| have to admit, seeing the Griffon in person secured
for Games Workshop at least one more sale of the
Island of Blood set from me. Both the sculpt and the
paint job for the Griffon are gorgeous. | took detailed
photos so that | could duplicate the paint scheme.

At another display case, | ogled models featuring
some inspiring examples of weathering techniques:

Continuing my tour around the area, | found the sec-
tion where the clubs from the local area set up their
tables. That's something interesting to me about
Games Day. While the Games Day tour is essentially
worldwide, providing a common experience for
people all over the globe, the club tables differentiate
each Games Day event with something that is unique
to each locale. Photographing all of the tables is one
of the activities | always look forward to.

Of course, Games Workshop brings many of their own
tables, some to play on and some only for display.
This last one features underground tunnels!

From the game tables, | made my way over to the
shopping area. Having followed the forums and
podcasts regarding the new direction that 8th Edition
Warhammer Fantasy was going, | was feeling the itch
to try it out. | never cared for the Warhammer rule
systems before, but | always loved the models, the
game settings, and the community enthusiasm. So |
hesitantly plunked down cash for some army books
and some new models.

Turns out that when | read through my Dark EIf army
book later in the week, | discovered that they sold me
the obsolete version of the book! Luckily,a Games
Workshop store is fairly accessible to me, and a “red-
shirt” there was kind enough to exchange the book
for the current one. While that was good service on
his part, | was shocked that Games Workshop had the
gumption to sell backlog inventory at the Games Day
store!

But back to Games Day itself - Games Workshop offers
a variety of ways to spend your day there, ensuring
that you're never bored. Some of the paint-and-

take activities are good deals, where you can build

a terrain piece or paint a miniature that you can
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keep. Then there are the painting competitions.
There are two speed-painting competitions. One is

a light-hearted affair, where the organizers impose
random obstacles on the contestants, like painting
while standing up or painting while wearing massive
mittens. The other contest is more serious. However,
there are still obstacles to overcome, like using dried
up paint, gunky brushes, and dim light!

Here is my result for the more serious speed-painting
contest. Everyone has one hour to paint a randomly
provided miniature. I'm pretty pleased with my at-
tempt, given the conditions. Unfortunately, | didn't
place in the round. | requested feedback from the
judge, and he said that the shading and midtones
were right-on, but the miniature needed more high-
lighting.

With the excitement of a painting session under my
belt, | made my way to the Golden Demon Lounge
elsewhere in the Convention Center.

Here are a few of the entries that caught my eye. I'm

a big fan of the Kroot family of models, so | was happy
to see a lot of attention given to them this year for
some reason. | think there were about three separate
entries featuring the Gnarloc, the beast of burden or
beast of war, produced by Forge World.

| was admiring one of the models that had won a
Gold Medal, when, overhearing a side conversation,
| realized that the painter was standing right beside
me. So | took advantage of the opportunity to ask
him how he achieved his weather effects on the
custom base, to which he kindly explained his use
of a sponge as well as his rationale to go in a certain
direction of the color wheel. As it turned out, about
an hour later, this same gentleman was on the awards
stage lofting the Slayer Sword above his head! So
in this way, | learned that | had the good fortune to

obtain some personal instruction from Todd Swanson.
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In another story of minor celebrity, one of my bud-
dies pointed Miggedy Mack Martin out to me at the
Fantasy Flight Games booth. | recognized Mack as
the founder of the Dice Like Thunder podcast. | had
stopped listening to that podcast when Mack left the
show, so | didn't realize that Fantasy Flight hired Mack
as a games designer, and that he was responsible for
the Dark Heresy RPG!

Mack personifies the life arc that we all fantasize
about. As a kid, spend all your homework time play-
ing Warhammer 40K, illustrating Warhammer 40K, and
reading Warhammer 40K novels. Continue the same
in college, while studying game design. Launch a
podcast sharing all your Warhammer 40K knowledge
with the world. Bring all that experience to a job
interview where all of that “focus” actually wins you a
job,and be hired by a game company to be a game
designer. Score.
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Here's a picture of Mack and | cramping the style of a
Sister of Battle.

Time for an amusing aside about Mack and the
Ultramarine movie. At the end of the convention, the
Fantasy Flight guys were catching up with

Alan Merrett, Games Workshop greybeard and the

IP Lead to whom they report. Mack was waxing cool,
suggesting to Alan that the true sign of success

for the Ultramarine movie is when they release the
RiffTrax for it,and, oh boy, is that going to rock! Alan
responds with an impassive, emotionless expression.
Hmm. Mack, perhaps a little flustered (but hiding it
very well) continues to explain that RiffTrax overdubs
movies with hilarious commentary, a la Mystery Sci-
ence Theater 3000. Alan responds with an impassive,
emotionless expression. Mack decides to change the
subject.

