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he hot topic in the White Dwarf bunker this month is, of course,
campaigns. Well, campaigns and tanks. And Imperial Guard. And
painting. But mostly it'’s campaigns (1 think), and that's got my old
grey matter working overtime.

The reason behind all this talk of campaigns is the release of the
Planetary Empires expansion for Warhammer 40,000. Ever since the
Mighty Empires set was launched for Warhammer, people have been
asking about a 40K variant, and now it's here. Mot only that, but the hex
tiles in the new set are fully compatible with the Mighty Empires tiles, so you can make
every type of planet, from hive worlds to quasi-medieval planets. The reason I'm so excited
about Planetary Empires is because it taps into the thing that got me into 40K in the first
place — the awesome background. Ever since | first picked up Rogue Trader, I've pored over
the background; tales of vast intergalactic battles, forlorn hopes and planetary invasions. It
strikes me that now | can recreate the campaigns without having to work on home-brew
rules or pencil-sketched campaign maps. Imagine it: pick a famous campaign, such as the
Third War for Armageddon. Play a game of Battlefleet Gathic, for example, to represent
Ghazghkull's fleet breaking through the Imperial defence network, then switch to the
Planetary Empires map to plot the subsequent events. You can start with a game of
Planetstrike to see where the Orks land. Normal games of 40K then ensue, as fighting
erupts over the planet’s surface, with each faction battling to claim territory. The arrival of
Imperial reinforcements could trigger more Planetstrike action, before the campaign is
decided with a massive multi-player scrap, Apocalypse style, pitting Thraka against Yarrick.

That's just one example, and it's one that we may well be exploring here in the Studio.
As | type, Matt Hutson is working on his Armageddon campaign map, which we'll be
featuring on our website soon. Why not let us know how your campaigns turn out?

Mark Latham, Editor
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I ARMOURED SPEARHEAD |

For all you treadheads, there are two tank-heavy featores in this month’s packed issue. Look out for the

o e

15 GALACTIC OWERLORDS

Al some point, a campaign beckons to all wargamers.
The new Planetary Empires set allows 40K players to take

: comprehensive Imperial Guard Tactica on page 22 and an in-depth tank modelling article on page 80.

03 WEW RELERSES

The latest releases from the Citadel forges.

that next logical step — Jervis explains how and why. 1 NEWS
gt HERLTOR I icp HEAR W Games Workshop news and previews.
TRERRAS e . : 22 TACTICA IMPERIALIS
An Ork Rok is on collision course with the Imperial g :
o . : Andy Hoare gives us the full rundown on how best to
world of Meridian. Can the inhabiting races stop the h e S S A K
Rok, or will the Orks and their allies destroy the planet? iz e masecian b maninand imassiye
' ’ ' formations of the Imperial Guard.
90 WARRAMMER TACTICA: WAR MACHINES
T ustuscrormea er Cenie ey
A War of The Ring battle report featuring no fewer than BE
! 19 Ents and over three hundred Orcs; it can only be a 11 STAHDARD BEARER
re-gnactment of the Fall of [sengard. How and why do we create those battle reports you see
in every issue of this very organ? Jervis explains.
102 HALL OF FAME
Brian Melson's classic Ore Shaman is the subject of this
month’s Citadel Hall of Fame.
104 FRONTLINE

The latest events and activities near you.

80 MODELLING WORKSHOP: TANKS

How to Paint Citadel Tanks is so crammed full of advice
we cauldn't fit evervthing in = 50 it's here instead!

92 'EANY METAL MASTERCLASS: FACES REDUN

Darren Latham returns to the subject of faces for this
Masterclass, with more on alien and monstrous visages.



GAMES WORKSHOP HOW TO PRINT CITADEL TANKS
HOW 10O PA [N T This latest Citadel hobby manual is a

complete guide to assembling and painting
‘ : I I A D E I the vehicles of the 41st Millennium, from
the sleek, advanced grav-tanks of the Eldar,

to the lumbering war machines of the
N K S Imperial Guard.

How to Faint Citadel Tanks is a 96-page book crammed
with the combined knowledge of the Studio’s treadhead
contingent. The technigues presented in the book have
been developed by experts of modelling and painting,
giving you comprehensive advice on widely used methods,
as well as contributing personal tips and secrets gleaned
from vears of experience. From veterans to first-time Rhino
builders, this tome has everything you need to get the most
out of your tank kits.

HOW TO PAINT CITADEL TANKS
Prowiuct code: GOMIMNT0025

UK E15  Denmark 175dke
Euro: €22.50 SweMor  200skrnke

0N SALE AUBUST 15t

New releases marked with this symbol
F~<F ~) are only available to order. Turn to
| page 118 to see how to get them.

Fichres for Susirptve parpases ooy Procecy conbinls may vary: Prodocts SO a0 g s, CVEHD CRA Droruss may S caMTees if LT cornecty Prices conec al tme of gokeg [0 prass. sérna conbic? o v s
avalabillty g prces. LR prces e 1 o nol show the 2.5% VAT recoction implevmentad on T Dacember 2008, The redoction wll bv aopded fo sffecled procicts &y Gimes IWovicnop al the podod of 53k, Frices quolad ant for gvosusts
said by Games Wirkihog tirough Bs cun stanes, calalogus o websile, rataders ana bl for cltarmining M o prices.
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IMPERIAL GUARD HELLHOUND

The Hellhound Flame Tank is the Imperial
Guard's weapon of terror. It's a fast vehicle
equipped with a powerful flamethrower
known as the inferno cannon, which
discharges a self-igniting chemical,
consuming any troops caught in the way.
The new Hellhound kit not only allows
you to build one of these feared tanks, but
also has all the components you need to
create the Devil Dog or Bane Wolf instead.
All three tanks are extremely potent at
dealing swift death to enemy infantry.

Oine of the many options available is the tank
commander, who slands out of the apen hatch,
manually directing the furel’s deadly fire.

IMPERIAL CGUARD HELLHOUND
Product code: 891 201 05044
Scufpied by Dale Stinger

Lik £ Denmark 300dks
Eura €39 SweMNor IBDskeinki

ON SALE AUGEST 151

The Hellhound can be equipped with a hull- The Bame Wolf is armmed with 2 chem cannon. [t The melta cannan an the Devil Dog is perfect

mounted multi-melts, so can deal our damage is very short ranged but the toxic gas it expels is for using against heavily armoured lroops,
not just to fmantry but enemy tanks a5 well, extremaly deadly. turning their armour irfo molten slag,

Pictures foe ifugirative pwposss ool Product conlinls mby viny Produchs fold srpaialad Aod paassembiid Canttiy (itios’ procbols may b cagenous o wsad xcorapotlh Prives comae! o ime of poing fo press, peass contecd oo for corrme?
Arvailnbity ad poices. LK prieds miivked | oo ol Shiow fie 25% LAT redioeriod ingsiemeiied o 1ol Decaonber J008 The riducbig il be dapdad As aflscisd prodects by Games Wonkzhop o She painf of sl Prics quodad 2t for prodocls
sodd by Games Workshep Mroug' ils owo tioes, sitsfogew or nebeie. Indesenaenl reilers are sesponedie S deferminiag ek own prices.
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IMPERIAL GUARD LEMAN RUSS DEMOLISHER

When the Imperial Guard have an enemy
WARMAMMER fortification to crack open there’s only one tank for
Aasag the job - the Leman Russ Demolisher, Fitted with
3 extra layers of armour plating and armed with the
short-ranged but highly destructive Demolisher
siege cannon, this version of the Leman Russ is the
ultimate recourse in breaking enemy siege lines.
This new plastic tank kit can be assembled not
just as a classic Leman Russ Demolisher, but also
as the Punisher or Executioner variant. There are
many other options in the kit, including all the
sponson and hull-mounted weapons available in
the army list, allowing you to tailor the tank to
your specific needs, strategy and style of play.

IMPERIAL GLIARD: DEMOLISHER
Product code! TH20105045

Seulpded by Tors Walion Jnd Dale Stringes
LIK 130t Denmark J0sEkr
Eura €39 Swetor  3A0:krinke

ON SALE AUGHST 151

The new kit comes with a choice of
sponson weapons. Shown above are the
plasma cannon and heavy bolter
options, but the kit also includes heavy
flamers and multi-meltas.

The Executioner plasma cannon js a technological relic, and therefore the The Punisher gatfing canron is a relatively new weapon and has already
Lesnar Russ Executioner is mol seen on the battlefields as much as its gained a deadly reputation. There are no other tanks in the imperial Guard
explosive firepower would seem to warrant, that can pour as much ammunilion inlo the foe as the Leman Russ Punisher,

Picture for ket puiposes el Prodoct confents may vivy Prodacts Sove uwpiishad aed Doassemides, Certin SHade) Sroduels Miy b Sl I USed Sscowpclly, Froes Conect al b of going 1o press, plerss conlsct os R current
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Made of a crater-strewn copse of
petrified trees and a wrecked, rusting
Rhing, the new plastic Battlescape is
another great piece of 40K terrain. This
atmospheric scenery piece is great for
adding cover and difficult terrain to
your battlefields.

With minimal assembly required,
you can get this evocative piece onto
your gaming table in no time at all.

BATTLESCAPE i

Product code: 89120199017
Seulpied by Dave Andrews

LK £15f Denmark 150k
Eurg £2250 Swelbar 1904k nkr

OH SALE AUGEST 15TH

CITADEL WATER POT | CITADEL PALETTE |

An idea so simple, it's Mo longer will you
amazing we haven't done have to use old
one before! The new water saucers, CD cases,
pat is more than just a water or bathroom tiles as
| vessel for cleaning brushes, makeshift palettes —
however — its unique lip also now you can have
allows you to clip your YOUur very own wipe-
brushes into place, | clean Empire Shield
protecting the bristles and | to mix your paints and [
keeping them wet as you go. washes on!
CITADEL WATER POT CITADEL PALETTE
Proghict code: 9912999910002 Prodict coda: 9922999910102
LK £3+  Denmurk 30dkr UK £3t Denmark Sk
Eiig €390 SwaMor A0k Fuo €390 SweNor  Adkiinks i

ON SALE AUGUST 15TH ON SALE AUGUST 15TH

FPitwes for Wusiratiet parposés poly. Froduel contanis may vary Products soid anpainfed and GOAssembdd. Carin CHd Dndects may be duwercus I used incomectl Prices comect al line of poing fo press, plass contict o3 for coment
ivailsbaity and prices. I prices narked | go not show e 2 5% VAT jan kgl don 15 m.mmnwuwmﬂmmwmmummﬂs&.mmmmmm
S0 by (Rames NS thiteiph s o Slaves, Cataligue o wabsile, inck diand redsdess are i for del 7 Bhalr i prices,

6 WHITE DWARF NEW RELEASES



PLANETARY EMPIRES

In the latest Warhammer 40,000 Expansion, you have
PLANET&R‘I" EMPIRES M the opportunity to carve out your own empire on a
e e o i ¢ planet designed by you and your rival generals. You've
fought battles in the 41st Millennium before, but now
you can forge your own planet-wide empire!

WARHAMMER

- 40000

Planetary Empires is an expansion for Warhammer 40,000 that provides
players with a plastic map-building kit. Inside the kit are six frames packed
with 48 double-sided map tiles and loads of gaming pieces. There’s also a
booklet with a sample campaign system that you can use to get the most
out of your kit, complete with rules for all the different gaming pieces and
how they can affect your 40K battles.

FLAMETARY EMPIRES
Prodisct code: J90201 00T
Sculpted By Mark fanes

LIk £10% . Denmark FiMukr
Evra £40 Swefdor  380kefkr

THIS SET CONTARINS
48 TILES, 96 BANNERS
AND 48 MAP PIECES

ON SALE AUGUST 15TH

PLANETARY EMPIRES
HIVE CITY TILE

To accompany the release of
Planetary Empires, we're also
releasing this Hive City tile. This
Bitz Pack makes a great addition
to the Planetary Empires set and
contains two complete Hive City
tiles — sure to be hotly contested
in any campaign!

PLAMETARY EMPIRES HIYE CITY TILE
Froduct code: 39080193001
Sculpted by Mark fones

LIk £5¢  Benmark S0dkr
Euro €750 SweiMor  65skyke

Picires for iBysirativg povposes oaly. Product confents mary vavy. Proccls sk umpaisied and unassenbdd. Sertal Citrdiel products mlly be daagecoet if used incorrectly Prices corec! &t b of golng b priss. plisebe coniast s for curand
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BLACK LIBRARY

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.

~ www.blacklibrary.com

RAVENOR: THE OMNIBUS

The three stories in this book tell the tale of Inquisitor Gideon Ravenor and
his lethal band of operatives, whose investigations take them across time
and space. Wherever they go, and whatever dangers they face, they will
never give up until their enemies are eliminated. This omnibus contains

three novels, an introduction by the author and a short story,

RAVENOR: THE OMMNIBUS

by Dan Abneft

[SBN PFB-1-B4416-736.4

Lk £9.99 Denmark 11 5dke
Euro: €15 Swbeid 1 50skenke

WARHAMME
40000

OMNIBUS

)

i t‘

GREY SEER

Mefarious Grey Seer Thanouol, Skaven sorcerer and arch-ane oy af Cotrek
& Felix, embarks on his own adventure to recover the deadly artefact
known only as the Wormstone. VWith this dread substance, he plots to

poison the city of Altdorf and rise to power in the eves of his masters,
the Council of Thirteen,

GREY SEER

by CL Werner

ISHN: 978. 1-B4414-738.8

LK £6,99 Benmark Tindkr
Euto €9 SwefMor  B0krnke
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EMPERI)II’S MERCY

runchy, vivid and memorable..
m:xt fime ' need a galaxy humed
m sending for Mr Zow.™

DAN ABNETT

IIENIIY 00

“Mercy, indeed. Grunchy, vivid
and memorable, with more
shooty-death-kill-in-space than
you can shake a chainsword at.
Next time | need a galaxy burned,
I'm sending for Mr Zou.”

- DAN ABNETT

Henry Zou lives in Sydaey, Australia. He first
started writing on fong and lonely military
exercises with the army. These scribbled notes
and drawings, lucked into the underside of his
helmet, became the basis for his slories, OF
these musings, the first piece fo be published
appeared in the Planetiill antholagy. When
Henry is not working or studying, he devetes
all his time fo submission wrestling and
listening o Ballic gypsy rock.

EMPEROR'S MERCY

Inguisitor Roth and his henchman Silverstein are sent to the warlds of
the Medina Corridor to uncover the location of a set of ancient
artefacts. Meanwhile, the lronclad, a force of Chaos traitors, invades
the subsector in search of the artefacts for their own nefarious ends.
With the Ironclad's indomitable army crushing all befare it, will Roth
be able to find the artefacts in time and prevent a terrible cataclysm
engulfing the Medina worlds?

EMPEROR'S MERCY

by Henry Zou

1588 9781844 146-734-0

UK E6.99 Denmark Todkr
Euwro €9 SweMor  Blskonks

coiled feline. Her face was an inscrutable mask

painted in the macabre form of a laughing jester.
Roth recognised a death cult assassin when he saw one.
She did not possess the techno-wizardry of a temple
trained Assassinorum agent, but what she lacked she
made up for with ferocity. For a death cult assassin, it
was not a matter of eliminating a target; she was less
calculating, less programmed than a Culexus or a
Callidus assassin. Instead, she used her rudimentary
arsenal of blades with a creative splendour that
heightened murder into the realm of theatrics.

Kiching baclwards across the tiles, Roth sprung up
anto his feet, adopting a fist-fencer’s orthodox stance.
He would not lie to himself; unarmed, he was as good
as dead.

The assassin flicked something at him.

A throwing needle pierced his forearm, sinking deep
into his muscle spindles. The pain sent sparks of shock
down into his elbow:

‘No potson?’ Roth mused, trying fo maintain his
w'r:.I'L'ETI-Hg l’.{’mpﬂj Wre,

I sard keep stll. You didn't. S0 we can make this
slow and painful,’ she replied.

Slowly, purposefully, from her back the assassin
unsheathed a razor’s edge. It was not a murder
implement; this was a weapon for close-guarter combat,
A slivered oblong of metal, the wafer-thin slice of mono
filament blade was exactly a metve in length and a
uniform one finger’s width wide. In the might, it
somewhar resembled a broken sword with a two handed
rubberized grif.

As the assassin slashed the air with it, the razor
emitted a shrill humming resonance. It was so sharp it
was splitting the air, Roth mused.

At least humour me, tell me who sent you,’ said
Roth, backing away and biding for time.

T am doing the Emperor’s work,’ she hissed.
Without telegraphing her movements, in a single
mercurial surge of energy, the assassin aimed her razor
at the gaps between the tessellating panes of his obsidian
tabard, The blow was so fast, so precise, without an iota
of wasted effort. One stroke, one kill.

Roth moved forward on his opponent, his fise-
fencing instincts possessing him. Had he tried to slip
backwards, the razor's edge would have surely taken off
his trunk, cleanly above the hip. As it was, he moved
inside of her blow. The razor teethed nto the black
glass, glittering fragments exploding into the air. The
tabard was not armour, not against physical attacks
anyway, but it was enough to deflect the weapon'’s edge.

The assassin stalked toward him, hunching like a

Prgtorgs Jor Busfrabhve puvnosas ool Prooct conbinbs miy vane Pradocts sokd unpadoled aad Lvapsamibled Cartan Ciladel products may be dacgeroos If poad! inpovnacfly: Prices: corracs af [ of fossg o prass, _ﬁmt‘ﬂmuﬁ for ewran
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FORGE WORLD

Forge World makes a huge range of resin kits and accessories.
These include super-heavy 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.

www.forgeworld.co.uk

REAVER TITAN

Princeps looking for new ways to inflict
mass destruction on the foe will be pleased
to know that Forge World have designed
two new weapon systems for the Reaver
Titan — the melta cannon and Titan
powerfist. Like all Titan weapons, these are
available separately so that you can
customise your Reaver Titan as vou see fit.

Weapon systems
designed by Will Hayes.

—dt i
= = . "ﬁ_

DAEMON PRINCE URAKA AZBARAMAEL .~

This terrifying creature is the Khorne Daemon Prince
Uraka Az'baramael and Herald, as featured in Imperial
Armour Volume Seven: The Siege of Vraks Part Three,

Models designed Simen Egan.
Weapons designed by Will Hayes.

Fietived for Bbeiirative porposss ol Product conlents sy viry Prodvels Soif unpanied s vaastembied. Gerlaia (hadel products my be daagerows i rsed incomactly. Prices covrie! ot ind o i £ press, Dl cOniaE! U foF coreent
AV el s LK gk aivied | oo nol show 9 2 5% VAT reduction implamented o 157 Decambar 2008, Tha redoction will be applieg iy abiectin produsts by Games Winkehap af e poial of sake. Prices Quaed are kv prochers
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Maost savage and barbaric of all the Space Marine
Chapters, the Space Wolves are proud, nable and
fierce. They are warriors of myth and in their wake
spring legends. This October, the ferocious
warriors of Fenris return with a new Codex and an
unbelievable range of miniatures. Aspiring Wolf
Lords will be able to build their own Great

Company using the brand-new Space Wolves Pack
box set - including the incredible plastic Grey
Hunter and Blood Claw pictured here.

Space Wolf Grey Huater and Blood Claw.

Bitz Packs &

There are several Bitz Packs out this month, First up is the long-awaited
Ork Battlewagon Upgrade Pack, a new plastic frame that includes the
deff roller option - you can see the various companents in situ on page
87. But that's not the only Bitz Pack that you can use to customise your
vehicles — Space Marine players have the option of adding more sponson
weapons and accessories to their Land Raiders with the Land Raider
Crusader pack, while Imperial Guard players can make use of the Leman
Russ Accessories pack.

Finally, for those who missed the Battle for Macragge boxed game,
you can now get your hands on the Crashed Aquila Lander separately -
a great piece of terrain for your Warhammer 40,000 scenery set.

(TR 3 |
H X =
"4 glpd
:! I: a._,, Left: Land Raidler
b 3 Crusadler Pack.
H] = E g

Above: Leman Russ

+ 4 Accessories pack.
i

Ler e ] ‘1";

B B

Right: Crashed
Aquila Lander,
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.1 The First Company

Veterans, a gaming club
that meets in
Warhammer Waorld,
Nottingham, have
developed Orkyanapolis
40,000, This is a crazy
Ork race that won best
participation game at
UK Games Day ‘08, and
has been on a bit of a
tour around England
ever since, The good
news is that it's back in
2009. 5o if you're going
to UK Games Day in
September, be sure to
check it out and ‘show
‘em how it's done’.

The Studio has been
bolstered with another
pair of talented
painters. Karnel Kozak
and Tom Winstone have
joined the ‘Eavy Metal
team as {rainee
miniatures painters.
We're sure you'll be
seeing their work in the
pages of White Dwarf
before too long.

War of The Ring fever
continues unabated
here in the Studio with
a grand campaign in
full swing. Much to
everyone's surprise, the
Studio’s usual whipping
boy, Chris Peach, seems
to have found a game
that he's quite good at
We'll sean find out, as
hes in the hattle report
this month - Ed). With
a five-battle winning
streak under his belt,
he's currently
undefeated with his
deadly Mordor army (as
shown in WD352).

Rogue Trader

Vast fortunes await on the edges of the
galaxy, if you and your fellow explorers
can muster the courage to find and
claim them. A Rogue Trader who can
wrest profits from a dangerous universe
through luck, cunning, or sheer force of
will, quickly finds himself sought out by
friend and foe alike. He enjoys
something few humans in the 41st
Millennium will ever know — a life of
adventure and freedom.

Fantasy Flight Games introduces the
second game in the Warhammer
40,000 Roleplay line, Rogue Trader.
Completely compatible with Dark
Heresy, but easily accessible to new
players, Rogue Trader will have players
travelling the galaxy, buying and selling
entire worlds|

CORE RULEROOK

Bugman's Game

Visitors to Bugman’s Bar at
Warhammer World will
know it's a place where
gaming of all kinds is
welcome, A place where
you can kick back, have a
pint and play a game with
like-minded fellows.

MNow, you can play a
game about Bugman’s Bar
itself. You take the role of a
Dwarf whao's trying to get to the bar and back to his table with grub and beer. A task
that sounds deceptively simple - but, when you throw moody Elves, grumpy Trolls,
Gobbo loan sharks, locals with a propensity for fighting, and Halflings that are far
too friendly into the mix, getting a drink to your table is far from easy!

The Bugman's Game is by Rick Priestley, who has a knack for designing fast-
paced, fun and comical games that don't take themselves too seriously. ‘Robin Dews,
the then manager of Warhammer Weorld, asked me to do it. He tald me they wanted
a game exclusive to Bugman’s but | think he just wanted to keep me off the streets

and away from the hins,” says Rick. ‘| designed the rules, and
we got well-known illustrator Ralph Horsley to do all the art -
never has a pile of vomit looked so pretty!’

The Bugman's Game is only available
from Bugman's Bar in Warhammer Waorld,
Nottingham, UK. It's sure to become a

collector’s item, so make sure you get your
copy when you visit.

12 WHITE DWARF
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Adam Troke: This month’s weh articles, inspired by the
release of the fantastic new Warhammer 40,000 campaign
system, is spearheaded by some great Planetary Empires
content, Servitors VIl and IX (assisted in places by Jim
Sowter and myself) have worked tirelessly to give you the
low-down on how to get the most from your own
Warhammer 40,000 campaigns.

It doesn't stop there though. Not anly will you find help
getting started with Planetary Empires and a guide to planet
building, but vou'll also get first dibs on Jervis” great new
Planetary Empires strategy cards. Of course, it'd be wrong
not to pay homage to the monstrous armoured
reinforcemnents rolling out this month, so you'll also find
detailed guides to building and painting both the new
Imperial Cuard tanks, plus a timely revisit to how to
assemble the Chimera.

That's enough for now though - Servitars Il & IV have
started jabbering nonsensical binaric cant about
++deleted by Inquisition++ and we've got another month's
waorth of exciting projects to begin...

Planet Building

In this feature we use both Planetary Empires and
Mighty Empires to recreate some of the famous
campaigns from the 41st Millennium’s war-torn history
Look out for interactive maps and suggestions for using
all the 40K Expansions and Specialist Games as well.

Also on the Web...

That's just the tip of our online coverage for this month.
Visiting the Games Workshop website you'll also find:

@ Hellhound assembly and painting
#® Demolisher assembly and painting
® Chimera assembly and painting

Painting Faces

You can read the second part of the Painting Faces
article later in this issue, but in case you missed the
first part, we've put it on our website to download.

Strategy Cards for Planetary Empires
Jervis has been busy writing some cool new strategy
cards that vou can use in your Planetary Empires
campaign. Expect some Jervis-style zaniness that will
add loads of flavour to your games.

Sign up Now!

Registering with the Games Workshop website gives
you many henefits - it's free and quick to do, and
gives you access to our entire range of Citadel
miniatures to look at enline, including both the Bitz
and Collectors catalogues,

You can also sign up to the Games Workshop
newsletter, which means you need never miss another
event or release. And on top of that you will also be
amongst the first in the world to receive
announcements about our upcoming product releases
and see the latest Citadel miniatures for the first time,
Dont miss out: sign up today at games-workshop.com

www.games-workshop.com 13
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Exhibition Centre {NEC) on Sunday 27th September.

0115 91 40000, or by getting down to your local store.

Games Day, our premier showcase of all that is new and exciting in our hobby, looms
ever closer. This year we're occupying three gigantic halls at the Birmingham National

Once again, all of our stores and Head Office will be participating, showing off all
aspects of Games Workshop and the Hobby. You can read about more of the amazing
stuff we'll have going on this year in our Games Day Preview on page 106. In the
meantime, you can order your Games Day ticket from the website, by calling Direct on

The 2009 Games Day
Minfature Is an Exalled Hero of
Chaos and, like last year, is
included in the £30 ticket price.
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We are looking for great people to come and join our ever
expanding team of store managers.

The Become Legendary web pages are a great place to
start if you want to explore a career with Games
Workshop. In here you will find information about the kind
of people we're after, the opportunities that are coming up,
how to apply and where to find out more. You will find
venues and dates for upcoming recruitment events, where
our expert recruitment team get out and about to meet
people like YOU and talk about joining our exceptional
store manager training programme.

To find out more about a career with Games Workshop
check out our website below.

Do you have what it takes to Become Legendary?

www.hecome-legendary.co.uk

PREMIUM
Premium Support

This month we are launching our new
support programme for Premium Stores
across the whole of Europe! You can
find out more about the programme in
the article on page 109 and a full
listing of Premium Stores will appear in
next issue.

SUTRARATER

N/l

The Explosive l:nclusinn!

For the remainder of August, Games Workshop stores
are running a plethora of huge games, tutorials and
hobby sessions to celebrate the Summer of War! At the
end of August we will be holding presentations in all
our stores and you too can join the chosen and
become a Lord of War! Take a visit to vour local
Hobby Centre and the staff there will book you in for
the activities that you want. Complete enough sessions
and become a Lord of War!

Cet down to your local store NOW and find out
what they have planned.

Library Seminars

Our Community Coordinator, Bek Hawkby, has recently been touring
the country presenting seminars to librarians, and some teachers, on
how to start and run a hobby club in schools and public libraries.
Bek worked for the Library Service herself, and ran a club in her
library prior to joining Games Workshop. “It's all about confidence.”
she told White Dwarf. “It doesn’t matter if you yourself are not a
hobbyist, though you might find yourself getting hooked; If you
provide a club venue then the hobbyists provide the action
themselves.”

There is a charge for attendance at the seminars, but a complete
Hobby Club starter package is included for delegates to take away,
as well as the knowledge and confidence to get a elub going.

If you are a teacher or librarian and are interested in starting a

club, or know of one, then get in touch with Bek Hawkby on 0115
916 8000, or by email at bek. hawkby@games-workshop.co.uk

14 WHITE DWARF MNEWS




PLANE

“The Imperium. How mighty its aspect!
How far-reaching its boundaries!
As one world dies ten
more are brought into the fold.
Fear us, for we count the lives of
planets, not men!”
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* PLANETARY EMPIRES

Planetary Empires is

an Expansion for
Warhammer 40,000. It
contains all you need to
carve oul your own
empire in the war-torn
far future. The set
contains:

= 1 Campaign booklet

* 48 snap-together
hexagonal map tiles

+ 12 Power Stations

* 12 Command Bastions
= 12 Shield Generators
* 12 Manufactorums

* 96 banners

Some people don’t just want to battle in the 41st Millennium,
they want to own a piece of it. Andy Hall found out how the
latest 40K Expansion will let you do just that.

second Warhammer 40,000

Expansion in as many months; yes,
we really do spoil you! The difference
with this Expansion compared to
Planetstrike, Cities of Death or even
Apocalypse is that it doesn‘t feature a
different way to fight. Instead, it gives you
a planet to fight over.

For those of you not tapped into the
Hive Mind, Planetary Empires shares its
design ancestry with Mighty Empires, the
Warhammer map-building kit. "We were
really pleased with Mighty Empires,’ says
lervis Johnson, one of the lead designers of
the project. “We liked the way the tiles
worked and enjoyed making maps and
playing with it. So it was an obvious thing
to do a 40K version - spread the love!”

The first step in the development
process was to decide which tiles would
create the new set. Having already
sculpted the tiles for Mighty Empires, the
services of Mark Jones were required once
again. 'Mark came up with some prototype
tiles of the kind of thing we thought should

T his month sees the release of the
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be in a 40K map kit. What we wanted to
do was make the new tiles as versatile as
passible; we liked the idea of them being
compatible with Mighty Empires so you
could add in some of the map features
from the Warharnmer set and vice versa,
However, there needed be a balance, as
we didn’t want to compromise the 40K
aesthetic. So while a lot of the tiles from
Planetary Empires will work on a
Warhammer campaign map others clearly
won't; the spacepart and hive tiles {f don't
know, | bet that hive tile could be painted
up as an Undead necropolis - Ed) being
the obvious examples. Conversely, adding
Mighty Empires tiles to your 40K map
offers far more freedom — mountain chains,
rivers, forests and so on have as much
place in a science fiction setting as they do
on a fantasy landscape,” says Jervis.

With the set being so compatible with
the Warhammer equivalent it's perhaps
surprising that the campaign system is a
very different beast to the one found in
Mighty Empires. Jervis is unapologetic,
“This box set is primarily a plastic map-



making kit. | think that's a very important
point. How you use it is up to you,
obviously we envisage a player or group of
gamers putting together a map and then
fighting battles over it. Claiming tiles,
launching offensives on enemy territory,

defending spaceports — this is the next step ~

40K players can take after they've painted
their army and fought numerous battles
with it, It'’s what many gamers aspire to do
—to play in a big map campaign.

“What | didn’t want to do was to just
modify the campaign from Mighty
Empires,” continues Jervis. ‘That was just
one way to run a map campaign and the
new system with Planetary Empires is
another example. If there's one thing I've
learnt over the years it's that campaigns
will always be different. Players like to use
their own rules, or take different elements
from other campaigns, and even modify as
they go. It's the very nature of running a
campaign and this should be encouraged.’

Focusing back on the new campaign
systemn, what was Jervis trying to achieve
this time round? ‘Both Rick [Priestley] and |
wanted a system that was a useful tool; it
had to have a solid core at the heart of the
systermn that could be explained in a
succinct fashion. The rules were written in
a very deliberate way so that you
immediately start thinking about extra
things you'll add and special rules you'll
come up with yourself. And that's fantastic
because that will make your campaign
unique and interesting. In effect, it's a
starting point, you can use the rules as is,
or expand upon them, just as Phil Kelly has
done for his campaign’ (See page 34 to see
Phil's campaign in action - Ed).

