELD, Cellar Dwellars:
Confar: Richard Ambler

Tel: 07984 11 3974

[-neaallz b regeacioityahon. ook
GCM LEEDS, Might Onals:
Contact: Stewe Malsn

Telz 0113 XI5 D451

GO SHEFFIELD, Dryeartes:
Confsel: Mick Johness

Tiel: 07747 Jas0aki

§-aail - webstunc] orfidy il e dornms
GCN YORK, York Garrison:
Contact; Bobey penkine

Tk OTULT 377900

F-mail; F.nrig.-'\-n hu's,hl.'insl}\_-.dm,l.d_lmh

EEE BRIDGEND, Bridgend YMCA Gamers

Contact: 1 Frams
Tel: 01465 G716 814
f-mall; hilldragon1&tlecali.cosk

GCM EDINBURCH, Edinburgh League of
Gamiers:

Conitact: Andy Moochas

Eormual: leaguenipemers saneru vahoogroups. coul
GUMN GLASGOW, S Aldens Warrors Clubs
Caemlack: Alis Hobhs

Bl rras oo B P bl o

GON GLASGOW, WPAS:

Conlatd; Anghy Themngrnn

Tk @131 BES 246b

E-mmasl: athoengroniijaga 1 4. reesore couuk

GOCM KIRRIEMLUIR, Kirrimuir Wargames Clab:
Camilgrt: Cravied Tulloch

Frmaily dlvid tlloah ] i@ Peacm nek

GCM STIRLIMG, Stirling Wargamers:
Camdart; Paul Erooks

Tl g ot 450 D62

E-malls paul@ tressrale sl plus. com
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“l WANT A

STORE'™

EARN YOURSELF A BATTALION OR BATTLEFORCE

If you know of a store in your local area
that you would like to carry our products,

):Why don’t you let us know about it?

Send us an e-mail or write to the address
below with up to five suggested stores. If
_one of your suggested stores starts
carrylng our products, and you’re the first
person to suggest that store, we will
reward you with a free Battalion or
Battleforce of your choice.

E-mail us at:
iwantastore@games-workshop.co.uk

Or write to us at:
I want a Store!
Games Workshop
Wllluw Road
Lentc}n
Nottingham

NG7 2WS

VABTIRENTETY 4/ S
A 5" '!'r’o‘ai': i I"f
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Empire Battalion Space Marine Battleforce

Find more information please go to the website below

,-r._,I_n_._,_
'ﬁ H.I.!H.AHHI!

lil.!l:l'!
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il o PANTARY BATTLLS
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www.games-workshop.co.uk/iwantastore

Terms and Condltlons
. The ‘I want a Store* promotion Is a limited offer provided by Games Workshop Limited
fmluimus.lv and on such terms as It deems appropriate. Games Workshop Limited
reserves the right to amend the terms of this promotion at any time and in its absolute
discretion, and no part of this premeotion by itself shall form any binding contract or
relationship between Games Workshop Limited and any third party.

2. Only Persons aged 12 years or over are eligible and you must be resident in the
following countrics to take advantage of this promotion: Great Britain and Northem
Ireland, Belgium, Denmark, Eire, Finland, Norway, The Netherlands and Sweden

3. Games Workshop stall may give away products to persons It deems to have
appropriately satisfied the requirements of this promotion in its absolute discretion.

4. An individual may only take advantage of this promotion once. Therefore, any
individual may only receive one product in connection with this promotion.

5. This promotion will commence on July 16th 2007 and will terminate on May 31st 2008.

6. Mo employees of the Games Workshop group of companies or members of thelr family
may take advantage of this promaotion.



] Fast, secure and straight to your door! Games Workshop Direct offers a number of
I services — conversion components, exclusive miniatures, hard to find models and more!

HOW 10 IIRIIEB

Games Workshop Direct is a fast, “ll “IE internet
accurate and convenient service that
lets you order your miniatures and
other hobby products from the
comfort of your home.

* We aim to despatch all orders in
three days, straight to your door.

* You can order any Games
Workshop product.

¢ Our Advance Order service lets you
order models and products before
they are released, guaranteeing
yvou'll get them on the day of Im
release.

e Also available is a range of models
that are only available through SN :
Direct. Check out what's on offer Or send your order the traditional way to Games Wnrkshup Direct Sales,
this month! Willow Road, Lenton, Nottingham, England, NG7 2WS.

e £ 1 oo 1 81 . s & b o o o —smicwru e Workshop

— = 'q,r"i-'uF'\i-l:.lJl!r bos T s B b pegly e T PEsis s R
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what you
FREEPOST

Call the Hobby Specialists on 0115 91 40000 I{UI{}
Opening hours: Monday-Saturday: 10am-6pm, Sunday: 11am-5pm GMT.
0115 918 4040 (Northern Europe).