If all of that celebrity hobnobbing and general gam-
ing/painting goodness wasn’t enough, the highlight
of the entire trip was when our gaming group invited
the team from Fantasy Flight Games (FFG) to go to
dinner with us at Phillips Seafood at the Inner Harbor.
Which they accepted to our delight!

So we enjoyed conversing with Ross Watson, Sam
Stewart, Mack Martin, and Tim and Ron, whose last
names | can't recall .1 spent most of my time talking
with Ross. | learned a little bit of his background and
career trajectory that led him to FFG, and we remi-
nisced about old games from the 80’s. We debated
the potential value of a skirmish game for Games
Workshop, and we talked about the product devel-
opment lifecycle process at FFG. One of my gaming

buddies had the pleasure to describe his Dark Heresy
and Rogue Trader campaigns to one of the actual key
designers of the games, Sam Stewart!

These guys were so great to talk to. It was all we could
do to avoid coming across as google-eyed fanboys/
fangirls - 1 don't know if we succeeded! What a tre-
mendous way to cap our day at Games Day!
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Games Day UK 2010

Well, it was that time of the year again - Games Day
UK was upon us.| had finished my entry for Golden
Demon, I'd decided this year to only enter one catego-
ry, which was Lord of the Rings. | had painted Sam and
Bill the pony.The trip down was in the pimp mobile,
and for those who haven't seen Ky’s mini bus, then
check out the website. This year he had some new
interior lighting, a disco type light, which he switched
on to show us all,and amused we were.

So we arrived well in time around 8 o’clock, and
started the day in the Golden Demon queue. This year
the queue seemed a lot smaller, with far fewer people
entering Golden Demon. Once inside | did notice that
a lot of people hadn't bothered to collect Golden
Demon entry tickets and seemed to use the queue to
getin early.

This had an affect on the number of entrants into the
competition, with a significant reduction in models
in the cases. In fact, as | wandered around the show

it seemed there were far fewer people attending this
year then at previous Games Days.

My first stop of the day were to speak to a few
members of the Design Studio that | know and have
a good chat and catch up, as we no longer live near
each other. The studio team, along with the paint-
ing competition filled one hall. The ‘Eavy Metal team
spent the day giving tips and painting advice to the
people who had brought their work in to show them.
There were also writers, sculptors, game designers
and members of the manufacturing team to talk to.
Even at the end of the day they were still smiling and
brought a positive vibe to the event.

As | was wandering around | started to notice that the
hobby participation areas had become smaller,and
that the sale areas were bigger this year.This trend
has been apparent over the past few years, but | felt
this time it was too much.Where there is usually a hall
filled with fabulous gaming tables there was only a
handful.

Despite being reduced in size, the conversion com-
petition table and the scenery building areas were
packed all day, and with the number of ladies car-
rying the hand made scenery around the plan was
clearly to‘get mum to carry it'These areas are always
dominated by the younger attendees, and | was sorry
to see them be less prominent this year as they help
promote the hobby and get people actively involved
on the day.

Words :Jason Hubbard
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The lack of a big release this year made the ginor-
mous sales area seem inflated in size, and without any
show deals it made me question whether Games Day
has turned into a glorified sales event or not. Games
Day should be about the hobby, with the focus on
painting, gaming and scenery construction, not sell-
ing stuff - that’s what the stores and website are for.

My wandering ended up at the Forge World display
and my eye was caught by the Warhammer Forge
stand and it's pretty resin.| was rewarded for my ef-
forts pushing through the crowds and managed to
get to all the display cabinets, and as | looked closer |
started to drool like Homer Simpson, with the Marien-
burg Land ship in particular screaming out at me

- yes, | do want one (Ed - Shame about that miniature
buying ban).I'm pretty excited by this turn of events

- Forge world have always produced some pretty
spectacular stuff for 40K, so we should see some really
cool items coming from Warhammer Forge. It was the
part of the show | heard most discussed on the day

- usually with bright eyes and a terrified wallet.

This new venture certainly looks like it could revitalise
Warhammer, as the books will cover subjects that stu-
dio can't, such as campaigns in which Chaos over runs
the Empire, not to mention background books for
parts of the old World, such as Araby, Norsca, Cathay
and every other part of the world map not covered
by the main studio.This is an area that | have felt has
been lacking for sometime. The Lustria book was a
step in the right direction, but with nothing since |
was concerned we'd never get to see the far reaches
of the Warhammer World.

| was disappointed to not find Warhammer Histori-
cal anywhere, but maybe | missed them.This was

a shame as | was hoping to pick up a couple of the
books, Shieldwall in particular.

?