Even with these design philosophies in
place, Jervis still went the extra mile with
the system. He has made sure that the
sample system included in the box adds an
extra component of strategy into the mix, ‘I
did want to add an element of how the
army you play interacts with the map,’
admits Jervis. ‘So, for example, a Space

LY PLANETARY EMPIRES

Marine player will get more out of owning
a Command Bastion, while the Imperial
Guard are extremely productive when they
own Manufactorums. ['ve also tried to stop
campaigns becoming too predictable.
(Quite often in a campaign once a strong
lead has been established, the benefits of
territory and resources make the leader
impossible to catch, meaning the campaign
ends in a foregone conclusion. What I've
said is the more territory you own the mare
thinly stretched your forces are and so the
enemy gets bonus points to spend. It's a
great way of adding a handicap, keeping
the campaign close and exciting.”

€€ Launching offensives on enemy
territory, defending spaceports —
this is the next step 40K players
can take...99

All this adds up to a great campaign
system and Jervis is excited to see where
this will take us. “The map is a tool to get
you playing games and, in turn, the
campaign rules are a tool to use the map.
With the campaign systems in Mighty
Empires and now Planetary Empires, we
have provided just two of the limitless
possibilities on how to use the tiles in your
own campaigns. And |, for one, can't wait
to see what empires are formed and
galactic overlords created.’

www.games-workshop.com {1_?(3-_—5



EXAMPLE PLANET

INDUSTRIAL WORLD

This map has been painted with yellows and browns to suggest a desert climate.
Of course, the tiles can be panted in any number of ways, from a verdant garden

world to a sulphurous death world, and anything in between.

The Campaign
Planetary Empires
includes a sample set of
campaign rules, although
you are free to write
your own. If you win a
battle you roll 2D6 on
the Conquest table to try
to claim a tile off the
loser. If a territory of the
losing force is adjacent
to one of your files then
you only need 3+ to
capture it. You can try
and claim tiles anywhere
on the map, but those
not adjacent to your own
territory require a 7+ roll
to capture. There are
madifiers to the roll too;
these range from the
margin of victory, the
races fighting and the
type of tile the victor is
trying to capture.

ﬁ\ Shield Generator

Shield generators make it
much harder to capture
not only the tile with the
generator, but any

adjacent territaries, too.

@ SPACEPORTS

Another key territory to own

is the spaceport. These are
fortified, so attempts to lake
them incur a -2 penalty on the
Conquest table. A spaceport
counts all other spaceport tiles
on the map as adjacent. If two
or more separate planet maps
are being used in the campaign,
then the spaceport tiles on these
also count as being adjacent.

(18 'WHITE DWARF  PLANETARY EMPIRES

@ Manufactorums

These tiles produce the
materials needed to equip
and arm additional units
for your army. Bonus
points are gained for
holding these, which can
be spent on extra forces
for your army.
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6 THE HIVE CITY

The hive city is a massive tile and

a defining element of an Imperial
landscape. In campaign terms it is a
highly desirable territory as it counts
as a spaceport that has one power
station, one command bastion,

one shield generator and one
manufactorum. This makes it very
hard to capture, but the resources
and bonuses it generates can help a
player win other tiles more easily.

=

Runaway Leader

When armies clash, you
compare the number of
tiles each player controls.
If one player has less tiles
they get a 50 point bonus
for each additional tile the
opponent controls thus
handicapping the more
successful faction. This
represents the larger
empire having their forces
more thinly stretched
trying to protect all of
their territory as well as
keeping the campaign
close and tense until the
bitter end.

@ Command Bastion

Command bastions allow
an army to be better
prepared for a battle,

and to organise special
training and equipment
for the troops taking part.
When forces clash,
whoever has the greatest
command bastion
resources can pick from a
selection of special rules.

Double the
Difference

42 of the 48 tiles have
sculpted features on both
sides of the tile, making
each piece extremely
versatile, and affording
vou a huge variation when
assembling your map.

@ DEFENCE LINE

Attempting to take a
tile that has ruins or
defence lines on it
incurs a -2 penalty onto
the roll on the
Conquest table.

@ Power Station

Power stations provide the
energy to comms relays
and transit systems,
allowing you to
manoeuvre troops into
battle. The player with the
maost power station
resources gels a bonus to
picking deployment areas.

www.games-workshop.com | 1 9{»
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SHROUD — IMPERIAL ICE WORLD

Andy Hall and Chad Mierzwa came up with this world, named Shroud - an Imperial
planet locked in an aeons-old nuclear winter. Beneath its ice-bound crust, the planet

is covered in geothermal canals, an energy source the Imperium is keen to exploit.

ﬁ Hive Poledarus

The only permanent habitable seftlement
on the planet, Hive Poledarus holds a
populous of millions. They are mainly
split into the hivers, who sort and refine
the geothermal ores that are gathered
from across the planet, and a smaller but
powerful ruling elite, who inhabit the
spires — getting rich off the planet’s
natural resources and the labour of those
less fortunate.

e hive is well served by
a circuit of spaceports,
known as the Stalfus Ring,
These ports are busy,
working continuously
exporting mineral wealth
off the planet and
importing the many
resources needed to
survive in the harsh
environment of Shroud.

(2‘ The Stalfus Ring
Th

@ The Crystal Forest

Vast swathes of Shroud’s surface are
covered in a great quartz forest. The
crystals ahsm&) any sound, and so are
always silent. Expeditions venturing
into the interior of the crystal forest
have never returned.

@ The Icecade Ruins

Ruins of an ancient civilisation were
discovered shortly after the Imperium
colonised Shroud. What tragedy befell
the original occupants is the subject of
much debate amongst the few scholars
and adepts of Hive Poledarus.

[[\5’] The Fromelt Mines
Th

e main access to the
rich geothermal energy
found miles below
Shroud's surface is from
the expansive Fromelt
Mines. It is an incredibly
dangerous place as the
labourers have to deal
with both the extremes of
sub-zero temperatures on
the surface and the
intense heat in the mines
below. The ice tunnels
that burrow through the
planet’s frozen crust
become incredibly
unstable the closer they
are to the thermal canals,
and cave-ins are commaon.
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PREPARE FOR CONQUEST

We asked hobbymeister Chad Mierzwa to show us how he painted and assembled
the ice world of Shroud. Whilst not the only method of assembling your map,
Chad’s approach is a quick and efficient way of preparing the tiles for conquest.

other components from the frame, using Plastic

Cutters and cleaning any mould lines off with a
Hohby Knife. Then undercoat the tiles separately with
Chaos Black Spray. The important point to remember is
that the tiles should not be connected when you spray, and
that you'll need to undercoat both sides of the tiles.

1 Preparing your tiles. Carefully remove the tiles and all

assembled the map to make it easier to paint. Using

the Citadel Spray Gun, Chad basecoated the tiles
Shadow Grey. He then overbrushed the tiles with Space
Waolves Grey, and then a light drybrush of Skull White.
Finally, Chad painted the tile rims Skull White. It’s fine to
leave the tiles like that, but Chad went a step further.

2 Painting your map. After undercoating the map, Chad

Finishing touches. To
3 add to the frost-bitten
feel of the world,

Chad lightly dusted the
map with Skull White
Spray. He then used a
Detail Brush to paint small
patches of Skull White onto
the hive city and spaceport
tiles, to simulate snow.

GENERATING A MAP

There are many ways you can create a map, from
designing your own planet as we have done, to
recreating a famous planet such as Armageddon or
Medusa V to refight a classic campaign. Here's just one
method that all players can participate in for generating
a random map.

remaining tiles in the box lid. Take one of the
spaceport tiles and one other random tile and
connect them together.

1 Pick out all the spaceport tiles and place all the

random from the lid — without looking! — and then
places it on the table so that a random side of the

tile is placed face up.

2 Each player then takes it in turns to pick a tile at

placed so that it connects with at least two other

3 Take the tile and connect it to the map. It must be
map tiles.

pick a tile. You may decide to add a spaceport
instead of the tile you have randomly drawn instead.
However, you may not place two spaceports together.

1 Continue building up the map, taking it in turns to

in turns to add power stations, command bastions

and manufactorums. Keep adding these markers
until one player decides or is forced to stop; every other
player present may, if they are able to, add one more
marker. The map is then ready for the conquest!

5 When you are happy with the finished map, take it

More Empires Online

Head to the Games Workshop website for even
more Planetary Empires coverage. New maps,
campaign advice, painting guides for tiles and even
brand-new and exclusive strategy cards designed by
Jervis are all online and free to download.

www.games-workshop.com .\21_{}
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This month Colonel
Andy Hoare and his
cadre of ingenious
staff officers take a
look at some essential
Imperial Guard factics.




for a good five years now, and in that

time my army has faced pretty much
the worst the Studio can throw at it.

My staunch Imperial Guardsmen have
won glorious victories and suffered
ignominious defeats - hopefully this
article will give some pointers to achieving
a little more of the former, and not so
much of the latter.

The Imperial Guard have always had a
good number of tools to get most jobs
done, but | think its fair to say us Imperial
Guard colonels have struggled with the
problem of aggressively seizing objectives.
We've often fallen back on the good old
tactic of standing still and simply shooting
every available weapon in an effort to
ensure that, if we can't take those
objectives defended by the enemy, then we
can at least deny them to the foe by
shooting all their scoring units! We also
had the problem that our somewhat fragile
units gave up a lot of kill points when the
bullets started flying.

Fortunately, Lord High General
Cruddace has given us the ability to
combine all of the Infantry Squads in a
single platoon into one large unit. This
allows us to overcome both of these issues.
Combining squads means that a platoon
only gives up a single kill point if wiped
out, but its also very useful in the offensive.

] ‘ve been collecting Imperial Guard

““IMPERIAL GUARD

A huge combined squad has a good
chance of surviving a dash across no-
man’s-land and of overwhelming enemy
troops defending objectives in the
opponent’s deployment zone, Plus, when
sat on one of your own objectives, they're
hard for the enemy to shift.

The other new special rule that
Imperial Guard players both new and old
will be getting their teeth into is the orders
system. This allows officers of Company
and Platoon Command Squads, as well as
certain special characters, to bolster nearby
units. These orders can increase the
effectiveness of shooting, cover or
movement, the last of which is particularly
useful in moving those large combined
squads across the table to take an
objective. The orders system is worthy of
an entire tactica on its own, and many
veteran players like myself are only just
starting to discover the huge range of
tactics it makes possible. Meedless to say,
get familiar with them as soon as possible!

So, without further ado, we present a
short article presenting a range of tactics
gathered from a number of veteran
Imperial Guard players, both inside and
outside of the Studio. We'll cover a range
of subjects, but extended versions of these
and many more tactics can be found at:

www.games-workshop.co.uk

In our not-so-humble
opinion, the use of the
following are essential
keys to victory:

» Imperial Guard Orders,
which greatly increase
the flexibility of your
Infantry Squad.

Combined Squads,
allowing you to
overwhelm your enemy
with manpower.

-

Regimental Advisors,
increasing the odds
that your reserves will
turn up on time, and
your foe’s will be late.

+ Storm Troopers: AP3
hot-shot lasguns kill
Chaos Marines with
impunity.

s Leman Russ Punisher,
with its Heavy 20
Punisher gatling
cannon, is great at
dealing with hordes.

Grav Chute Insertion,
for rapid deployment
of troops on the fly-by.

- SITYIHIdNT YOLLOVL-

WORDS FROM THE WISE - FORCE DENIAL

Alessio Cavatore: | usually play Eldar, so normally 1d
advocate a balanced army, one that is capable of
adapting and taking on any opposition. On the other
hand, when I’'m writing an Imperial Guard army list (I
also have a Cadian army as well as my beloved Biel-
Tan), | always bear in mind that it is made up of two
totally different elements. One is very soft and squishy -
the men. The other is really hard and difficult to kill -
the tanks.

Most opponents you are going to meet will have two
types of guns to deal with either part of your army:

a) Rapid-firing light arms to mow down your infantry.
b) Big guns to pierce the armour of your tanks.

So my simple idea is: deny the enemy the use of half
of his weapons by not presenting suitable targets to
each type of gun. This can easily be achieved by
selecting an ‘Extreme Army’, one that is either made
completely of infantry (and cavalry! Never leave base
without your Rough Riders) or that is as close as
possible to an all-armoured force — tanks and a
minimum amount of elite infantry, all mounted in
Chimera APCs.

The all-infantry army will make the enemy’s very
expensive lascannons, bright lances and so on pointless
- ‘Well done, you've incinerated a Guardsman?’

A well-played armoured army, on the other hand,
can happily ignore any weapon that is Strength 5 or
less. And, needless to say, always remember to
concentrate your firepower on the guns that can hurt
your Extreme Army!
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@ INFANTRY TACTICS

Corey Somavia is a
hardened commander of
humanity's most. prolific
fighting force, his
preference being for the
humble infantry
company. He employs the
superior numbers and
numerous heavy weapons
of the Imperial Guard to
deadly effect — here Andy
presents some of Corey's
nuggets of wisdom.

Catachan with
heavy fMamer

The mainstay of the Imperial
Guard is its infantry. Though
individually none are a match
for many of the killing machines that
stalk the battlefields of the 41st
Millennium, the Imperial Guardsmen
have the advantage of discipline,
numbers and heavy weapons. Lots of
heavy weapons....

Many Imperial Guard players like to
base their tactics around their infantry
squads, using their tanks, Ogryns and so on
in a supporting role. When building an
army based around infantry, there are two
main points to consider: heavy weapons
and counter-assault.

The most important element in any
Imperial Guard force is the ‘poor bloody
infantry’. The mighty Leman Russ may
strike fear into the heart of your enemies,
but it is the humble Infantry Squad that
wins games. And you'll need infantry by
the bucketload. The more squads you take,
the mare heavy weapons within each.

When arming your infantry, two heavy
weapons stand out as being particularly
worthy of inclusion: the autocannon and
the lascannon. The autocannon is your
workhorse gun; with its two shots, Strength
7 and 48" range, it has the Strength to
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crack most vehicles (even the Leman Russ
treads softly, lest it reveal a flank) and
wounds most things on a 2+, while still
having a high enough rate of fire to take
down horde armies such as Orks or
Tyranids. In most armies, roughly half the
heavy weapons should be autocannons,
Lascannons provide the high Strength/low
AP firepower for dealing with heavily
armoured tanks, Terminators and large
monsters. The remaining heavy weapons in
the army are mostly heavy bolters and
multi-lasers, for dealing with infantry.

The next element is your counterassault
force. The Assault phase is a question of
when and where, not if. Your infantry will
get assaulted, so prepare for it. Luckily, the
Imperial Guard has a selection of units that
can hold up an assaulting enemy. Storm
Troopers, Ogryns and tooled-up HQs are
all good choices to either stymie the
enemy assault or retaliate.

Your tactics are determined by the type
of army you'll be facing, These can be
roughly separated into three types: assault,
combined arms and other shooty armies,
As the Warharmmer 40,000 universe is
heavily populated with armies that like to
get up close and deadly, we’ll concentrate
on how to neutralise assault armies.
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Take your army and divide it into two parts: the MORE ON THE YQX—NE'I:

‘sacrificial flank’ and the “victory flank’. The two parts are
roughly similar, with the same number of squads deployed
to each flank - I'd recommend dispatching about one
platoon to each flank. The victory flank should have the
Company Command Squad with it too, preferably
equipped with a regimental standard.

During deployment, place these two flanking forces so
that they are 24"-36" apart, making sure that they have a
clear line of sight to each other. Any counterassault units
should be within one or two turns of moverment of either of
your flanks, to neutralise any threats or tie down the enemy
on the sacrificial flank for as long as possible,

This deployment forces an assault-orientated enemy to
choose: split his forces or concentrate on one side and try
to roll up your flank. If he chooses to split his forces, direct
all your firepower into stopping any transports going after
the victory flank. Even the units of the sacrificial flank
shoot vehicles going after the victory flank — even if they're
in danger of being overrun. There is a reason it is called
the sacrificial flank, after ail!

Then, once the vehicles menacing your victory flank

have been dealt with, tgke out any transports going after As well 1 the fine words wiitten hére, Andy Hoare
the sacrificial flank - this makes sure that the enemy can't has been busy on the web this month too! He has also
redeploy from one flank to the other, to threaten the victory written an in-depth tank tactica to accompany Adam
flank. Finally, open fire on any enemy infantry units getting Troke's Imperial Guard Orders tactica. Go to our
close to the victory flank. It may be necessary to send in website to see these and more tacticas:

your counter-assault units to make sure the enemy on the
sacrificial flank stays put long enough - it's no use selling
the lives of the brave Imperial Guardsmen in vain.

www.games-workshop.com

WORDS FROM THE WISE ~ SPLIT DEPLOYMENT

In this diagram, Blue Platoon has the unfortunate duty of being Rough Riders have taken cover until they are needed to bolster

4

the sacrificial flank, It is deployed on the border of table the Ogryns or the victory flank {the flank opposite the
quarters A and B. Meanwhile, Green Platoon, the Company sacrificial one),
Command Squad and the Ratlings are set up on the border of The enemy has chosen to split his forces. Obeying proper

fable quarters A and C. In the centre are the vehicles, deployed fire discipline, shoot the Rhinos going for the victory flank. The
further back to avoid blocking line of sight. By the Leman Russ sacrificial flank takes the enemy charge, and are supported by
are Chimera-mounted Infantry Squads and Ogryns. The Ogryns the Ogryns, the Rough Riders and, if needed, one of the

are aboard their Chimera mmey can counter-assault against Infantry Squads in a Chimera. This holds the attackers up long
the enemy. The Chimera-mounted Infantry Squads are enough for you to finish destroying the Rhinos. Now it's time
stationed outside their Chimeras so that they can shoot. The to mop up any surviving enemy.

KE

<

Blue Platoon

Green Platoon

Command HQ
Ratlings
Rough Riders

Leman Russ

Basilisk

Chimera-mounted
Ogryns
Chimera-mounted
Infantry

Chaos Space
Marine Rhino

CBEEEE |
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® ARMOURED MIGHT

I often find its a good idea
to think of my battle tanks
as belonging to one of

three broad catagories:

¢ Assault tanks play an
aggressive part in the
game, advancing
forward, engaging the
enemy head on. They
balance armour,
firepower and speed.

+ Infantry support tanks
sacrifice speed for
armour and firepower,
They bristle with
defensive weapons,
and can unleash a
fearsome storm of
close ranged fire.

Gun platforms forego
speed and often

armour for devastating
long range firepower.

WHITE DWARF

bolster your lines. They have

serious firepower, sometimes
provided by one large weapon,
sometimes by lots of small ones, and
often by a balance of different types.

Assault tanks do three things: move
forward to contest objectives, soak up the
inevitable barrage of fire the enemy will
lay down in an attempt to stop them doing
so, and to destroy any enemies holding
objectives. A tank that excels at one of
these factors will often do so at the cost of
ane or both of the aothers, and therefore
will be better at another role entirely and
should not be used as an assault tank.

A key to using an assault tank
effectively is to support it with infantry
mounted in transport vehicles, or equally
fast moving squads such as Rough Riders.
This is particularly important if there's a lot
of terrain around or near the objective, as it
only takes a single enemy trooper armed
with a meltagun popping out from behind
some cover to destroy even the largest of

Battle tanks are there to seriously

TACTICA IMPERIALIS

tanks. For this reason, assault tanks are
most effective when friendly infantry can
be used to engage any enemy that might
threaten the tank in this way, tying the
enemy tank hunters up in close combat
while the assault tank gets on with its
mission, Lastly, this principle is absolutely
vital if you are playing a Cities of Death
garme, Newver, ever take a tank into a city
without a squad or two of mounted
infantry to protect it from an ambush!

Good examples of assault tanks include
Hellhounds, Devil Dogs and Bane Wolves,
as well as Armoured Sentinels,

The main role of an infantry support
tank is to accompany other units as they
advance upon an objective, providing
immediate fire support where needed most.
The key here is that the infantry support
tanks are there, as the name suggests, to
support the infantry, not the other way
round. When choosing an infantry support
tank to accompany your squads, consider
how the tank's weapons will complement
those of the infantry. In all likelihood, the
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Emm

Graham Davey: | like to leave my tanks (and a
Valkyrie or two) off the table, in reserve. This
way, all the enemy’s nasty lascannons and the
like will be wasted for the first few turns with
nothing but cheap Guardsmen to fire at. Then,
as the foe closes in on my seemingly
defenceless infantry (making good use of the
Incoming! order to stay alive), my heavy
vehicles can roll onto the table at just the
right spol. I've had great success using the
Leman Russ Punisher like this, while a
Valkyrie, armed with multiple rocket pods
(Strength 4 and therefore defensive weapons)
can fire two large templates as well as its
main gun, even after moving 12". Devastating!

' A WORD FROM THE WISE - STRENGTH IN RESERVE

infantry will lack any anti-tank weaponry
they can fire very far on the move, but the
Leman Russ has access to lascannons and
hunter-killer missiles, and can fire these on
the move so long as it does not travel
further than &". If an enemy tank threatens
your infantry, then the tank can deal with
it. Similarly, a small, elite unit of Storm
Troopers might be swamped were it to
charge a large mob of Ork Boyz or a brood
of Genestealers, However, a Punisher will
make short work of such units, thinning
them down to the point where the Storm
Troopers can deal with them comfortably.

Leman Russ Demolishers, Punishers
and, to a lesser degree, Chimeras, are all
good infantry support tanks.

Gun platforms don’t move at all - they
are intended to destroy the enemy from a
distance while your army advances upon
its abjectives. The primary role of a gun
platform is to blow stuff up. They need to
be deployed carefully to make full use of
their range and effectiveness, and the fact
that they are unlikely to count towards

your army’s ability to take objectives
should make you think very carefully about
taking them. For me though, the main thing
| need to consider when using such a tank
is whether my army will be attacking or
defending. This is a crucial difference, and ™
will heavily affect the choice of tank | take. .

When attacking, | want my gun
platferms to have weapons with a good
range. Basilisks are ideal, A long-range
weapon can be used to reinforce the
army’s success anywhere on the table,
allowing me to concentrate all the
destructive firepower where needed most.

The Basilisk and the Leman Russ are
the obvious choices for gun platforms.

If playing a more defensive game, its
more likely my enemy will be heading
towards me. As it happens, one of the most
destructive weapons in the game is carried
by the Leman Russ Demolisher, and its
short range is no problem when the enemy
are heading towards it. As you won't have
to move such tanks, they won't forego any
shots and will be firing right from the off.

Tank Commander

Whilst tanks can’t benefit from a
Commander’s orders, the troops
that support it become all the more
wseful when so bolstered. Bring it
Down fs particularly useful in
dostroping enemy tanks who might
pﬂ‘j& o threal o WOUr oin armmour,

- SITYINEJINT VOLLOVL- (94 )
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@ AIRBORNE ASSAULT

Christian Augst is a
veteran of the North
American gaming scene,
and an avid Imperial
Guard player. According
to his friends, his Storm
Trooper-based army is the
scourge of many a
gaming table. Andy chats
to him about what he'll
do with all those shiny
new AP3 weapons.

elite, the best of the best. They are

deployed where the fighting is the
fiercest and are counted on to win the day
and reap the glory — for the Emperor!

Storm Troopers have always found a
place in Christian Augst’s Imperial Guard
army. With the release of this new Codex
they've gotten a few more tools to get the
job done, especially their new airborne
assault carriers: the Valkyrie and the
Vendetta. These airborne transports give
the Imperial Guard the range to strike at
any point on the battlefield, bringing the
fight right to the enemy. The elite Storm
Troopers are the perfect troops to take
advantage of the capabilities of these fast
new Carriers.

With the Valkyrie's ability to scout, you
can embark your Storm Troopers before
deployment and declare them as
Cutflanking. This keeps them and their
transport safe from the enemy during the
early part of the game, and lets them arrive
in a most heroic fashion, as is befitting for
the ‘Glory Boys'.

S torm Troopers are the elite of the

WHITE DWARF  TACTICA IMPERIALIS

The Grav Chute Insertion special rule
allows vour units to Deep Strike from any
point of their transport’s flight path — even
when moving flat out! When comhbined
with the Storm Troopers’ Aerial Assault
option, this will help them to get exactly
where they are needed to attack key
enemy units or contest enemy objectives.
With their special weapons and hot-shot
lasguns, Storm Troopers have the firepower
to fight off enemies until help arrives.

The Storm Troopers come into their
own when it comes to clearing enemy
units off of objectives. As an Elites choice,
the Storm Troopers can't claim objectives
themselves, but their brand new AP3 hot-
shot lasguns give them all the firepower
they need to clear even power-armoured
enemies off of their objectives, especially
when ordered to Fire On My Target! to
force the enemy to re-roll any of his cover
saves! Instead of mounting them in a
Valkyrie, consider using the Behind Enemy
Lines option to allow them to Infiltrate or
outflank, and to really punish the first unit
they fire at.
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% ADVANCED TACTICS

range of units available to them that

it's sometimes hard to know where
to begin when deciding what to field in a
coming battle. We all have different
reasons for taking various styles of army
and fielding particular units. Most of us
field what we enjoy using, whether it's a
unit’s weapons, tactics or special rules
that appeal to us. | often choose an army
for its overall appearance, and one of my
favourite types of army is lots of infantry
supported by Sentinels (not so useful on
an open battlefield, but almost unbeatable
in Cities of Death!).

With all the amazing new models,
along with the various special rules and
options in the Codex, many Imperial Guard
colonels will be busy tryving out units,
finding how best to integrate them into
their existing armies and experimenting
with diferent tactics and strategies on the
battlefield. It's during these early stages
after the release of a Codex that some of
the most fun can be had - there are still
countless strategies and nuances yet to be
discovered, and every new unit type or
rule could be the key to victory.

Something that 've found is that many
of these models are particularly good
against certain opponents or in specific
situations. With that in mind, here are
some tips for using two of my
favourite units — the Sentinel and the
Hellhound, although you will no doubt
come up with vour own.

T he Imperial Guard have such a wide

THE SENTINEL

I've always found a place for Sentinels in my army list, and the new Sentinels
have already made their way onto my procurement order (or shopping list,
as it's otherwise known). They have lots of options when it comes to
assembling them, making it hard to
decide between Scout and Armoured
Sentinels, not to mention which
weapon to arm them with! | think
I'll be concentrating an the
Armoured Sentinel version,
however - their front armour
of 12 means that, for the first
time, my Sentinels won't have
to worry about being gunned
down by bolters. In terms
of weapons, Ull definitely
be putting together a
sguadron armed
with plasma
cannons, as this
allows the

walkers to take
on power-
armoured
enemies such as
Space Marines, and even
have a good go at foes with a

2+ save. | always take hunter-
killer missiles on my Sentinels too,
and these will be given to all of
the walkers | assemble
as Scout Sentinels as
they can Scout and
potentially put a
missile into a more
vulnerable side

armour of enemy tanks.

| THE HELLHOUND

The Hellhound has
always been a favourite
of mine (I have three!),
and with the plethora of
Ork armies around, the
new kit couldn't have
come at a better time -
that inferno cannon's
template will make a
mackery of tightly packed
Boyz mobs. But don‘t
neglect the alternative
tanks that the kit makes
possible = 1 know I'll be
assembling at least one as
a Devil Dog. With its 24"
melta cannon it's capable
of annihilating anything
from a Terminator to a
Planetstrike Bastion. And
the Bane Wolf kills Chaos
Space Marines on a 24 —
for the Emperor!
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'MUSTER THE PLATOON!

? - You can now -l:!mid an lmperml {;uard army entirely from plastu::! That makes J
it more cmlvement to rm%e a platoon of hard-bitten soldiers fﬂE the Emperor.

CADIAN COMMAND SQUAD
S E &

CADIAN COMMAND SQUAD 99120005036 £15+#, €22.50, 175dkr, 205skn ke
This ser contains 5 plastic multi-pant Cadian Command models, including ogercms for an afficer, and Guardsmen with med- pack,
vox-caster, standard and varfous weapons opifons, Command Squads can assmabl'ed as either a Company Command Squad
(HO choicet or a Platoon Command Squad (part of a Troops chaicel in an Imperial Guard army.

CADIAN SHOCK TROOPS

CADIAN SHOCK TROOPS 93120105039 £124, €20, 140dks, 1 70ska/nkr
This set cortains 10 multi-part plastic Cadian troopers and includes options for a Sergeant, a variety of weapans,
special wargear and extra details.

CADIAN HEAVY WEAPONS SQUAD

Also available individually,
CADIAN HEAVY WEAPONS TEAM
99120105012 £10v, €12.50, 100dke, 115ske/nkr

CADIAN HEAVY WEAPONS SQUAD 99120105000 £, €30, 225dkr, 270ski/mke
This set enables you o build 3 Cadian Heavy Weapons Teams. Each team of two can be equipped with
any cne of the following weapons: lascannon, heavy bolter, missile launcher, autacannon ar mortar.

‘Ficfures for Mystratheg purpoges poly Proouct confents may vy Products solf mpaintoe! and eriessemblod Cerfuin Siacel prodoets sy be dangarus ¥ used Reomectly. Prices corre! af fime of going do press, plegse contac! o for cormoed
by and prices. mpmw;wmm IM:!‘“ AT redinction iplimaniass s 15f Danamtar 2008 The reduction will b applisd [o affecied peoduels by Games Workshap af e poiel of sak. Prices qooled ae for producs
S8t by Gavmes Whrkshop Dheowgly its o Sloras, calsiogue o websife, indeapandan! raiadecs ao responsible for defevaining thelr cum prioes.
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CATACHAN COMMAND
SQUAD

CATACHAN COMMAND SQUAD 99120105027  £154, £22.50, 175dkr, 205skrinkr
This ser contains 5 plastic multi-part Catachan Command moedels, including aptions for an officer, and Guardsmen with medi-pack,
vax-caster, standard amd various weapons apiions. Command Squads can be assembled as either a Company Command Squad
{H choicel or & Platoon Command Squad dpart of a Troops choicel in an Imperial Guard army;

CATACHAN JUNGLE FIGHTERS

. : CATACHAN JUNGLE FIGHTERS 99120105040 £124, €20, 140dkr, | 70skr/nkr
This set contains 10 multi-part plastic Catachan jungle Fighters and includes options for a Sergeant, a variety of
weapons, wargear options and extra details,

CATACHAN HEAVY WEAPONS SQUAD

Also available individually,
CATACHAN HEAVY WEAPDMNS TEAM
RTI01060MT  £108, €12.50, 100dks, 1153ke/nke

CATACHAN HEAVY WEAPONS SQUAD 99120105014  £204, €30, 225dke, 270sks nkr
This sef enables you to build 3 Catachan Heavy Weapons Teams. Fach team of lwo can be equipped with any ane
of the following weapans: lascannan, heavy balter, missife launcher, antocannon or mortar.

Pieiues for Busiralfer puposes any. Frovier conals may vy Procucts sofd popinisd dndf inassambigd. Cerlaly Citsce’ procints may be dangevows ¥ sl incorrsctl Preces coviest & gime of poing 30 press, plesss comiacet us for civmes
bty and prices. [N prices manksd § oo nad show T 2.5% VAT seduction implivivtind 0a 15! Decamnbar 2008, The oifuclion will ba anpdad b alietad produsts by Games Wankehop of b posd of sale. Prices qoolind 38 for products
ok by GO IVerkEngy (W CeDD T3 curr SIS, CRRMOOME O VaDE. [NGMORI! (el B FESDONEINE [oF (TR TR (DB (i} DA
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The summer heats up and so too does the hobby activity in all of our stores. Come on in to take
part in all aspects of the hobby, complete a programme of activities and become a Lord of War!

