
Captain Rogback Hillnash looked 
across at his company of Bar-
vadian Rifles; he knew he had a 
small amount of individuals to 
hold this pass from the human 
rebels charging his position. He 
just had to hang on a few hours 
more until the relief column of 
Colonel Slegvash’s hobgoblin 
mercenaries arrived. He did not 
like the idea of having to rely on 
mercenaries, as he believed that 
anyone who was willing to take 
gold for loyalty wasn’t worth 
trusting. Yet he also knew that it 
was unlikely for the hobgoblins 
to switch sides when they finally 
arrived, due to the fact that the 
humans hated all goblin and 
orc races. He knew that his men 
would live up to the regiment’s 
motto of “Death and Slaughter” 
or die trying.
He looked back at the oncom-
ing humans making yet another 
charge at his unbreakable line, 
more humans for our slaughter 
he thought. He couldn’t under-
stand why they were persis-
tently throwing the lives of their 
soldiers away. They had been 

defending this position for the last two days and had started with 
three full companies of rifles. Over the two days they had been slowly 
whittled down to just over one company of men, but they had killed 
at least a thousand of the humans.
Rogback was a Captain and loyal soldier to his Warlord and master 
Gilnesh Hordvork the First, they had taken this human land in the 
first days after the fall of the Mallayen Empire. The empire had be-
come a land of warring factions, with warlords seeking power and 

the overall aim of becoming the new emperor.
In this violent and turbulent period Gilnesh had 
descended from the mountains into Bargavia. There 
were no fewer than four warlords vying for power, 
and Gilnesh had seized this opportunity to take con-
trol of this human land.
Rogback had started out as an ordinary soldier and 
had now risen to the rank of Captain and was an ex-
ceptional one, having earned 3 Sardgrian Gold Stars 
for bravery. He touched his war axe, a trophy from a 
small skirmish with some dwarves a few years back. 
He hated dwarves, but he wasn’t one of these orcs 
who didn’t recognise good craftsmanship when 
he saw it. He drifted back to the situation in hand; 
when he looked again at his men he could see both 
fear, and anticipation for what was coming. “Ser-
geant Midorv, what makes a good soldier?” 
The sergeant instantly replied, “The ability to fire 3 

Death and Slaughter  
by Jason Hubbard
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rounds a minute in any weather.” 
“And what makes us the best”, 
shouted Rogback. 
The sergeant snapped to atten-
tion again before replying, “The 
fact that we can fire four and 
our sharpshooters can fire five, 
captain”.
The captain smiled and pulled 
out a cigar, which he lit and casu-
ally started to smoke. He always 
believed this gave his men a 
small amount of confidence to 

see him smoking so casually 
before a fight, in the face of the 
enemy. He stared towards the 
onrushing human rebels; he 
could see that they would soon 
be in range of the sharpshooters, 
who were placed to one side of 
the company. They would need 
no instructions; they were expert 
soldiers who could fight inde-
pendently of the company and 
him.

He began to think back to when 
the humans had last tried to 
remove the orc army from their 
lands - it was four years ago and 
back then they had swiftly and 
violently ended it. All captured 
prisoners had been skinned alive 
and then hung out on stakes 
along the main thoroughfare in 
to the orc capital of Hindron.
His mind quickly switched back 
to the present and focused on 
the oncoming rebels. He barked 
an order, “Front rank, kneel, and 
take aim, FIRE. The front rank all 
fired simultaneously, all 150 rifles 
cracked a wave of destruction 
into the humans. He barked an-
other order, “Front ranks reload! 
Second rank, take aim, wait for 
it... Fire!”
More enemy fell to the rifles. 
Now the sergeants took control 
of the ranks - Rogback only ever 
gave the orders for the first two 
volleys, after that he let his ser-
geants take control.
Rogback pulled out his two 
pistols and started to fire them 
at the human rebels. He then 
realised that soon he would have 
to order his men to charge the 
human ranks and slaughter them 
in close quarter.
He put his pistols away and 
pulled out his axe, moving to 
stand in front of and to the right 
of his company, casually swing-
ing the axe to get a feel for it. 
Gauging the distance, he sud-
denly shouted at the top of his 
voice, “Cease firing and fix bayo-
nets”.
Pausing for a second, he bel-
lowed “Charge!” Now the real 
slaughter and mayhem would 
begin, at close range.