This year saw the anticipated Space Marine movie
showcasing a new trailer - the queue was huge, with
lots of eager folk desperate to get a look. | decided
that I'd try later on when hopefully the queue would
have reduced in size some what, but | never did man-
age to get a look at the trailer, though fortunately I've
seen it since. It looks like this may be a pretty good

film, and I'll try to get hold of a copy when its released.

So, as lunchtime approached, | wandered over to the
Plaza hotel and attended the painters meet up.This

is where painters from all over the world who are
attending the Games Day meet up to share tips and
ideas, and generally chat about the hobby of painting
small miniatures. Some of the notables in attendance
were Ben Jarvis, who was last year’s Slayer Sword win-
ner,and is one of the founders of Platoon

Britannica, as well as Rune Keppel - who my other
half had a quick chat with - along with a host of other
painters, many of whom picked up finalist pins and
even Demons later in the day.

It was certainly a fun way to spend my lunch break,
although the price of a drink at the hotel was a bit of
a shock. How much? (Ed- Too much, apparently.....)

| wandered back over to the show once the meet up
had finished and headed over to pick up my Golden
Demon entry. As it was handed back | noticed a mas-
sive chip on the miniature, which wasn’t there when

I handed it in.I remarked about this to guy hand-

ing over to me and he just smiled and shrugged his
shoulders - | was slightly miffed. Yes, | know it's not a
Demon-winning entry, but | had spent time and effort
on the piece, so expected those handling the minia-
ture to do so with care and respect, and not to drop
it.| understand that accidents happen, but it left me a
bit sore to say the least.

Overall | was disappointed with this year’s show, it
seemed to me that selling products was give prefer-
ence over hobby participation - which may be a sign
of how the economy is affecting the business. At past
shows there has always been a buzz, a sort of excited
feeling amongst the crowd, but this year | didn't get
that feeling.

This has prompted me to make the decision that |
won't be attending next year’s Games Day. I've been
attending the shows for a number of years and
have always looked forward to the next show with
anticipation, but this year | left with a bad taste in
my mouth and feeling very disappointed. It wasn't
a showcase for the hobby, and it wasn’t a day to
showcase the world of gaming - it was a glorified
day of selling and that was a shame. I've always seen
Games Day as a showcase of what can be done ata
wargames show, but this year it felt like a poorly
constructed corporate sales event.
















‘Hearts and Minds’
ISAF in Afghanistan, Flying Lead Theatre
of War Book. Ganesha Games

| have always find it difficult to know whether | should
even consider playing games set in wars which are
still ongoing, and "Hearts and Minds’is most certainly
a sourcebook that deals with games set in the ongo-
ing conflict in Afghanistan.| might have had more
qualms about this if it hadn’t been recommended to
me by a friend who served in the British Army, who
also said that | should write this review.| am also
impressed that $2 from every copy sold is donated to
the charity Combat Stress

| am already familiar with the Flying Lead rules, which
this expansion is written for, having played several
games set in the first half of the twentieth century
against our Editor. However, | was pleased to find as

| began to read these rules that they begin with a
well written one-page introduction to the history of
Afghanistan and the West’s (especially Britain’s) past
involvement in the region, leading up to the elections
held in Afghanistan in 2005, although the rest of the
rules make no kind of distinction as to when a skir-
mish battle may take place, from Operation Enduring
Freedom, starting in October 2001 to the present day.

The rules set out in the book blend easily and natu-
rally into the parts of the text that give a flavour to

Words: Dave Barker

the conflict, with many terms and acronyms that |
didn't know being explained.The rules cover a wide
range of different features of the Afghanistan conflict,
from military dog teams, talking to the locals through
interpreters and ISAF Rules of Engagement, through
improvised explosive devices, dickers (unarmed
Taliban observers) and the differences in the levels of
technology between ISAF and Taliban forces. Detailed
rules for the different types of weapons in use in the
conflict are also provided as well as rules for more ac-
curately using vehicles in this particular theatre.

Also introduced is the slightly ironically named “Joys
of War” game mechanic, not previously used in other
Ganesha Games systems, which are all based around
the same core success activation mechanic.| rather
like the way this works, providing an extra level of
tactical uncertainty into skirmishes without making
games suddenly unbalanced and impossible to win.

Fifteen different scenarios are detailed, which pro-
vides a nice variety of different engagements, as well
as guidance on turning a series of linked scenarios
into a campaign.This is more than | was expecting in
just a 50 page supplement such as this one, and this

is in addition to the breakdown of troop types from
which to select your forces and the usual excellent
‘cheat sheets' that I've come to expect from a Ganesha
Games product.

If you really don't like the idea of playing skirmish
games set in a modern, ongoing conflict, then this
supplement really isn’t for you. However, if the idea of
playing this type of game is something that appeals,
whether you're gaming with the excellent Flying Lead
rules or a different set of rules, then | would recom-
mend this title for the background information and
getting a flavour for the conflict, as well as the excel-
lent scenario ideas that it includes.