All this month, as the Summer of War draws to a War of The Ring: Fields of Battle
resounding climax, your local Games Workshop store Learn how to build themed terrain for every corner of
will be running activities, for all our games settings and Middle-earth, from the twisted forests of Fangorn: and
all skill levels. They will be running sessions like these: Mirkwood to the ash deserts of Gorgorath and the

: i sweeping plains of Rohan.
Build a Planetary Empire

Launch invasions and mount solid defences, linking War Hosts of the Warhammer World
your games of Warhammer 40,000 to conguer a world! Pick up some tips and advice on painting and collecting

i 3 armies, from the Imperial forces of Karl Franz, to the
Planetstrike Gam!ng slavering greenskin hordes of Grimgor lronhicde. <
Pour from the skies upon your opponent’s defences, i‘ f—
your assault masked by orbital bombardments. But Get down to your local store and find out what amazing £
beware the quad defence cannan! Summer of War events and activities they are running.

RING YOUR LOCAL STORE FOR DETAILS!

Become a Lord of War!




Tales from Vogen

Only a few years back,
the Studio was embroiled
in the Vogen campaign, a
brutal struggle for an
ancient Imperial city.

So map-based 40K
campaigns are nothing
new. What has changed,
however, is there's now a
dedicated kit that allows
you to make great-
looking maps without a
degree in cartography!
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40,000

WARHAMMER

Planetary Empires is released this month, tying all of our 40K
Expansions together. So what better way to stoke the fires of war
than with one of the Studio’s famous super-campaigns? Phil Kelly
talks us through his greatest Warhammer 40,000 adventure yet.

Phil: One of the best things about
Warhammer 40,000 campaigns is the
narrative; the story that you enact from
battle to battle, Right from the start you
have an inbuilt conflict, as all of the
players jostle for the upper hand. Well, ['ve
always been into such gaming events; for
me they are the pinnacle of the hobby. The
narrative of a planetary invasion seemed
like a perfect background for the latest
Studio campaign. After all, with
Planetstrike thundering onto the gaming
scene and Planetary Empires hot on its
heels, it would seem that the stars were
aligned for a great season of hard-fought
and tense battles.

So, after sequestering a bunch of
Planetary Empires tiles and writing up a
little backstory for the planet | intended to
use as the focus of the campaign, | was
pretty much ready to start. There was one
aspect that nagged at me, though — |

<34 ' WHITE DWARF THE ROK OF AGES

wanted the good guys to have as much
chance to strike planets as the bad guys.
Sure, they could counter-attack at the
positions taken by the evildoers, that would
work fine... but then an idea came to me.
Why not have two worlds invading each
other at the same time in an interplanetary
conflict that allowed every player to take
either role with equal legitimacy? Even
better, why not have one of the warlds
actually being steered towards the other by
a massive set of engines, the continent-
crushing impact between the two worlds
giving new meaning to the term
Planetstrike? “Surely that's impossible’, said
one side of my brain, but it was drowned
out by the other, more fun, side that was
shouting "WAAAGH!" at the top of its
metaphorical voice.

And so the Rok of Ages was born —a
titanic planetoid harnessed by the Orks
wha had kitted it out with the salvaged



engines of captured spacecraft. With a few
megatonnes of Mek-know-wots and the
mineral resources of the Rok itself, the
Orky engines were completed, propelling
the Rok through space with slow but
deadly momentum. By the time it reached
its target world of Meridian, the Rok would
be impossible to stop. Or so the Orks
thought — arrayed against them were not
only the Imperial settlers of Meridian itself,
desperate to mine as much of the planet’s
riches as possible, but also the Eldar to
whom the maiden world rightly belonged.
They would fight to the last to reach the
Rok of Ages and blow it to smithereens
before it could scourge the life from
Meridian. This premise gave us a storyline
upon which to base all manner of cool
games, a rich opportunity for dozens of
different games of 40K, Cities of Death,
Apocalypse and Planetstrike, and a suitably
dramatic climax that will give us a chance
to use our entire collections. | got busy
putting the two campaign maps together
and roped in some of the lads for an
evening of beer, pizza and bastion-
building. Before long we were ready for
the most ambiticus campaign yet.

PLANETARY EMPIRES

have been befouled by the morbid architecture of the Imperium.

Its azure skies are choked h}r acidic smoke and its Jush ficlds are
smothered by grey urhan sprawl. Meridian is rich in Helian 111, an isotope
that can provide near limitless energy vnder the rigllf conditions. Because
of its bountiful natural resources, this green paradise has been p]unl:l:r:d
by Imperial forces, settlers and explorators. Yet more converge upon it day
after day. Th:y will not leave until Meridian 15 mined to exhauvstion,
reduced to 2 scarred and ravaged husk where once was 1 jewel hanging
in the firmament.

And yet that is unly half of the tragic story of Meridian. Dtiiti.ng
through space towards the maiden world is 2 catastrophe waiting to
happen, or mather onc that is looking for a world to happen to. The Rok
of .:"1.3-".5 it is called; a titanic asteroid that has been infested with
gﬂ:cnskins and cquippcd with gigantic engines that pmpeI it through space
with slow but cltadl]r momentum. As the Rok of Ages floats lhrough the
void, the Orks aboard it make their plans of conquest. They laugh about
driw'ng their harnessed piancmid straight inte an unsuspecting and populous
world. They fight amongst themsclves to lcad the invasion as Meridian. at
first a green dot in the distance, becomes a circle, then a sphere, then a
world. [n the dead of night. thr.}r wh.isp:r in hushed topes of things even
more strange and deadly than their Chaos Space Marine allies. things that
live inside the Rok itsclf. All hell is poised to break loose wpon Meridian
in a plan:tar)f invasion of :pnch—shatt:ring proportions.

But the Imperial forces vpon Meridian are not without their defences.
The capital hive of Arcadia boasts an ancient defence laser capable of
dcstmying orbiting spacecraft. The Mechanicus launch-base of Benefact
Majoris is priming Ignis Deo. 2 Skylord-class missile that towers above
even the spires of the ncarby hives. The long-range augur stations of Hive
Ereone have picked up the Rok's approach. Meridian is girding itself for
war. Yet cven with all its defences arrayed, its bastions manned and its
defence lines bristling with interceptor batteries, the combined firepower of
Meridian cannot stop the plam:tu-id's descent, for the Rok is the size of a
small mosn. All know in their hearts that if the Orks complete their P]:n
and the pIanctuid collides with the world below then it will he the end.
D:stm}ring the Rok is the ani:,r way 1o save Meridizn from the imminent
apml)rpsc inexorably i.ppma:lling from the depths of space.

So the stage is set. As Ork and Chaos ships blast through the
stritmp]lr.r: to take out Meridian's pla.n:ta.rl',r defences, the spaceports of
Meridian fill with strike forces intent on establishing 2 landing zone upon
the planetoid whilst the Rok of Ages prinds ever closer with the
inevitability of death. If the Imperial forces launch a suecessful counter-
invasion and penctrate deep into the Rok, thqr can p]aut nuclear charges
and blow it apart in a sp:ctacuhl disph}r of pyrotechnics that will fill the
night sky of Meridian from horizon to horizon and give rise to 2 new era
of hup: and prosperity. Comr:m:l}r. il the Orks and their pefarious allies
make planetfall and t1ake our Meridian's defence networks, the Rok of Ages
will come crashing down with world-crushing force onto the maiden world
below, altering the course of history forever.

TB: once-verdant meadows of the former maiden world of Meridian

The fate of Meridian hangs in the balance...
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CAMPAIGN OVERVIEW

The Rok of Ages campaign has been split into three distinct phases as the Rok
plummets ever onward towards the planet. Splitting the campaign up like this

he Rok of Ages campaign is designed
to celebrate all aspects of the
Warhammer 40,000 game, and can
be adapted for use in your own gaming
group with a little effort. Though it uses
| the Planetary Empires rules to determine
*N  the shape of the campaign overall, the
individual games will cover a lot of
different variants. These are broadly
categorised into three phases:
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gives it structure and allows for a variety of types of game.

PHASE ONE — PLANETSTRIKE!

As the gigantic planetoid of the Rok burns
through the stratosphere of Meridian, both
sides are attempting to make planetfall
upon their foe’s base and cripple their
military installations so that more of their
comrades can flood into the enemy
warzone, For that reason the campaign
starts with lots of games of Planetstrike -
the good guys can invade the planetoid
base, whilst the bad guys invade Meridian
itself. This gives everyone a chance to try
the role of attacker and defender — each
has its perks and strategies for you to enjoy.

It is possible that the defender in a
game of Planetsirike beats his attacker, and
ends up capturing the attacker’s hex as a
result. This is perfectly fine - it means that
the defender has capitalised on his enemy’s
failure, and that his counter-attack was
particularly effective!

PHASE TWO - TOTAL WAR

Once the battle is in full swing and forces
are properly established on each map, you
have a choice; you can either invade more
territory by playing more games of
Planetstrike, play games of Cities of Death
to represent the terrible struggles in the
urbanised areas of Meridian, or you can
play normal games of Warhammer 40,000.
Intrepid players will want to roll on the
following chart to determine what type of
game they play:

Result Game type
1-2  Standard 40K Mission.
3-4  Cities of Death.
5 Planetstrike — ‘good’ defending.
[ Planetstrike — ‘bad’ defending.

DCuring this phase, one player may end up
with more resources than another, but the
difference is never that drastic so never fear
if you get off on the wrong foot. This phase
makes up the main bulk of the campaign.

PHASE THREE - APOCALYPSE

Whatever happens, the last phase of the
campaign will involve some large and
impressive games of Apocalypse, some of
which will be hinged around the fuel
refineries that process the precious Helian
[l so vital to the war effart. The outcome of
these games will determine the fate of
meridian itself, but rest assured it'll be
indescribably violent either way.



CRTTALY PLANETARY EMPIRES

THE RULES

The campaign uses the sample system designed by Jervis, and included in the
Planetary Empires booklet. However, just as Jervis encourages, the system has
been further developed and tweaked to suit the campaign background.

might have already figured out, is a

campaign with a difference. We've
learnt from previous Studio campaigns
that not everybody has the same amount
of time to play, so we've devised a system
that accommaodates hoth the casual gamer
and the super-keen fanatic alike. We've
also kept it relatively simple, because that
way you can concentrate on getting the
best out of the new Planetary Empires and
Planelstrike rulesets.

TAKING SIDES

The players in the campaign are divided
into two factions = ‘good guys' and ‘bad
puys’. The good guys are based
predominantly on the green Meridian map,
the bad guys on the grey asteroid map. If
you want to rationalise why aliens such as
Tau would be attacking Meridian, you can
explain it away with the presence of the
precious isotope Helian 1Il, though we
sugpest you don’t lose too much sleep over
it and just concentrate on getting some
really fun games started for now. The sides
are divided as follows:

The Rok of Ages campaign, as you

Good Guys

Space Marines (all loyalist Chapters),
Imperial Guard, Witch Hunters,
Daemonhunters, Eldar.

Bad Guys
Orks, Chaos Space Marines, Necrons,
Tyranids, Dark Eldar, Tau.

If the sides do not work out evenly, try
swapping the Eldar or Dark Eldar players
around — Eldar are notoriously fickle after
all, and they are really on no one’s side but
their own!

RED vs BLUE

To keep things simple, good guys have
blue flags and bad guys have red flags -
the campaign’s progress is decided by
counting up the flags at the end of each
week of play. Essentially, whichever side
has the most flags at the end of the
campaign is the winner, so grab territory
whenever you can — it is territory and not
victories that determines the ultimate fate
of the planetis). The player with the most
flags at the end of the campaign is the
overall winner and Is proclaimed Grand
Overlord of Meridian,

To mark out a flag as your particular
territory, the little blip on the top of the flag
{as well as the flagpole) can be painted in a
colour or design of your choice. This will
mark out your flag from the rest of those on
your side — add your initials in black pen
to your flag as well if you can write that
small! The only stipulation is that your flag
must remain predominantly red or blue so
that players can see which side is winning
at a glance.

Designer’s note; In our campaign there
are more hexes on the good guys’ map,
and more good guy plavers, so they start
with more flags. To balance this out, the
bad guys have two special areas that
confer campaign-wide advantages. You
might want to tinker with the rufes to
ensure your own campaign is ‘fair’, but
we've found that it is more important to
have fun and vibrant games than to ensure
that everything is completely fair. The good
Euys, for instance, also have hive cities,
which are fantastic advantages as they
combine the benefits of a spaceport, a
command bastion, a shield generator and a
manufactorum (upgrades detailed in the
Planetary Empires rules).

SEASONS OF WAR

Phil wanted a visual way to track the different phases over the course
of the campaign. Because he wanted something a bit more imaginative
than a sign that said ‘PHASE ONE’ (and also because he’s a bit
peculiar), Phil decided to do this by changing the ‘seasons’ of the
board so that the campaign began in the height of summer, then
progressed through to autumn and finally winter. In this way the
players got the feeling of the landscape changing as the campaign
went on, and there was a nice visual way of representing the time
passing as Meridian drew ever closer to the winter of its discontent.
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UPGRADES
APLENTY

In the basic Planetary
Empires rules, a player
can place an upgrade
{command bastion,
manufactorum, shield
generator, or power
station) whenever he
wins a game. In this
campaign we used a
slightly different
system, because many
of the upgrades were
already built into the
maps Phil had put
together. Essentially
Phil placed a great
many upgrades on the
boards and let the
players fight over who
controlled them during
the course of the
campaign. Then, at the
beginning of every
phase, Phil made like
Santa Claus and gave
each player another
upgrade that they
could place whenever
they wanted — provided
they painted it up first!
Don’t be mean with
upgrades — their actual
effect on individual
battles is slight, but it
all adds up.

THE GRAND MUSTER

Once your flags are painted, you're ready
to begin. There should always be a grand
muster to kick the campaign off = details
are included below. If vou cannot make it
to this grand muster, send someone in your
place, otherwise you will end up with
rubbish territories!

HOW TO PLACE FLAGS

Each plaver has a number of flags to begin
with, depending on the size of the maps
used — simply count the number of hexes
and divide it by the number of players you
have signed up for the campaign. That's
how many flags each player has to begin
with. For instance, in the Rok of Ages
campaign we have 25 players and a total
of 90 tiles, so each player has 3 flags
ithough more have been supplied in case
they do well) and there will be 15
unclaimed tiles left over. That's actually a
good thing — it means that new players can
join in at a later date.

To determine in which order our
players placed their flags, each player
rolled a D100 (the first D10 rolled for the
tens, second D10 rolled for the units - but
you can just as well use D6 for this to give
a result between 11 and 66 instead). We
then listed the players on a flip chart in
order from 1 to 100. Having established a
‘priority’ order we let the players take turns
to place their flags in any tile they wished.
Maturally the hive tiles and hexes with
coal-looking features were the first to go!
Once every player had placed his flag we
went round again until every plaver had
placed three flags.

{38 | WHITE DWARF  THE ROK OF AGES

NB: If you want to be extra gracious and
‘fair” to the players, you can go in reverse
order for the placement of the second set
of flags and then back to the normal order
for the last flag,

The last flag that each player has in his
collection may be planted upon the
enemy's map if vou wish — this represents
your forces making planetfall upen an
empty drop zone.

TERRITORIES

Each player starts with the same number of
hexes or ‘territories’ under his control, This
number will ebb and flow as the campaign
progresses, but what we're really interested
in is the number of territories belonging to
each side, not each person. In this way a
player with hardly any spare time can play
a single game and still contribute to the
war effort, whilst keen players can
mastermind an entire campaign by leading
from the front.

It's important to conquer territory. Some
territories (those furthest away from your
own) will be difficult to conquer even if
you win your game — a special dice roll is
needed, and vou have to beat a certain
score depending on how distant or well-
protected that square is. An unprotected
square (most of them) adjacent to your
own territory can be conquered on the roll
of a 3+ on 2D6, so you'll probably
succeed if you pick your fights well,
Territary that's not adjacent is conquered
on a 7+. That said, some well-protected
hexes give you massive advantages, so you
might want to gamble and go for the
jackpot - fortune favours the bold.




SPECIAL TERRITORIES

Certain territories have special rules that go
alongside them. If you are in possession of
a special tile (showcased later in this
article), you get to apply the bonus rules
that go alongside that tile. Assume that the
larger and maore impressive the terrain
upon a named territory, the more powerful
it is, and you won't go far wrong.

UNCLAIMED TERRITORIES

Occasionally you will find that there are
unclaimed territories on the map. Any
player who scores a win in any game may
place a flag in an unclaimed territory
without having to roll to see if he conquers
that territory.

You can also use these unclaimed
territories to include new players who have
decided they want to get inon the action -
simply give them D3 flags and let them
place their new empire anywhere on the
board. Hopefully, they can carve out a
powerbase before being descended on!

PLAYING CAMPAIGN GAMES

By now you'll be wanting to get stuck in.
Luckily, in the Rok of Ages campaign, this
cauldn’t be simpler. All you need to do is
to challenge a member of the opposing
team to a game, agree on a points value,
agree on what type of game you'll be
playing, and go for it. Simple as that. Each
phase of the pame recommends a certain
type of game, but as long as you're playing
Warhammer 40,000 it doesn't really
matter; just play whatever you feel like.

CLAIMING TILES

Cnce you have played a game, you and
your opponent will need to head over to
the campaign map(s) and see whether any
territory changes hands. The victor chooses
ane of his opponent’s territories and rolls to
see if he can conguer it as per the
Planetary Empires rules. If the victor
captures it, then he replaces his opponent’s
flag with one of his own, claiming any of

TV LLELY PLANETARY EMPIRES

In the aftermath of the game, Fif
makes his conquest rall against
Andrew; but dossn’t score enough
o take a rerritoey.

the upgrades there for himself. It's good
practice to let the games master and the
other players know every time this
happens, if only for the bragging rights -
we got into the habit of sending an in-
character email to the other players,
glorifying our victories or making excuses
for our defeats (see below right).

LOSING ALL YOUR FLAGS

The good news is that even if you lose all
your flags you can still play with just as
much verve as anyone else — vou'll just
find it more difficult to claim territory. After
all, it's hard to have hexes adjacent to any
others if you have no territory at all. Still,
never fear; if there are unclaimed territories
on the campaign maps you can
automatically claim them with even the
most tenuous win.

OK, that's it for now — the Planetary
Empires rules explain the rest. Ignore the
Ending the Campaign section though -
vour games master will no doubt have a
far more special finale in mind!

Paint up your flags, pull vour collection
together and get ready to wage war!

++ Inquisitor
Caspiel Rex: This
is the ]nquisitur. we
will repel these...
Oh. Imperator. no..
[fragment lost. Data
retricval SUggests
the revving of
multiple chain-
weapons]

Dutuscript Eads - 1300hes
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Meridian was once an Eldar maiden world, though its natural splendours have long
since been replaced by the gothic stonework of Imperial architecture as human
settlers seek to harvest the priceless Helian IlI that enriches the planet’s crust.

MIGHTY MERIDIAN

Phil put together the Meridian board out of not only
Planetary Empires tiles but also some spare Mighty
Empires tiles that he had left over from an earlier
Warhammer campaign. You might recognise the
forests, rivers and mountains from Mighty Empires,
though Phil made sure that any field tiles were face
down; Meridian isnt an agri-world after all. The
great thing about these campaign tiles is that they
clip together and do not need glue — once the Rok
of Ages campaign is over the guys can just break the
maps down into individual hexes and restore their
Warhammer campaign board to its former glory.

THE RIVER LETHID

The River Lethid was once a crystal-clear stream of
freshwater that flowed through the verdant meadows of
Meridian. Since the Imperial settlers twisted the lands to
their own ends, it has burned with toxic chemicals that
make it ice-cold and poisonous to all forms of life.

Defensible: Any tile that has a river upon it is easier to defend — even in
the 41st Millennium it is an advantage to know that an army’s flanks are
guarded by an impassable terrain feature. All attempts made ta claim
river tiles deduct one from their dice roll. This is cumulative with
bonuses from shield generators and the like.

Terrain Advantage: Any general with a river tile knows the value of
defensible terrain locations. A player may roll a dice at the beginning of
each Planetstrike game in which he is the defender - on the roll of a 6+
the player has a free Drop Zone Denial stratagem.

THE CLAWED SWAMPS

The wetlands of
Meridian are home to all
sorts of unusual species,
from megaraptors to
self-detonating toads.

Here be dragons: At the end of the
Spring phase of the campaign, players
must roll a D6 for each of their flags
that occupies a swamp tile. On the roll
of a 1 the flag is removed to represent
the forces there getting gobbled up (or
worse) by the alien beasties that dwel|
in the region,
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The defence laser was made from part of
an imperial cruiser from Battlefleet Gothie,
and a plastic bead.

CLTZCRELY PLANETARY EMPIRES

THE DEFENCE LASER OF HIVE ARCADIA

Hive Arcadia was once a prosperous node of industry
and culture, host to many aristocratic and political
figures who oversaw the mining of Helian Ill from a safe
distance. It has suffered terribly under the
bombardments of the Rok of Ages, though its pride and
joy is still intact — a Cronos-pattern defence laser with enough power
to scar a moon.

After every game that he plays, a player that controls Hive Arcadia can
open fire with Old Cronos, the defence laser of Hive Arcadia. Place a
marker on any tile on the Rok of Ages and roll a scatter dice as near to
it as possible. If a hit is rolled, the tile with the marker is obliterated. If
an arrow s rolled, an adjacent tile to the tile with the marker is targeted
- pick the one that best carresponds to the direction on the arrow.
Replace the targeted tile with a crater tile and remove any upgrade or
flag that was on that tile.

Battleflect Gothic bitz and a rocket from the
Whirlwind frame have been used to create the
Benefact Majoris Spaceport tile.

URBAN SPRAWL

The Meridian urban
spraw! is surrounded
with countless hab-
blocks that have been
bombed flat in the war.

A player with an urban sprawl tile may
choose to convert any game he is
challenged to play into a Cities of
Death game. In this game the player
with the urban spraw! gains an extra
stratagem to represent his home
territory advantage.

THE BENEFACT MAJORIS SPACEPORT

The Adeptus Mechanicus launch base is dwarfed by its
maost ambitious creation yet, the Skylord-class missile
Ignis Deo. If the warriors defending it can buy the
Servitors enough time to finish the priming rituals then
it can be launched at the Rok before it enters orbit...

Spaceport: A player that controls the Benefact Majoris Spaceport gains
all the benefits of a spaceport tile.

3...2...1... Ignition!: At the beginning of each new season after the first,
a player that owns the Ignis Deo may attempt to fire it at the Rok of
Ages. Roll a dice and add one to the result. If the dice roll is equal to or
less than the number of games the owning player has played over the
course of the campaign, the lgnis Deo is launched.

Should the lgnis Deo be launched, its detonation is all but assured.
The GM of the campaign should organise one last mega-game to
represent the defenders of the Rok of Ages scrambling to stop the Deo
from launching/detonating and blowing them all to smithereens. This
game can take any format provided that it's ambitious and looks great.

If the bad guys lose this mega-game, then they lose the entire
campaign as the Rok is blown apart! However, if they win the game,
they automatically claim Benefact Majoris Spaceport.

MORE LOCATIONS OVER THE PAGE >

g
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THE WARP GATE

Beyond the haunted depths of the Vidian Forest lies an
arcane structure of alien origin, a towering edifice that hums
with barely contained power. Not only does it shield the

environs from harm, but if correctly activated, it can open a @
portal from this reality into the next.

Terrain Advantage: The Warp Gate tile automatically has the ‘force field'
upgrade. This cannot be negated or destroyed,

Webway Assault: An Eldar or Dark Eldar player that occupies the Warp

Gate tile is able to pass his troops through the webway. The owning player
may opt to roll a dice before each game; on the roll of a 2+ he gains a free
Webway Assault stratagem. On the roll of a 1, his forces get lost in the Fhil made the Warp Gate tile simply
labyrinthine tunnels of the webway and he must subtract 1 from all Reserve
rolls he makes for the duration of that game. end of a plastic Eldar gun upright onto

by raicling his bitz box and sticking the

a normal tile.

=4 The Battle-barge Hammer
of Nocturne has taken up
position above the Rok and
commenced preliminary
bombardment operations. 4+
Capruin Dac'tyr, Salimsnders 4th Compuay

The cbservatory was made from a
standard Hive City tife with the
addition of a couple of odd-shaped
hitz found in Phil’s bitz box to make
the radar dish. Plastic strips were then
stuck onto the dish.

THE HIVE EREONE OBSERVATORY

A radar dish so titanic that it has its own city of Technomagi
at its base, forms the early warning system for the Meridian
mining operation. The observatory lies at the heart of the
Imperial Cognitas Network and monitors every fluctuation
and troop redistribution of the battle upon the Rok.

The player that controls the Hive Ereane Observatory may choose what type
of game he plays and whether he takes the role of attacker and defender,
Furthermore such is the scope and quality of his intel that his opponent
must show him his army list in advance, allowing the Ereone player to tailor
a force best suited to its destruction.

GLADIUS MOUNTAINS

The Gladius Mountains are rich with an unlimited supply of
Helian 111, an isotope that can be used fo create vast
amounts of energy. The mining operations are of such
importance that the mountain passes are dotted with
bastions and defences bristling with interceptor cannons,

Defensible: Any mountain tile is easier to defend than a normal tile. All
attempts made to claim mountains tiles deduct two from their dice roll. This
is cumulative with bonuses from shield generators and the like.

Interceptor Gun Network: Any defender with a mountain tile not only
knows the value of an interceptor cannon in a tight spot, but also has more
than enough wealth to afford them. In games of Planetstrike he may use
twice as many interceptor cannons as he has bastions, instead of one
interceptor cannon per bastion as is normally the case.
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DEFEHCE NETWORKS

Heavy-duty defence networks zigzag for
hundreds of miles across Meridian. Even the
most inexperienced general can hold out
against the odds with the firepower of the
bastion networks behind him.

Defensible: Any defence networks tile is easier to defend
than a normal tile. All attempts made to claim these tiles
deduct one from their dice roll. This is cumulative with
bonuses from shield generators and the like.

Aegis Network: A player who controls a defence network
tile gains a bonus Interlocking Defences stratagem (detailed
below) in any game of Planetstrike in which he takes the
role of defender.

| Interlocking Defences
When declared: Pre-game
The fortified zones that criss-cross the lands are so heavily
reinforced that they can be seen from space, an endless
collection of Anvil and Gauntlet-pattern defence cenfres
with which to smash potential invaders.

| * Provided the defender places at least four objectives
across the table and links all of them with defence
lines of some sort from table edge to table edge, he
may re-roll any reserve rolls. He may also re-roll his
rolls to determine from which table edge his reserves
enter play.

Stratagem Points: 2 |

PLANETARY EMPIRES

CRATER PIT

The surface of Meridian and the lunar

>, blastscape of the Rok of Ages have one thing
i in common - they are both pitted with

Y massive craters left by megatonnes of

detonating ordnance. These mile-wide

eyesores scar the planet’s surface like a violent skin

disease, and all too many of them lead into the

subterranean colonies of the vile alien species that have

made their nests in the devastation.

Provided they control at least one crater pit, a Tyranid
player may treat any hex that is adjacent to a crater pit as
adjacent to one of his own territories.

MERIDIAN STRIKES BACK

In phase two of the campaign, all defender armies
have access to the following stratagem:

Defence Stratagem: The Maiden Stirs

Stratagem Points: 1

When declared: Defender’s Shooting phase

The world the Eldar are defending is in fact a
dormant maiden world. Sensing the turmoil of the
defenders” emations, the world begins to awaken
and is soon joining the fight to repel the attackers.

® Enemy units that move within a wood-based
terrain feature are treated as moving through
dangerous terrain. This affects entire units
whether they are wholly or partially in a wood.

THE HAUNTED FORESTS

The towering forests of Meridian
once covered the lands as far as the
eye can see with gigantic thallorn
trees. Much of the land has since
been deforested for lumber and fuel
so that the humans might build their urban sprawl
ever higher. Those forests that remain are said to
be haunted by unquiet spirits that can drain a
man's life force with a touch.

Terrain Advantage: A general with a forest tile has
a free Hypertrophic Flora stratagem, regardless of
what race and game type he is playing. This
essentially allows him to place free woods and
foliage before the game starts, representing his
ability to use the native terrain to his advantage.
This bonus terrain is always treated as dangerous
as well as difficult terrain,
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Primarily Ork-held, the Rok has drifted from one side of the sector to another. Only
now have the Orks installed enough stolen and salvaged engines onto the Rok that
they are able to steer its course, sending it hurtling toward Meridian.

THE MAKING OF THE ROK

Phil made the Rok of Ages board with a simple but cunning
technigue. Grabbing a big pair of sharp scissors and a couple of
spare moonscape craters, Phil cut the craters into rough halves so
they would fit around the map he had put together. He then slotted
each piece roughly up and under the map tiles so that the crater’s
base was as far underneath the hexes as it would go, with the slopes
of the craters touching as they surrounded the edge of the hex map.
He then traced around the map’s edge with a marker onto the
crater pieces and cut off the corresponding areas so that each
crater piece fit back in snugly. A little bit of modelling putty to
cover the joins, a few bits of pipe and spare tank barrels for the
engines, and the board was ready to Rok (Oh dear - Ed).

AZURITE CRYSTALS

Azurite crystals are
miraculous and rare,
magnifying the energies of
the stars and chiming softly
with the scintillating music
of the spheres. Even a single Azurite
Crystal is an artefact of wonder and awe fo
the Eldar race. Sadly the Orks smash them
up and bung them in the furnaces instead.

Any player with an azurite crystals tile may
harness the energies of the Crystal Forests
whenever he is playing as the defender in a
game of Planetstrike. Everything on the
board has a 5+ cover save from the effects
of the firestorm and the Meteor Strike, Crash
and Burn, and Laserburn stratagems.

The vast, lumpen refineries and industrial complexes that cling to
the rear end of the Rok have grown up around engines of a titanic
scale captured and retrofitted from victim spacecraft. Ork Meks
have an uncanny way of making such salvaged technologies work,
and the so-called ‘Enginetowns’ are no exception.

A player with control of an engine hex may roll a dice at the end of each game
he has played and add one to the result. If the result is less than the number of
garmes he has played in this campaign, he has refined enough azurite for a last
burst of speed — he can have the Rok blast into the stratosphere of Meridian and
come crashing down onto the planet.

The GM of the campaign should organise one last mega-game to represent the
defenders of Meridian scrambling to evacuate in the last few days that are left
before the cataclysmic end. All games from this point on are played with the

The engine tile was created using

Planetquake rules (see page 51 of Planetstrike) to represent the terrible forces
pulling the worlds apart,
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ROKKER CANNON

Most Ork Meks just don’t feel right about a
new project unless it involves a big gun, and
those responsible for the Rok of Ages were
no exception. In fact, they went for the
biggest gun any of them had ever seen...

The rokker cannon tile is treated exactly as an azurite
crystals tile with the following exception.

The player who controls the rokker cannon can fire it at
the end of every game he plays.

Place a marker on any tile on Meridian and roll a scatter
dice as near to it as possible. If a hit is rolled, the tile with
the marker is obliterated. If an arrow is rolled, an adjacent
tile to the tile with the marker is targeted - pick the one that
best corresponds to the direction on the arrow. Replace the
targeted tile with a crater tile and remove any upgrade or
flag that was on that tile.