Copyright Richard Harrison 2009
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Short Story Competition
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This month we have an exclusive competition. We want all budding fiction 
writers to produce a short story of no more than 1500 words based around the 
artwork on the front cover.

The winner will recieve an exclusive signed copy of the with the cover artwork 
by Cover artist Matthew Mella, along with the winning article being published in 
Issue 2 of the Irregular. We will also publish the runner up as well. Other entrants 
will appear on the blog and in later issues of the magazine.

SO GET YOU IMAGINATION FIRED UP AND START WRTING TODAY.

Next Issue
IN THE NEXT ISSUE OF  IRREGULAR, DUE OUT OCTOBER 2009.

•The winner of the Short Story Competition

•Show report from UK Games day

•The Peasants Revolt of 1381

•More Exclusive Gaming and Painting Articles.

•An interview and focus on our Cover artist Matthew Mella



 Staff Profile:
Paul Moore
Sales Manager
Patriot Games since 2006
* Gamer or painter (or both)? I’m 
a gamer - Jim is both! 
* What are you enjoying playing 
at the moment? Legend of the 
Five Rings, Blood Bowl and the 
Battlestar Galactica Board game 
(not all at same time)
* What game would you recom-
mend to someone who’s never 
gamed before? Hmmm, Fluxx. 
* What’s the next ‘big thing’ in 
gaming? The development of 
cards interacting with comput-
ers has been experimented with. 
I could see a further develop-
ment of this being very popular. 
A game you can play socially live 
and online.
* What releases are you looking 
forward to? Many of the big card 
games go through a cycle which 

Millenium CCG, Deadlands CCG, 
Horrorclix
Summer has arrived, the world 
and it’s wife are wearing shorts, 
queuing for ice-cream and 
letting their kids play in street 
fountains.
So where do you turn to for a 
little sanity? Where do you go to 

resets the environment, Magic 
the Gathering card game, Leg-
end of the Five Rings card game 
for example. These are both due 
for that reset this summer. Those 
will both be big for us.
* Personal top 5 games ever? 
Legend of the 5 Rings CCG, 
Munchkin, Warhammer Dark 

Patriot Games 
by Rebecca Hubbard
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get away from the maddening 
hordes? 

The LGS - your local gaming store
Patriot Games is one of those 
stores that many people don’t 
know exists, tucked away from 
the crazy high street stores in a 
quieter part of town, it’s a haven 
for gamers and painters alike. It’s 
one of those well kept secrets 
that hides in plain sight and has 
been around in various forms in 
Sheffield, United Kingdom for 15 
years.
With humble beginnings as a 
market stall selling comics, it 
became a permanent store in 
1999, and went on to open a 
second store in Huddersfield in 
2007, and can also be found on-
line (www.patriotgames.ltd.uk). 
Reflecting the evolution of the 
store, the name changed from 
Patriot Comics to Patriot Games 
in 2006, when the current Shef-
field premises opened on Lady’s 
Bridge.

As a ‘specialist hobby store’ PG 

isn’t your run of the mill model 
shop selling train tracks and a 
bit of flock. When Jim Freeman 
took charge he moved towards 
the focus towards collectible 
cards games and miniatures. The 
colourful and regularly chang-
ing window display immediately 
makes it stand out, when you fin-
ish looking at the various games 
on display and enter the store 
you pass a notice board filled 
with eye catching posters adver-
tising gaming clubs and events 
showing what a vibrant and 

varied community it attracts.
“We cover roleplay, board games, 
war games, card and collectible 
card games.” says Sales Manager, 
Paul Moore. “Much of our space 
is dedicated to organized play.”
And not only gaming - in January 
this year, Patriot Games opened 
its doors to the Sheffield Irregu-
lars painting group, and allows 
the group free use of it’s space to 
paint on a Sunday. A miniature 
painter himself, Jim was more 
than happy to let the group meet 
in the basement, on the one 
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condition that no paint got on 
the carpet!
And this is part of the appeal of 
the place, gaming rooms and 
racks of games, miniatures and 
gaming accessories can’t de-
scribe the community feeling 
that is inescapable when you 
enter. The sounds of friendly ban-
ter from various games fill the 
surprisingly expansive building 
with life, noise and bodies.
The gaming rooms are open 
all week, during the day and 
often late into the evenings for 
role playing sessions, miniature 
games, a board games club, and 
the online diary shows just how 
popular it is. 
“We run regular in store events, 
open in the evenings for play 
groups and travel to host and 
help run National Events.”
The commitment to evolve and 
grow with the hobby commu-
nity is the reason PG has lasted. 
“The Huddersfield store is much 
smaller than Sheffield, but we 
have concentrated on develop-
ing relations with local students 
to build up our customer base. 
Things are going OK even with 
‘credit crunch’ “.
Coming from a time when col-