‘Hearts and Minds' ISAF In Afghanistan, Flying Lead
Theatre of War Book, Rich Jones, Surf Shack Produc-
tions’and Ganesha Games.
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Britanan Grenadiers & Troopers Word & Images : Peter Scholey
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These are nice figures and very enjoyable to paint. market there is for these figures though.On the
However they are a pain in the backside to put whole, though, they are very nice models.
together! | tried first of all to straight super glue the

arms and heads onto the models, however there isn't These figures suffer from the same problems as the

very much for the glue to bind to,and so then | tried Grenadiers, however, in my opinion the extra little bits
to build up a neck on the models with Green stuff, of detail make them a little nicer to paint.The slots
and that didn’t seem to work very well either. In the aren’t right as with the grenadiers, and they are just as
end | had to pin the heads and arms on, and this has awkward to put together, again requiring pinning.

left the models remarkably strong. However, there

does appear to be no necks on the models, and some | painted them in the same style as the grenadiers, ex-
large gaps on the arms where they join. Also, the slots cept as these have Bicorns, | didn't do a grey dry brush
don't go together very well, being either too narrow highlight.Instead, | just picked out certain parts of the

or to wide, and so some creative gluing had to be
done.

This really is the end of all the gripes, as the models
themselves paint up dead easily, | started with a

cap, and put a white edging round the top of them.
The muskets are worthy of mention, as they have
lovely detail, with what appears to be tape binding
round them, which makes them very fun and engag-
ing to paint, trying to pick out the little bits. Similarly
they have picked out the grain on the wood as well.

Tamiya black ink coating to bring about the detail for
the photos and then painted the jackets purple as
well as the cross-belts and trousers grey.| then put a
red highlight on the jackets, with a semi dry brush-
ing technique to allow them to look slightly faded.

A similar approach with white onto the trousers and
cross-belts finished them off too. The Grenadier caps

| painted black and dry brushed with a light grey, and
used a metallic brassy paint by Daler Rowney for the
front and back plate.Their weapons seem to be large-
ly metallic, so | left those with just the Tamiya black
ink on, and it looks quite effective | think. | painted
the cuffs yellow, the grenades black with a light grey
highlight and the backpack brown, all in a two tone
approach. Finally | painted the “flesh” parts a light
brown to start with and then did a 3 stage highlight
with an off white yellowy-cream colour, to try and get
a good straw approach, which I am not entirely happy
with.

Suffers from the same problems as the Grenadiers,
but I think the extra little bit of detail, makes these
nicer to paint.

There really is good detail on these figures, with
stitches and patches on the clothes and “flesh” areas.
The very difficult assembly, coupled with an extreme-

ly niche range, makes me wonder how much of a
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Jdohn Treadaway & John Lambshead
Approved by David Dvake - author of the Hammer's Slammers books

| first became aware that this new Hammer’s Slam-
mers title was being published when | was at the UK
Games Expo 2010 in Birmingham with my gaming
mate, Rob, and our two five-year-olds. The Hammer’s
Slammers layout and demo game associated with this
book launch were the only thing there - apart from
the face painting - that really fascinated the kids. Rob
and | were really quite impressed too.

So after | was back home and telling Jason, one of our
editors, about the great looking game | was imme-
diately asked to review it and I've got to say up front
that | was as impressed with the book as | was with
the demo game at the UK Games Expo.

Itis a lovely full page, full-colour, glossy hardback
packed from front to back with pictures, miniatures
and diagrams of various pieces of military hardware
or symbols of the military units in the Slammers’
universe. Just about every page also has a quote from
one of the stories and this is all before the actual
content.

The book is primarily divided into two main sections:
the first which gives details of the backgrounds and
equipment in use by military forces across the inhab-
ited worlds; and the second part details rules that
can be used to re-create some of the battles from the
Hammer’s Slammers stories with suitable miniatures
in any scale from 6mm to 25mm.

Words; Dave Barker

Recommendations are also given about where such
miniatures can be bought.

As a bit of a fan of the Hammer’s Slammers stories
before coming to this rule book, | found the informa-
tion in the background section an interesting and
enjoyable addition to what | already knew, presented
in a different and more factual manner.

I've not been able to find time to playtest the rules
properly, but they read well with a multi-phase turn
sequence handling everything from off-table artillery
to infantry assaults in a unified manner - although, as
one would hope from such rules, the main focus is of
course around combat between armoured vehicles. A
nice touch is an alternate turn sequence which allows
you to incorporate Molts - a particular type of alien
from of David Drake’s stories - and their unique ability
to be able to teleport in and out of battle.