The Games

want, when
you want it.

DIRECT FREEPOST T ube ange \
All orders of £50 or more that are placed * Secure VeriSign
through the Online Store or Direct will be ® EHS}’ to use Secured
sent to you postage free* s Open 24 hﬂurﬁ

IN-STORE FREEPOST

This offer get even better when you place Once you have placed your order check the number of items to
your online order from your local Hobby make sure all is correct and then click proceed. Enter all

Centre, using their in-store order point. information requested and you will receive your order number at
When you place an order for more than s

£25, it will be despatched to the store for

yvou to collect, post free*, Methods of Pﬂ}"m'ﬂ'“t

WARHAMMER WORLD You can only pay for orders through the Online Store by credit

If you're in the area, why not call into card. We accept the following credit cards: Visa, MasterCard,
Wﬁrhﬁn'lmer Wﬂrld 'i-‘l."thE You Can p!ﬂ{‘.E MEESIFG {fﬂrmer['l,’..r Switch}_

your order with the guys in the store, and :
have it picked and handed to you while you VisA ﬁ
wait! - - e

LK acdresses oy

\_' K a s iy & We only accept the following cards in Northern Europe: Visa and Mastercard.
We do not accept the following cards: American Express.

130 WHITE DWARF ORDERING DIRECT
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APOCALYPSE BATTLE FORMATIONS

In addition to the Apocalypse battle formations and legendary units available in-store from this month, we‘re also
producing a large range of battle formations that are exclusive to Direct. These bundles contain masses of Citadel
miniatures — so many, in fact, that we can’t possibly fit them all in the magazine. We've listed the contents of each box
for your convenience; go online or give us a call for more information.

Imperial Guard

Emperor’s Wrath
Artillery Company
includes:

e 1 Chimera

* 9 Basilisks

United Kingdom E150

Denmark  1600dkr Euro €225
Sweden  1900sek Norway  1900nkr

Imperial Guard
Company
includes: it
e 1 Command Squad
e 2 Cadian Officers
» 120 Cadian Shock Troops
* 12 Cadian Special
Weapons
* 6 Cadian heavy
weapons Squads

United Kingdom £200

Denmark — 2500dkr Eure €320
Sweden 3000sek Morway  3000nks

-a;%-;ﬁ;s;a:;;;iﬁ

Imperial Guard
Ogryn Auxilia
includes:

e 5 Cadian Shock Troops
e | Cadian Officer

= 1 Commissar

Emperor’s Talons
Recon Group

includes:

* 3 Imperial Guard Sentinels
* 3 Cadian Sentinels

e 4 Steel Legion Sentinels

e 10 Ogryns - » Tank accessory frame
United Kingdom £100 [ SR ) - United Kingdom £100
Denmark  1250dkr Euro 160 (3o e ; ._ ; .'1..:.':.:." v"- : ::I“_"."r"'-.' Denmark  1250dkr Euro €160
Sweden  1500sek Norway  1500nkr R (2o B IR

Sweden 150050k Norway 1500nkr

Pictures far ilusiralive pivposes only, Producl conlents may vary. Products sold unipairied and anrssambleg, Ceviain Citadel products may be dangerous if uséd
incorrechy. Prices correct 2 time of going 0 press, please contact us for curren! avaiability and Games Workshop prices. Prices quoted are for products sold by
Games Warkshop rough iLs own sfores, catilogus or wabsite. Independent retallers are responsible for determining their own prices www.games-workshop.co.uk/store 131



132 WHITE DWARF ORDERING DIRECT

Ork Dred Mob

includes:

* 3 Ork Dreadnoughts
* 6 Killer Kans

United Kingdom £100

Cenmark  1250dkr Euro £160
Sweden 1500sek Norway  1500nke

Tau Empire

Tau Hunter Cadre
includes:

* 24 Fire Warriors

* 6 XV8 Crisis Battlesuits
* 3 XV88 Broadside Battlesuits
¢ Hammerhead Gunship

» Skyray Missile Gunship

» 32 Kroot

* 3 Piranhas

United Kingdom £200
Denmark  2000dkr  Eurg €320
Swedon 3000sek Morway  3000nkr

Space Marine

Armoured Spearhead

includes:

¢ |1 Land Raider Crusader

| Terminus Ultra pattern Land Raider
2 Land Raiders

- United Kingdom £100

Denmark  1250dkr Euro €160
Swoden 1500sek Morway  1500nkr

L

EORIGRINGIMREGT. - dissigevie. 0 U T e

Tyranidas

Tyranid Endless Swarm
includes:
¢ 120 Gaunts and Hormagaunts

United Kingdom £100

Drenmark  1250dkr Eurg €160
Sweden 1500sek Morway 1 500nki

- T}frénid Mycetic

Assault Swarm
inclucles:
® 5 Carnifex

United Kingdom ET00
Denmark  1250dkr Euro €160
Sweden 1500sck Morway  1500nkr

Tyramd Hive Mind Brood

includes:

e 1 Hive Tyrant
e 4 Tyrant Guard
e 4 Zoanthropes

United Kingdom £75

Denmark  900dkr Eur €120
Sweden 1 000sek Morway  1000nkr

Piclures for Wusiralive porposes only. Product conterls may vary, Progducts sold pnpainted and pnassembled, Cartai Crade products may be gangarous It ieed

Incorrectly. Prices correct al ime of gaing fo press, please conlael us for current availabiily and Games Workshop prices. Prices quated are for products sold by
Games Warkshop throuph JTs own stives, cafmoague or website, independent refaiers are responsible (or d@lermimag MNair own pices



JRUERING DIREGT

Eldar Aspect
Assault Wave
includes:

* 1 Autarch

s 3 Wave Serpenls
* 20 Dire Avengers
* 10 Fire Dragons

United Kingdom £100

Denmark ., 1250dkr Euro €160
Sweden 1500sek Morway  1500nkr

! Eldar Spirit Host Dark Eldar Ravager
b i : i
. includes: Titan Hunters
e 3 Warlocks includes:
. * 5 Wraithguard * 5 Ravagers

¢ 2 Wraithlord

United Kingdom £75
Denmark  900dkr Euro €120
Sweden 1000sek Morway  1000nkr

United Kingdom 75 _
Denmark 900k Euro €120
Sweden 1000k Norway  1000nkr

7

1

i

Dark Eldar
Splinter Raid Force
includes:

¢ 1 Archon

e 8 Incubi

* 16 Dark Eldar Warriors
g _ " * 3 Raiders

e ——i{ : i 4P * 5 Reaver Jetbikes

Linited Kingdom - E100
Denmark  1250dkr Euro €160
Sweden  1500sek Norway  1500nke

Pictures for usirattye purpases anle Product confents may vany Products soid unpainted sng pnassemived, Carfain Crladel products may ba dangarous if peed
incarrecily, Prices cownect &f Bme of going fo press, plaass contact s for corrant availabiily and Games Warkshap prices. Prices quoled ang far prodects sod by
Games Workshop through its own siores, catalogue or website, Indapandwnl ralailers are responsibie for determining their own prices m-gﬂmfﬁ‘WﬂTkEhﬂP-Emkaﬁtﬂ re 133
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Get hold of forthcoming Citadel miniatures, hobby materials and rules supplements on the
day of release with our advance order service!

NATA | ‘
MV A ROV S

HIGH ELF CHARIOT HOCHELFEN
CHAR MAUT ELFE STREITWAGEM

CARRD DE LOS CARRO DECLI ALT1 ELFI

ALTOS FLFOS P I T R S T

0 L i T3]

ARMIES

High Elf Army book High EIf Chariot
RELEASED 10/11/07 RELEASED 10/11/07
175dkr, 200sek, 225nkr, €22.50, £12 175dkr, 200sek, 225nkr, €22.50, £15

HIGH ELF ARMY
ARMEE DES HAUTS ELFES
EJERCITO DE ALTOS ELFOS
HOCHELFENARMEE
ARMATA DEGLI ALTLELFI
.I"jl ._ i ]ri- :

High EIf Army
RELEASED 24/11/07
1250dkr, 1500sek, 1500nkr, €160, £100

Pictures for ustrative porposes only. Product contents may vary. Products sold unpainted and unassembied, Certain Citade! products may be dangerous if usad
incorrectly, Prices correct af fime of going to press, please contact us for current availabilty and Games Workshop prices. Prices quoled are for products sold by
134 WHITE DWARF ORDERING DIRECT Games Workshop through ils own stores, catalogus or websila. Independent retallars are responsibla for determining thelr own prices
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High Elf Lord

on Dragon
RELEASED 10/11/07
300dkr, 350sek, 350nkr,
€40, £30

High Elf Archmage and Mage
RELEASED 10/11/07
140dkr, 170sek, 200nkr, €22, £12

WATATILIA BLE n
Ll Fp Y IITH-‘.I-!.EI.'I.