lectible shops and Games 
Workshop were the only 
outlets catering to the mar-
ket, and board games were 
traditional, PG is proof 
that the niche market for 
gaming isn’t as small as it 
once was and is achieving 
a much wider appeal “To 
have such a wide variety of 
board, miniature and card 
games on the high street I 
think is pretty cool.”
The growing market can 
only be seen as a positive, 
bringing new people into 
an established hobby, and 
encouraging real connec-
tions between people.
“In the age of the internet 
many people don’t get the 
opportunity to get to-
gether with friends to play 
‘real’ games.” By organis-
ing events and providing 
a space to meet and play, 
Patriot Games has encour-
aged the social aspect of 
the hobby, whilst removing 
the two biggest obstacles: 
space and organisation, 
proving that hobby stores 
have an important role to 
play.

Patriot Games website can be 
found at:
http://www.patriotgames.ltd.uk 
and provides up-to-date event 
info, as well as having an online 
store. A collect in store option 
means you can make a reserva-
tion and collect at your conve-
nience, rather than squashing a 
trip into your lunch break.
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“Welcome young hero. Dare you 
venture into the dungeon, to de-
feat the foul creatures of Morcar 
that await you and claim your 
prize as hero of the empire?”
Firstly, if you’re young, I bet 
you’re asking what the heck 
HeroQuest is.
The Game
HeroQuest is an “Adventure 
board game” adventure board 
game that was created by   Mil-
ton Bradley  (MB) in conjunction 
with    Games Workshop and 
Citadel Miniatures. The game was 
set during Games Workshop’s 
early years in the  Warhammer 
Fantasy  fictional universe – ‘Old 
World’. 
The game was based around 
archetypes of  fantasy  role-play-
ing games: The Wizard, Dwarf, Elf 
and Barbarian
HeroQuest was the very first 
introduction for an entire gen-
eration of people into tabletop 
wargaming. The game was re-
leased in 1989, back when board 
games were run of the mill, and 
blew a lot of people away, win-
ning an award for ‘Best Graphic 

Presentation of a Board Game of 
1991’
The goal of the game was to go 
through each dungeon, cleverly 
using the generic gaming board 
for different quests. Each game 
would build up your character 
through acquiring gold and 
magical items to eventually de-
feat Morcar and bringing peace 
back to the Empire.

Although the game could work 
with 2 people I’ve often found it 
works best with 5 people – and 
some drink and snacks!
Characters
Barbarian:
The Barbarian is tall, strong 
and muscular, and brandishes 
a broadsword. He is a power-
ful character in combat, having 
excellent attack, with moderately 
good defense, but has no magi-
cal abilities. Being the Barbarian 
he has the highest amount of 
body points, so can withstand a 
lot of injury. 
Dwarf:
Like all dwarfs he is short, stocky 
and very well armoured. His main 
weapon is a  battleaxe. He is very 
good in defence, not as strong 
as Barbarian and has no magi-
cal abilities. The dwarf also has 
the unique ability of being able 
to disarm traps without special 
equipment. 
Elf:
The elf is tall, slender and comes 
armed with a short one-handed  
sword. He is equal in attack 
strength to the dwarf, but is able 
to use one kind of elemental 
spell - air, earth, fire, or water 
magic. 

Blast From the Past -HeroQuest
by Alex Garbett
with extracts from wikipedia

36



Wizard:
The wizard figurine wears cloak 
and carries a mages staff. In 
combat, he is the weakest in 
attack, but compensates for this 
by being able to use three kinds 
of spells, for a total of nine spells. 
He has very few body points so 
can be easily killed in combat. 
His high mind points allow him 
to be more resistant to the ef-
fects of magic. 