If  was to try and find fault with this book then I'd
have to point out that in places the layout does ap-
pear slightly cluttered in trying to cram so many nice
features onto each page of the book and that some of
the terminology from the rules section has crept into
the background section, meaning that some terms
appear before they're really defined.

However, these small issues do not detract from what
really is a superb book and a worthy addition to the
Hammer’s Slammers material that is currently avail-
able.| can offer no higher praise than to say that the
Editors will have a fight on their hands if they want
the review copy back! And I'll be bringing powerguns
to the fight!

Hammer’s Slammers : The Crucible, John Treadaway
and John Lambshead, Pireme Publishing, ISBN 978-0-

9547276-3-5
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Field of Glory — Renaissance

| was recently handed a copy of the new Field of Glory
- Renaissance wargames rules and asked to write a
review, a task which | was happy to undertake given
my liking for the Field of Glory — Ancient and Medi-
eval rules and my desire to find a set of Renaissance
rules which | would actually enjoy playing. Together
with a copy of the rules, | was also given a copy of the
first army list book; Wars of Religion, covering West-
ern Europe 1610 - 1660, i.e.encompassing both the
English Civil War and the Thirty Years War.

The rules are, as the name suggests, aimed at recreat-
ing Renaissance warfare on the table top. They cover
a period which starts with the Great Italian Wars at
the close of the 15th Century and runs through to the
wars of the League of Augsburg, ending just before
the start of the War of the Spanish Succession in 1701.
In Western Europe this period saw the rise of large
pike formations followed closely by a growing impor-
tance in firearms which initially complemented and
then supplanted the pikes so that by the close of the
period the number of pikes had been reduced to a
minimum and the majority of infantry were equipped
with muskets and plug bayonets.

The books are physically very similar to the current
Ancient and Medieval rules and army lists, the same
size, shape, binding, general layout and colour provid-
ing a very strong family resemblance, as well as a con-
sistent product image. As is the case with the earlier
books, both the rules and the army lists are liberally
scattered with illustrations taken from various other
Osprey publications, combined with photographs of
relevant period wargames figures. Again, as with the
earlier book, the rules also include a large number of
diagrams to help understand some of the complexi-
ties described in the text. The diagrams are an excel-

Words: Nick Slonskyj
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lent feature of the Ancient and Medieval rule set and
are just as good in the Renaissance set. The overall
production quality is well up to the high standard set
by the previous publications.

The rules themselves are obviously built on the same
framework as the Ancient and Medieval rules, which
greatly aids in their assimilation by anyone who is
already familiar with these. The same turn structure
is employed with Impact, Manoeuvre, Shooting,
Melee and Joint Action phases and the same Points
of Advantage combat mechanism, with criteria more
appropriate to Renaissance instead of Ancient war-
fare. As with the earlier rule set, troops are classified
by Type, Armour, Quality and Combat Capabilities but
all of these differ from the classifications used by the
earlier rules except, understandably, for quality which
remains as Poor, Average, Superior and Elite.

The Type, Armour and Capability classifications dif-
fer from the Ancient rules and are more appropri-

ate to the later era, so Type includes troops such as
Gendarmes and Cavaliers, while Capabilities include
Arquebus, Musket and Pistol, the latter being poten-
tially available for Impact, Melee and/or Shooting
depending upon army list and points paid. Protected
is no longer an Armour class but is the term used to
describe mutually supporting stands of pike and shot
or mutually supporting stands of mounted troops
and commanded shot and confers defensive Points of
Advantage in certain circumstances.

Itis a pleasure to report that the rules do cater for
specific Renaissance formations so that there is a
significant amount of text devoted to describing
Tercios, pike Keils, Swedish Brigades and other Pike
and Shot formations. These formation rules appear to
have been well thought out and should satisfactorily
model the behaviour of the real thing on the table
top. | particularly like the mechanisms for modelling
the huge early Tercio formations (up to 18 stands
under Field of Glory) and believe that they are the
best attempt at it that | have ever seen in a set of
wargames rules.

The special formation rules go a long way to reinforc-
ing the illusion that an actual Renaissance battle is
being modelled on the table top and this is further
aided by the rules for Divisions. Divisions are the
Renaissance equivalent of the Ancients Battle Lines,
i.e.a feature which allows multiple battle groups (the
Field of Glory term for a basic manoeuvre unit) to be
moved simultaneously and potentially multiple times
in a single turn. Unlike Battle Lines, the component
battle groups making up a Division must be arranged

?

d

SMoIAD




with some spacing between them which provides
the typical chequer board type army layout seen in
contemporary wood cuts and other illustrations from
the period.