INDUSTRIAL REFINERY

The industrial refinery is a miracle
of technology. Not only does it
refine the crude oil drained from
the crust of the Rok but it also
allows the energy-rich azurite
crystals to be converted into incredible amounts
of thrust by the expedient of hitting them with
really, really large hammers.

We do prometheum, too: The industrial refinery
also produces promethium (or ‘burny juice’ as the
Orks call it) in great quantities. Any player who has
control of the industrial refinery may re-roll any to
wound rolls made by his flame weaponry,
Howewver, if the final result includes two or more
rolls of a 1 and the firer is an infantry model, the
operative has overloaded his promethium tanks
and goes up in flames himself — remove the model
from play.

THE REALM OF FIRE

t4l covered by shifting islands of shattered rock. This hostile, vile-smelling
& environment is much to the liking of the Chaos Space Marines and
§ their daemonic allies,

Defensible: Any magma-covered or voleanic tile is easier to defend
than a normal tile. All atempts made to claim such tiles deduct two
from their dice roll. This is cumulative with bonuses from shield
generators and the like.

Hellrealm: A player who controls the Realm of Fire may inflict the
effects of the Hellish Cacophany stratagem in any game in which he
is the defender, This free stratagem affects both armies equally as
Daemons scream and shriek in the skies above. Furthermore that
player may always opt to play a Planetquake mission.

The Realm of Fire is the base of operations for the
waorshippers of Chaos upon the Rok of Ages. Originally
an active volcano, a shot from the defence laser of Hive
Arcadia utterly destroyed the volcano itself in a single
blast, leaving nothing but an inland sea of magma
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THE END GAME

After weeks or even months of endless destruction, you’ll need to think about
concluding the campaign. There are three ways the campaign can end. The first is
the usual Planetary Empires way, the others are a bit more special...

TEN-TILE TACTICS

Once a player has amassed ten tiles the campaign is
essentially over and that player is declared the winner.
We suggest this fiendishly cunning general plays one
last mega-game against several opponents to end the
campaign in a particularly spectacular fashion. This is
the usual way for a Planetary Empires campaign to end
— you might want to suspend this rule if you want a
Rok-based finale.

DESTROYING THE ROK OF AGES

The second way to end the campaign is if the vast
missile known as the Ignis Deo, a weapon that makes a
Deathstrike missile look like a pea shooter, is
successfully launched (see the Benefact Spaceport tile's
rules for details). If the bad guys win, the missile
launch is delayed — ignition may he attempted again if
the good guys manage to claim the spaceport. If, after
playing a climactic end game to ensure the missile
reaches its target intact, the bad guys lose, then that
means the Ignis Deo has made it to the Rok and
detonated its insanely destructive payload. The super-
missile will detonate inside the Rok of Ages, blowing it
to tiny pieces, killing the incoming bad guys and
causing a magnificent orbital firework display to erupt
across the night sky of Meridian. Well done good guys,
yvou've saved a precious world from oblivion!

A ROK AND A HARD PLACE

The third way for the campaign to end is if the bad
guys succeed in firing the engines of the Rok to their
full potential, driving the planetoid down onto the
strongholds of the good guys and obliterating them in
a devastating cataclysm, See the engine tile’s rules for
details of how this can happen. If the engines reach
their full potential in this manner, play one last mega-
game to see if the good guys can stop the cataclysm. If
the good guys win, they have bought themselves some
more time — the campaign progresses normally until
the bad guys can fire the engines up once more, If the
bad guys win, however, the Rok of Ages comes
crashing down onto Meridian, grinding into it with
such force that the entire world begins to come apart.
Meridian is lost, becoming a realm of war and despair
where the sun will never shine again. Congratulations!
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CATIYIILY PLANETARY EMPIRES

NEXT MONTH

We’ve explained how to run it, so
next issue we find out what’s been
happening, and document the
campaign’s climactic finale.

Glenn Mare’s Eldar have been raiding from the deep farests of Meridian and have even made it onfo the Rok itself,
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This month fﬂu may have noticed some changes to the way you can
get hold of certain products. Here we take a look at what ‘Available
to Order’ is all about, and what these changes mean for you.

The Garmes Workshop product range is massive and diverse — so much so that the average
Hobby Centre simply cannot carry the entire range on its shelves, for fear of collapsing into
its own foundations under the weight of pure hobby! To make it simple, many of our
products are no longer found on the shelves of our stores, but instead reside in our vast mail
arder facility. What many people don’t realise is just how easy it is to get hold of these
products - especially with our redesigned, super-slick website — and exactly what cool stuff
is included in the range. A whole world of hobby treasures lies just a mouse-click away...

¥ P the Techmarine and Forest Goblin Big Boss
shown here are great examples of products that

aren’t on our Hobby Centre shelves, but are just a
click away!

The Available to Order logo will
be a commaen feature both in
Wihite Dwan and in our
catafogues. Whenever you see
this logo, it means that the item
in question 't on the shelves
of our stores, bul is avallable to
arder through one of the
channels detaifed hera.

ooecialist Games .

W Specialist Games are a range P The Collectors Range

of games that provide exciting The Citadel Coffectors

new ways to explore the Games Range offers exceptional and
Waorkshop hobby. Each of our unusual models fo the
Specialist Games is supported discerning hobbyist. Here
with a great minfafures range. you will find beautifl
Whether you're looking for showpiece miniatures and
Warmaster regiments, Mordheim dioramas, specially designed
warbands or a Baitlefleet Gothic far miniatures painters o
fiagship, you'll find them here. show off their craft,

P Bitz Packs

These packs have heen put
together for hobbyists who
want to add that extra level
of detail to their force,
create bespoke conversions
or persanalise their models.
Ot rarge of bitz is
constantly expanding, and
comtains everything from
Ore shields to vehicle
upgrade frames,
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bow to Order

Every product in our ever-expanding range is available to
arder, and ordering them directly from Games Workshap
ensures that you get exactly what you want, when you
need it. You can order any current Games Workshop
product, either the ones mentioned on the previous page,
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or the ‘main range’ products that are carried in our stores.
Whether you want to place an order for the latest Bitz Pack
for that vital conversion, or simply advance order the latest
miniatures, ordering directly from Games Workshop is
quick and convenient. Heres how to do it:

ILog onto www.games-workshop.com

Our online store offers a fast and convenient service that
allows you to order anrhing from our entire range, and
have it delivered straight to your door, or even to the
Hobby Centre of your choice. Games Workshop online
ensures that your order is just a click away, 24-7!

* Register for the Games Workshop website to get the most
up-to-date information on the hobby and new releases,
gain personal recommendations, store products in your
personal wish list, save your favourite articles, receive
our free monthly newsletter, and more.

¢ Download the latest catalogue updates and price lists in
a handy PDF format.

* |f you have any guestions or need any help with your
order, just give our team of Hobby Specialists a call on
0115 91 40000,

I Visit Your Nearest Hobby Centre

All of our Hobby Centres carry a large range of products,
but there simply isn't enough space to stock the entire
GW range — which is why we now offer order points in
many of our stores, so you can order in-store as well as
from home.

* The benefit of ordering in-store is that our expert store
staff are on hand to advise you on your purchases.

s Whether vou order your miniatures from the in-store
order point or directly from our website, you can still
choose to have them delivered to your local Hobby
Centre free of charge!

¢ To find your nearest Hobby Centre, just turn to page 110
for our Store Finder.

I Visit an Independent Stockist

Games Workshop has a number of trade partners and
independent stockists across the globe, who not only
carry our most popular ranges, but can also place orders
for you from our current catalogue.

* To find a hobby or toy store near you that carries Games
Workshop products, just call our Hobby Specialists on

0115 91 40000, log onto our website or take a ook at
our directory on page 110.
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Pete Foley has been knocking around the Warhammer tournament circuit for a
while now and has helped to develop several of the Warhammer army books. In
the following article he turns his thoughts to getting the best out of those
menacing technological wonders: war machines.

All the Rage

Tournament seasons, like
fashian seasons, shiit as
players get to grips with
the tricks offered by new
releases and new tactics.
This year Dark Elves,
Daemaons, and Yampire
Counts are ‘in". Last
season the Steam Tank-
toting Empire army was
the choice for the trend-
setfing tournament player.
The season before it was
the Wood Elves’ tum in
the spotlight and so on
and 50 on. Check what's
going on in the
tournament scene by
logging on to the
Warhammer World blog
and checking the results of
the most recent
tournaments to see what's
hot and what'’s not in the
gaming scene this year!

http://warhammerworld.
typepad.com/

Selecting your Arsenal

The first tactical decision that any general
needs to make concerning war machines,
is which ones he needs to include in his
army. Choosing the right war machine for
the job at hand is very important when
selecting your army list — if you are already
aware of which army you will be facing
you can choose the war machine best
suited to deal with the units your opponent
is likely to field. That's all well and good if
you're playing in a casual game against a
well-known opponent, but if you are
heading to a tournament or your local
gaming club and you're not sure what
army you're likely to face, then selecting
the right tool can be a little more difficult.
After all, at a tournament there’s a huge
variety of armies you could face.

So, when playing a tournament game,
you need to take certain steps to equip
your army to face the most likely
opponents, and this is by considering what
opponents are most commaon = you can do
this by considering the armies ‘of the
moment’ (see sidebar) and by taking
choices that can deal with a variety of
threats. If you attend tournaments at the
moment, for example, there is a good
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chance you will come up against Yampire

Counts, Dark Elves or Daemons of Chaos,

so selecting war machines that will do well
against these races is a good start.

The Vampire Counts and Dark Elves
have a couple of things in common, in that
the bulk of their armies are made up of
relatively low Toughness warriors {Dark EIf
Warriors, Skeletons and Zombies), who are
unlikely to flee (due to being Unbreakable
or having a high Leadership) and who have
potent characters. To this end, consider
weapons that will smash apart formations
of infantry or can snipe at exposed
characters, Daemon armies feature
monstrous brutes such as Daemon Princes
and Greater Daemons, who need killing as
fast as possible; and several very
threatening and swift units. Weapons such
as Mortars and Stone Throwers can deal
with regiments of warriors, especially
larger formations, while Great Cannons,
Skaven Warp-lightning Cannons and Bolt
Throwers can deal with multi-wound
characters, monsters and the like.

Variety is the key here though - if you
opt for an army that is a one-trick pony,
you'll only have yourself to blame if your
one trick doesn’t work!



The Empite —

Deploying War Machines

Deploying war machines for a game of Warharmmer used
to be so easy when | first started playing. My thought
process would go something like this:

e Find the nearest hill.
» Deploy all of my war machines atop it.
» Start shooting.

And this “tactic’ works well in many situations. A hill
allows you to see over all of your own troops and makes it
very difficult for your opponent to hide from your guns.
However, a canny player will deploy his army to counter
this (see later), all of which means that your precious
artillery will find itself hamstrung before the battle has
even begun. Although bunching your war machines
together on a hill does make it easy to defend them from
the enemy, it also means that if he does manage to get at
one of your prize war machines, chances are that he'll get
all the rest of them too. As artillery crew are not the best in
close combat, a domino effect is likely to ensue with one
war machine afler another getting nobbled, until your
backline resembles a great war machine graveyard.

So how do you deploy effectively? The first thing to do,
as any great military commander will tell you, is to
consider the terrain. Hills can be great places to set up
your shooting units, unless there are plenty of line-of-sight-
blocking terrain pieces between your opponent’s
deployment zone and your battery of artillery. If so then
deploying all of your artillery on the hill may leave you in
a precarious situation as your opponent can use the terrain
to approach them in safety.

Most important of all, consider where your opponent is
likely to deploy his army and make sure you counter it in
your plan in some way. | find it useful to try and work out
where my opponent is likely to deploy his troops, which
terrain he's likely to use, and which paths his units are
likely to manoeuvre through, to get to my army. | counter
this by placing my own units in places that have
dominating arcs or fire or are well defended against enemy
units trying to get to them. | then plug these gaps with
sturdy defensive units of my own,

One disadvantage to fielding a significant number of
war machines is that they all have to be deployed at the
same time — something a canny foe will know, and be
more than happy to take advantage of. This usually limits
the number of deployment drops that you have (That's the
number of units you have to deploy on the table, for those
of you who don’t speak ‘tournament’ - Ed) and may allow
your opponent to deploy his precious elite units after you
have already deployed your artillery, allowing him to
respond to their positions and seek to minimise the
damage your war machines will cause. As a rule, | try to
put my war machines down as late as | can, Doing this lets
me see where my opponent is deploying most of his
troops, and enables me to respond as much as possible.

A word from the wise on this philosophy though: don't
forget to leave space for your war machines when you're
placing your own units. The last thing you want to do is
block off their fields of fire and lines of site with clumsy
deployment. Whenever you place something, consider the
effect it's location will have on vour artillery,

in this sel-up the three Cannons
have countered the possibilities of
hiding behind the terrain. No
matter where the oppenent
deploys his unit, at least one of the
cannons will be able to draw a
bead o it. Spreading artillery out
in this methed is also good for
dealing with cavalry units, as they
will find it difficult not to expose
their flanks to ane of the artillery
pieces, allowing you to get off an
all-important enfilading shot which
could wipe out the whele unit! It
alse avoids the chances of the
domino effect, where a unit which
gels into cantact with one of your
war machines then overruns info
another one and so on through
vour entire battery.

Deploying on a hill gives your war machines unequalled line of sight acrass
the haitlefield - just make sure to stick a reliable defensive unil between you
and the enemy. Alsa, beware nearhy lerrain that could easily give enemy
units cover as they advance on your redoubt,

Top Tip

It's always important to
agree what effect terrain
has on line of sight
before the game starts
when using an army that
relies on shooting. Better
to do it before your
Shooting phase is
wrecked because you
assumed your artillery
could see over that
building that your
opponent’s Dragon is
hiding behind.
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Target in Sight

l Weapons of

Choice

Of course, not all of
| these types of war |
1+ machines are found in |
| the arsenals of every
| army. Dwarfs, Ores &
Goblins and the Empire
have a formidable
collection of war
machines at their
disposal, allowing them
to pick one to suit their
| needs. Other armies only
have one fype available
to them, making it
harder to deal with all
eventualities. And then
there are other races that
have war machines that
can deal with any
situation. High EIf
Repeater Bolt Throwers
and Dark EIf Reaper Bolt
! Throwers can deal with
pretty much any type of
enemy by being able to
switch the way they fire.
They can either fire a
single bolt, like a normal |
Bolt Thrower, or fire six
weaker shots, which
allows them to deal with
infantry blocks as well as
armoured troaps,

|
r
l

Getting the best out of your Shooting phase
is all about selecting appropriate targets for
your war machines and letting them do
what they are best at. Firing a Cannon at a
unit of skirmishers will likely kill only one
or two of the blighters (barely worth the
risk of a misfire), while ranked up
regiments and monsters are ideal targets for
its attentions. Most war machines can be
grouped according to what they are good
at killing. By making sure that you use
these deadly machines on appropriate
targets, you'll find yourself in good stead

in any game you play, There are three
different types of common war machines
as follows:

Anti-Armour
Many of the war machines in the
Warhammer world are the bane of heavily
armoured troops: the Bolt Thrower and
Cannon are the most prominent examples
of these, although they aren’t the only ones
by any means. Anti-armour war machines
are simply defined as those that allow their
targets no saves. Many can also penetrate
multiple ranks. An added bonus of such
weapons is that they also tend to cause
multiple wounds, which means that they
are also good at taking out monsters,
characters or units of creatures with more
than one Wound (such as Ogres), if you
can get one in your sights,

Consider: Dwarf Cannons, Baolt
Throwers, Empire Great Cannons and
Coblin Doom Divers

o SRRy £, TV, VAN,
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. Old Grudges Die Hard

Dwarfs and greenskins have spent so long killing
| each other that they have become really quite
| proficient at it - just look at their array of war
machines. There’s a strong case for arguing that
the greenskins and the stunties have the best
selection of war machines of all the races, each
boasting anti-armour, anti-infantry and jack-of-all-
trades artillery. Only the Empire comes close.
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Anti-Personnel
The second type of war machine is one
that causes horrendous damage to large,
ranked-up units. Mortars and Organ Guns
are good examples of these. These
weapons work by either putting out a high
volume of shots or by using a template.
Large blocks of troops have learned to fear
these beasts, and often a single accurate
round of firing from one can turn a
menacing formation into little more than
an afterthought.

Consider: Empire Volleyguns, Mortars
and Dwarf Organ Guns,

Jack-of-all-Trades
The Jack-of-all-Trades is a slim category of
war machines that can do it all! These
death-dealing weapons can pummel
heavily armoured units, slaughter the
massed ranks and deal with multi-wound
models all at once. The most obvious
example of one of these is the Stone
Thrower, a weapon that can hit several
models at once, allows no armour saves
and inflicts D& wounds on its victims.

With these war machines the trick is to
prioritise your tarpets; since they can kill
everything your enemy has, it's a matter of
getting the order right. Cenerally speaking,
it makes sense to hammer the units in the
enemy army that threaten you most, fast-
moving cavalry, large formations of elite
infantry and so on first.

Consider: Repeater Bolt Throwers,
Stone Throwers, Bretonnian Trebuchet.
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The Art of Hitting Things

Choosing the right war machines is really
only half of the battle — the other half is
making sure that your shots hit, and do
maximum damage. Let’s look at how to
wreak havoc with your beloved artillery.

Troke-o-nometry

Last month Adam Troke regaled White
Dwarf readers with several pages of
devious Empire tactics. Most useful to us,
looking at war machines, was the section
where he addressed how best to hit with
your artillery. Guessing range successfully
is a skill learned through years of
wargaming {and the sinister application of
Pythagoras Theory) and while I'd never
stoop to recommending anyone used
tactics espoused by the despicable Mister
Troke, if you're struggling to guess ranges,
it's worth digging out last month's White
Dwarf and taking a refresher.

Side to Side

War machines with templates don’t really
require enfilading fire, but those that
benefit from piercing shot really come into
their own when they can travel through
several ranks. | strongly recommend
placing units like Bolt Throwers and
Cannons on the flanks of your force to
ensure enfilading fire — as your enemy’s
battleline advances he'll be unable to
prevent sorme of his units exposing their
flanks, and that's when you hammer them
with a cannonball or two! This is a
particularly effective tactic against cavalry
units = they don’t normally have more than
a single rank, but if you can catch them
with a shot in the flank you might just slay
the whaole unit!

Area Denial

There are a few weapons which are
lovingly (or loathingly) referred to as ‘area
denial” weapons — the Helblaster
Volleygun and the Dwarf Organ Gun are
the primary examples. These don't require
any guessworl, they aren’t interested in
flanks or ranks or anything like that. All an
area denial weapon needs is a dominating
fire position and a little luck. If you have a
choice of targets, weigh up the best
likelihood of hitting {are they skirmishers,
are they in cover, and so on) against the
damage they will do if they're left alone.

Practice Makes Perfect

| can't say this enough = try, try and try
again. The more times you have a go at
guessing the range of a cannonball, the
better you will get at it. The same is true
when it comes to working out the facings
of targets and assessing threats.

This Ore & Goblin Rock Lobba is about to pulp a unit of Empire Greatswords.,
Remember when you‘re guessing range with a war machine that uses a template that
you want your shot to land ‘inside” your target. | know it sounds patronising, but the
number of times I've watched people faboriously work out the distance fo the front
of the target, and fail to do maximum damage are beyond counting!

These two Dwarf Bolt Throwers are placed at opposite ends of the deployment area.
With a range of 48" they can cover most of the battlefield between them, and will
force the opponent to advance cautiously for fear of exposing his flanks. The Organ
Gun — acting as an area denial weapon — deters the enemy from approaching toc
close to the deployment area, keeping the Bolt Throwers safe for as long as passible.
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External
Forces

There are a number of
external forces that can
be brought to bear to
enhance the power and
effectiveness of your war
machines. Dwarf and
Empire players can field
engineers who enable
artillery to re-roll
misfires and the like (and
Dwarf Master Engineers
can even be used to
entrench your war
machines). Portent of
Far, from the Lore of
Heavens enables the
effected unit to re-roll
rolls of T to wound — a
sure-fire way to get your
cannonball smashing
through enemy. Best of
all, in my opinion, is the
Incantation of Righteous
Smiting, which enables a
Screaming Skull catapult
to fire twice in one turn!
Awesome stuff,

Special War Machines

Of course, there are plenty of war
machines in the Warhammer world that
don't quite fit into the categories already
discussed. Here are just a few of the
weirder and wackier engines of destruction
and how to get the best out of them.

The Empire Steam Tank

The Steam Tank is a mighty engine of war.
It is great in close combat, almost
impossible to kill and drives around with a
Cannon poking out the front, which it can
fire even if it moves! It really is one of the
hest units in the whole game and being a
war machine means that it doesn’t give
away any victory points until it is
completely destroyed — a feat which is
easier said than done.

At a tournament a couple of years ago
| played against a very tough opponent and
the luck of the dice went with me that day.
| wiped out every model in his Empire
army except his Steam Tank, which
took at least two turns of magic, shooting
and combat from most of my army and it
still survived.
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A Steam Tank is versatile, but without
focusing its efforts you can easily waste its
abilities by doing a [ittle of this or a little of
that and never truly concentrating it on any
one thing. If you want it to fight then make
sure to get it stuck in — it can take on most
units, so do that. If you want it to sheot,
then move it into a great vantage point and
start shooting its Cannon!

Skaven Warp-Lightning Cannon
The Skaven are an ingenious race and have
come up with some cracking weapons to
deal with their foes, such as the dreaded
Warp-Lightning Cannon. This wonder-
weapoen doesn't require line of sight to fire
at a target and, although it is incredibly
unreliable, you can never ignore it as it has
the potential to destroy any (and every)
madel in its path.

Use your Warp-Lightning Cannon to
snipe at characters wandering about on
their own, blast multi-wound models and
kill off targets in hard to reach places,
thanks to its uncanny ability to fire through
terrain (and intervening models),



Screaming Skull Catapult

The Tomb Kings possess one of the most
deadly war machines in the game — the
Screaming Skull Catapult. Screaming Skull
Catapults are utterly lethal on the tabletop.
Primarily, these bony trebuchets are Stone
Throwers, and work in the same way. They
cause D6 wounds, they allow no armour
saves and they use a template, ensuring
plenty of damage. Worse still, however, is
the ‘Screaming Skull” aspect of the war
machine. Any unit that suffers even a
single wound from a Screaming Skull
Catapult must take a Panic test! Oh, the
number of times this has sent my soldiers
into a rout.

Worse (or better, depending whose side
you're on) is the fact that Liche Priests can
mutter incantations that can make the
Screaming Skull Catapult fire twice each
Shooting phase, and that for a modest 20
points you can upgrade the shot to inflict a
-1 penalty on the Panic tests!

Feel free to target both heavily
armoured troops and lightly armoured
formations with your Screaming Skull
Catapult — it can deal with absolutely any
unit, and makes a mockery of any foes
with a Leadership score.

Chaos Hellcannon

The Hellcannon sits in a similar place to
the Screaming Skull Catapult, in terms of
its firepower. Not only does it fire like a
Stone Thrower (with an even higher
Strength of 5, or Strength 10 under the
hole), but it also causes Panic tests {with a
-1 penalty) on any units wounded by it.
And, misfire results that it suffers are often
beneficial to the Warriors of Chaos player -
or at least equally destructive to the foe!

The primary weakness of most war
machines is their fragility in close combat,
something the Hellcannon is not
concerned by — a Hellcannon is a deadly
close combat monster (literally = it counts
as a monster, not a war machine) in its
own right, and controlling players will
need to spend more time worrying about
whether it's going to charge nearby
enemies than whether somebody might
actually do it harm in a fight. Oh, and it's
got a 5+ ward save,

Use your Hellcannen to pound your
enemy into submission while the rest of
your army advances. Warriors of Chaos
armies normally struggle for fire support,
but in the Hellcannon, they get the best
there is!

i :
Twin-Linked!

Why have one when you
can have two? Many of
the war machines listed
throughout this article
work even befter in
tandem - some armies
get two for the price of
one as well. Pair ups
such as a couple of
Steam Tanks or two
Screaming Skull
Catapults are absolutely
terrifying for an
opponent to have to play
against. Even if they have
considered how to deal
wilh one of these terrors,
it is unlikely that they
will be prepared to deal
with two. Also it means
that if one of your war
machines doesn't do
quite what it was
supposed to over the
course of a turn, you get
to have another go with
the other one! Double
the fun, in other words.
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- Defending your War Machines
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Dig In!

Dwarf war machines have
an extra edge when it
comes to staying alive.
Mot only are the crew of
the machines Dwarfs,
meaning W54 T4 warriors
who are Stubborn as long
as their machine is intact,
but for each Master
Engineer you include you
can entrench one of your
war machines. An
entrenched war machine
is a difficult prospect to
deal with, as it counts as
being in cover. This
means that it is much
harder to hit with
shooting, and in combat
enemies lose all charging
bonuses. If there's a
Master Engineer tooled
up with runic weapons,
they’ll prove particularly
troublesome to deal with.

WHITE DWARF

Keeping your war machines alive can be a
difficult challenge. With marauding cavalry
and skirmishing archers taking pot-shots,
the life of a war machine crewman is an
uncertain one. So, how do you ensure that
these weapons of destruction are still
causing your oppenent problems right to
the bitter end?

Use the Terrain

Where you can, set up your war machines
behind difficult terrain that does not block
line of sight, such as setting up in rocky
ground or behind low walls and hedges.
This could give you a vital extra turn of
shooting before your opponent can declare
a charge against your war machines,

At the same time make sure that there
are no direct paths to your war machines
behind interposing terrain. Take a moment
to think how you would try to get at the
war machine if you were the opponent. If
you can see a route that allows you to get
within charge distance without drawing a
significant amount of firepower then
maybe this isn’t the best spot to deploy in.

THE MACHINES OF WAR

Target Selection

Make sure that you target the units that are
likely to be able to get at your war
machines as soon as possible. Units of
flyers, fast cavalry or fast-moving
skirmishers will be the usual suspects and
should be wiped out in short order. Slower
infantry units will take time to get to your
lines and are more susceptible to being
march blocked by your own units.

Interception Tactics

Use your own fast cavalry, skirmishers and
flyers to engage and disrupt any forays
against your war machines — keep an eye
out for enemy units moving around your
flanks or darting from cover to cover, and
then move in with yvour own units to
intercept them. By doing this you can keep
these enemy units distracted long enough —
or kill them to properly end the threat they
pose to your artillery battery - for you to
get a few extra rounds of shoating out of
each of your valuable war machines. If it
means sacrificing some of your cheaper
troops to do so, then so be it.
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So ['ve spent the last seven pages telling
you how to wreak havoc on your enemies
with your artillery. To redress the balance
somewhat, here are some tips as to how to
survive the attentions of a master gunner!

Opposing Deployment
Using the terrain and your deployment
effectively can mean the difference
between getting blown off the board in two
turns or getting into combat with his
squishy war machine crew in short order,
Try to delay deploying units in your
army that excel at hunting war machines
until as late as possible. Because your
opponent has to deploy all of his war
machines at once, it means that he will
probably have had to deploy all of these
dangerous units before you have to put
down all of yours. Once they are deployed
you can take your time to plan a route for
your elite units through the terrain, using it
to block line of sight as you approach his
war machines. You can also heavily weight
one side of your battleline so that you can
easily overpower the units on that side
without the rest of vour opponent’s guns
drawing a bead on your troops.

Killing War Machines

If you suspect that you are likely to be
facing war machines then make sure you
have the tools to deal with them. Examples
include units of flyers, fast cavalry units or
fast-moving skirmishers. If you have access
to these troops in your army then seriously
consider them .

Many army books have their own
special war machine-hunting unit types.
These units can turn up behind the enemy
and these are well worth investing in if vou
can. Examples of these include Skaven
Gutter Runners or the dreaded Tomb
Scorpions of the Tomb Kings.

The Art of Getting Shot

Scour the vaults of your army book for
any magic items to help keep your units
alive, especially those expensive ones that
all the enemy shooting will be aimed at.
Ward saves vs shooting, extra -1 modifiers
ta hit — anything to help keep your warriors
alive on the way across the board.

Finally, you can use your own war
machines! There is nothing quite as good
at taking out an Empire Great Cannon in
the first turn of a game as another Great
Cannon. With a Strength of 10 and each
wound causing D6 wounds, it can easily
destroy it. Many other war machines are
great at taking out their counterparts too.

vk The Empitre —
At!

Above. Use intervening terrain
to safely approach enemy war
machines. Move from cover to
cover until you are close
enough to charge, having
minimised any incoming fire.

Below. When using tunnelling
troops to attack war machines,
consider which angle you
attack them from. Place the
tunnel counter in such a way
as to be able to overrun into
an adjacent war machine,
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WARSRING BATTLE REPORT
THE LAST MARCH OF

THE ENTS

For this month’s War of The Ring battle report, we’re delving deeply into the
Forest of Fangorn, for the Ents are on the march against Isengard.
Andrew Kenrick introduces what should shape up to be a thrilling encounter.




ince its launch back in April, we've already had

two great War of The Ring battle reports here in

the White Dwarf bunker. We've recreated the
Pelennor Fields with a thousand or more miniatures on
the table. We've unleashed the might of magic and the
Elves against the Necromancer in a slightly smaller
game, Swords of the Galadhrim, So for our third War of
The Ring battle report, we decided to plump for
something different still - one of the historic scenarios
from the rulebook, recreating a famous scene from the
maovies, that of the Fall of Isengard.

We all remember the Fall of Isengard
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ScENARO: THE FALL OF ISENGARD

His mighty army has been destroyed, slaughtered
before the walls of Helm’s Deep by the vengeful
Rohirrim. Waorse yet, the slumbering Ents of Fangorn Forest
have been awakened to the White Wizard's evil. The last
march of the Ents has begun, and it shall spell doom for

Saruman’s dreams of conguest.

A handiul of Ents and vast shadowy forests of vicious
Huorns travel south to block all retreat from Helm’s Deep.
Most march on Isengard itself, their ire roused by the
wanton destruction of Saruman’s wicked schemes. With
Treebeard at their head, the Ents easily breach the outer
ring of Isengard — few walls can withstand a furious Ent, let
alone an army of such creatures. However, Saruman is not
entirely defenceless. Hundreds of Orcs still labour within
the circle of Isengard and, at their master’s urging,
muster to defend the workshops, mines and smithies.

At first glance, the Orcs seem doomed. It takes a dozen
axe-blows to fell an Ent, but no Ore survives long enough
to land a second blow. However, Saruman, safe in his
impregnable tower of Orthanc, soon turns his hand to
using the machinery deep within the many pits that

Saruman has miscalculated, and miscalculated badly.

pockmark [sengard. Fire is deadly to the Ents and soon
gouts of flame belch forth from the ground. The Orcs begin
using burning pitch and alchemical mixtures to set their
arrows and siege engine shots alight. Can the Ents defeat
the forces of Isengard before they are consumed by fires?

The Battlefield

This scenario is played on a 6' x &' board. The River lsen is
dammed in the northern corner of the board. Several vast
rifts dot the battlefield — these are impassable terrain but
may serve as spawning points for lsengard Orc Warbands
throughout the battle. The ramshackle towers are
defensible terrain with a Capacity of three and a Defence
bonus of +2.

The Forces. The Good forces comprise all three Ent
Heroes, plus 2000 points of Ents. The Evil forces comprise
Saruman, plus 1500 points of Isengard forces.