The Games Master:
The most important role, the 
games master is there to play 
as Morcar, moving his monsters 
around the Dungeon trying to 
injure and if possible kill the he-
roes, but also facilitating the play 
of the game. The Games Master 
has access to a map of the Dun-
geon and knows where every-
thing is while the heroes stumble 
around in the dark encountering 

monsters as they search for their 
goal.

Game play
HeroQuest used a very simple yet 
very effective engine for game 
play, movement was determined 
by rolling 2D6, adding the score 
together and being able to move 
up to that distance – paying the 
cost for opening doors with one 
square of movement, etc
Combat involves using special 
dice unique to HeroQuest. To hit 
and wound requires the white 
die, if you got a skull you lost a 
wound. Defending was simple 
too – if you rolled a shield the hit 
was blocked.
This simple set of rules made 
for fast and furious play and lots 
of laughs too! Imagine hacking 
poor goblins to death with a 
beefed up uber Barbarian.

End Game
The ultimate goal of the game 
was to complete the quest 
– whether killing some great 
monster, loading up on gold, 
finding some magical object or 
saving a prisoner.
The game proved to be very 
popular, with Milton Bradley 
and Games Workshop releasing 
several expansions to the game. 
Most of them can be picked up 
on Ebay but due to the rarity of 
these expansions, they can be 
very expensive.

HeroQuest “Kellar’s Keep” 
HeroQuest “Return of the Witch 
Lord” 

HeroQuest “Adventure Design 
Kit” 
HeroQuest “Against the Ogre 
Horde” 
HeroQuest “Wizards of Morcar” 
HeroQuest “The Frozen Horror” 
HeroQuest “The Mage of the Mir-
ror”
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Final Thoughts
Although almost 20 years old 
now, HeroQuest still offers many 
friends and myself a quick and 
easy game of hack and slash. 
Unlike many other games Hero-
Quest has lasted the test of time 
and still manages to excite me 
when playing. I’d definitely rec-
ommend the game.

Hero Quest next to its Grandchild 
‘Descent’ – Probably the final 
ultimate Dungeon Game.
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Name: Richard Harrison

Occupation: Making kitchen cabinets
Age: 33
Location: Perth, Western Australia
Years gaming: on and off, maybe 8
Years painting: 12
Gamer or painter? Painter/modeller
Current army - and for what game? Currently working on Tyranids for Warhammer 40k
Current modelling/painting project? Same as above
Favourite painting challenge? The May challenge, “Paint up a squad”, its given me the motivation to really 
get stuck in and try a few new tricks.
What’s next? I really want to paint up a Mercenary force for Warmachine.

Name: Nick “Mr Evil” Johnson - or, online, usually Dysartes

Occupation: Mortgage Processor, Sender of Sarcastic Emails, Spread-
sheet Guru, General Dogsbody - I could go on, but there’s only so 
many titles a guy can bear
Age: 25
Location: Sheffield, United Kingdom
Years gaming: 13
Years painting: 13
Gamer or painter? Yes - at the minute, a painter, but normally both. 
I’m not a big fan of the distinction between gamer and painter 
- while I can understand someone wanting to paint figures as display 
pieces, I can’t understand someone who games not wanting to be 
able to field a painted force. While I may not have agreed with it at 
the time, the policy GW enforced at one time of you having to work 
on getting your army painted between gaming evenings is one I sort 
of agree with now - there isn’t really an excuse for not making an 
hour or so a week, at least, to be able to work on a few figures. It is 
one of the reasons I decided to start coming down to the Irregulars 
- it forces me to spend some time painting, that I might otherwise 
have wasted doing nothing.

An interview with an Irregular........
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Current army - and for what game? Mercenaries for Warmachine, 
Dwarfs for Blood Bowl - I’m currently taking part in a tournament, but 
should be helping to run a league in the near future
Current modelling/painting project? Painting up Alexia, her unit of 20 
Risen and 2 Thrall Warriors for my Mercenaries. In theory, I’m work-
ing on an Ogrun Bokur at the same time, and trying to finish off my 
Dwarf Blood Bowl team. Not that I’m piling too much on my plate, or 
anything.
Favourite painting challenge? I enjoyed what I saw of the April chal-
lenge, “Weathering”, though - some very nicely executed figures in 
there.
What’s next? Lots of big metal - I’ve got 4 Heavy Warjacks to paint 
for my mercenaries, along with a selection of lights and a couple of 
‘casters. I should really finish my Blood Bowl team off, as they’re on a 
pause now I’ve got the basic eleven up to tabletop standard (in my 
opinion).

 http://www.dysartes.com
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Artist Showcase; Roger Bunting
Each issue we aim to bring you artwork to inspire your gaming and painting. 