One significant difference between the Ancient and
Renaissance rules is in evaluating the effects of shoot-
ing. Both sets of Field of Glory rules use a Death Roll
to decide if a base should be removed after a battle
group has received hits from shooting or close com-
bat, basically the target unit must roll greater than the
number of casualties to avoid losing a base. This die
roll is subject to modifiers and where the casualties
are due to shooting the modifier is plus two in the
Ancient rules, greatly reducing the number of bases
removed. In the Renaissance rules if the shooting is
mainly from firearms then the plus two is ignored, so
shooting attacks in general become far more lethal
where substantial number of firearms are present as
is the case with many armies in the period, particu-
larly later in the period.

The increased lethality of firepower may result in us
seeing more battle groups being destroyed through
excess casualties than is the case with the Ancient
rules, although this remains to be seen and has not
been the case in the two test games (both ECW en-
counters) which | have played to date. In any case the
additional respect which must be given to firearms

is in accord with my understanding of how a Renais-
sance battle should unfold.

The supporting army list book follows similar lines
to those already seen for the Ancient and Medieval
army lists; the book includes over 20 armies and
for each one has some supporting text, an army list

and a starter army of about 600 points value drawn
from the list. The lists appear to be reasonable and
consistent with what | know of the armies involved.
The supporting text, as with the Ancient lists, is fairly
lightweight and will not add anything to the under-
standing of anyone who has done any independent
reading but is useful enough as an outline for the
more general reader.

As mentioned earlier, | have with the help of some
friends from the Sheffield Wargames Club, played a
couple of ECW games using armies drawn from the
army list book and largely based on the starter armies
listed. Both of these games went very well with, as
stated previously, some familiarity with the Ancient
rules proving to be very helpful in actually playing
these rules. Both games had the unquantifiable feel
of how | would expect an actual ECW battle to resolve
and both games drew out the differences between
the two armies, the superior dash of the Royalist Cava-
liers opposed to the steady discipline of the Round-
head Horse.

For myself | think that this rule set and its supporting
army lists will finally provide me with an enjoyable
game which has the proper feel for the period. At the
very least | have been inspired to dig out my old Great
Italian Wars armies for the first time in many years and
even start painting one or two additions. | have no
hesitation in recommending the books to anybody
with an interest in Renaissance wargaming.




28mm Sandbag Emplacement/

Machine Gun Nest
Urban Construct

I was volunteered to do an article for my friend Dave
Maguire who owns Urban Construct, and he sent me
this terrain piece.

My first impression of the piece was that it was solid
and chunky, so it’s practical and unlikely to break.The
sandbags themselves had nice detailing and pattern,
so the piece would dry brush nicely and | thought
that the footprints in the mud behind were a nice lit-
tle touch.| wasn't personally bothered by the fact that
there were 3 German hand grenades on the piece,
but | thought that it might put others off because it
reduces how generic the terrain is.

| started off with a simple dark brown base coat over
most of the bunker, leaving the edges so | could easily

TP, ¢ 3

hold it.This was followed by a light brown covering,
like a heavy dry brush, to try and bulk up the layers
of colouring on it.| wanted to try and achieve a more
yellow appearance one the whole, as | felt the one
on the Urban Construct website was a bit white and
bland. Just personal opinion, but | wanted a bit more
colour and brightness to the piece.

The light brown was then followed by a heavy dry-
brushing of yellow ochre over the sandbags, leaving
only the recesses untouched with the brown in. this
was to try and achieve a look of there being mud and

Words & Images: Peter Scholey

soil inside the bags, and spilling out.The tops of the
sandbags were then also slightly highlighted with a
yellow ochre-off white mix, to try and make it look a
bit sun-bleached and worn.

Finally | painted round the base, and highlighted with
a light brown, and then painted the stick grenades
and all was done.

On the whole | thought that the piece was very nice
indeed. It is very cheap at only £4.35,and | certainly
intend to get a couple more for my WW2 skirmish
games.The detailing on the sandbags is fantastic,
allowing for very easy dry brushing.There is scope

for a bit of home-adjustment as well, if you wanted to
glue wooden poles in and stick a camoflague net over
the top this would be relatively easy, and the piece is
large enough to comfortably accommodate a AT gun
or at least 5-6 figures.



http://www.wargameterrain.co.uk/index.php?act=viewProd&productId=20
http://www.wargameterrain.co.uk/index.php?act=viewProd&productId=20

Cornelius the Wizard
Micro Arts Studio

Cornelius is a generic fantasy wizard carrying a large
book, numerous bags and scrolls, plus a cat, some
bottles and he even has a small gnome by his feet.
This is a one piece miniature from Micro Art Studio
and, unlike their Discworld range, he comes in resin.
At 5.40 plus pp, which in GBP is less than £5,it's a
good price for a resin figure.

There is a lot going on with this model and | found it
difficult to tell what parts were until | looked at the
painted version on the Micro Arts web store. It's worth
noting that the store version has a completely differ-
ent base. Mine arrived with his feet (plus gnome) flat
on an integral standard square 25mm gaming base.
In the picture his feet are on top of a stone.| think this
is a bit misleading, as this is the only picture of the
miniature | could find on the website.