Deployment. The Good forces set up first. Both sides must
divide their forces between their deployment zones, as
marked on the map.

Ramshackle Towers — These rickely creations are
defensible terrain. They have a Capacily of 3 and
provide a Defence bonus of +2.

Machinery of Orthanc = Instead of casting any
spells, Saruman can instead operate the machinery
of Ovthanc and cause great gouls of flame to vent
from the many shafts pockmarking the ring of
COirthanc. The lsengard player may pick any target
fexcept Treebeard, who is foo wily to step on &
vont) — on a rofl of @ 4+ the model is engulfed in a
fiery biast. Roll D6+2 1o determine the Strength.
All hits fram the fames treat any target as
Resilience 1.

The Tower of Orthanc -
Saruman is placed in the
southernmast comer of
the board, representing
him surveying the banle
fram Ornthamc. While in
Orthang he has line af
sight to anywhere on the
table and can cast spells
as normal. He may
move onto the board if
he wishes during his
Move phase,

Good Deployment
The Good forces set up first. The Ents must
divide their numbers as equally as possible

between the three deployment zones, denoted
by the leaf symbols on the map.



WARERING BATTLE REPORT

Uruk-hai
Phalanx

Uruk-hai Warband
with Crosshows

Uruk-hai
Scouts with Shields

Uruk-hai
Scouts with Bows

Uruk-hai
Berserkers

Isengard Orcs _Dam
[. wilhsshiefds Hit Points

Victory! = Fangom wins aulomatically if the dam is

destroved. The dam has Defence 10 and can be

attacked as if it were a formation. Cince it has suffered

1d hits, it is destroyed, If alf the Ents are destroyed

bedore this, lsengard wins,

Burning Pitch - The forces of
Isengard may place three
burning pitch markers after
bath sides have deployed.
lsengard formalions touching
a burning pitch marker add
+1 lo the Strength of their
shoating attacks.

Evil Deployment

The Evil forces must deploy at
least three formations in each
board half (as shown by the
White Hand). Evil formations
may not be deployed within 6"
of an Ent deployment zone.

From the Depths - At the start of his
Move phase, the fsengard player may
take any full company of lsengard Orc
Warbands previously removed as
casyaities and place them on the baard
in cantact with a rift or chasm. If more
than ane company refuns at once, they
may be grouped inta one or more
formations. Thew may not charge on the
turry they return, but may otherwise act
as normal.

Go on, get ‘im — Before the game begins, the Good players deplay
Merry and Fippin on an Ent of their choice, Due to the encouragement
aof the Hobbils, the Ent carrying them may re-rafl any shootlng and
close combat attacks. The Hobbits can transfer to another Ent in base
contact in their Move phase. Should the Ent carrying them be slain, the
Habbits can immediately transfer to any Ent withine 12* if there are no
Ents within range, they are removed from the game as casualiies.
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Ent Army
EPIC HEROES
@) Treebeard
9 Quickbeam

) Beechbone
@ Merry and Pippin

COMMON
FORMATIONS
16 Ents

2000 points
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Graham: We divided
our forces equally
across the three
deployment zones, each
group led by one of the
Epic Heroes. Once we
had finished our
deployment with the
harmonious wisdom of
the Tree-herders, | was
amused to see Nick and
Chris bickering over
where to place their
formations — perfectly in
character for two Evil
captains of Isengard!
There is a great sense of
power in charging that many monsters
towards a screen of puny Orcs, but Ents
alone don't have a huge range of tactical
options. This is because, apart from the

Alessio Cavatore
and Graham Davey.

THE LAST MARCH OF THE ENTS

three Epic Heroes, the Ents have no access
to Heroic Moves or At the Double! moves
— both of which would have been
invaluable in a scenario that requires us to
cross the length of the table! There will be
little help from cunning rules tricks = we
will have to rely on our own wits and
hitting things really hard. Accordingly we
concocted a simple plan in which
Treebeard and Beechbone's groups will
charge forward, hopefully drawing the bulk
of the enemy force to counter themn. This
will leave a clearer path for the third group
on the left flank, who will hang back
slightly — Quickbeam will then make a
speedy dash for the dam later in the game.
We likened this approach to playing
American football, in that we had a team
of blockers trying to clear a path for the
ball-carrier to get through to the end of the
pitch and score. Game on!
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Chris: Picking a force to
deal with 12 Ents is
going to be quite tricky:
should we go with lots
of cheap troops, which
might stall the mass of
walking, talking trees,
but more than likely
will get horribly
battered? Or should we
instead go for fewer but
maore elite troops, which
have more specialist
equipment, such as
ey pikes, and a higher

oK EaVin Courage? We decided
and Chris Peach, to go E_"r a mix of the
two, picking units such as Berserkers,
Uruk-hai Phalanx, and Uruk-hai Warriors
armed with crosshows, complemented by a
big block of Orc infantry.

Keeping in mind that Orc companies
return to play after they are destroyed, we
decided to use the large Ore Warband as a
‘speed bump’ to slow the Ents down, while

prs

we plan to use the Uruk-hai units to single
out Ents and destroy them one by one.

We took several formations of missile
troops to make best use of the burning
pitch markers, which increase their
weapon's Strength by 1. We gave the large
formation of Orc Scouts the Balefire
Arrows fate, which makes their shooting
Strength 6 against Ents. Coupled with the
burning pitch marker, this makes them
Strength 7 — enough to pose a formidable
threat indeed!

Whilst the Orcs and the Uruk-hai get
trampled in the name of Isengard, Saruman
will be directing the battle from Orthanc.
The Machinery of Orthanc will be our
secret ace in the hole — hopefully, with
judicious use of Saruman’s Might points,
we can kill an Ent a turn with the great
gouts of fire he can unleash.

But if all else fails, we'll claim a moral
victory if we can just kill Treebeard.
Quickbeam, and Beechbone, but, most
importantly of all, the annihilation of those
meddling Hobhits.

Isengard Army
EPIC HEROES

o Saruman

COMMON
FORMATIONS

9 Isengard Orc
Warband

{9 Companies)
Shields, Orc Captain,
Banner Bearer and
Orc Taskmaster.

290 points

9 Uruk-hai Phalanx
(6 Companies)
Banner Bearer.
245 points

a Uruk-hai Warriors
{3 Companies)
Crosshows.
105 points

Uruk-hai Warriors
{3 Companies)
Crosshows.

105 points

Uruk-hai Scouts
(6 Companies)
Bows.
210 points

9 Uruk-hai Scouts
{3 Companies}
Shields.
105 points

@ Uruk-hai Scouts
{3 Companies)
Shields.
105 points

RARE FORMATIONS
@ Uruk-hai Berserkers
{1 Company)
110 points

@ Isengard Troll
100 points

(@) 1sengard Troll
100 points

FATE
Balefire Arrows
25 points

TOTAL
1500 points

GG\
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TUrNS 1-2

AW

Isengard, crushing crude mine workings and workers
alike underfoat. In response, a tide of foul Orcs
came swarming from the tunnels and shafts that littered the
once-beautiful Vale of Orthanc - the servants of Saruman.
The Ents started the game with prierity, and Graham

and Alessio chose to go first, the Tree-shepherds striding
forwards in three rough groups. Chris and Mick had
deployed conservatively, waiting to see which way the Ents
advanced. Now that their foe was committed to a
direction, the Ores frantically reordered their battlelines,
using At the Double! moves to prepare for the Ents, The
Orc Warband shuffled backwards, frantically trying to get
out of charge distance from the large herd of Ents led by
Treebeard advancing on them. The large Uruk-hai Phalanx
in the centre advanced forwards, trying to block the way
for the Ents in the centre.

Seeing the Tree-shepherds striding into lsengard,
Sarurnan tried to activate his baleful machinery. Nick spent
a Might point to call a Heroic Shoot with the Wizard, but
promptly failed the roll to operate the machinery.

Elsewhere, the only Ent in range plucked up a chunk of
masonry and hurled it at the Berserkers, bowling one over.
The Uruk-hai responded in kind, unleashing a hail of
hurning crossbow bolts at the nearest foe — two rolls on the
Hard to Kill! table saw the wooden giant fall to the ground.

Distracted by the felling of his brother Ent, the only
Tree-herder within reach of the Berserkers failed its charge.
The frothing Uruk-hai suffered no such shortcomings, and
launched an unstoppable charge against the Ent. Not only
was it an unstoppable charge, but also a berserk charge,
thanks to their Berserk rule - Strength 8 would certainly
come in handy in felling another mighty oak. The Ent

As dawn broke the Ents marched inexorably into

|

The Berserkers race forwards,
eager lo cut Treebeard and the
Ents down o size.

FANGORN STIRS

planted his feet firmly to withstand the charge, swiping a
Berserker aside as the screaming Uruks hacked and
chopped at its trunk. The Berserkers managed to hit five
times, but could not slay the sturdy creature — they did
inflict two Wounds upon it, however.

Graham and Alessio won priority in Turn 2, but this
time let the Orcs act first, preferring to bide their time and
see where the foe moved. The battlelines shuffled,
especially the Uruk-hai crosshowmen, who were quickly
coming to regret deploying so close to the approaching
behemoths. Nick moved his Troll in front of them, in a vain
attempt to prevent the Uruk-hai being charged — the Ents
advanced all the same, looking to bat the Troll aside to get
at the cursed Orcs. Whereas the Berserkers had stood a
chance against a single arboreal giant, five Ents now
peered down at the crazed Uruks, evening the odds.

Desperate to slay another Ent, the Uruk-hai unleashed
27 crossbow shots but Chris failed to roll a single 6 to hit!
The second formation of Uruk-hai armed with crosshows
tried as well, inflicting two Wounds on an Ent but not
halting their advance. In return the Ents in the south stoned
the Berserkers and the Uruk-hai, killing six.

Treebeard spent a Might point to call an Ent Charge,
but subsequently rolled a 1, failing to reach the Uruk-hai.
Thankfully his companions weren't so slow: two of them
smashed into the Beserkers, another into a Troll and the
fourth into the Uruk-hai. In combat, the Berserkers failed
their Terror test, their reduced Fight of 0 awarding the Ents
16 bonus dice - there were only two Berserkers left, and
the enraged Ents simply trod them underfoot. The Troll
fared little better, failing to hit its foe and suffering two
Wounds in return. The crossbowmen survived their fight,
but were disordered as the Ent strode into their midst.
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TRV 3 ENT CHARGE!

s Turn 3 started, the table was alive with the sound to flank the Phalanx and prevent a flank charge by the Ents.
of bickering - things weren’t going entirely the Orcs’ In the Shoot phase, Treebeard and one of his brother
way, and true to form their commanders were Ents hurled boulders at the Troll, slaying the foul beast at
looking to deflect the blame elsewhere. The Ents won last and opening up the way to charge into the Orc horde.
priority and opted to go first, moving in to surround the The other Ents in the south threw their boulders at the
Trall = it could hardly Uruk-hai crosshowmen
be seen for the i and the large Orc
veritable forest € € Remember when I said we Warband, killing

another six of the foul

ding it! Th
Is:rrgr:uonrc”:f%ﬂa:rban; Shﬂ“ld have dEPlOYEd thE creatures. Meanwhile,
the Ents in the north

was whipped forwards

in an attempt to lend CrﬂSSbﬂwmen fl.ll‘ther baCk? ,, strode within range of
their blades to the the Uruk-hai’s

Troll, as Nick and - Nick, as the Uruks with crossbows are wiped out  crossbows — although
Chris fought over they only hit the

where the Uruk-hai Phalanx should move, eager to stop nearest Ent twice, Chris outdid himself and rolled a 6,

the Ents marching towards the dam up the centre of the felling the gentle creature with the slightest of effort!
board. The small formations of Orc Scouts hastened Alter two turns of trying, Saruman finally unleashed the
forwards, hurrying to keep up, and positioned themselves arcane machinery of Orthanc and a great gout of flame

Uruk-hai Uruk-hai e
E € recbear Phalanx Scouts with Bows 3
" = = a1
: Uruk-hai Warband L i Pt
Beechbone i : : g OO

g e Isengard “ with Crosshows erk A0
am

i Trolls Uruk-hai r Isengard Ores D
@ Quickian 9 Scouts with Shields with Shiclds Hit Points
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Treebeard calls an Ent Charge, leading a
stampeding herd of Ents inla the Ore lines. Mearny
and Pippin shout encouragement as they charge in,

" o
Sl -11

enveloped one of the Ents — but its Strength was a paltry 5
and the Ent was merely singed by the blast,

Finally rounding the intervening crane, the Ents to the
south found themselves with a clear path to the main body
of the Orc army. The huge Orc Warband attempted to steal
the initiative, the Orc Captain calling a Heroic Charge
against the Ents. Thwarting his boldest of intentions, the
Orc rabble behind him quaked at the prospect, failing their
Terror test.

Bellowing a mighty cry of ‘Rirum-rum!’, Treehbeard
spent a Might point to call an Ent Charge — his special rule
means that when Treebeard calls a Heroic Charge, all Ents
within 6" call a Heroic Charge as well, for free. With a
thunderous roar, half-a-dozen mighty Ents charged into the
midst of the Orc lines. Most of the Orcs panicked, failing
their Terror tests as the towering creatures ploughed into
their ranks. For every Orc formation that failed its Terror
test, each Ent gained eight bonus dice due to the difference
in battle skill - enough to ensure that the Ents ground the
Evil creatures under their gnarly feet. The Uruk-hai
Warriors armed with crossbows — all 45 of them — were
wiped out to an Uruk!

Treebeard led the mass charge into the Ore Warband,
calling a Heroic Duel as he did so - the lowly Orc Captain
stepped forward, meekly trying to fell the mighty Ent,
Alessio rolled a total of 15, whereas Chris only managed a
2 — that made for 13 rolls on the duelling table. The
Captain was crushed underfoot six times, and Treebeard
inflicted 713 hits on the unit as he swung wildly about,
killing everything between him and the vile Captain — two
whole bases of Orcs died in the carnage of the duel alone!

With the duel over, Treebeard then got to make his
regular attacks against the formation. The heroic Ent killed
another 13 Orcs — that was 29 killed by Treebeard alone in
just this Fight phase! The remaining three Ents then got to
fight, squashing a further 29 Orcs, Perhaps understandably,
the Orcs failed to hit the Ents in return and promptly failed
their Courage test.

KILL COUNT
{126 @ 2

ORCS ENTS




TN ®> FURY OF FANGORN

dirt, then yet more swarmed from the warren of

tunnels beneath it. Seven companies of Orcs
returned to the table, having been destroyed last turn. Nick
and Chris grouped them into several smaller formations,
hoping to use them to block the Ents in. The survivors of
Treebeard's rampage failed their Courage test and remained
disordered in the face of the marauding Ents. For their part,
the Ents continued their march, with Quickbeam and
Beechbone making At the Double! moves to better position
themselves to charge the flanks of the foe.

In the north, the Uruks unleashed a deadly hail of
crosshow bolts at the already-wounded Ent. Bolts jutted out
of the Ent from every angle, and yet he still stood - he now
had five Wound counters, however, 50 was not long for this
world! To the south, the Ents were finally in range of the
Liruk-hai Scouts armed with bows and balefire arrows. A
hail of fiery arrows arced through the sky towards
Treebeard, but his Very Hard to Kill! rule meant that he
emerged unharmed from the volley.

The return fire from the Ents was far more successful, a
veritable storm of stone causing far mare injury than the

flimsy Orc arrows ever could. Three
Ents in the south hurled boulders
at the Orc Warband, slaying

N o sooner had the Ents ground the Orcs into the

eight and driving them back. In the centre of the board
racks were lobbed at the Phalanx, slaying eight Uruk-hai
pikemen, and at the Troll, wounding him. In the north, the
Ents there threw rocks at the Uruk-hai and the Scouts,
killing seven in tatal. Whilst largely ineffectual in isolated
numbers, all of the players were quickly realising quite
how deadly massed Ent firepower could be!

In the Charge phase, the Orcs tried to take advantage of
their priority by charging as many Ents as they could. In the
north, the small formation of Scouts charged the nearest
Ent, although they were in turn charged by Beechbone and
promptly fail their Terror test. The nearby Uruks with
crossbows were charged by Quickbeam and a pair of Ents,
and they somehow manage to hold their nerve. In the
centre of the board the Uruk-hai Phalanx and the Troll
charged forwards, but the Uruks could not keep up with
the lumbering gait of the Troll and failed to reach their foe.
The Ents had little trouble reaching their foes, however,
and both the Troll and the Phalanx were charged in tumn,

The Ents in the south were once again embroiled in
melee against the Orcs swarming around their feet like
ants. The Orcs barely troubled the giants, Treebeard
eventually finishing off the last of the Orcs — for now,

The combat between the Uruk-hai Phalanx and the Ents
went the way of the tree folk, the Uruks’ pikes managing to
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Uruk-hai
Phalanx

score a Wound on the Tree-herder, but not before eight of
their own were crushed. The Uruk-hai, most loyal of
Saruman’s servants, remained steadfast. The Troll fared
better, toppling an Ent before it too was laid low.

Beechbone managed to kill six Uruk-hai Scouts, but
was wounded twice by their crude axes. Buoyed by their
success against the Ent, they remained steadfast.
Quickbeam and his Ents finished off the last of the
crossbowmen, and fifteen more Scouts were rent asunder.

At the start of Turn 5, four more companies of Orcs
appeared from the cracks in the ground, and the swarming
formations continued to manoeuvre around the Ents to
block their progress and slow them down. Quickbeam
lived up to his name and strode past the Orc Warband in
the north, giving himself a clear run at the dam.

In a rare display of effectiveness, Saruman used the
Machinery of Orthanc to blast Beechbone, renting the
young Ent asunder. The Uruk-hai bowmen, inspired by the
handiwork of their master (or, more likely, reminded that
he was still watching them from his tower), unleashed 45
shots at Treebeard, tipped with both burning pitch and
balefire. Chris scored 9 hits, resulting in 4 rolls on the table
= surely the great tree would fall to such odds? But nobody
rolls dice like Peachy, and his first two rolls proved to be

ﬂ Uruk-hai
Scouts with Shields ©

G BATTLE REPORT

Uruk-hai

Scouts with Bows ~ Move

Charge

& o

Isengard Orcs
Fatality Hit Points

with Shields

1s. Mick waded in then, snatching the remaining dice from
Chris' hand but, proving to be just as fallible, rolled a third
1. The final dice proved to be a 6, but Very Hard to Kill!
turned the roll into a 5, netting Treeheard two Wound
counters and a lucky escape instead.

In the centre of the board the Uruk-hai Scouts prepared
to charge. They passed their Terror test and were all set to
plough into the Ent, until Graham uttered those fateful
waords to Mick: ‘Anything but a 1! The Scouts duly failed.

The Phalanx charged two Ents, and was charged in turn
by two more Ents. The Phalanx somehow held its ground,
and judicious expenditure of Might saw one of the Ents
badly wounded. Quickbeam ploughed into the bowmen,
but only managed to slay three - the Uruks lost the fight,
and four more of their number succumbed to panic.
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Treebeard stumbles in front of the Uruk-hai Scouts
as they frantically rafse their bows. The sky fickers
with streaks of balefire and Treebeard falls.

TURN67
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TIMBER'

ustering the last of their courage, the scattered and
Mdisorder&d Orc Warbands managed to reform in

the face of the Ents’ inexorable march towards the
dam. The Orcs jostled for position once again, hoping to
continue to distract the Ents from their objective. Treebeard
tried to outpace the Orcs and move out of the arc of fire of
the archers, but failed his At the Double! test and ended up
stranded in front of them instead!

Unwilling to pass up the chance to shoot such a
tempting target, the Orcs unleashed 43 shots at Treebeard!
11 hit, and Treebeard fell to the ground with an almighty
crash. Merry and Pippin scampered away to the safety of
anather nearby Ent. The Ents to the north wreaked a
terrible vengeance and succeeded in crushing a dozen or
more Ores.

Perhaps overwhelmed by the death of their beloved
Treebeard, the Ent Charge stalled almost everywhere as the
Ents fell short and failed to reach their opponents. The
exception was in the far south, where a lone Ent launched
an unstoppable charge into an Orc Warband. 11 Orcs were
crushed by the enraged creature, but it too was brought
down by the cunning and vicious blows of the survivors,

The Ents won priority in Turn 7, and Quickbeam started
by covering the distance to the dam with several long
Entstrides. Quickbeam threw rock after rock at the dam,
eventually inflicting the first point of damage on the
creaking structure.

The Hobbits began to wonder whether they were the
true targets of the Orcs’ ire, for the Ent to which they had
fled to last turn came under heavy fire from the archers. 12
balefire arrows struck the shepherd of the trees, burning it
to a crisp and forcing the Hobbits to seek shelter elsewhere
once again.

WHITE DWARF THE LAST MARCH OF THE ENTS

Saruman desperately tried to work the arcane
machineries of Isengard, but even with a Strength 8 blast
the fires of Isengard couldn’t finish off the badly injured
Ent! No doubt by this point, the White Wizard was already
plotting his escape, rather than staying to help his minions!

In the Charge phase, Quickbeam ploughed ever
onwards, charging into the dam itself and damaging it
twice mare with swift blows from his branch-like fists.
Their hatred for Saruman renewed by the death of another
Ent, the once-placid creatures launched charges all across
the board. The hapless Orc Warbands caught in the path of
the enraged Ents were swiftly smashed into a bloody pulp,
their bodies batted aside as the Tree-herders made for the
dam with all haste,

€€ Looks like we lost all of
the Orcs... again! 99

= Nick, resigned to removing another
score of Orcs.

KILL COUNT
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TN 89 THE FIRES OF ORTHANC

t the start of Turn 8, another four companies of Orcs shots per Ent didn’t seem very intimidating on its own,
swarmed forth from the tunnels - testament to just when nine or ten hurled their rocks together, Nick and
ow quickly the Ents were slaying them, The Ents Chris quickly grew to fear the Ent’s Shoot phase.
continued their advance towards the dam - their pace Quickbeam hurled more rocks at the dam, damaging it
might not have been great, yet further. Noticing the danger
what with all the Ores in posed to his plans by Quickbeam,

their way, but each turn “ i ic — Saruman unleashed the Machinery
they pushed their way that Tll'l'lE fﬂr a new tactic of Orthanc at the impetuous young

little bit further forwards. 5 - Ent — the gouts of fire hit the Ent
The Orcs attempted to I m gﬂlng to Stand next and Nick rolled a 5 on the damage

manoeuvre in the way of to Gl'ahﬂm to make him table, inflicting two Wounds. Had

the trampling Ents once Saruman not spent the last of his
more, but many remained rﬂll 1s! ” Might earlier in the game, he
disordered in the aftermath a could have slain Quickbearn, but
of the devastating Ent ~ Chris it was not to be. The Ent proved
Charge from last turn. hardy and resisted the flames —
In the Shoot phase, the Ents slew yet more Ores with and learned not to stand too close to the vents next time.
their rocks — when there are so many Orcs, it doesn't take The Uruk-hai Scouts unleashed a volley of arrows at
much accuracy to hit one or two. Although a mere three another of the Ents, slaying him with balefire and pitch.

2o I3 Lirilk-har Uruk-haij
__'1' Trecheard Phalanx Scouls with Bows Move
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Having miraculously survived this long with fne
Wound tokens, the badly wounde
unstoppable charge into the rear of the Uruk-hai
armed with bows, The Uruks passed their Terror tes
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the archers w
standing. In the norr.h, Thrt't Ents charge
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daylight. The Ents killed 25 Orcs, but still the servants of
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Five maore companies of O
in Turn 9, but were swiftly surr
stampeding Ents. Aware of the swi
ruk-hai .1rc-lr rs 1.-.-F

o stand firm.

nded by the herd of
y crumbling dam
PL'] :Jrnunri I-;J level

bEhind th

[hlﬁ ‘.\-“Juld 'be for the last tln!F- Althuuhh (‘qu j

learnt to keep away from the flaming vents, the hasty Ent
could not avoid the balefire arrov the Uruk-hai. The
archers unleashed their arrows again, striking the Heroic
Ent a dozen ti Quickbeam swayed gently in front of

#RING BATTLE REPORT

the dam for a long while, balefire flickering all over his
lean and willowy body, before toppling backwards down
the hill. The unnaturaf green-tinged flames consumed his
body in but a moment.

arged into the back of
atter thern and end the
Eight of the Uruk-hai
rn:map.ed to r-::nru:! on the

uts, hoping [
1 to his feilr.r

Eni dragging him
Habbits, once again, were fc

to be quick on their hairy feet from no
number of Ents was fast dwindling.
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and Orc were dwindling. There were still Orcs

pouring forth from the festering depths of Isengard,
but even this flow was slowing to a trickle, The Tower of
Orthanc had fallen silent, Saruman either long fled or
retreated to its depths to hide from the vengeance of the
forest raging all about outside. Yet no forest of Ents
remained in Orthane, but a fast diminishing wood. But the

Bv the start of the tenth turn, the numbers of both Ent

dam was near to bursting, and the Ents were fast closing in.

Every Ent within reach threw rocks at the Uruk-hai
Scouts who had inflicted such a heavy toll on the arboreal
giants over the course of the game — the combination of
burning pitch and balefire arrows had proven deadly to
several Ents, Seven Ores were crushed by the heavy
masonry chunks, but enough remained to fell the seriously
injured Ent. Once again Merry and Pippin fled as their
Entish shepherd fell to the hail of arrows. With their
encouragement their new protector finished off the last of
the archers, and a cheer went up from Hobbit and Tree-
herder alike,
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THE FALL OF ISENGARD

With the last of the Uruk-hai Scouts lying dead or
scattered to the winds, and only a handful of Orc
Warbands remaining on the battlefield, the last eight
surviving Ents marched on the dam. They lay waste to its
creaking timbers and crude stone walls with great blows
from their mighty thews, and inflicted a half dozen or more
points of damage to it, taking the total damage inflicted
well above 10.

And, with that, the dam burst, the Isen gushed forth,
and the threat from lsengard and Saruman was ended at
long-last. But the Ents would march no more.
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THAT’S ENT-ERTAINMENT!

Alessio; In the end it was a victory but,
of all the battle report conclusions |
have written, this one was without a
doubt the one victory that felt the
bitterest. Much like King Pyrrhus, we
managed to defeat the accursed
opposition, but suffered losses too
grievous in the process — losses that can
never be replaced.

Too many Ents were destroyed,
including both the ancient Treebeard
and the young Quickbeam and
Beechbone. | was saddened by the
thought of these gentle and wise
creatures consumed by the evil fires of
industry. Not least because their race is
slowly dying, so that losing even one of
them to lowly Orcs felt like an utter waste. Imagine those
centuries (or millennial) of experience, all destroyed and
lost forever. Sigh!

But enough of this melancholy! The game was great
fun and the awesome power of that large unit of archers
with balefire arrows and burning pitch was truly terrifying.
For a moment it felt like any Ent that tried to get near them
was destined to be burnt to a crisp! Luckily we managed to
averwhelm them with a mass charge of Ents, After that, the
game was effectively over, as we still had enough Ents to
take care of the Orcs emerging from the depths of Isengard
whilst a small ‘demaolition squad® got to work on the dam,
pretty much undisturbed. | really want to play this scenario
again as the Evil side, and see if | can do better!

Alessio Cavatore
and Graham Davey,

idi At .

With the Orcs brushed aside, the few surviving Ents crash
inte the dam, breaking apart the rickety struciure with
rock and stone.

Nick: 50 it would appear that the
gaming curse that hangs over myself
and Chris continues! Peachy and | must
have played that scenario four or five
times and, although it's proven to be
great fun each time, that is the only time
we've ever seen the Ents make it as far
as the dam, let alone destray it! In
hindsight, we made several crucial
errors, namely not putting our
crossbowmen in the wooden towers,
which would have given them a useful
Defence bonus against the mighty
attacks of the Ents. We should have
_ taken mare Ores and less Uruk-hai
Nick Baytonand  Seouts, so we could have more troops
luls Paach. swarming out of the tunnels each turn,
We also should have moved Saruman onto the board as
well, so that we could take advantage of his magic. Instead
we relied on the Machinery of Orthanc to kill and maim
the Ents, but it rarely hit, let alone did any damage!

But, grumbles aside, we did kill a lot of the Ents {well
over half of them) and, until the last couple of turns, it was
a close-run thing. If we were to pick a unit of the match, it
would have to go to the Uruk-hai Scouts armed with bows
and Balefire Arrows, who accounted for numerous Ents,
including Treebeard and Quickbeam, as well as a surprise
Ent felled in combat!

Congratulations to the Ent players — it was a challenge,
but one they were more than up to. Next time I'd like to
have a go with the Ents and see if | can sack lsengard too.

o 8
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War of The Ring Rules Manual

War of The Ring is a brand new standalone

rules set allowing you to fight mass battles
L"""f_lp with The Lord of The Rings Citadel

5 // AN g miniatures. The full-colour rules manual is
/ [ ’d l‘w : a whopping 328 pages, packed with
) f TR i _ inspiring pictures, both standard and

historical scenarios, hobby advice,

the rules yvou'll need to play out massive,
legendary battles in Middle-earth.

-
¥ A . A SRRy T A extensive profiles and army organisation
! (} > L0/ _ (AN A AY N /e, . O3 far every model in the range, as well as all

- Gandalf, The Two Towers

£35, €50, 350dkr, 440skr/nkr
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bit of White Dwarf, more often than

not they'll say it's the battle reports.
This is hardly surprising — what's not to
like about an article that features two
magnificent armies of painted Citadel
miniatures locked in a life and death
struggle from which only one side can
emerge victorious! Given their popularity,
I thought that in this month’s Standard
Bearer I'd lift the curtain and reveal how
we go about making a battle report, and
also why, for me at least, they are such an
important part of the magazine.

But first of all, a brief bit of history.
Mowadays, it's very hard to imagine White
Dwarf without a battle report or two in the
issue. Which makes it all the more
surprising that for the first hundred issues
or so, battle reports rarely featured in the
magazine, In fact, the first ‘proper’ battle
report, at least as we'd recognise them
now, didn’t appear until White Dwarf 107.
It consisted of a description of a large game
organised by a certain Robin Dews, who
went on to become the editor of White
Dwarf and now runs Games Warkshop
Spain. Back then Robin ran a yvouth club,
and was a huge fan of Warhammer to boot.
He took it upon himself to write to us with
the description of a large charity game of
Warhammer that had been played at the
club, complete with turn-by-turn maps and
photographs. Robin's aim was to both
show how magnificent a large game of
Warhammer can be, and at the same time
encourage people to organise charity
games of their own (he always was a bit
of a hippy like that).

I f you ask people about their favourite

i 5 1.

=

appeared in WDTOT 208
wirs & far-stebint el

Although Robin's report was very
popular, it took us quite a while to organise
the first ‘in-house’ battle report, which
didn't appear until almost three years later
in White Dwarf 136. This report was about
a battle between myself and fellow game
designer Andy Chambers, and although
much has changed in the way that we
present battle reports since then, the basic
template has remained the same — there is
an introduction written by the players, a
turn by turn description of what took place,
maps to show how things unfolded,
photographs illustrating the highlights of
the battle, and then finally what we call an
‘outro’, where the players explain what
they learnt from the game. In fact, the only
real difference is that modern reports look
about 100 times better than our early
efforts, mainly because back then Robin
(who had just joined the White Dwarf
editorial team), Andy and [ had to do pretty
much everything ourselves, including
taking the photos and creating the maps!
Despite our limited resources, this second
battle report was an even bigger hit with
our readers, with the result that we quickly
decided to do a second battle report, and
before we knew it, battle reports had
become a regular feature of the magazine.