This issue, artist Roger Bunting from Chesterfield, United Kingdom 
showcases a collection of images inspired by the classic adventure 
story – Treasure Island by Robert Louis Stevenson.

Roger: I suppose I’d better start 
by properly introducing myself; 
my name is Roger Bunting and 
for three years I studied for and 
completed a degree in Illustra-
tion at the University of Lincoln-
shire and Humberside in Hull. 
I originally went to university 
to study architecture but knew 
that wasn’t really for me and I 
definitely made the right choice 
in the end, as I enjoyed drawing 
and painting.

After graduating, I decided I 
needed to work on my black and 
white pictures. The pen and ink 
stuff I’d previously done were 
fine but just didn’t grab me, but 
my colour work had developed, 
by using texture. So, I decided to 
do this project, Treasure Island. I 
read the book again, formulated 
some ideas and put them to pa-
per, doing some rough sketches 
at first and then deciding to pro-
duce eight separate scenes.

I did a spot of research into 
costumes and buildings of the 
day and drew up the finished 
designs, ready to start the paint-
ing process. I laid down some 
textures, which included using 

tissue and crepe paper, sand, 
thick paint - which I could scratch 
into and filler (or spackle as it’s 
sometimes called). Once that was 
done I started to add the paint. 
One thing that differentiates 
these paintings from painting 
miniatures is that I applied the 
paint quite thickly and painted 
over mistakes, leaving brush 
marks and so on. For these im-
ages, that’s just part of the pro-
cess, something I quickly learnt 
doesn’t work in mini-painting.
I would work on each image, 
adjusting the composition as I 
painted until I figured they were 
done -  this can be an art in itself.
I have been asked why I used 
different textures, or more to the 
point, why are there no pre-ap-
plied textures on the people. 

Well all I can say is the style was 
still pretty much a work in prog-
ress. and I was gradually adding 
more to it. For some pieces the 
lack of texture works and oth-
ers not-so-much, but I’m happy 
overall with how the pictures 
turned out. As a project I set my-
self, to try to use my colour style 
in my black and white paintings, I 
think it worked.

Anyway, I hope you’ve enjoyed 
looking at them.

Cheers, Roger. 
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THE D20 SYSTEM TRADE-
MARK LICENSE VERSION 6.0

By downloading the enclosed graphic 
files and/or by returning the Confirma-
tion Card as presented in the file “card.
pdf,” the Licensee (“You”) accept to 
be bound by the following terms and 
conditions:

1.  Copyright & Trademark
Wizards of the Coast, Inc. retains title 
and ownership of the d20 System trade-
mark logos, the d20 System trademark, 
and all other copyrights and trademarks 
claimed by Wizards of the Coast in The 
Official Wizards of the Coast d20 System 
Trademark Guide found at  HYPERLINK 
“http://www.wizards.com/d20”www.
wizards.com/d20 (the “d20 System 
Guide”), incorporated here by reference.

2.  License to use
You are hereby granted the non-trans-
ferable, non-exclusive, non-sublicens-
able, royalty-free license to use the 
d20 System trademark logos, the d20 
System trademark, and certain other 
trademarks and copyrights owned by 
Wizards of the Coast (the “Licensed 
Articles”) in accordance with the condi-
tions specified in the current version of 
this License and the d20 System Guide.

3.  Agreement not to Contest
By making use of and/or distributing 
material using the d20 System trade-
mark under the terms of this License, 
You agree not to contest the ownership 
of the Licensed Articles. 

4.  Quality Standards
The nature of all material You use or dis-
tribute that incorporates the Licensed 
Articles must comply with all applicable 
laws and regulations, as well as com-
munity standards of decency, as further 
described in the d20 System Guide.  You 
must use Your best efforts to preserve 
the high standard and goodwill of the 
Licensed Trademarks.  In order to assure 
the foregoing standard and quality 
requirements, Wizards of the Coast 
shall have the right, upon notice to 
You, to review and inspect all material 
released by You that uses the Licensed 
Articles. You shall fully cooperate with 
Wizards of the Coast to facilitate such 
review and inspection, including timely 
provision of copies of all such materials 
to Wizards of the Coast.  Wizards of the 
Coast may terminate this License imme-
diately upon attempted notice to you if 
it deems, in its sole discretion, that your 

use of the Licensed Articles does not 
meet the above standards. 