FELE LU MR & MOl IS T M

12
- PRI o Pl L 1 LAUTS S0FTS e i
L
a8

High EIf Prince and Noble
RELEASED 10/11/07
140dkr, 170sek, 200nkr, €22, £12

HING DIRECT

UPCOMING RELEASES

» Get the latest products delivered to your door
on the day of release!

* Postage for Advance Orders is only £2*

Generic
Order from 22nd September

(released 10th November)

* Christmas Army Case 1 .......... 650dkr, 700sek, 700nkr, €80, £50
* Christmas Army Case 2 .......... 650dkr, 700sek, 700nkr, €80, £50
* Figure Case Tag -......ccuesnscssesnsnns 33dkr, 40sek, 45nkr, €3 ,£2.50

Warhammer
Order from 22nd September

(released 10th November)
* High EIf Army Book ............175dkr, 200sek, 225nkr, €22.50, £12
* High EIf Alith Ainar, The Shadow King ..

.............................................. 100dkr, 1155431: 11-nkr.€12 Eﬂ LH
* High EIf Archmage and Mage ..140dkr, 170sek, 200nkr, €20, £12
* High Elf Chariof.........c..couu. 175dkr, 200sek, 225nkr, €22.50, £15
* High EIf Korhil ...................... 100dkr, 115sek, 125nkr, €12.50, £8
 High Elf Phoenix Guards ....135dkr, 160sek, 175nks, €£17.50, £12
* High Elf Phoenix Guard Command ..

I-'l-ﬂl::lkr '[?DSLL 200nkr, €20, £12
. Hngh Elf Phnemx Gua.rd Herm Caradryan .........

S e T T 100dkr, 115sek, 1E:mkr.. E'I.E SD E-EF
* High EIf Prince and Noble ......140dkr, 170sck, 200nkr, €20, £12
* High Elf Shadow Warriors ..135dkr, 160sek, 175nkr, €17.50, £12
= High Elf Swordmasters of Hoeth ..

e 35dl:r 160591: 175nkr, EIF ED £12
. Hugh Elf Swurdmastem ﬂf Hoeth Command .
. 140dkr, IFDSEF: El:]-l:lnkr EID £11
* Hngh Elf Whnte lmns nf Chra-:e
STo——" e 11 | {07 I?‘inl-:r E'I .T"' ED £'I 1
. High Elf WhIIE lmns of Ehrace Command ..

................................................ 140dkr, 'l.T"U'SEk E[H.Jnkr. 'E.El[} £11

= High Elf Lord on Dragon..........300dkr, 350sek, 350nkr, €40, £30

LR TR TR TR eI R T LR LR ]}

AFEE-FERFEEALERILEN

Warhammer 40,000
Order from 6th November
(released 24th November)

# Chaos Space Marines and Rhino .. o

Hmikr 'il}[]sek .i[]ﬂnkf. E3.5 .'F.25

. Dark Eldar R‘.aiders isensnsnssens .”.Eﬁ}dkr 300sek, 300nkr, €35, £25
* Eldar Wave Serpent and Dire AVENEErs .co.oismisnssns

R as X s sy e e Eaa s e s men s SO M TS ey 'ﬁﬂnk‘f, 'E-il.'.l' £3[I

* Imperial Guard Armuured Flst 300dkr, 350sek, 350nkr, €40, £30

* Space Marines Razorback Squad ...

j{Jden 35USE'|{ S:ﬂnkr 'E4D £3{I

. Tau Dm.-ill'sl'l and Flr-E Warrmrs

EDﬂdkr ":5'[]5[-.'"'1 ’l‘iﬂnkr €40, £30

(LRSI IR LERT LERTLER ]

Warhammer 40,000
Order from 27th October

(released 8th December)

* Space Marines Vindicator........250dkr, 300sek, 300nkr, €35, £25

» Chaos Space Marines Vindicator .......... o R T S
s 2 JOOKT, 300sek, 300nkr, E".~5 £25

. Eldar Shmmg Spears i 225dkr, 270sek, 270nkr, €30, £20

= Eldar Autarch on Jetbike ....175dkr, 200sek, 225nkr, €22.50, £15

Generic
Order from 27th October

(released 8th December)
* Square Bases Set ..........coournserennnnB0dkr, 70sek, 75nkr, €7.50, £5
# Round Bases Sel.. e GOdkr, 70sek, 75nkr, €7.50, £5

*£2 postage only applies to Advance Order products being
delivered to addresses in the UK or lreland. Orders including
Advance Order products will be held until the last available
praduct is released.