Those early games set the template for
how we make battle reports to this day. In
a nutshell, they are an opportunity to show
a magnificent battle on the pages of White
Dwarf, but they are also an opportunity to
get across a deeper point about the hobby.
One of the things we learnt very early on
was that a good battle report is really just
an article on another subject ‘in disguise’.

This month we’ve
been busy clearing
out the store room
of old White
Dwarfs and all the
dust has set Jervis
off. Here he tells a
tale of how the first
battle report in
White Dwarf came
to be.

www.games-workshop.com
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Favourite Battle Reports
from Around the Studio

Graham Davey: My
favourite has to be the
Armageddon battle report,
with four linked tables - it
was so big it took two
issues of White Dwarf to
tell the whole story.

Mark Latham: My
favourite battle report was
a massive tank battle
called Heretic, from
WD185. It had a great
narrative, real rivalry
between the players, and
featured Imperium vs
Imperium action.

FPhil Kelly: My favourite
game was from WD252 -
the first CARNAGE! four-
player game - due to the
funny banter. The players
constantly tried to use
diplomacy, wheedling, and
even some mock threats
to gain an advantage.

Andy Hoare: The one |
remember most fondly
was called Storm the
Trenches in WD230. It
was really inspiring,
coinciding with the
release of 3rd edition 40K.

Matt Hutson: I've played
in many batile reports but
the one that stands in my
mind is quite recent, the
Ork inspired set of battles
from WD349.

WHITE DWARF

By this | mean that just saying ‘here’s what
happened when we played a game’ doesn't
really cut it - you need to make a point
about something else as well. This can be
as simple as ‘here is how our new army
works’, but it can also be ‘how to run a
large multiplayer game’, or *how to create
an interesting scenaric’, or even ‘why you
learn more from losing than winning’ (the
subject, after my umpteenth loss, of one of
my own battle reports, sigh...). With the
point you want to make in the report firmly
in mind, you then need to set up a battle
that will allow vou to illustrate it. This is

because they produce battle reports that
are memorable and inspiring, and that act
as 'how to’ guides that players can use for
their own games.

The next stage is to select the armies
that will take part in the battle. This is
generally left up to the players taking part,
who will get to pick the army they will use
for themselves, though sometimes the
nature of the report dictates what will be in
the army. For example, Andy Hoare picked
the units to be used by both sides in his
battle report, rather than letting the players
choose for themselves.

‘ ‘ They are an opportunity to
show a magnificent battle. , ,

easy when we're showing how a new army
works, but rather more difficult for the
other types of report.

A perfect example of the sheer amount
of work and preparation that can be
needed is the battle report we ran in
WD334 to celebrate the release of
Apocalypse. This game required the
construction of special game boards and
models, and took a whole day to fight,
with ten players commanding the armies
and seven ‘reporters’ recording what went
on. More recently, the Lizardmen battle
report in WD350 required a lot of careful
thought and planning on Andy Hoare's part
in order to devise a scenario that illustrated
an important aspect of the background for
the Lizardmen, using only the models and
scenery we already had available in the
Studio. Such efforts are worth it though,

With these things done, it is finally time to
fight the battle for the report — which is
where all of the hard work really begins.
Although it may appear on the face of it
that a battle report is just a case of playing
a game and dashing down a few notes, the
reality is that even the shortest battle report
takes a full day to fight and, more
importantly, record. The photographs that
accampany this article shows this well - as
you can see, the players are almost
outnumbered (indeed, often they are
outnumbered!} by the people taking
photographs, making maps and generally
recording what is going on. Every move,
every attack, and every casualty is kept
track of, along with notes about
extraordinary or exciting things that
happened, and comments fram the players
about how the game is going.

The very first Apocalypse
- hatife repart was a Larges
= scale operdion, x'm-olvl'ﬁ‘ql
““three specially made
boards, ten players and

sevemdeticated recorders.
ko™
Ap &N S




Although only a fraction of this information
actually ends up in the printed battle
report, it's important to capture it all so that
the writers and photographers can refer
back to it later on, making sure that what
we say happened actually did happen!

As an aside, people often ask if we re-
fight a battle reports game until we have a
result we're happy with. The truth is that
the sheer amount of work involved in
recording a single battle means the idea of
re-fighting a report is met with some horror
by the participants. Trust me, after you've
already spent upwards of eight hours
recording every detail of a battle, the last
thing you want is to do it all over again the
next day! This can make it tempting to
‘fudge’ things a bit, allowing a player to re-
roll a disastrous Break test, for example, or
saying that the exciting new tank model
wasn't actually destroyed by the lucky
lascannon shot on turn one. However,
tempting though fudging things can be,
we've learnt that it's best not to do it.
Doing so just seems to anger the gods of
fate, who respond with an even maore
outrageous misfortune for the opposing
side. This, of course, also has to be ignored
(in order to be fair, if nothing else), which
angers the gods of fate still further, and
before you know it the battle has lost all
touch with reality. We've learnt that it is far
better to let the dice fall as they may and
trust that things will work out okay in the
end. Fortunately they usually do!

But | digress. Returning to the matter in
hand, with the report in the bag, it's up to
the writers and the White Dwarf team to
turn what happened into an exciting
article. This involves even more work than
reporting the battle itself; the maps need to
be transformed from rough sketches into
top-down graphics and isometric battlefield
photos (called ‘isos’, for short) that appear
in White Dwarf, the hastily scrawled notes

of about what happened must be re-written
into an exciting account of the battle, and
the players need to write their intros and
outros for the report. While all this is going
on, the Studio’s photographers must spend
hours, and sometimes days, carefully
recreating what happened in the game in
front of the large-format cameras and bright
lights of the Studio’s photographic area,
Each one of these processes requires hours
and hours of work before the editorial team
is allowed to take them and make them
into the finished article that appears in the
pages of this magazine.

All these things mean that, in many
ways, our modern battle reports are a far
cry from where Robin, Andy and | started
all those years ago. But at their heart the
battle reports we print today have the same
goals as the very first ones that appeared
over 200 issues ago: they are an
opportunity to show a magnificent battle
on the pages of White Dwarf, and at the
same time get across a deeper point about
the hobby. At their best battle reports can
be every bit as important and inspiring as a
new army book or range of models,
because they show off our hobby in all its
glory and spectacle and depth. Long may
they continue!

Top: This month’s baltle report
in action... or rather, inaction,
as Graham ponders his next
move and everyone looks

on expectantly.

Inset, left: Christian diligently
noles down the movernent of
units on his rough mag,

Inset, right: Like s0 much in
the Studic, battle reports are
powered by tea. Andrew
takes a break from jotting
down his noles,

Write to fervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$S
United Kingdom
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MODELLING
WORKSHOP

WARHAM MER

_ 40,000,

Tanks of all shapes
and sizes are found in
almost every army in
the 41st Millennium,
so for this Modelling
Workshop we take a
closer look at how to
paint and model them.

With a new tome dedicated to the art of modelling tanks,
Modelling Workshop unearths some previously unseen
material, and Andy Hall talks treads with author Andy Hoare.

odelling and painting Citadel
vehicle kits is not a unified art, but
a whole collection of techniques,

any number of which might be used in
combination before your tank reaches the
table. So, a book dedicated to not only
how to assemble your kits, but how to
paint them, with tips and advice from the
best modellers and painters in the world
seems a no-brainer. Which makes it remiss
of us to only bring it out now; after all,
we've been making tanks for years. But, as
Andy Hoare explains, there's a very good
reason for its timely arrival. ‘There's a large
array of vehicle kits out there and that
range is set to explode over the next few
years. So, this book fulfils an obvious need
explaining how to apply specific vehicle
techniques or showing how more general
processes are adapted for larger tank kits.”

The word “tank’ is going to get bandied
about a lot when talking about this book,
especially with it being so prominent in
the title. But it's important to note this
book isn't just for Space Marine and
Imperial Guard players. “That's very true,’
agrees Andy. ‘There’s no denying that
Guard and Space Marine collectors will
get a lot out of the book, but it covers the
whole gamut of modelling vehicles - not
just tanks, but bikes and walkers from all
the different races — with universally
appliable techniques, alongside some very
specific examples. If vou're an Eldar
player, for instance, you're in for a real
treat, as ‘Eavy Metal painter Darren Latham
does a full workshop on an Eldar Falcon,
explaining hull blending and how to paint
Eldar iconography on to your craftworld’s
vehicles and walkers.”




It's interesting to note Darren’s
involvement; although Andy is the author
~ and as the proud owner of over 20
tanks, a proven treadhead who knows
his stuff — he was far from the only
contributor. ‘All the material comes from
people who do this for a living; they are
professional modelmakers or painters, the
tips and techniques are often ones they've
developed themselves so the first time
vou’ll see them is in this tome. A great
example is Keith Robertson's extremely
realistic chipping effect that he uses on
dozer blades. This is a technigue that's
never been shown before because it's a
method that Keith has invented, not
something that's been re-presented from
another source. And because |'ve had all
these experts contribute, the book is full of
such technigues as well as examples of
best practice for mare general and well-
known methads.’

With a book full of these advanced
and bespoke lechniques, I'm guessing that
the reader needs to be at a certain level
before he can attempt some of the stuff in
there? ‘Nao, absolutely not,” answers Andy.
‘It's true that specialist books of this genre
usually presume the reader to be well
versed in the area. But that was not my
intention; there’s no assumed knowledge
in the book. That doesn’t make it basic -
as I've already mentioned, there are plenty
of tips and techniques from the world's
best within the pages. What we've done is
make it as comprehensive and accessible
as possible; whether you've been in the
hobby a day or a decade, there’s material
in this manual that will be new to you.
Even a subject such as spraying the
undercoat on the hull of your vehicle -
something veterans may initially skip - has
information that will interest and inform.
For instance, did you know you shouldn't
spray in times of high humidity, such as
just after it's been raining, as this will mist
up the paint? | never knew that until |
started researching this book!”

techniques work with some actual stage-
by-stage projects towards the end. Each
section is hook-ended with some brilliant
models, illustrating the techniques and
trade secrets presented over the previous
pages. It's really packed.’

Having finished working on the
project, and now that he's seen the book
in print, Andy must be one of the world’s
tank modelling aficionados. So what is his
favourite technique, or what method did
he learn the most from? ‘It's got to be how

€ € Whether you've been in the hobby a
day or a decade, there’s material in this
manual that will be new to you.99

Flicking through the book you can tell
a lot of thought has been put into the
presentation, ‘Like the other Citadel “How
To Paint” manuals, we've gone for a clear
and concise look,” says Andy. ‘Rather than
something over-designed we wanted to
make sure that the techniques were easy
to follow. The book actually works in
chronological order, so you start off with
assembly and preparation before moving
on to the painting. We then show how the

you apply freehand lettering to your
vehicles. The "Eavy Metal team have come
up with a process that allows you to paint
lettering on your vehicles that looks great,
and all it takes is a bit of patience. It’s all
explained in the book, and yvou’ll be
surprised how easy it is to get a very
intricate look. That encapsulates the whole
point of the book: to teach you how to get
great-looking tanks and vehicles with
minimum fuss.’

How to Paint Citadel
Tanks is a 96-page hook
filled to bursting with
advice. Inside you'll find:

= Materials and Tools:
Detailed run down on
the tools and other
materials you'll need.

Preparation and
Assembly: Not just
building your models
‘out of the box’ but also
more involved
techniques for adding
extra details.

Painting Technigues:
Presenting a wide range
of painting methods,
from the essentials of
drybrushing to high-end
blending.

Stage-by-Stage: Five
modelling projects
putting the techniques
shown into practice.

Colour Guide: Showing
which of the paints in
the Citadel range work
best together for
painting your tanks.
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IMPERIAL GUARD HELLHOUND

Chad Mierzwa was tasked with painting a new Hellhound kit using the methods and techniques
that Keith uses in the book to paint a Leman Russ. After assembling the tank he set about painting
the hull, then the camouflage scheme, and finally the inferno cannon.

Step 1. A Dark Angels Green basecoat was Step 2. This was followsd by a heavy drybrush of Step 3. A 1:1 mix of Scorched Brown and Chaos
applied over a Chaos Black undercoat, using the Catachan Greon that covered the entire surface, Black was painted around the rivets, and into the
Citadel Spray Gun. nal just the raised datails. parel lines and ather recesses.

Step 4. Next, a 1:1 mix of Catachan Greern and Step 5. The final stage of the hull base colour
Camo Green was drybrushed over the previous was @ light drybrush of Camo Green.

stage, bringing out the detail further,

Step 1. Outline and then fill in Step 2. A generous wash of Step 3. A light drybrush using a Step 4. Bleached Bone was wsed
your camoufiage design with Devian Mud was then applied 1:1 mix of Tawsept Ochre and as the final highlight and Black
Tausept Ochre. Try and “continue’ over the Tausept Cchre. Bleached Bone was brushed on fo banding was painted on with
the design over different areas. the camouflage. Chaos Black.

WHITE DWARF  MODELLING WORKSHOP: TANKS



Inferno Cannon

: & 3 Ny
Step 1. The metal areas on the cannon were Step 2. A wash of Devlan Mud was then applied, Step 3. The metal areas received a drvbrush of
blocked-aut with Chaas Black, and then painied and, when this was dry, a second wash of Badab Chainmail, using a Medium Drybirush,
with Boltgen Metal, flack was layered over that,

Step 4. To create the effect of scorched metal, Step 5. A second wash, this time of Devian Mud| Step 6. Finally, Badab Black was fiberally

the front area of the gun barrel was washed with was applied, lowards the end of the nozzle washed over the nozzle to finish the effect.
Gryphanne Sepia. where scorching would be most prevalent.
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Here’s the Leman Russ Demolisher kit in all its glory, assembled as an Executioner. Below we talk
to the guys responsible for both the great new Demolisher and Hellhound kits to find out some of
the design decisions they took when building the kit.

Chad has assembled our Leman
Russ Demolisher as an Executioner,
autfitted with sponson-mounted
multi-meltas and a hull-mounted
heavy flamer.

two Citadel designers who are expents

at straight-line work, having worked
on such kits as the Drop Pod and the
Battlewagon. It was they who were tasked
with coming up with a new Demolisher
and Hellhound design, but what did they
actually want to achieve? "We didn't want
a total reinvention,” answers Dale. ‘It was
important to keep the classic silhouettes of
these vehicles, but what we wanted to do

Tom Walton and Dale Stringer are two

€€ 1t's this variety from just one box
set that hobbyists should expect
to see from now on. 99
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was integrate them mare into the 41st
Millennium, and not just by having a big
futuristic looking gun on the turret.”

‘From a more practical perspective we
wanted to reduce the number of frames,
whilst at the same time cramming more
onto them - in effect, making the kit work
harder,” continues Tom. ‘That's why both
kits now make not just one tank but three.’

A great example of this more efficient
design has been with the wheels and

MODELLING WORKSHOP: IMPERIAL VEHICLES

tracks. “‘We've got rid of the wheel frame,
says Tom “You could never see them on
the finished model and all they ever did
was act as spacers. And instead of a
separate frack frame, these parts have been
included on the main part of the kit. The
best bit is that all the track components
have been fitted with lugs so they’Il fit
flush onto the tank and you won't have
any more unsightly gaps.’

As already noted the kit may be called
the Leman Russ Demaolisher, but that's just
one of the three variants it can make. The
same is true with the Hellhound, it's this
variety from just one box set that hobbyists
can expect to see more from now on. “It's
not just about the different types of tank
but trying to get all the possible options
from the army list onto the frame as well,”
says Dale. ‘But you don't want to
compromise the design and look of the
maodel either. For instance, we could have
made space on the frame for even more
components by having the sub-assemblies
as one part. The new Executioner plasma
cannon, for example, could technically
have been just one piece, but then the
design would have lost some detail and
sharpness. So that's the balance you make,
keeping the kit versatile but not
compromising on any of the design.’



Leman Russ Demolisher

£

1 Turret hase

2 Turret top

3 Turret sides

4 Cannon mount
5 Hatch lid

6 Turret rear plate
7

Executioner
plasma vent

& Executioner
plasma cannon

9 Demolisher cannon
10 Punisher
gatling cannon
11 Searchlight
12 Ladder rungs
13 Tow loops

14 Hull-mounted gun
compariment

15 Sponson mount
16 Heavy bolter

17 Lascannon

18 Driver vision port
19 Smake launchers
20 Tank hull

21 Right outer side
22 Lefl outer side
23 Hull floor

24 Right inner side
25 Left inner side
26-27 Track strips

28 Rear vent

29 Ammo box

30 Exhaust system
31 Tow hook

32 Crewman

33 Plasma cannon
34 Multi-melta

35 Heavy flamer

AR n n e
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CAMO NETTING

How to Paint Citadel Tanks is crammed full of techniques to not only paint your
vehicles, but give them a unique look, personalised to your tastes. Unfortunately, not
every tip made it in, and here’s one that didn’t - adding camo-netting to your tanks.

The great thing about the
technigues in the boak is that
they can be applied to any
vehicle, Here, Chad has added
camo-neting o a Sentinel.

Step 1. A frame was consirueted Step 2. A lightweight metal mesh

out of plastic struts at the rear of was lormed around the built
the Basilisk. The whole vehicle frarme. I was then removed and
was then painted. painted separately.

Step 3, The mesh was then Step 4. The mesh was fixed back
painted Catachan Green, fallowed on the Basilisk, A few aquatic
by a 1:1 mix of Camo Green and plant leaves were added to
Catachan Green, enhance the final effect,
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ORK BATTLEWAGON

It’s not just the new Imperial Guard tanks that are being released this month. There’s a new plastic
frame now available as a Bitz Pack that can take your Battlewagon to the next level of destruction.

The Ork Battlewagon Upgrade Pack
consists of a brand-new frame that's
full of extra bitz to make your
Battlewagon even more deadly. Most
notably there's the deff rolla, but
there's also a lobba enhancement,
which could easily be used as a
kannon as well. And there's also a
killkannon, adding even more shooty
power to your Battlewagon.

Of course, the weapons on the new

. F i e The labba is a big mortar that fires an explosive
kit aren’t limited to use on the payload, sending  shell high into the air and
Battlewagon - every Mek knows that hurtling into the midst of the foe.

inventin’ is the way forward!

SRR

This fank has had some great
details painted on, such as the axe
and bone motif and even Grot
footprints in the checks abave.

Bitz Packs

Our bitz range caters for all vehicles, not just Orks!
You can view the full range online.

+ Chaos players can purchase two frames to make their
tanks spiky, or, if you want your vehicle covered in
foul sigils there are a variety of Chaos icon packs.

¢ Land Raiders can be transformed into Terminus
Ultras, or customised using the accessory frame.

= You can even get the Baneblade sponsons frame to
add extra firepower to your super-heavy vehicle.

The deff rolla in all s spiky glory. As the Battlewagon thunders inte - and WW i m
through - a beleaguerad squad the spinning, spiky drum stains red as the w pAES-I rks hﬂp.Cﬂ
unforfunate viclims are pulpag!
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L s R
SHOWCASE

With the new tank kits out this month, it’s easy to focus on them — but the new book
features dozens of different vehicles, including detailed stage-by-stage guides, in-depth
tips and techniques and beautiful showcases.

Ork vehicles are usually in various
stages of disrepair, making them the
ideal candidates for applying chips,
mud and rust to, These Ork Warbikes
have been heavily chipped by
applying Boltgun Metal followed by
Chainmail. The worn brass on the
engine blocks and exhausts acts as a
good contrast to the silver and black
on the rest of the model. This is
achieved with Scorched Brown,
highlighted up to Mithril Silver before
being washed with Devlan Mud.

This Chaos Space Marine Defiler is
all about the freehand designs that
have been expertly painted onto the
model. Joe Tomaszewski is the
talented painter responsible, and he
painted a different design on each
leg (see inset, right). Don't be
intimidated at the thought - the book
goes into great detail explaining how
you can adorn your own vehicles
with such impressive sigils.
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SAIM-HANN ELDAR FALCON

Another vehicle that was painted especially for How to
Paint Citadel Tanks is this great Eldar Falcon. Darren
Latham used it as a perfect showcase for the ‘Eavy Metal
blending method. It's designed to show a model off to the
best possible effect. Few people will paint every model to
such a high standard - but it's well worth the extra effort
for a centrepiece model.

The black banding is achieved by
masking off the required area o
enswe you get a sharp. crisp line.

ULTRAMARINES WHIRLWIND

This Space Marine Whirlwind of
the Ultramarines Chapter has only
had light dust weathering and
scratches applied to it. The dust
effect was achieved by
drybrushing Chaos Black and
Adeptus Battlegrey around the
tracks, while the scratches are
small Chainmail marks painted
over slightly larger areas of
Boltgun Metal. This is just enough
weathering to suggest that the
vehicle has seen action recently,
but has not been involved in a
protracted engagement.
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The Hellhounds deadly inferno
cannon has a vicious reputation.
But this kit also gives you the
option of fielding a Devil Dog
with melta cannon, or the chem
cannon-armed Bane Wolf.

product code: 99120105044

The Demolisher, the ultimate
siege-breaker, is not the anly
option with this kit; you can also
malke the anti-infantry Punisher,
or the Executioner with its deadly
Executioner plasma cannon,

product code: 959120105045

Imperial Guard Imperial Guard Imperial Guard
Hellhound Leman Russ Demolisher  Leman Russ Battle Tank

The Leman Russ is the workhorse
of the Imperial Guard. An
incredibly versatile piece of
armour; its fearsome batitle
cannon rips through infantry
and tanks with equal contempt,

product code: 99120105011
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The Chimera is the Imperial
Guard’s ubiquitous armoured
troop carrier. As a potent symbol
of the Imperium’s might they are
fitted with a range of equipment
and armed with the high strength
anti-infantry multi-laser.

product code: 99120105029

Imperial Guard Basilisk

The Basilisk is a mohile artillery
platform that has a long reach. If
is armed with an earthshaker
cannon — a leng-barrelled, breach-
loaded gun with such a
tremendous recoil that when it
fires the very ground trembles.

product code: 99120105015

Imperial Guard Valkyrie

With the Valkyrie Assault Carrier,
the Imperial Guard can fight from
the air as well as the ground.
Valkyries are twin-engined attack
craft used for aerial insertions and
drop missions. The kit comes with
numerous weapon options.

product code: 9912010505385
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MASTERCLASS

WARHA@MER

40,000

In WD350 we

published an "Eavy

Metal Masterclass on

painting faces.
Darren Latham,
assures us he has
wch more to say on
he subject.

Back in WD350 we showed you how to paint human faces
and touched on other techniques. In this article Darren
Latham goes into even greater depth about painting faces the
‘Eavy Metal way, including more advanced techniques.

part of any miniature; it is the first

part anyone will look at and needs
time and attention spent on it. It dictates
the whole appearance of the finished
miniature. As such it deserves extra
attention when it comes to painting, as it's
tricky to get right, which is why White
Dwarf turned to the ‘Eavy Metal team for
help and advice. Last time we showed you
how to paint the skin and the hair, as well
as more advanced technigues such as
painting scars. But | think theres much
more to say on the subject, so I'm going to
delve even deeper into the art of faces,

Before we start, it's worth recapping

some of the basics discussed last time:
always keep vour paint thin and apply

The face is always the most important

several thin layers rather than one thick
coat of paint; remember that vou can
always add paint to thin layers but you
can't take away from one thick layer. The
ather advantage is that thin layers will not
obscure the detail on the face, You can add
expression with painting and give an
indication as to the environment that the
figure is placed in. All of this will add to
the depth and background of the miniature.

One final thing to keep in mind is that
the skin areas on your models are the only
parts that will have colour ‘underneath’
them, something known as subcutaneous
colours. Skin is the living part of the figure
and should have tones and nuances added
to it to give it life — I’ll cover this in more
detail in a moment.

l‘ You Will Need

Wash and Foundation ranges.

. Chaos Black Spray
() Bleached Bone
. Codex Grey

. Chaos Black

@ oerFlesn

@ Dwar Flesh

@ et Flesh

C’} Fortress Grey
. Goblin Green

900000 00O®

For the techniques featured in this article Darren has
used the following colours from the Citadel Colour,

Kommando Khaki
Liche Purple
Regal Blue
Rotting Flesh
Scab Red
Scorched Brown
Shadow Gray
Skull White
Snakebite Leather

Wash: W Foundation: F

Space Wolves Gray
Vomit Brown
Warlock Purpla
Fenris Grey
Knarloc Graen
Orkhide Shade
Tallam Flesh
Badab Black
Thraka Grean

000000000




DARK SKIN - Intermediate ©©

When painting dark faces it is difficult to get colour, life edge highlights to give it definition, if the highlights are
and expression into them because of the calours you are layered up too much then the dark look of the face will be
using. To help solve this problem | didn’t make the skin lost. Remember that the face is very important and you
tone too dark. This enabled me to wash the colour around must not lose it to the rest of the figure, so a fine highlight
the lips, eyes and nose to bring the face to life. | then used is needed on dark skin tones to emphasise the expression.
Step 1. First of all the face was basecoated Step 2. A wash using a 1:1 mix of Scorched Step 3. A 2:1 mix of Dark Flesh and Vomit
with Dark Flesh. Brown and Badab Black was applied all over Brown was then layered on 1o the face.

the face area.
Step 4. Next, a 1:7:1 mix of Dark Flesh, Vot Step 5. Scab Red was washed around the bottom Step 6. Finally, Bleached Bone was used as 3
brown and Kemmando Khaki was applied as a lip while a 1:1 mix of Regal Blue and Dark Flesh highlight, appfied to accentuate the model’s
first Bighlight. was washed around the eyes. dour expression.

Ageing Showcase

AGEING - Advanced ©00©

With the two age examples shown here, the aim is to
illustrate that even with the same head you can achieve a
completely different look with the use of a brush. One is a
young man and the other an old veteran. The young face
has lots of warm colour within it and a smooth finish to the
face with minimal lines added, all this adds to the look of
the face being youthful and healthy. With the older face,
greys were added to the skin highlights to wash out the
colour. Many thin expression lines were added to give a
wrinkled appearance.

This model represenis an older the colour. In the other example,
version of Griff = the paint has Bitbos age has been alfuded to
heen applied in a sympathetic with the addition of expression
way, with grey fones fo wash out  lines and creases.
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FEMALE FACES - Intermediate ©©

When painting female faces, subtlety is the key. A much
softer approach is needed for any female face, and this is
especially true for The Lord of The Rings figures. | decided
to use a white undercoat for Arwen to make sure that the
skin did not end up too dark, as can sometimes happen if
a black undercoat is used. Once again | started with a
midtone colour. This cuts down on the number of paint
layers, more of which would be needed if a darker tone
were used as a base. Colour was then washed over to add
warmth to the face and give me some direction as to
where | should place my highlights, Thin paint layers were
then applied to build up the light appearance.

Step 1. The face was first basecoaled with a 4:1

mix of Taifam Flesh and Scab Red.
Scorched Brown.

Step 4. A further highlight of pure EIf Flesh was Step
then applied.

Step 2. This was followed by a wash of Dark
Flesh and then followed by a further wash of

5. The next hightight layer was a 2:1 mix of
Elf Flesh and Skull White, The lips were painted
with a 2:1 mix of 5cab Red and Tallarn Flesh.

The colour on the cheeks was painted on just under
the cheekbone to add depth and height. It's important to
note that if placed on the cheekbone itself it will flatten the
face and give a flustered appearance. Just as vital are the
lips - the bottom lip is straightforward but the top lip can
cause problems. One thin line is enough to add colour and
fullness to female lips, any more than this and it will look
over the top and fake. A small highlight on the bottamn lip
is a good way of adding a different surface texture to the
face. | also added some eyebrows — this is usually a big
no-no in miniature painting, but with certain female
visages it can enhance the look,

Step 3. Highlighting started with a 2:7 mix of
Tallarn Flash and EIf Flesh.

Step 6. The eye shadow was painted with
Tarned Flesh. Finally the face was highlighted
with Skall White.

The cheeks were painted with a 1:1:1 mix of
Scab Red, Tatlarn Flesh and Warlack Purple.

With blonde halr, the features on the face need o be even subtler. Skin
should also be kept pate, or else it will tend to lack overly pink when
contrasied against the yellow in the halr. Any make-up should barely be
himted al. This is especially true with The Lord of The Rings models,
where a hint of realism is desined - this Galadriel model is a good
example. In general, the rufe of thumb is that the lighter the hair, the
lighter the skin needs to be.

Female/Elf Showcase

To enhance the
fantastical look of
Warharmmer modeis,
your painting needs o
be bold and siriking.
Your should still be
mingdiful of the things
wa've already talked
about, but you don't
need o ensure that they
are as life-like as The
Lord of The Rings figures.
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The Warhammer world and the galaxy of the 41st Millennium are inhabited by
more than just humans, but painting an alien face calls for a different technique.
Let’s start with a detailed Ork face before moving onto other creatures.

ADVANCED ‘EAVY

TECHNIQUE 000

This greenskin method is more realistic than the four-stage were added around the eyes, nose and lips to give the face
example in the previous article. I used a more natural life and have the colour appear subcutaneous (see p92). To
green with Knarloc Green rather than Goblin Green, get this effect a red was used to represent blood and green
which can sometimes appear too bright. For this stage by added to tie it to the rest of the face, applied to the lower
stage | started with a midtone green rather than a dark portion of the face. | used blue around the eves to give the
green and washed colour into the face for shade. | then face some expression and focus. These areas were then
added Vomit Brown to the base colour for a natural highlighted to pull them into the surrounding face and tone
warmth, rather than adding vellow. This gives the face a them down a little, This Ork face should be reserved for
‘real’ look rather than a cartoony appearance. Nuances characters and special figures that require extra attention.
@
Step 1. The face was first basecoated with tep 2. A wash using a 1:1 mix of Dack Flesh Step 3. This was fallowed by a second wash
Knarfoc Green. anﬂ' Catachan Green was then applied all over using a 2:2:1 mix of Scorched Brown, Catachan
the face and head. Creen and Chaos Black,

Step 4. Knarloc Green was then built up round Step 5. A highfight using a 2:1 mix of Knarfoc Step 6. Bleached Bone was added to the

the face in several thin lavers. Green and Vomit Brown was then applicd, previous mix ina 1:1 ratio and applied as the
next layer of highlighting.

Step 7. A wash of Scab Red and Knarloe Green Step 8. The raised areas were then highlighted Step 9. Skull White was used as the final

was used around the lip and scar, while a mix of with Bleached Bone. highlight and also applied to the teath.

Regal Blue and Knarloc Green was brushed
around the eyelids.
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TAU SKIN - Intermediate ©©

For Tau skin a different approach is needed — [ had to do some warmth to it, to make the skin look natural, but is
my research for this and found out that Tau blood is purple not too harsh as to form a stark contrast. With Tau being
tfar very scientific reasons, Andy Hoare assures me)! With blue in skin tone, all of these different nuances with shade
this in mind | washed a mix of purple over the skin to and highlight help emphasise the appearance that it is a
make it look more lifelike, this adds good definition and living creature. If it was just shaded with a darker blue and
tone to the skin. | then highlighted the skin by adding in highlighted with a light blue, the skin would look
Kommando Khaki. This is a very good neutral tone with unnatural and, therefore, unrealistic.

Step 1. The entire face was first basecoated with Step 2. A wash using a 1:1:1 mix of Liche Step 3. The skin was then layered up with
Fenris Gray. Purple, Scorched Brown and Badab Black was Shadow Grew

then applied all over.