5.  Termination for Breach
In the event that You fail to comply with 
the terms of this License or the d20 Sys-
tem Guide, You will be considered to be 
in breach of this License.  Wizards of the 
Coast will attempt to notify you in writ-
ing by sending a letter to the address 
listed on the most recent Confirmation 
Card on file, if any. Except as otherwise 
specified herein, you will have 30 days 
from the date of the notice (the “cure 
period”) to cure the breach to the 
satisfaction of Wizards of the Coast.  If 
no Confirmation Card is on file, you will 
be considered to be in breach of this 
License immediately.  If, at the end of 
the cure period, the breach is not cured, 
Wizards of the Coast may terminate this 
License without further written notice 
to You.

6.   Effects of Termination
Upon termination, You shall imme-
diately stop all use of the Licensed 
Articles and will destroy any inventory 
or marketing material in Your posses-
sion bearing the d20 System trademark 
logos.  You will remove any use of the 
d20 System trademark logos from your 
advertising, web site, letterhead, or 
any other use.  You must instruct any 
company or individual that You are or 
become aware of who is in possession 
of any materials distributed by You 
bearing the d20 System trademark lo-
gos to destroy those materials.  You will 
solely bear any costs related to carrying 
out this term of the License.
In Wizards sold discretion, Wizards may 
allow You to continue to use the License 
for Licensed Articles which otherwise 
comply with the terms of the License. 

7.  Penalty for Failure to Comply with 
Termination Instructions
If You fail to comply with the Effects of 
Termination, Wizards of the Coast may, 
at its option, pursue litigation, for which 
You shall be responsible for all legal 
costs, against You to the full extent of 
the law for breach of contract, copy-
right and trademark infringement, dam-
ages and any other remedy available.

8.  Updates
Wizards of the Coast may issue updates 
and/or new releases of the d20 System 
trademark logos without prior notice.  
You will, at the earliest possible oppor-
tunity, update all material distributed 
by You to use the updated and/or new 

version of the d20 System trademark 
logos.  You may continue to distribute 
any pre-existing material that bears an 
older version of the d20 System trade-
mark logo.

9.  Changes to Terms of the License
Wizards of the Coast may issue updates 
and/or revisions to this License without 
prior notice.  You will conform in all re-
spects to the updated or revised terms 
of this License.  Subsequent versions of 
this License will bear a different version 
number.

10.  Updates of Licensee information
You may transmit an updated version of 
the “card.pdf” Confirmation Card at any 
time to Wizards of the Coast.  

11.  Notices to Licensor: 

Wizards of the Coast
c/o Publishing Division
Attn: Roleplaying Games Department
PO Box 707
Renton, WA  98057-0707

12.  No maintenance or support
Wizards of the Coast shall have no obli-
gation whatsoever to provide You with 
any kind of maintenance or support in 
relation to the d20 System trademark 
logos.

13.  No Warranty / Disclaimer
THE D20 SYSTEM TRADEMARK LOGO 
FILES ARE MADE AVAILABLE ON AN 
“AS IS” BASIS.  WIZARDS OF THE COAST 
DOES NOT MAKE ANY REPRESENTA-
TION OR WARRANTY, WHETHER EX-
PRESS OR IMPLIED, AS TO THE FITNESS 
FOR A PARTICULAR PURPOSE, USE OR 
MERCHANTABILITY.  WIZARDS OF THE 
COAST MAKES NO REPRESENTATION 
OR WARRANTY THAT THE  D20 SYSTEM 
TRADEMARK LOGO FILES ARE ERROR-
FREE.
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Games Workshop Disclaimer
Any articles in this  magazine are 
completely unofficial and in no way 
endorsed by Games Workshop Limited.