Preparation

| was very happy that it was a one piece miniature, as
| like to get my gaming pieces done fairly quickly,and
less time on preparation is always good. However, |
was very disappointed as it was not the same quality
as previous resin items | have bought from Micro Arts
Studio in the past.

There was a lot of flash, and with this being a very
detailed piece, it's not always easy to tell where you're
supposed to stop cleaning sometimes! There were a
few small mould lines that cleaned up easily enough,
but there was a lot of pitting and roughness in some
areas that really needed some putty attention, and

if I'd had more spare time | would have spent a lot
longer on preparation.

Words: Rebecca Hubbard
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Painting

| usually complete a gaming mini in about 2 painting
sessions (I'm not the fastest painter in the world), so

| was surprised that it look me 3 sessions to com-
plete the wizard - and that did not include basing.
The reason for this was the detail - there’s so much
of it. There are straps with buckles on his robes, a
scroll and a feather on his hat, and the swirls on the
book and cloak are sculpted in place. | actually found
these swirls a bit awkward. They saved having to add
freehand to the cloak - which is a great idea - but it
actually made painting the cloak more difficult as |
was constantly working around them.

Overall, | did not enjoy working on this model, but
now the paint is on it I'm liking it more.I'm not quite
sure who it's aimed at though. | think it would be
great as an RPG character, but the amount of work
required on this mini seems a bit excessive for a NPC.
The finish is just not up to the standard for a display
piece, but he might work well in a complex diorama.
It's a good price, but if you're thinking of giving resin
a go for the first time | think you would better getting
one of Micro Arts scenic bases instead.

?


http://www.shop.microartstudio.com/cornelius-wizard-p-82.html?cPath=36_39
http://www.shop.microartstudio.com

WWII German Infantry

Warlord Games

Another set of plastic sprues landed on my desk again
this month, though this time they were from Warlord,
and fairly modern, being WWII Late German Infantry.
These are the first plastic World War Two miniatures
available to my knowledge, not only from Warlord but
in general.

| like plastic models, due to the amount of customi-
sation you can do, and the flexibility it allows you in
constructing a unit.The sprues have enough heads
and equipment to allow you to build an uniquely dif-
ferent miniature each time.The choice of weapons is
really good, everything from a pistol, through to MP40
SMGs and a MG42.

The models are well sculpted, and the cast is excep-
tional as | would expect from Warlord - these guys
excel at producing high quality, cheap plastic minia-
tures.There was very little in the way of mold lines,
and the one | did find were very easy to remove.
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| also realised that these guys could be easily custom-
ised into modern/sci-fi miniatures if you used parts
from other manufacturers.

Each box contains enough parts to make 25 multi
part plastic miniatures, and | found them very easy
and quick to build, which is great.The detail on these
guys is really high, which will make painting them
very painless.

For anyone who games in the period of World War
Two | would definitely recommend picking a box or
two up and adding to your army. If you're thinking
of starting a WWII army then these are the perfect
choice.

?




28mm El Cid Range

HaT Miniatures

This Month a few test sprues landed on my desk from
HaT Productions from their 28mm range.These were
forthcoming releases from the El Cid range of minia-
tures which included the following;

28018 28mm Andalusian Light Cavalry
28019 28mm Andalusian Heavy Cavalry
28020 28mm Almoravid Light Cavalry
28021 28mm Almoravid Heavy Cavalry

This isn't normally a period | play or research or know
much about beyond the Charlton Heston movie El
Cid, so when | picked these up | was slightly intrigued.

As these are test shots | suspect that there will be
changes made before the final run.HaT have already
informed me that some will need more detailing
before the final run.

The first thing that jumped out at me from the sprues
initially was the horses.These are really nice, with
excellent detailing and are well proportioned. | also
liked the poses the horses are sculpted into as well.

The riders have a good combination of differing types,
which will give any unit a more individual look and
feel.This is something | prefer, rather than a unit of
troops who all look exactly the same.This is one of the
reasons that these appeal to me - | rather like them,
and though | don't game in the El Cid campaign, |
could use them as Arabic warriors for early crusade
gaming.

Words & Photography: Jason Hubbard

An aspect | did notice with these miniatures is the
minimal amount of mold lines, and those that do exist
are easily removed.The one thing | didn't like were
the spears that are connected to the rider, mainly be-
cause the spears are quite fragile.| prefer to use metal
spears with my cavalry.This isn’t a major issue as it
would be quite easy to remove the spears, drill out
the hands and replace them with metal counterparts.

In regards to their scale, which is said to be 28mm,
these are smaller in comparison to other manufactur-
ers, which in itself isn’t an issue, but it is something to
consider if you're going to purchase other manufac-
turers ranges to go alongside these.