Step 4. A highlight using a 1:1:7 mix of Shadow Step 5. The skin was highlighted further with Step 6. The final stage was lo highlight the mast

Grey, Fortress Grey and Kommando Khaki was pure Kommando Khaki, prominent areas with Skull White.

then applied.

Commander Shadowsun, as a female Tau, has boen given a decper

The face of Aun'va, an ancient and powerful Ethereal, has been painted purple wash, with Liche Purple added to Fenris Grey, This gives her
using Taw skin colours, but with the ageing techniques as described skin a softer, subtler appearance. Unlike Aun'va, her face contains
over on page 93. warmer fanes, fo convey a youthful energy:
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UNDEAD SKIN - Intermediate ©©

When painting Undead skin, the thing to remember is to its colour. To give the skin an unnatural appearance |

keep it pale; this way you can add lots of colour into the highlighted it with Rotting Flesh. The green in the Rotting
skin to make it interesting. For the Zombie face | added Flesh gives a nice contrast to all the warm tones and adds
purple into the basecoal to give it a slightly dead tone, and to the dead and pale look. And, because this is a Zombie, |
added washes to make it look like the flesh was oozing out added the requisite visceral splatter on the face.

Step 1. A 2:1 mix of Tallam Flesh and Liche Step 2. This was followed by a wash using a Step 3. A 2:1 mix of Tallarn Flesh and Rotting
Purple was used as a basecoat. 1:1:7:1 mix of Scorched Brown, Liche Purple, Flesh was then layvered onto the skin.

Scab Red and Badaly Black.

Step 4. A highlight using a 2:1 mix of Rolting Step 5. A 1:1 mix of Liche Purple and Tallarn Step 6. A final highlight of Rotting Flesh was
Flesh and Tallarn Flesh was then applied. Flesh was washed around the eyes. Al the same appliod to the skin, Gore was then splatiered on
fime a 1:1 mix of Scab Red and Warlock Purple the face with Scab Red and Badab Black.

was washed around the mouth and nose.

This Zombie has been painted in a more fleshy, Joe Tomaszewski's brilliant Vampire has a face The same lechniques applied to the Zombie to
pink tone. The gore aspect of the madel on painted in blue tanes for a very washed oul, give it a liteless appearance can be applied to a
bath the body and face has been played down long-dead look. Ratting Flesh has been used as Ghoul too. The difference is with the blood

but the lining around the face fs excellent, the blend to highlight with but this has been and gore spalter. On a Ghoul it showld look a
especially around the eyes and teeth. applied in a very subtle way. lot fresher, as if the creature has just eaten.
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FAGIAL DETAILS

All faces tend to have common traits

that lend expression, character and clues

to the model’s personality. Applying
some or all of these details can add
depth to the model far beyond what the
sculptor ever intended.

CATACHAN STUBBLE - Intermediate ©©

When painting stubble, the finished effect must seem
natural, as if the stubble is inside the skin. This is achieved
by adding flesh colours and browns into the wash applied
over the face. The other thing to keep in mind is the
placement of the stubble — if it is too high up the face or in
the wrong area then it will not look realistic. Darker
stubble can be achieved by simply adding in a touch more

Step 1. The lower part of the face was washed
with a 1:1:0:1 mix of Tallar Flesh, Fortress Grey,
Scarched Brown and Chaos Black.

Step 2. This was followed with a wash using a
1:3:1:1 mix of Tallarn Flesh, Codex Grey,
Scorched Brown and Chaos Biack.

black to your mixes, but don't go over the top or your
miniature will end up with a full beard! Once again, a
highlight over the finished stubble area will ‘pull’ the
stubble into the skin and knock it back a little for a natural
finish. The same technigue can be applied to a shaved
head too, but remember to follow the hairline on the head
or the effect will look fake.

3. The skin was then re-highlighted with
Tailarn Flesh and, finally, Bleached Bore,

RUDDY-FACED DWAREF - Basic ©

For the Dwarf flesh | first painted the skin in the usual way,
and then added washes over it. | mixed Tallarn Flesh into
the washes to give them a natural look. If | had used
straight colour on the skin it would look too bright and
fake. When washing colour over the face it is important to
keep yvour paint very thin and build the layers up slowly

Step 1. The Dwarf was washed with a 1:1:1 mix
of Tallarn Flesh, Scaty Red and Wardock Purple,
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Step 2. Next, layers were buill up with a wash
consisting of a 1:1:1 mix of Scab Red, Tallarn
Flesh and Regal Blue.

until you reach the desired effect. After the colour was
added to the nose and cheek the areas were then re-
highlighted to pull the calours back into the skin and tone
them down a little. This effect can also be added to the
ears, lips, and knuckles on a model, but anly works on
certain miniatures, so use it sparingly in your painting.

Step 3. The skin was re-highfighted with Dwarf
Flesh and then Bleached Bone.



MARAUDER TATTOO - Advanced ©00©

It is impartant to sketch out the design out on paper before
vou start to paint the tattoo - it’s easier to correct potential
mistakes on paper! Real-world reference can be useful -
the Internet or specialist tattoo books are obvious places to
laok. Firstly, | lined in the tattoo with a thin mix of
Scorched Brown and Chaos Black. This helps for the
placement and can be easily corrected because of the
thinness of the mix. The design was then thickened with a

Step 1. The outline of the taltoo was painted
using a thin 1:1 mix of Scorched Braown and
Chaos Black.

SPOTS AND ROT 00

Chaos Black,

Step 2. Next, the outline was thickened up with
a 1:1:1 mix of Tallarn Flesh, Regal Blue and

darker mix to which | added blue. The blue tone sits
naturally on skin and gives a finish that is not as harsh as
pure black. Other colours such as red and green are best
saved for war paint effects. A highlight was added over the
tattoo, with the skin colour mixed in to give it a
subcutaneous appearance, You can darken or lighten vour
tattoos to get different age effects or add more blue to alter
the pigmentation,

Step 3. The tattoo was then highlighted with a
1:1:1:1 mix of Tallam Flesh, Regal Blue, Chaos
Biack and Bleached Bone.

HAIR SHINE & GREYING ©

Paiming spois and rotting fMesh s the chance to have a bit of furn with
painting, you can wash and add almast any colour you like to rotting skin,
This is usually done after painting the skin area and ther washing colour
over it (the Citaded Waskes are greal for this). Painting a spot is pretty simple
= just glaze the area with some Scab Red and then give it a little highlight of
Blood Red, and for that ready-to-burst look, add a yellow spot head with
Ivanden Darksun - nicel

BODY HAIROO

When painting body hair you need to take a similar appraach to painting
stubdble, a little of the flesh colour mixed in with the hair colour will help
the fook. Painting hair on flesh is more about technique than colour though;
you need to feather the hair on with a fine brush and Build up the colour
gradually. A with stubble, the hair needs to be placed in the correct areas
or else it will not look natural, The usual place te see this effect is on the
forearms and chest. This technigue can also be used on amimals that have
fire hair, such as horses, lo give a textured finish.

The thing to keep in mind with hafr is that it is very reflactive and vsually
shines. To ger this effect on your miniatures simgly mix a good amount of
while in with your hair cofour and paint a “halo’ ring around the top of the
hair. This will give the appearance that the light is bouncing off the hair Of
course, this lechnigue should only be used on creatures that could be
expected to keep a certain level of hygiene and would actually wash their
hair, such as Elves or fermale models (Are you trying to suggest men don't
wash? — Ed). Greying hair is another way to add age and character (o a face,
To achieve a natural-foaking grey it is best to add in either Bleached Bone
or Kammando Khaki to the hair calour - these are neutral tones and nof as
harsh as white. Once again, placerment of the grey is important, it needs to
sit either above the ears for slight grey or all aver the hair.

ASK 'EAVY METAL

We've covered painting faces in great detail in parts
1 & 2 of this article. If you have any more queries
about painting faces - or about any

other techniques for that matter -
remember that you can write to
‘Eavy Metal at the address below:

White Dwarf,

Games Workshop,
Design Studio,

Willow Road, Lenton,
Nottingham, NG7 2WS,
United Kingdom
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The Citadel Colour, Wash and Foundation paint ranges contain over 70 different
colours, each specifically designed and formulated to paint Citadel miniatures.
Our paints are available in a range of sets, or can be purchased in individual pots.

WARHAMMER

& 0, e

BATTLE FOR SKULL PASS PAINT SET

A great first hobby starter paint set. This
set contains one painthbrush, six paints
and 10 plastic Night Goblins.

Battle for Skull Pass Paint Sot ..
.-£15%,€22.50, 175dkr Iﬂﬂskr.frl Ir.r

ASSAULT ON BLACK REACH PAINT SET
Inside you will find a selection of six
paints, five plastic Space Marine models
and a starter paintbrush,

Assault on Black Reach Paint Set ..........
...£15%, €22.50, 175dkr 200skr/nkr

m el

TR e JIMET [
ey A

HOBBY STARTER SET

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

Hobby Starter Set...
e B30T, €40,
- ' ’ :.r. L-
FODEE, [erowEl. |CrimEl
MEx BLAMCR | BULL WHITE FURITY SEAL
e Fy—rign ...__.n_.
- - - - e -

CITADEL SPRAYS

Whether you're undercoaling your
models or protecting them with varnish,
Citadel sprays are perfect for the job.

Citadel Spray Paints ..

..£81,€12.50, 1ﬂlﬂdkr l‘ISsll.n’nkr

Fictuees for illusinatve purposes only. Producd conferts may iy Products solf sapanied dod erassemived, Cortasn Ciadsl peaceets may'

FOUNDATION PAINT SET

The Foundation Paints have been
designed to provide great coverage. This
set contains all 18 Foundation Paints.

Foundation Paint Set
.. E35%, €50, 350

BrLES WORIEHOT
HOW TO PAINT

LII\DIL

HOW TO PAINT CITADEL MINIATURES
The ultimate guide to painting Citadel
miniatures — this book is packed with
techniques, both basic and advanced.

How to Paint Citadel Miniatures ..

wnnE 151, €22.50, 175dkr EDi}skrFrlkr

MINES OF MORIA PAINT SET

Designed for new players of The Lord of
The Rings, this set contains 12 plastic Moria
Goblins, six paints and a paintbrush.

Mines of Moria Paint Set ...
....E15%, €22,50, 175dkr 200skr/nkr

CITADEL WASHES

The Citadel Washes are specially
formulated for shading Citadel miniatures,
This set contains all 8 Washes.

Citadel Washes
.« E141, €20, 150dkr 'I'Bﬂskn’nltr

Bl WORIEHOT
HOW TO PATN

CITADEL
TANKS

HOW TO PAINT CITADEL TANKS

This book is packed with techniques and
tips for assembling, painting and
converting your Citadel tanks.

How to Paint Citadel Tanks ..

£15t%,€22.50,175dkr zﬂ-uskr.fnltr

D anparcus If eed indovrectly Prices coreet af Bime of Jodng to ress, s saelael u for Sonrenr

aibibly aed peices. UK prices wsrked | g eof st the 2.5% VAT mduciion implemesied o Tsf Decembar 2008, The reducion »if ba appied 1o affecisd producty By Games WGP 1 I oWl of SR Frics gooied ird Ly prasucts
S0l By Games Wonshop Mrocph 5 oo stores, calalopue o witkaile, Incigendand artalies B responsii for dalermsaing il oun prices.
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| Citadel Colour

5

Sunburst Yellow

Golden Yellow

Blazing Orange

Blood Red

Red Gore

Scab Red

Dark Flesh

Liche Purple

Warlock Purple

Regal Blue

Ultramarines Blue

Enchanted Blue

Shadow Grey

Space Wolves Grey

N |ce Blue

Hawk Turquoise

Dark Angels Green

Snot Green

Goblin Green

Scorpion/Green

Rotting Flesh

Camo Green

Catachan Green

Graveyard Earth

Scorched Brown

Bestial Brown

Vermin Brown

Snakebite Leather

Bubonic Brown

Vomit Brown

Desert Yellow

Kommando Khaki

Bleached Bone

Fortress Grey

Codex Grey

Chaos Black

Skull White

L Colour Chart

Citadel’s range of paints, metallics, washes and varnish provides you with a

comprehensive palette to paint your miniatures in any colour scheme or tone

| you wish. Foundation colours provide the perfect basecoat, Citadel Washes are
fantastic for shading, while the Citadel Colour range contains great acrylic

paints, specially formulated for a host of miniature-painting techniques.

Metallic Colour Citadel Foundation

Burnished Gold

Shining Gold

i Iyanden Darksun

Macharius Solar Orange

Mechrite Red

Tausept Ochre

Calthan Brown

Khemri Brown

Chainmail

Mithril Silver Tallarn Flesh

Dheneb Stone

Cita_vdel Wash

Baal Red Gretchin Green

Asurmen Blua Knarloc Green

Leviathan Purple Orkhide Shade

Devian Mud Fenris Grey

Ogryn Flesh Hormagaunt Purple

Gryphonne Sepia Mordian Blue

Thraka Green Charadon Granite

1
Badab Black

Citadel Varnish

|
INDIVIDUAL PAINTS
If you're after a specific colour then you
can buy paint pols individually. All of our
Hohbby Centres carry the full range.

Mecron Abyss

Adeptus Battlegrey

8 Astronomican Grey

Individual Paint pots ...

..£2.25%, €3, 30dkr 355kn’nir

PRI oy SRasirativd SUDOSES ol Product conlsnls mry van: Products sold ampaistes! sed wessembisd, Cavtrin Citasel produets riby be daspenos if wsed incornectly, Prices poreec af time of polag fo press, plsace conbecd o v corment
makabady and prices, UK prices makind f de ood abow e 2 5% VAT rachaciion & o 151 Pacembar 2008, mmm»wbthme:kﬂmmsh;hm Wrorkmlg & tha ooind of SR8 Prices guoted are for produsts
Soif by Games Workehop Mroug d oen sores, caltiopie or wbsile, RGBS AW i for o it Ml onid oo,




CITADEL

HALL OF FAME @Grpinesm

T

The Citadel Hall of

Fame is a collection

of the best miniatures

in the world,

nominated by the

Eeople who know
est: the artists,

LA I

KEITH'S FAVOURITE MINIATURE

Keith: I've been in "Eavy Metal for over ten
years now and seen thousands of models
came through, having painted hundreds of
them myselfl With so many to choose from
| made three shortlists based on which
models | like, which figures | enjoyed
painting and which ones are in my own
collection. One model that cropped up in
all of the different lists was Brian Nelson's
Ore Shaman.

It's a model worthy of nomination
because it has stood the test of time. The
Shaman was first released in April 1997,
over 12 years ago, but if Brian had
sculpted it last week it wouldn't look out of
place against the outstanding models we
are producing today.

But | haven't chosen it just because of
personal preference; it's a seminal model in
it's own right as it marked a new Orc

453

aesthetic, Brian's Orcs are instantly
recognisable, with their jutting lower jaws,
hulking shoulders and rounded postures.
The Shaman, along with an Ore Warlord
and the current range of Boar Boyz
{another testament to Brian's timeless
design), were the first of a new look that
has informed all our greenskin designs to
the present day, both for Ores and Orks,
Suddenly, greenskins became less comical
and far more dangerous, more bestial,

The Shaman maodel in particular
encapsulates these features, which is why
it's a favourite of painters. For instance,
MNeil Green has just finished painting one
in his spare time (shown below). The
design of the model really lends itself to a
great paint job, the carved bone staff, the
posture, the bag of casting bones, all add
up to make this a classic figure.

As well as all manner of

The Shaman's grim visage,
wilh the close-set eyes and  pouches, the Shaman alse
nase, draven top lip and has an amuler adorned with
jutting lower jaw, helped fetistes and talismans, fo
redefine the look of Orcs aid him channel the power
for years o come, of the Waaagh!

The Shaman carries a bag ~ The Shaman’s giant-bone

of bones on his back, no staff - from the way it is

doubt for use in primitive held, to the inlricate details

rituals or divinations, carved into ifs suidface — is a
thing af beauty.
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BRIAN NELSON SHOWCASE

This Shaman was the first of the new
range of Night Goblins to be sculpted
by Bryan. Although markedly smaller
than its mare brutish cousins, it is still
instantly identifiable as a greenskin,

These Crc Boar Boyz were released at the same time as the Ovc Shaman, and Brian really The Crc Shaman was originally released to be
captured the nasty, brutish leok of Orc cavalry. The attention to detail is incredible — the hook Mazgob, a character from the old idal of Gork
crudely stitched onto the stump of the standard bearer’s hand stands out in particular, campaign pack, This Warboss was Grotfang,

another character from the same campaign.

Brian: | must .|dm|l il's I:t'w: a whill' since a I I-INI f:mhu{l al Tlm model in any rl.-.lI du.lml

iled Ilml by Imh ng him one l::uth H-hﬂv lhl:r Orc nmutha are u.\ually -:ramnwd
h teeth. | wanted hlm to look a bit ravaged he's had a constant battle to try and

control the ght energies thal play around Although he was one of my early
madels to be released, the '‘Orc look’ that came about during this periods wasn'l exactly
started by this model - | seem 1o remember sculpling some Big "Uns first, and he evolved
from them. The only reason | ended up sculpting so many Orcs was because Alan
[Merrett] gave me a second chance at doing a monster, The first Orc | r did was
atrocious, and | didn"t think I'd ever be able to do monstrous creatures
have another go, so | tried again and seemed to crack it - coming up with a de
everyone has been happy with since.
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THR*NEorSKULLS
#10th-11th October 2009
» 7th-Bth November 2009

HEAT 3
»215t-22nd November 2009

WARHAMMER
40000

THRENEoSKULLS

+17th-18th October 2009

#14th-151th November 2009

«28th-291h November 2009

1st Huddersfield nnalunse

Date: 1st-2nd August, 2009
Venue: Laser Zone, 29 5t Johns Road,
Huddersfield, HD1 50X

Details: The Cellar Dwellers gaming club
invites you to join them in the Huddersfield
Apocalypse Tournament, With prizes 1o be
won for friendly and competitive play, battle
your way through four games over two days
with armies of 3000 and 5000 points.
Tickets: Tickets cost £30 per player.
Contactl: sales@huddersfieldgames.co.uk

15th Warhammer

Battlefields

Date: 15th-16th August, 2000 R
Venue: Warhammer Warld, Nottingham
Age Limit: 16+

Details: Battlefields events represent a fantastic
opportunity to play the sort of games you
wouldn't be able to play under normal
circumstances, Making use of different sized
armies, challenging scenarios and unusual
deployments, the event is geared towards
emphasising the wider possibilities of the rules
in a relaxed, social environment.

Tickets: Tickets cost £55 per player and
includes lunch on both days, an evening meal
on the Saturday night, tea and coffee at the start
of both davs and doughnuts to get you started
on Saturday moming.

Contact: Mail Order - Q115 91 40000
Website: www.warhammernvorld.org

What's on, when and where:
All the events for the next
few months are listed here.

23rd The Lord of The Rings
Doubles Tournament

Date: 23rd August, 2009  CAETEERTEY
Venue: GW Wakefield

Details: Pair up with a friend to battle against
others in this competition of deadly duos. To play
you will need two warbands of 300 points using
the armies from the Legions of Middle-earth
supplement, and a friend to play with, Full details
of the rules will be sent with the event pack
Tickets: Tickets cost £15 per two player team.
Contact: GW Wakefield - 01924 369431

29th Thunderfire on

Jericho IV

Date: 29th August, 2009 g
Venue: Warhammer World Store, Nottingham
Details: The Warhammer World Store’s Space
Marine Chapter, the Blood Knights, continue
their mission to cleanse the world of Jericho IV
of Chaos renegades by besieging the traitor
stronghold of Omnis Moriar.

Bring your own forces to this Apocalypse
battle and either join the assault of the Blood
Knights as they bring the fury of the Emperor to
this foes, or bolster the defences of the renegades
as they attempt to resist. Anyone who brings a
Space Marine Thunderire Cannon or Chaos
Space Marine Vindicator will receive additional
bonuses in the game. Call the Warhammer
Wiorld store for more details.

Contact: Warhammer World - 0115 916 8410

FRONTLINE
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Gaming, painting and modelling at the heart of the community.

Summer Hobhy Camps

Want to try something different during the
School Holidays? Fancy assembling,
painting and gaming with a brand new
Warhammer or Warhammer 40,000 army?
Then the Warhammer World Hobby Camps
might just be the thing for you!

At each camp a group of gamers get
together with like-minded hobbyists anel
spend the week assembling, painting and
gaming with a brand new Warhammer or
Warharmmer 40,000 army.

Our goal is for hobbyists to leam a
variety of skills and techniques that they
can apply to their future modelling, gaming.

‘or painting projects. To help learn these
~ skills we provide Huhb}f ?Eamp t:aaches
- who advise and coach on all these.

‘-"enue Warhammer Waorld Stare, Hmtm;\ham
Details: Known as Hellrider to the Morse,
Headtaker to the men of the Empire, and
Soulbleeder to the Elves, the Vampire Lord
known as Count Fenrir strikes fear into the
hearts of all that hear his name. Now his wrath
has fallen upon the Skaven of Cripplepeak,
Defeated by the verminous horde a century
ago, Fenrir has re-gathered his strength and is
now poised o slaughter every ratman that
dwells in the festering mountain. But he has
been betrayed, and the Skaven are prepared..
Bring your Skaven or Undead armies to
swell the ranks, and all participants will also
receive the special nules for Count Fenrir. Call
the Warhammer World store for mare details.
Contact: Warhammer World — 0115 916 8410

Dates Game Systems Rges
Jrd-Tth Warhammer & 164
August Warhammaer 40,000

Tish=14th Warhammer & 12-16"
August Warharmmer 40,000
17th=21st Warhammer & 12-16*
August Warhammar 40,000

Xdth-28th Warhammer & 12-16°
Auguist Warhammer 40,000 =

“Pargnty rady attead with shew childnea

Battleforce of your choice and a cooked
lunch with a dessert and a drink each day.

We'll also provide the tools, paints, brushes

animaxe.nals you need 1o create a hatﬂe-

24th Warhammer 40,000
Dutch Tournament
Date: 24th-25th Oct, 2000 EANERTEETEE

Venue: Sporthal University of Tilburg,

The Metherlands

Age Limit: 16+

Details: The Dutch Warhammer 40,000
Grand Tournament consists of five rounds of
furious gaming played across two days with
armies of 1700 peints as gamers from all over
Europe compete for the title of Dutch Grand
Champion 2009.

Tickets: Tickets cost 55 Euros and include
lunch on both days and an evening meal on
the Saturday. Tickets are available from the
Games Workshop stores or from the website.
Contact: For more information, including the
rulespack, visit the OW website or email
martina.jiricka@games-workshop.co.uk.
Website: wwwv.games-workshop.com

Art and Design
Exhibition

20th July-

5th October

Celebrate The Empire’s
glorious forces,
resplendent in their
bright liveries of the
Empire's many city
states. Experience
original artwork from
the Design Studio
alongside miniatures
and product at
Warhammer World.

To find more exciting events and activities near you, go to:

27th S tember
Birmingham NEC
As part of the

Birmingham NEC's
ONEoINg programme of
improvements, Games
Day 2009 will be
situated in the
cavernous expanses of
Halls 1 and 2, allowing
us to hold, literally, the
largest Games Day in
history! Read a sneak
preview of some of
what we have in store
for this year's event on
page 106.

Visitors to this year's
event are advised that
seating in Halls 1 and 2
will be extremely limited.

WWWw.games-workshop.com

Everrt information correct al iime of going to press. Games Warksbop is not responsible for evenis not run by Games Workshop,
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time of writing, a closely guarded secret -
so guarded, in fact, that not even our most
experienced interrogator-chaplains have
heen able to discover them — however, they
are promising an experience to remember!
This will be an unparalleled opportunity to
play games and talk tactics with the Games
Developers, make scenery and get tips from
the Hobby team, pick the brains of our
‘Eavy Metal painters for techniques and find
out how our sculptors get such
unbelievable detail into their designs! The
Design Studio have always striven to show
want they can do, and for Games Day 2009
they are pulling out all of the stops!

PRE-RELEASE MINIATURES

Another jealously guarded secret is the
subject of this year's pre-release product
which you can buy early, exclusively at
Games Day. Every vear, since time
immemorial, we have made a selection of
releases available early to the dedicated
individuals who make their way to our
biggest event in the world. This year is no
exception; however, we are going to break
with tradition in one aspect. Rather than
taking limited numbers we will try to ensure

that we have enough for everyone! We
would therefore ask that everyone buying
pre-release products on the day respect a
‘one per customer’ rule to make sure that
we have enough to go around. Visit the
Sales Stand on the day and find out what
future delights are on offer!

€ € The mission for the Design Studio
this year is to get interactive...
play games and talk tactics with
the Games Developers... 99

SEATING AT THE EVENT

The Birminghame NEC will once again play
host, however, as they continue their
programme of redevelopment and
refurbishment of the venue, this year's
Games Day will be held in Halls 1 and 2
and the Pavilion. While this awesome space
enables us to cram in even more amazing
spectacles and surprises to blow your socks
off, visitors are advised that seating at the
event will be extremely limited.

www.games-workshop.com 107
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 GAMES DAY PREVIEW |

(GAMES DAY,
(,t“ll DEN DEMON®

In a bid to bring to
you the latest details
of the goings on at this
year’s:Games Day, we
brave the gates of the
Design Studio itself.

DT‘

VIESDE

NI ,,,M”@ \J )

Last month we lifted the lid on some of the surprises in store
at this year’s Games Day. In this issue, we take a look at what
the Design Studio and Hobby Zones will be getting up to.

ow into the final stages of planning
N and preparation, Games Day 2009

is shaping up to be the grandest
show we've ever held, bigger and better
than any that has come before. As the
excitement around Head Office continues
to build, we’ve found that it's becoming
increasingly easy to find and talk to those
souls who can barely contain their
enthusiasm.

THE HOBBY ZONE

Located in the immense space of Hall 2, the
Hobby Zone gives you the opportunity to
let your imagination take over; to make,
maodel and paint to your heart’s content.
So, do you want to try r hand at
making a piece of evocative scatter scenery
to use with your Citadel Gameboard? Or
would you want to let your creative juices
flow and create a mini diorama in plastic
and take a stab at winning the coveted
Scrap Demon trophy in our conversion

competition? Maybe you just can’t wait to
get home and want to assemble the latest
pre-release models you bought from the
Sales Stand not two minutes before! If any
of these activities sound like fun, then the
Hobby Zone is the place for you!

As in previous years, the Hobby Zone
and Scrap Deman conversion competition
will be adopting a theme, tying in with
September’s releases. Check out the website
for more details.

As in previous years, we will provide all
the materials and tools you'll need to
assemble yvour miniatures, and our Hobhy
Skills experts will be on hand to guide your
hand, offer advice and judge your efforts.
And, of course, all of these activities are
completely free to take part in.

THE DESIGN STUDID

This year the mission for the Design Studio
guys is to get interactive! Their cunning
projects for Games Day 2009 are, at the




In _ith'Hﬂm years, Games Day attendees have been able to meet the
painters and ar_)sr:.-nem up close, gleaning whatever
£ by, This year,

Some seating will be provided in Hall 2 for

the Golden Demon Awards Presentation,
and many of the various concessions will
be open and provide additional seating.

Goach Trips
If you have not already arranged your
transpart to the event, and are not looking
forward to a lengthy train, car or plane
journey, you can always get a seat an one
of our store coaches.

All our stores, from Truro to Aberdeen,
run a coach from the store to Games Day,
and back again in the evening. The really

great thing about the store coaches is that
you'll get to travel with your friends and
loads of other like-minded hobbyists, and
the store staff are always sure to lay on
some fun activities, such as quizzes,
competitions and sing-alonps! Well, maybe
not sing-alongs...

If you want to find out more about the
coach trips to Games Day, or anything else
about the day itself, pop into your local
Games Workshop store and, as well as
sorting out tickets and coach places, our
friendly and helpful staff will be able to
answer all your questions.

10am to 4pm on Sund 27th September 2009. Birmingham
National Exhibition Centre (NEC). Tickets cost £30 and include
this year’s exclusive Gam.es Day Miniature, shown above.

Games Day tickets are ON SAI.E NOW and are available from your local Hobby
Centre, through Direct on 0115 91 40000, -and from Games Workshop online:

www.games-workshop.com
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STORES

Daniel is the proud owner of
Fanatic; a Premium Store in
Denmark, and stockist of all
things Games Workshop,

Games Workshop Premium Stores are a select group of independent retailers
located across the UK and Europe that offer a ‘complete hobby experience’ more
akin to a Games Workshop Hobby Centre. Rik Turner explains.

the vast continent-spanning phenomenon it is today,

the Games Workshop hobby has grown significantly
over the past thirty years, thanks in no small part to
Independent Stores - privately owned shops across the
world who stock Games Workshop products.

Over the years many stores have grown considerably in
size as they find themselves selling mare and more Games
Workshop products, There are even a few stores with the
space and staff who can introduce you to our games, take
you through painting lessons and conversion clinics, and
lend advice on what you need for your next army — exactly
like our very own Games Workshop Hobby Centres. For
these stores, the hobby means as much to them as it does
for us and it is for these shops and stores we hold the
special title of Premium Store. ‘So,” | hear you cry, “what
can a Premium Store do for me?’

Very simply, Premium Stores provide a very similar
service to Games Workshop Hobby Centres; staffed by
enthusiastic and knowledgeable folk who are often
hobbyists themselves. And like the staff of any Games
Waorkshop Hobby Centre, they are more than happy to talk
at length about the hobby, lending advice, offering
suggestions and giving guidance to those seeking a little
more help with their own hobby.

Premium Stores offer a great range of Games Workshop

F rom the humble beginnings of three men in a shed, to

products, from boxed games, Battalions and Battleforces to
paints, spray undercoats, glues and brushes. Should you
find a specific miniature or boxed set you're after is not
available in the store, these stores also offer a Mail Order
service giving you access to the entire Games Workshop
range of miniatures, the Collectors Range and Bitz Packs,
scenery, tools, gaming aids and other paraphernalia.

Premium Stores also have a number of gaming tables in
their stores which are used to run introductory games, hold
in-store tournaments, bespoke mega battles between you
and your friends. Some even offer general open-play
gaming where anyone can bring their armies along for a
game. Not only that, but they even have dedicated painting
and modelling areas where you can sit, assemble and paint
your latest acquisitions.

Many Premium Stores also run gaming evenings or are
affiliated with local gaming clubs, pooling their resources to
hold tournaments, campaign events or even just a series of
regular gaming sessions between friends, the details of
which can be found in stores and occasionally here in
White Dwarf.

50, check out the Store Finder pages of White Dwarf or
visit our website to find your nearest Premium Stores.

From next month, you will be able to find a complete
list of all Premium Stores, GW Hobby Centres and other
independent retailers in the Store Finder,

www.games-workshop.com
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STORE FINDER

All the Games Workshop stores, stockists and clubs at your fingertips

110 WHITE DWARF

Gou€ES WorksHOp Hobby Centres

OPENING TIMES

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

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

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

www.games-workshop.com

FROMNTLINE

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.

Range of products
Our Hobby Centres stock a large range of
Warhammer 40,000, Warhammer and The
Lord of The Rings pames and models as
well as all the hobby materials you need to
collect, build and paint your armies.
However, if ever you're looking for
something not on the shelves, all our stores
also have a webstore order point through
which you can choose from our entire
range of Citadel miniatures, including the
Specialist Games and Collectors ranges
and the ever-expanding range of Bitz Packs
which allow you to customise your armies.
What's more, have your order sent to
the store, and we'll send it POST FREE!