40k, Adeptus Astartes, Battlefleet 
Gothic, Black Flame, Black Library, the 
Black Library logo, BL Publishing, Blood 
Angels, Bloodquest, Blood Bowl, the 
Blood Bowl logo, The Blood Bowl Spike 
Device, Cadian, Catachan, Chaos, the 
Chaos device, the Chaos logo, Citadel, 
Citadel Device, Cityfight, City of the 
Damned, Codex, Daemonhunters, Dark 
Angels, Darkblade, Dark Eldar, Dark Fu-
ture, Dawn of War, the Double-Headed/
Imperial Eagle device, ‘Eavy Metal, Eldar, 
Eldar symbol devices, Epic, Eye of Terror, 
Fanatic, the Fanatic logo, the Fanatic 
II logo, Fire Warrior, the Fire Warrior 
logo, Forge World, Games Workshop, 
Games Workshop logo, Genestealer, 
Golden Demon, Gorkamorka, Great 
Unclean One, GW, GWI, the GWI logo, 
the Hammer of Sigmar logo, Horned Rat 
logo, Inferno, Inquisitor, the Inquisitor 
logo, the Inquisitor device, Inquisitor:
Conspiracies, Keeper of Secrets, Khemri, 
Khorne, the Khorne logo, Kroot, Lord 
of Change, Marauder, Mordheim, the 
Mordheim logo, Necromunda, Necro-
munda stencil logo, Necromunda Plate 
logo, Necron, Nurgle, the Nurgle logo, 
Ork, Ork skull devices, Sisters of Battle, 
Skaven, the Skaven symbol devices, 
Slaanesh, the Slaanesh logo, Space 
Hulk, Space Marine, Space Marine 
chapters, Space Marine chapter logos, 
Talisman, Tau, the Tau caste designa-
tions, Tomb Kings, Trio of Warriors, Twin 
Tailed Comet Logo, Tyranid, Tyrannid, 
Tzeentch, the Tzeentch logo, Ultrama-
rines, Warhammer, Warhammer Histori-
cal, Warhammer Online, Warhammer 
40k Device, Warhammer World logo, 
Warmaster, White Dwarf, the White 
Dwarf logo, and all associated marks, 
names, races, race insignia, characters, 
vehicles, locations, units, illustrations 
and images from the Blood Bowl game, 
the Warhammer world, the Talisaman 
world, and the Warhammer 40,000 
universe are either ®, TM and/or © Copy-
right Games Workshop Ltd 2000-2007, 
variably registered in the UK and other 
countries around the world. Used with-
out permission. No challenge to their 
status intended. All Rights Reserved to 
their respective owners.

Writing Guidelines
Short player-focused articles with titles like Plague in RPG, Secret 
Societies, Martial Art skills, or 10 Unusual Ways to Slay a rabbit and 
Take Its Treasure. I’d also be interested in new spells (in small, related 
groups) and in trap articles, feats, skills etc

Monster ecologies of creatures, the more bizarre the better.
Articles on the minis/tactical aspect of D&D, 40K, Warhammer Fan-
tasy, WAB, FOW, Hordes and Warmachine such as combat manoeuvre, 
terrain, or combat in ranks or shield walls. Anything that requires a 
battle mat, in other words. 

Pathfinder, D&D (any edition),  Warhammer Fantasy RPG articles. 
clockwork and steampunk material. 
Painting tutorials and scenery articles

 Historical articles that may be of interest to war gamers, such as mili-
tary history.

Show Reviews, Game Material Reviews

Short story articles no more than 1500 words
Interviews with industry personnel, painters, sculptors etc
 Anything else we may be interested in publishing or not.

PS, those writing gaming articles for a war game system, if photos are 
available we’d appreciate those as well.

Illustration Guidelines
We will accept any fantasy, historical or Sci-fi art work, either full co-
lour or B/W. We will need a wide range of art to illustrate the maga-
zine, along with photos of well painted minis.

Images should be a minimum of 72 DPI, though this size can’;t be 
used for front covers or full page spread. Really most images should 
be around 300 DPI, either in JPEG, PNG, TIFF or Bitmap.

We will every month have an article focusing on a particular artist, 
with a 2-3 page spread, if you would like to be considered for this, 
then we will need several images from your portfolio along with up 
1000 words. 

All images and text can be submitted via email; 
irregularmagazine@gmail.com

Note; As this magazine is free to download, we can’t pay for any ar-
ticles or artwork contributed to the magazine.



http://www.irregularmagazine.com