Pichires far Wusteriive pivpeses only, Frodoct comfants may vary. Progucts soid pnpaivded and unassemblad, Certain Giladkal producls may be dangarous i usad

tncorrectly. Prices corract af time of godng fo prass, pléase confact ws for currant svallability and Gamas Workshop prices. Fraces quoled ire fof products sold by
Games Workshop Browph its own slores, calaiogos of wabsia. Indapaodand retalers 4ra responsitla for delarminimg Halr oun prces,

www.games-workshop.co.uk/store 135



Subscriptions guarantee you will not miss an

issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

 Call Games Workshop Direct on o Visit your nearest Games Workshop store

+44.(0) 3591 50000 e Complete the form below and return to:

Log on to GW DIRECT SALES, WILLOW ROAD,

www.games-workshop.co.uk/store/whiledwarf/ LENTON, NOTTINGHAM, ENGLAND,
NG7 ZWS )

¥ | 7\ WARHAMMER [’

‘r.'_r;.".' b = .T._.,?.___T= !
i Bl AP[]C AL\"PS‘- | would like to subscribe to White Dwarf starting with issue number: WD[LILIL]
o B I L] L] R
i S ; .
S el | would like to subscribe for:
1 YEAR 12 issues mows £36, €70, 540dkr, 625sek, 750nkr L]
2 YEARS 24 issues mosus £60, €130, 1000dkr, 1200sek, 1300nkr ]
| am an existing subscriber [] | am a new subscriber [_] iplease tick a box)
MY DETAILS
MrMEs/MS Other:. .. .o eeceeececrininnaein o1 PO T B e e e i ww s s e I T TYI R st s e vk ki mi e sy en e
|| e L RN e B S R R b e e o e e e tra e e B
............................................................................................................... [T i Ty, e il Ll
Tel (inc STD COtB): ..cciiiiemmameienasasnsnssssstasnmmn s saan s e ararassssassansnsnnssnsennarass

The subscription is a gifl for the person detailed below [ ttick box if appropriate)

MEMES/MSOther:. e o1 OB B e e e i ek B 1 || || T COR eSS S
e Tl S S e P P s R L At T S e e e it A L Tl | R e T A
................................................................................................................. L YT 2 5 bk v e ms AR
o 12 [ T T BB e ) o S BN e e e SR e e PP L L P P B )

METHOD OF PAYMENT
Pastal Order (UK only)/Cheque [] (made payable to Games Workshop Ltd)

ver o o Bl o B0 Bo v ooooooooooooooooooo

Valid from: OO0 Expiry date: Ca0c Issue MNo: (0]
B L6 0] e Fi L = e A e R U R T T
BN .. e ceeiemeiinnirsssssssnnnnsannsnnnmsnnsssssssssssnnnnstunsnsnnss BT A e R T e

I'Siﬁl'l ature of “;J”_-n_[ I | I:‘.Uﬂfdlﬁn |1'-||uir|;:-;j 1] tq_ﬂ_i|_|-il;:l'||: 5 under 16 WS of .':it',i-r.l
Reply by the 30/09/2007 to take advantage of this offer,

GET WHITE DWARF FROM YOUR NEWSAGEN

This month a new initiative launches, Where you'see the Just Ask! logo you'll be
designed to help you obtain your favourite  able to hand in the form below to:make
magazines from newsagents. Did you know  sure you get your beloved White Dwarf.
that newsagents can hold, order and, in :

some cases, even deliver your favourite So next time you visit: your newsagent Just
magazines for you? Jusk Ask! allows you to  Ask! about obtaining copies of your

take advantage of these services. favourite magazines.

The best way to ensure you receive every issue of White Dwarf is to place an arder with your
local newsagent. Once set up, your copy of White Dwarf will be held for you to collect, saving
you the time and the frustration of having to search the news stand. Some newsagents offer a
home delivery service, making it even easier to obtain your copy.

So don’t miss an issue, complete the form below and take to your local newsagent today!
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NEWSAGENT ORDER FOR

[J Please reserve/deliver* (*delete as appropriate) a COpy of ..viiiviiiiniiciniicccn. ON @ regular basis,
commencing with issue ..................... for:

Title/Mr/Mrs/Ms......... Bt R e i b Ty 1] e e el et e
e Fa DTl e o S e e B T T

.........................................................................................................
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e Baneblade modelling workshop nf Middle-earth in your games
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