Gaming Rooms

Gaming Rooms are exactly the same as our
other Hobby Centres. However, as well as
offering our complete range of products,
they also have additional gaming tables
and space making them the perfect place
to play your games.

Free painting & modelling advice
Mo matter what your level of painting or
madelling 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 livingl). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
maost of vour rules queries.

Free beginner’s programme

Or special beginners’ programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
The prograrmme runs on Sundays, but there
is also one night during the week when
you can indulge in more gaming too. All
you need to do is come along!



IN YOUR LOCAL AREA
With aver 500 locations across Europe there is never a stockist far
away, making them perfect for that quick resupply or habby need.

GAMES WORKSHOP

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

MOST POPULAR STOCK LINES

Independent Stockists stock our most popular praducts, so you're

more likely to find exactly what you're looking for!

Independent Stockists

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

If you're unsure where your nearest stockist is located, anywhere

in the world, call Mail Order on: +44 (0) 115 91 40000

Store Directory

GW BRISTOL:

T The Hursefalr, ES1 18

Teir Q10T 915 1533

GW BRISTOL (CRIBBS CAUSEWAY):
Lt N2, The Adall; 8574 SUF

TN 17 ¥59 1508

BRISYOL, Area 51z

Pkt 01T ST44655

'O, HobbyCrait;

L
Tek 0117 354 7180

GW BEDFORD:

19 Cirgyirlars, MEAD THP

Tel D120 427 63

LUTOMN, }'annq- Canmes:

Yok QUERT 775 DB

LUTON, DIh‘OEI'l-

Tel: BI482 4080

CRANFIELD, Wargames Workshop:
Tl 104 TAA%ER

BERKSHIRE

= CW MAIDENHEAD;
Usest 2, 07 Market Streel, 515 AR
ek 0152 883 1747

GW READING:

% Crdfond Road, ROV FON

Tl @118 U39 Baay

GW WINDSOR!

Linit 1, 1 Gruege ¥ Place, 518 160
Tl 01753 21087
BRACKMELL, Waterstones:
Tek: OV AEETTA

NEWBLIRY, Toycrafl:

Tel: 00615 FROTT

READING, HoblnwCrafl:

Tk 011 90 430

WINDSOR, W) Danlels:

Tek; (V75 E BO2HDE

CW HIRMINGHAM:
it £ 86 Ealiriery Link, B 405
Tel @21 hEs 7190
GW DUDLEY:
Unift, 35, Mprry Hill Cretre, DG 158
Tel: 0138 440 1010
GW SOLIHUILL:
50 Wiaredok Baasd, 891 30
Ted N2 0% YA
= GW SLITTON COLDFELD:
A3-47 Ditmiteghasn Road, 572 1R11
Fel= OE20 2540174
W WALSALL:
Undt 2e, O Squary Shupplag Cenlre, W31 10
Tl 8192 373 53107
GW WOLVERHAMPTON;
 Wing ShReEL WV 15T
Tols 090 331 Ddek
BIRAMI VCH.&M, Console Games:
Fel: 0F21 477 2012
KIDDERMINSTER, T) Mosdils:
Tl 01547 74TORE

AMPTON, HobbyCraft:

Tel: S45 03] G545

G HIGH WY COMBE:

N 55 Drbem Wialk Galbery, Flem, HiFTY ZHT
Ted 0148 423 1494

GW MILTON KEYNES:

Unit 3. 507 Sy Soulrsard, ANCT ZAD
Tel: o190 865 047

AYLESBURY, F-ur Necessithes:
Tl 01196 42 10

BUtKINGNAM Abacus Toys:
Tek: 0120 571815

MILTON KEYNES, HobbyCralt:
Fel 01804 w08 310

MILTON li[-‘FNES Jayz Crafts:
Tely D158 B65s

EIHIMBE[SIIIIE

* W CAMBRIDGE:

4 Regeeat Steees; CHT 1DP

Tedi I 32 30 1058

CWFHEBMGHI
Strewt, #I110H

I|LIII?F! L ik

Garers:
Tek B0 217 A3 -
ity Cycle Cenlre:
] ERaskidd
HUNTINGDNON, Sports & Fathions:

Tels 01488 AL454E

FETERBOROUGH, The Rifl:
Teh 01733 345007
WISBECH, i
Tek: 01985 47555
WISBECH, Pramn & Toysz
Telo 01943 BE1142

IERSEY, ST, HELIER, The Little Shop:
Teli 61538 ..ull
L. PETERS PORT, Carouel:

GUERNSEY, 51
Fel: Q1am 72072

= W CHESTER:

V1L Fovrgate Soret, CHT 1HE

Tk or2d 430 192

s GW MACCLESFIELD:

Ui 38, Chewtrrgate Mall, Geoiveor Cemtre,
SKIT RAR

Tei 0163 381 5920

GW STOCKPORT:

17 Metuny S, SK1 1A

Tel 0001 474 1427

GW WARRINGTOM:

Wimit 19, Bank Strect, Time Saiare, Wikt 2AM
Tl 190 B4% 1984

ALTRINCHAM, The Gaming Crypt:
Tordy 160 929 1%

EIRKENHEAD, Kit Shop

Tel: 0157 447 S0L7

CHESTER, HabhyCrall:

Tl 00244 58 110

N NTWICH, thb-p{ul}-
Tl 945 051 L5977
NESTON, Carousel:

ki 015 136 &2
NORTHWICH, Level 1:

Tk 00 Btk 4505 5

NORTHWICH, The Model Shop:
Trl: OFRSs 47708

STALYBRIDGE, Hardcastbes:

Tel: @hed BT 9402

STOCKPORT, HobbyCrafy:

Tels 3161 429 ium

STOCKPORT, Marauder Ganses:
Tel: 0361 4772118

HYDE, Gaslings Tovmaster:

Toks D8R T 427 J0oS
WARRINGTON, HobbyCraft:
Tel: BG4S 051 0547

WIEHRES, The Hobby Shop:

Tk 21514 241 w7

= GW MIDHDLESBROUGH:
s TN 30 Dandas Street, 51 1R
Ted= &4 225 4091
HARTLEPOOL, Hissions:

Trl; B2 713 199
MORMANEY, PC Tech:

Tel: (a3 4818000

REDCAR, FC Tech:

Ved: i n1ams

CORNWALL

GW TRURD:

Lt 1, ek P, e Bridpe Sereet, TRE 204
Tel DEAY 232 (047

Tel: 0820 352 363
FALMOUTH, Kermow Toymater:
Teli @£ 392 571

FRADDOM, Kiny Wil

ek 01726 #1811 it
HAYLE, brwrth of Hayle:

ek 09736 753

HELSTC .Elul-

el 00306 T
LISKEARD, 'lrlm Miiles:

Vok: N57% P48 ETY

NEWLYN, Newlyn Post Office:
Pok 01706 WeATea

MEWIUAY, Planet Haldbywood:
Tel: QRRIT 859 041

ST ALISTELL, Mad for Miniatures:
Vel : @720 72250

ST IVES, Dvagon's Hoard:

Fel: 178 Tiin

WlD[EEIDfE Refekmells:

Tk UNZ0E 813

* GW DURHAM:
Frib Morth Riend, DH1 4%
Tel: S50 178 1847
GW DARLINGTON:
e, TR TLX
lﬂ.ﬁlﬂ 38 a0y
BARMARD Cl\.ﬁ'll’ Toy Shop:
el 0183 GFF ¥
nmmmn,wm
Torl: 01 B0 600 T
CONSETT, Kwikpart:
Tel: &1 207 S81904
SEAHAM, Games of Warz
Tel ¥ AIF BB
STOCKTON O TEES, HobbyCraft:
Tk 0045 051 S35
STOCKTON O TEES, Stockion Modeller:

Telk 01632 616 (R0

CUMBRIA

* GW CARLISLE:

Lialt 2, Rarls Lane, CAE 1D

Tl 0122 850 K21k
BARROW:IN-FURNESS, Heaths:
Trb 01279 ane 453
HBOAWNESS-OM-WINDERMERE,
Erneit Atkimsen & Sons:

Tol; TEGTS &47 647
COCKERMOUTH, The Toy Shop:
Teel: 1 9 RISRES

KENDAL, -Ure'psdﬁ Kendal:

Teli 01559 720 Y0

PENRITH, Harpess Cyeles:

Tef: 01708 864 475

WIGTON, Jacksons Diecast Models:
Tel- ofads 342 357

WmliINCTUN Toy Town:

Tl @ 5o

GW DEREY:
A% Sadlew Gate, D1 358
Teki D133 237 0687
ASHEOURNE, Lumbards Toys:
ek OLAEE 5115
l[lll’ﬂ [« Hnﬂ s Chaloe:
Telt 91773 R2%ns
BUXTON, Enuwl?s Tays and Models
Tek; 01090 26200
CHESTERFIELD, (hesterfickd Department Slove:
Tek: 07240 270 300
GLOSSOP, Wain Services:
Fel- 1457 531 H40
ILKESTOMN, Hkeston Co-op:
Tel GYT59 337 ¥97
MATLOCK, Shawes:
Tal: @Udad 303 483
RIPLEY, Chimera Leisure:

Tell: 09701 A Tasy

= GW EXETER: :
Ala Sidwirll ftrect, X4 B8N
Tal: 159 245 05

GW PLYMOLTH:

Bl Commall Streen, PL1 ILR
Vaki 0175 135 4027

ﬁllh‘S‘MPlE, The Baitlezane:

Telz OPITH 221 344

BIDEFORD, The Tarka Traln Company:
Tel: R IIT 424 baT

BRIXHAM, The Brivham Maodel Conlee:
Tol 91803 281355

D.!.R.'TMOUTH WG Pillar & Co:

Tel: GISHG 247 713
HONITON , Honlion Toy Shap:
Tek: @108 41741

ILFRACOMEE, K] Hobyerafis:
Ted: 01 251 BTR50

STORE FINDER KE

GAMES WORKSHOP HOBEY CENTRE
A% Irieficinbes Gaming Baom il
HOBBY STOCKIST

Dfers 2 bbby gaming asd paisting serviie,
ME ELITE STORE

INE PARTNER STORE

Srgrks wrid o ohe G Workshap rasge.

INDEPENDENT STOCKIST
i Ll erllers of Cames W kshep product.®

WEW STORE OPENING
Fronfia dlies rorw wboees andl stockistn

Stadis ther ryplrte Cames Workthey range and sffens infiodectory guming and painties beisss.

" o b s dhory harve what your wainl i siock, wee and Gmenl calling e st s

IUNTWHRIDGE The Trading Post:
Tek: 81545 832 4
NEWTOMN MHO‘I. Ausatins:
Telr @b 103 444
MEWTOMN ABBOT, Dragon's Cave:
Tk DIkEG Tadaes
PAIGNTON, Paignton Model Shop:
el G104 255882
FLT“UUTH Maodel Shop:
Vel 0875 200 RS
TAVISTOCK, Kabeidoscope:
Tel @IMED B0% 230
TEIGKMOUTH, lackmans Toybox:
Fel: 0161 778 200
TIVERTON, Banbary's:
Tel: 78R4 07
TORGQUAY, Action Model Certre:
Tel: 00 LLE SEads
'IORIII'HCI{)N Toveone:
Tels obmes &34 7
TOTNES, Finishing Towches;
Tel: @600 Mh22a4

EW DOURNLMD‘UTH
Kl BHT 1B
Ill. D020 10 41w
* GW POOLE:
Uit 12 Terwsgale Contre, 88415 1ER
Tol: 9120 A S
BLANDFORD FORUM, Inspirations:
Ted: I TSE 4BivTy
JTH, Bencrambee Precint Post Office:
Toely 01 T FT Do
BOMURMEMOUTH, Hobbycrafi:
Tk D130E 567 844
BRIDPORT, Froats Toymasier:
Tkt 00 W8 £330
CHRISTCHURCH, Chrisdchurch Posdt Cefige:
Tt & B2 A% 511

mmm
Tedi DIT0E 4a i
DDICHES'FHL Dorchester Toys:

Tek 01305 308 152
SHAFTESBURY, Hardings:

Tel: 01747 NSA2%S

S“EN!UURNE The Carmer House:

GW ﬂ)t(,HEﬂ[l.
X Shaet Wres Strest, CO1 LN
Toli 01.20.67% 7278

W SOUTHENL:
12 Sisetbe buirch R, 550 ZNE
Teke 0170 24k 1230
GW THURROCK:
Unkt 4150, Ll 3,
Lakaidy ang Coatic, RVID0 22}

Tk @17 s 132
EN, Game Ont
4t Bligh Someel, ol 01799 S04 070
BASILDON, HobbyCrait:
Fol: 01200 348 163
BREMNTWOOH, BEM Cycles:
M

CLACTOM O $EA, Clicten Arf & Crafl Centre:
Tell: (1245 Ak 34y

COLCHESTER, 4TK Gaming:

Tek: 01204 754300

HARLOW, Marquee Moddels:

Tel: 01279 473 134

HORNCHURCH, Tole Maven:

Tel: OO 433851

MALDON, Colin Blise Models:

Tel: 01621 B30 §27

MTL[IFH 'I'ng-: N Tuick:

Teke 01288 77

'SOU'HIMMHAM FERRERS, Candy Stix:
Tel=00 345 615 T4

GLOUCESTERSHIRE

G CHELTENHAM:

16 Pitivifle S, GLI2 21)

Teli 0125 222 415

GW GLOUCESTER:

15 Tlarenae Mivel, GLT TEA

Tel: 0145 250 5000

BOURTON ON THE WATER.
Bourton Madel Railway:

Tel: DRA%H NI0 8

STOW ON THFWDLD Cleaver Models:
Tl 438304

STROUD, J\.Ml{g'

Fel: 01455 764 257

TEWKESEURY, Toy Zome:

Fek DIGES T9E

GW BASINGSTORE;

B Putte Walk, RG21 700

Tl 1T £ S5
GW PORTSMOLUTH:

T4 Arondel Sfreve, POT 1AL

Tel: 0079 28T n2dh

GW SOUTHAMPTON:

23 st Streed, SO14 THEG

Tel: B2 031 1502

GW WINCHESTER:

35 Iy Stieet, SO RRY

Ted: 0 % rid o1y
.&I.DERSHET. The Game Shop:

Tek 08232 411 843

ALTON, Alton Model Centre:

Tels O aDs 542 b

ANDOVER, Hogrosaurus Taymaster:
Tl 01164 352 T3
TLEY, Just Add Imagination:

Teed: g 797 W77

FARMBOROUGH, Drark Star:

Fel: 03337 243019
GOSPORT, TN Books and Wargames:
Tl BERST Sk S0
HAVANT, H,
Tiek: 8945 830 6
LYMINGTON, HE Figgures:

Teh: @590 L7 2002

MBLFORD DN SE4, Mford Models and Hebbies:

l’ﬁmsnzm ml-, Models:

Tel s T 3

mm.noun, 1«-,; of Ringwood:
Tel: G14.

ROMSEY, mnmd.thuu!.

Trl: i 'ii.' (L

www.games-workshop.com
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DUNILIN

S?Q.ITH.II.“!I'O.N HobdbyCraftr
Ve G2 351 45T
SOUTHSEA, Soutbriea Models
Trh @dis 73} abg
WATERLCHIWVILLE, Forever Tays Lid:
Tod DET D5k 143
WATERLOOVILLE, Paul's Hobby Shops
Tl #1Fed 259 Rbd

HEREFORDSHIRE
v HERERDRID:

40 Sipe s M4 QAE
Tl aeiT A5 s

A Mastin’s Maocels & Cratts:
Tok, S1T6 &1 § 700

ROSS ON WYE, Revelulioni:

Tt BESN Sl w

HERTFORDSHIRE

GAY HEMEL HEMPSTEAD!

e Bridgs Brmart, WP ARE

Tk #7418 SFIE

GV ST ALBANS:

13 Mevitarr TRoie, ALY &

Tob 0372 T8 I

ABBOTS LANGLEY, The Battle Shap:
Tri: 130k 00 1T

BARNET, Toys Toys Tays:

Tad. e 449

IISPIU.P‘S STORTHORD, Boardmans:
Tei: ORL w50 001

HITCHIN, Matnly Miadeliz

Ecliklank £iroag

STLVENACE, HobbyCraf:

Tef: 32 5A1 KA5Y

STEVENAGE, KS Models:

Tk AR4E0 T4 hby

WELWN GARDEN CTTY, Fun Hedse Ty Stort:
Tk GETHT A7 314

WARE, Xi Gmp!hotu

Tty hl‘:‘vﬁ

'W-‘lFfO R, Hobl:rr{.‘nﬁ

Tel ik 5]

ISIEI'FIM

DOUGLAS, Taymuaster:

Bl DT854 021 154

RAMGEY, Creativity and Crafi:
Tk 57014 4Bk ki

ISLE OF WIGHT

?Wﬁ C:l?:IMW Newsagents:
1953 231 611
NEWPORT, Cheap Theill:
FLaleaES

mzoar Tra-ra Mhodts:
Tah iRl 4

EYDE, The Spwu-ﬁ Meadel Shap;
Tyl AT AR <5
NENT

GW BLUEWATER:
Lt 5 K Lipipe it Wl Barmifir. L9 WL,
Tk #1131 347 Tda
GW CANTERBLURY:
Rt 5, prom Base Lng, C71 Ehiy
Tk GRZE T4 162
1’“‘ MAIDETONI:
Lane, METE 1FA
l--e el Fe PLEE
CW TUNBRIDGE WELLS:
b Comereant Bobd Tivl 248
Ted 07ET 233 WTRE
T wtﬂ
a&n!'r H'EATI-F, Kit Krazy:

BRDJ.DSTIIES, Timi & Space:
Tol 51847 Bl 30

CHATHAM, Maynes;

Teb ai&a 4gh 011

csurmn Ilohbrcuﬂ.

D(:I':'H{. s Mudils:
Vel 038 300 Fi1

H-ﬁSTrh S.. nulngs Histsbiese

Tk i ez |

HERNE BAY, Spearings

1l PTIATG A
SEVE

GV BLACKFCML

B Wik Soreer, VT TDR

Tk NS 275 J0RE

W BOL

Wi 74 {1 Bt Ereenpln Flacr, BT TV
Teb @iw s iy

LW PRESTOM:

1% Miler Arcasda PEY QY

CLITHERDE, Comgils of Citheroe Ld:

Toi 3008 4T

KIRKHAM, RE Bayes:

Feb: @1 772k 71 hol
LARCASTER, Micro Maskcti:
Tobud 10 59 b5

Tel. aIEAE oFE 196
MORECAMBE, Micro SMarkeds:

el 152 41 e

ORMEKIREK, Taphor:

Feldidm frrse

ROSSENDALE, Rossendale Modeh:
Tk 65w 50 007

FRESTOM, MobbyCralt:

Tel; 51774 a1 JEa

L LY3, Bryiave Coliectables:

ICAN, Model Centrez
Tk it w2 247 827

LEICESTERSHIRE
W LECESTER:

L L, T30 Siver Srewt, LEP AT
Fel BT 16 210 P30

HERNTON-CLIV
Ted: B 251 B

Tall: w555 928 W07
LEICESTER, Gifts For Geels:

Tole 102 SUISR
LOUGHBOROLMGH, Wargames Inct
Bels @it Fiyat .

MELTON MOWBRAY, Cobwebs:
Tk QM ST
ASHBY.DE-LA-EOUCH, Steve's Madeli:

Teby DS ) HDE S

LINCOLNSHIRE AREA
W GREMEEY:

B Piost B By Cofle, BNIT TR
Tok-audr 234 2397

GW LINCOE N

e S

inen G of Vicatnrvde Comine) M0 FiF
Tell Q161 AT

BOSTON, Madely and Camputen:
Tt #08 et Taz
GRANTHAM, Access Modeli:
Ted, AHTE W 0N

MASLETHORPE, Belas Toymaster:
ek vl 5a7 471 118
Shermans Model Sopc

Tl 1724 B2 Ay
“:1.5(: TMM&FW
LEs T ETE]
SPAI.DINE,M.IM"I Al
el 01773 2ad 4%
Sharmoed] Maockets el Hasbls:

el 61708 TAMR

GV BRENT CROGS:
L 3. Lo M, Sruni sy, Shipry Cirsie. W 9,
Tl 590 1 Y

GW COVENT GARDEN:
Bl 31 Tha belaost, \WCRE BT
Tek 15T rag 104
GW CROTDOMN:
Lol 38, e £ antiv, K Boad, £ 177
Sel: BORE LD SEAO
TV EPSTRM:
& High Tuert, AT S BAD
Tali $107E TE1EH
G KENSINGT O
T Lavowd bgeare, Kersbngon (hvandy
el A SEH
Wl frhas S35 e
GW KINGSTON O THAMLS ¢
A1 File Boud, KTE ol
Frl 408 4% S04
LW LOMDON (Dhierd S
i 13, The Flori Shomping Ceatrs, 308
Flgar 114158 {dafsesf Shrsol, WIDLIT
Vel pda? 454 fuby
W
b Chmiste Irr.llr LTl
Talk 91708 T4 148
GO STAINES:
B Eharprce Strect, TW IR 455
el 6378 S0 0eTS
LW SLITTON:
Livet 325, Timgrs e it Csrion, 3000 127
Tk 008 T Rad
= G UXBRIDGE:
Arrn 33 Cheiiats belall, P Purviliown,
Shrpgng Contrr, SR 1IN
Tt QUNS 525 B
W WATFORD:
L Q) 1, Gpomger Sbwd, arlpipat Cpiime. WEA 2%
Tk BIEEN TaiHa
GW WD GREEM:
Tl WL, Tho bl vsbinll i, iighe o, Bt B

::mnm:l:i. HebbyCraft
rl: 228 T
HAMPSTEAD, Hipnl Returms:
PRI A3 3

HERNE MILL, ||.Il Vilkiam:

T, QN T

L] f
Tel: 0388 ™5 A4TE
ROMFORD, HobbyCrafr:
Fol: ol B0 A5 IT
RUISLIE Joha Sanders:

CH AT T

MANCHESTER AREA

CW ALTRINCHAR:
Lhas® 1L BN ol Vevest, Wb 4 1000
Bel B1AT TG SN

112 WHITE DWARF FRONTLINE

LW MANCHESTER (Central):
bt 55, Ml iy Ephy el (mum, a0 1
Tk BI0E B0k

LW TRAFTORD CENTRI:
Ll il Trabfant Copre. MIF BN
Tek Gbad T4T g

ALTRINCHAM, The Gaming Crypl:
i G151 W ¥

ECCLES, Amazon Minlstures:

Tols S81 780 T34

MORTHEY DEN.- Steforac:

Toi Q561 B4k 175

mmm:mm
= G LI
r&(dll‘ll-“ fmlnldmuup
Feb: a8 el 051
GY SOUTHPORT:
Uit 3. Fhe e, 7 Highitn 58, 190 070
Tab 00 PO 452 WL
WALLASEY, Wi al Model Shop
ln "| 1. 100 ”“l'r
RAL, Thingwall Garden Centre

».-l 128 fAmilai

EAST S-Hﬂ:N', Paulmmlu.me
rel: rsmy "o

ENFIELDY, PNnnm:

Erl B 173 S 100

NORFOLK
GW NORWICH!

FEN §erhange Ml %2 VAT
Vo i g 70 Ty,

CROMER, Cromer Fumiture;
EAST DEREMAW, Starlings Toymash
Feli P1TAT @47 Fuv l‘w e
EAST DEREHAM, Yowngiten Workd;
Teh i bal €58 530 by
CREAT YARMOUTH, Kerelsons:

Vol G04) S5HE1 00 811 Bvmpiy

HOLT, Stardings Teymaster:

ek 81240 741 140

HUMSTANTOM, The Card Box:

Tl @184% pEass

HIJN!-MNI'DN. Pavdlion Toymuter:

WORWICH, Kerrisons:
Tri: G1ET S8 008
MOEWECH, 5 P Madeli:
Vet ga 4L 0 BRI
SHERINGHAM, 5ty Toymasd
Tahi QiFa) 51E b R Vel
TAVERBAM, Norvde Models Lid

ol BISEE BRI

THETFORD:, Berties Crafis:

Tk S1ad2 TRAIHT

Point Howee Toyshap:

WRONHAM,
Tl FIG0Y 7o BEd

NORTHAMPTOHSHIRE

= GW RORTHARMPTON;
Adnlh Ao St S ARA

Fel B1484 B30 607

DAVENTRY, The Games Vault:
Tk 31 K2F 1B

I:tl'l!lllh‘b'. Em Angel Cards & Games:
NOHHAM.PTQN HolbbyCraft:

Tk, GEbD 241 4
NORTHAMFTON, Peoject Hydra:
T BTEBL b P
J‘::'FHDBW O*IH'I'IE Sports & Toys:
iel-ie o
WEl-lINGBOIIH.IGH. Software Seller:

Tel: @293 440 $a1

.IISHIN'CTDN Blue Eax sodels:
Ted, BISME 20Ty

CORBHIDCE, The Village Sigsare:
T A€M L3 s

HEXHAM, Robhs:

Tuls E5adie &85 153

MORFETH, TG Atlan:

NOTTINEHAMSHIRE

LW ROTTINGHAM iCenlralii

B Fovng L, B0 N

Toh 1% A (4T

r\-. WMHHMM[! WML
Mo, ko, SET TWE

-H ﬂ'!ﬁ T ki

WSFRI‘J Ih:-l.‘.'.lnm Empovium;

N'I:'WHK, ﬁmﬂsumﬁk-

Falk 375 38 674 in

DI!EN?H._N HobbyCraft:

¥

W!FT ERIDCFORD, Insphration:

Fel: 003 o 2200

WCREI:IP Modcl Rave:

HIFIIIEHIE

G ORFORD:

1A Bl Masimpt, v o Half Seret, €307 JU0MC
Tl it Bd 257 12

?Mf‘ﬁ'?i;‘:i. Huit Torp;

B.\NILII!Y '.I'rmdt: Bras;
BIC!STI.R. Hub&ﬁnﬂ:'

ks 31 WA
CARHHDN,. Giles Sportiz
ol g0
U‘I“FD!D, lol-mll's Foymaster:
Tel D45 241 Tid

IH-'\ME. Pfl-d Fedaller:

NI

'M'-IIIN'GFND.. Pettits of Wallinglard:
'WJTNEY I:N.'mm.

¥eb mEwus m

HAVERFOROWEST, Emry's:

Rutlasd County Museum:
reik

= GW BATH;

10 Writgas Budhlings,

:'kilﬂ SHT sl
LIRNHAM 0N W Hiorley;
Tek: S12%8 0% 287 bl

CLEVEDROM, [ast For Fun:

i Ty
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
arganisation which was started in 1999 to bring together

like-minded clubs for lots of gaming fun.

GCM registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games
Workshop hobby. Use the club listing to find a GCN

gaming club near you and get involved.

The GCN strives to meet the following objectives:
e Promote good communications between Gaming Clubs
and Games Workshap.

= Assist in the running of local gaming events.
* Support other clubs’ activities.

* Assist in the running of games at the national level.

* Provide a forum for Gaming Clubs.
* To facilitate club development and growth.

* To create a safe environment for people to play in.

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,

If wou would like to

providing packs for s
ndent clubs lI|||! information on the

GCN clubs are an ideal place to find and challenge new

opponents. Play in campaigns, leagues and tournaments in
a friendly environment with fantastic scenery, all created by
dedicated hobbyists like you.

SETTING UP YOUR ()'WN GAMING CLUB

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GEN memberabip guarnatees the Mighest stincland of customer sonvice and safety, As pan of eur capoing comanibment i our cusiomers, we do naf promote any club outside of the Gaming Clab Netwak,
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Over 180 gamers from more than twenly Evropean Gaming Clubs from The Nethedands and Belgium — It can only be the Battle of the Clubs,
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AVAILABLE TO ORDER

including our Collectors Range, Bitz Packs, Specialist
Games range and those models that are exclusively
‘available to order’. Whether you want to place an order for

You can order ANY current Games Workshop product,

Ouwr online store offers
a fast and convenient
service that allows you
to order anything from
our entire range, and
have it delivered
straight to your door.
Games Workshop
online ensures that
your order is just a
click away, 24-7!

e Register for the Games Workshop website to gain
personal recommendations, store products in vour
personal Wish List, save your favourite articles,
receive your free monthly newsletter, and more.

* We aim to despatch all orders within three days,
straight to your door, or FREE to the hobby centre of
your choice.

www.games-workshop.com

9 HOBBY CENTRES

Every product in our ever-expanding range is available to order, and
ordering them directly from Games Workshop ensures that you get
exactly what you want, when you need it.

the latest Bitz Pack for that bespoke conversion, or simply
pre-order the latest miniatures, ordering directly from
Games Workshop is quick and convenient. There are four
main ways to get your hands on the latest products,

All of our Hobby
Centres carry a large
range of products, but,
there simply isn‘t
enough space to stock
the entire GW range -
which is why we now
offer order points in
many of our stores.

= The benefit of ordering in-store is that our expert store
staff are on hand to advise you en your purchases.

* Don't forget — whether you order your miniatures
from the in-store order point, or directly from our
website, you can still choose to have them delivered
to your local Hobby Centre free of charge!

See page 110 for the Store Directory J

) BY PHONE

.-3( Mot near to a
computer? Don’t fancy
a trip to the Hobby
Centre today? That's
okay — why not give
our team of Hobby
Specialists a call
instead?

* Our experienced team will guide you through the
ordering process and will answer any queries you
may have. They are also on hand for any tips and
advice you may reguire = just give them a call.

Call us now on: 0115 9140000

Games Workshop has
a number of trade
partners and
independent stockists
across the globe, who
not only carry our
most popular ranges,
but can also place
orders for you from
our current catalogue.

= To find a hobby or toy store near you that carries
Cames Workshop products, just call our Habby
Specialists team on 0115 91 40000, or log onto
www.games-workshop.com

See page 110 for the Directory J

WHITE DWARF  AVAILABLE TO ORDER



#£ =% Advance Orders guarantee that you'll get the latest, shiniest new stuff
v delivered to your door the very day it's out!
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SIIBSBHIBIE
TO THE WORLD'S GREATEST
HOBBY MAGAZINE

TODAY!
WHY SUBSCRIBE?

All the latest News and
New Release information.

Exclusive in-depth features
about the Hobby.

Savings off the cover price.

Ensure that you never miss
another issue of your
favourite Hobby magazine.

delivery, early and
direct to your door.

ol &

with our new Direct Debit offer

SUBSCRIBE WITH MAIL ORDER

0115 9140 000

Www.games-workshop.com




NEXT MONTH
- WARHAMMER

Azhag the Slaughterer
| is a name that inspires
terror throughout the
land, for his campaigns
of destruction brought
the eastern provinces
of the Empire to the
brink of ruin. And now .
he’s back, ready to '
unleash his reign of
violence upon the Old ™
World once again. :

STANDARD BEARER PRESENTS: \ WARHAMMER

/| BATTLEFIELD CHALLENGES 4500,

Our very own Jervis Johnson HEROES OF CATACHAN

introduces the first in an occasional Catachan is a hard place that breeds
series of articles, Battlefield hard men. Next issue we meet two

i Challenges. Each article will present a such Imperial Guard heroes: ‘Iron
tactical conundrum and challenge Hand’ Straken and Sergeant Harker.
your strategic skill with a new We'll take an in-depth look at their

scenario for you to play at home. background and miniatures.
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