Overall I really liked these miniatures and look for-
ward to painting some of them.




Warhammer 8th Edition
Games Workshop

First let me begin by making it clear that thisisn't a
review of the Warhammer 8th Edition rules; | feel that
it will take several months of gaming before a proper
review could be written - so maybe in the next issue.
It took me just over a week to read the new rulebook
and there are several qualities to the book that | feel
make it stand out.

The book itself is huge at just over 500 pages long,
but it seems to be fairly sturdy. Every page is in full
colour and it comes with a built in book mark (very
handy in a book this big).| also only counted around
three typos in the whole book, which isn't bad for
something with so much text.These certainly help
to justify its price of £45.0f course it is the contents
of the book that we really care about. As usual for

a Games Workshop (GW) product, the book is filled
with stunning artwork. Many pictures are full of small
interesting details that you can spend ages looking
for.

The book begins, as you would expect, with the new
rules for Warhammer. Without commenting on the
rules themselves, this section of the book is well writ-
ten. Each rule begins with a summary in bold and is
then followed by more detailed text. By just reading
the bold text you can learn most of the new rules in
an hour of reading or so.The rules are presented in a
sensible order and the special rules have all been con-
solidated into one section. Notes in the margin help
cover things that don't quite warrant a rule, but are
worth mentioning anyway, such as resolving disputes
and cocked dice.

The next section of the book covers the history of

the Warhammer world and this is where | was first
surprised. Rather than the usual GW copy and paste
job, | found that most of the text had actually been re-
written, with each race and period of history having

a little bit of new material. The extra effort made the
whole fluff section an interesting read, rather than a
chore.

Next came around 100 pages of miniature show-
cases and this section holds yet another surprise: the
chapter actually begins with a brief introduction to
the history of wargames and shows evidence of some
pretty good research.| had no idea that the earliest
model soldiers were found in Egyptian tombs, or that
the Prussian army used to supplement officer training
with miniature wargames. As for the showcase, many
of the models | had seen before, but some pages were
dedicated to Golden Demon winners and they were a
particularly welcome addition.

Words : Dan Lee

The quality was, of course, superb, but the models
were also much more interesting to look at than stan-
dard ‘Eavy Metal models.

The rest of the book seemed to be aimed at getting
players to experiment with the rules. Several scenarios
are included that aren’t necessarily balanced, but look
very fun. Advice is also given on designing your own
scenarios and running various types of campaign. A
battle report is included which is a good example of

a scenario run by a games master, though the cynicin
me thinks the outcome of a minor win may have been
staged.The end of this section of the book details

a massive battle, with background for the key units
and characters.| found it to be very interesting as

I've never seen a battle described in that much detail
before (I stopped reading White Dwarf years ago so
maybe it's a more common format now).

The book ends with a reference section which
includes rules for the laws of magic and common
magic items. | heard rumours that the rules summary
contains lots of contradictions with the main text, but
to be honest | haven't checked - if you have the book
with you just look up the rule in the start of the book.
The first few pages of the reference section did make
me giggle. After introducing the section as contain-
ing all the essential information you will need, the
first two pages describe how to buy more GW stuff.
In a book this big | guess | can let them off with a few
pages of advertisement though.

As for the book’s downsides:if you try to carry this

to each of your games you're going to give yourself

a back injury — it is impractically big and heavy.The
rules for selecting spells and for magic items are in
the reference section rather than with the main rules,
which | found to be a bit odd. GW also made a major
omission form the first printing: they forgot to explain
how to decide who won properly! The positive side of
this is that the errata sheet they put in the rulebook
provides a convenient second book mark.

Overall I'm happy with my purchase.| enjoyed read-
ing it and | got the impression the GW really tried to
produce something new.

?



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.and is Copyright 2000 Wizards of the Coast, Inc (“Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyright ed material including derivative works and translations (including into other comput-
er languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content” means the game mechanic and in-
cludes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and
is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks includ ing
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and spe-
cial abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use;“Used"” or “Using” means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agree-
ment.

2.The License:This License applies to any Open Game Content that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use.No
terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4, Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, world-
wide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7.Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, indepen dent Agreement with the owner of each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work contain-
ing Open Game Content except as expressly licensed in another,independent Agreement with the owner of such Trademark
or Registered Trademark.The use of any Product Identity in Open Game Content does not constitute a challenge to the owner-
ship of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and
interest in and to that Product Identity.

8.ldentification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are dis-
tributing are Open Game Content.

9.Updating the License: Wizards or its designated Agents may publish updated versions of this License.You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any ver-
sion of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do so.

12 Inability to Comply:If it is impossible for You to comply with any of the terms of this License with respect to some or all

of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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