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Editorial 

Jason: Well, it’s been a year since we started this venture. I was only expecting - or, 
should I say, hoping - to get around 200 downloads per issue, but the first weekend 
of issue 1 surpassed that by a mile. With an average of between 4-5,500 downloads 
per issue, you guys - the readers - have surpassed my expectations and keep doing so 
with every issue, so I’d like to thank you all. I’d also like to give a very special thanks to 
all those who have contributed to Irregular over the course of the year. Without those 
contributions being given for FREE, there would be no magazine, so thanks to all the 
contributors and all the readers for making Irregular successful. 

It’s the 1st year anniversary issue and what a packed issue we have - this month we 
have some great interviews with two of the industry’s leading figures. Firstly, we have 
writer and game designer Gav Thorpe, and secondly a painter who is regarded by 
most as one of the world’s best - Jérémie Bonamant Teboul. We also have an outstand-
ing painting competition sponsored by Dragon Forge with prizes worth a total of 
$100 dollars.  On top of all that we have set of Medieval War game rules, a Dark Age 
campaign, NPC’s for Pathfinder, plus great painting tutorials. We also the start of a 
new series of art pin ups - yes, I did say pin ups - what started as a joke has now been 
turned into a series starting with an Elf by Issue 1 cover artist Matthew Mella. By the 
way, it was Matt who suggested it as a joke, around about issue 2. Since then Nick has 
been determined to get this idea in to existence. 

Other news is that we have entered Irregular Magazine into the ENnie Awards. We will 
find out if we’ve been nominated for any awards on July 9th, so we will keep you all 
informed of that via the website. By issue 6 we will know if we actually won anything. 
Here’s keeping fingers, legs and eyes crossed. 

That’s all folks - see you next issue. 

Nick: I’d like to echo Jason’s sentiments regarding this issue - when I was dragooned 
into helping proof-read and edit the first issue, I thought we’d be doing well to be 
getting 40 page issues out each quarter, with a circulation of 500-1,000 readers. To see 
where we now stand, and some of the people we’ve worked with is simply amazing. 
I’d like to that everyone who has contributed over this first year, especially our regular 
contributors - without you guys, we wouldn’t be in anything like out current position.

So, what’ve I been up to this month? Well, I’m writing this editorial on the train back 
from Gloucester due to starting a new job, which is always a good thing. I’ve been 
steadily working my way through painting my Warmachine Mercenaries ready for 
the European Team Championships at the start of July, with a slight segue when I 
painted up the Deflector for our Brutal test game during May. Finally, I’ve been getting 
my head around the rules for The Dresden Files RPG, and I’ve been running it for my 
roleplay group - with a bit of luck, you might be able to see what Sheffield would look 
like in the Dresdenverse next issue.

Finally, I’d just like to mention a couple of places where you’ll be able to catch the 
Irregular team at in the near future. First of all, we’ll be at Figureworld on July 10th at 
the Maelstrom Games Eye of the Storm centre - both displaying figures and running 
demonstrations. For those of you who are local, we’ll be having a barbeque in Shef-
field’s Endcliffe Park on July 11th, weather permitting. I’ve been told that there’s some 
football match on in the evening, so the BBQ will be on at lunchtime. Our last stop in a 
busy month will be I.M.P v2 on July 31st at Patriot Games and La Perle in Sheffield.

I think I might need to go back to work for a rest after all that.....

http://irregularmagazine.com/i5_sponsor
http://matthewmella.com
http://www.ennie-awards.com/
http://imp2010.eventbrite.com
http://www.patriotgames.ltd.uk/store/
http://www.maelstromgames.co.uk/index.php
http://www.irregularmagazine.com/team
http://irregularmagazine.com/i5_cover


4

News

The place to be on July 31st is Sheffield, UK for 
Irregular Miniature Paintfest, fondly known as IMP. This 
event is run by the Sheffield Irregulars mini painting 
group and this year will feature, painting workshops, 
speed painting competition, demonstration games, 
the Golden IMP Awards plus lots of fun and cake!

Patriot Games and La Perle delicatessen are the loca-
tions for the event - and as they are across the road 
from one another this isn’t as awkward as it sounds.

The Golden IMP Awards is a painting competition 
open to everyone and this year the categories have 
some bonus sponsor prizes as well! The categories 
are:

• Single figure 

• Unit 

• Vehicle 

• Open 

• IMPling (for 16 yrs and under) 

Medals will be awarded to the 1st, 2nd and 3rd win-
ning entries in each category, and the Best in Show 
trophy is awarded to the entry with the highest public 
vote.

Hasslefree Miniatures are providing a prize for the 
best painted Hasslefree miniature in ANY category.

Warlord Games have donated £100 worth of prizes 
for the best painted historical entry (and runner up) in 
both the single figure and unit categories.

The speed painting competition on the day is your 
chance to have your name added to the Patriot Sword 
- a genuine Buddhist demon slaying sword. A real 
honour!

IMP is free to attend, but we ask that you bring your 
own paints and brushes to participate in the work-
shops.

Keep an eye on the Sheffield Irregulars website for 
more information.

IMP 2010
FIGOSTOCK is a series of painting and sculpting work-
shops taking place this July in Montelimar, France (1 
hour 20 minutes from Lyon and 2 hours from Mar-
seille by car).

From July 3rd - 11th 2010 some great names and 
friendly faces will be making this the perfect alterna-
tive summer camp.

Workshop hosts include:

• Jacques Alexandre Gillois (Ilyad Games, 
Helldorado...) 

• Jérémie Bonamant Teboul (Figone, Artefactory, 
Andréa Miniatures, Kraken Editions...) 

• Laurent Mas Exposito (aérographe, table top...) 

• Thomas David (Ilyad Games, Helldorado...) 

• Alfonso Giraldes (Andrea Miniatures, Knight 
Models...) 

• Jose Manuel Palomares (Andrea Miniatures, Knight 
Models...) 

• Allan Carrasco (Ilyad Games, Kraken Editions, 
Smart Max...) 

An exclusive miniature has also been produced to be 
painted during the workshops, sculpted by Jacques 
Alexandre Gillois.

Download the registration form from the website 
where there is also an FAQ and details regarding ac-
commodation, food, prices and directions.

FIGOSTOCK 

http://figostock.jeremiebt.com/index_uk.html
http://imp2010.eventbrite.com
http://www.hasslefreeminiatures.co.uk/
http://www.warlordgames.co.uk
http://www.patriotgames.ltd.uk/store/
http://figostock.jeremiebt.com/index_uk.html
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The first major discussion - OK, let’s call it a debate - 
that the FigureWorld team had was this – what name 
do we give to this show we are planning?

A name is kind of important - especially if you have 
hopes that the planned show wouldn’t just be a 
one-off, but would be the start of an annual event. 
It would have been a tad embarrassing, in the long 
term, if we’d decided on my suggestion for a show 
name, which was “ A Gathering of Geeks” - if it was 
the hoped-for success, and ran each year, then I can 
just see it now: “Announcing the 25th anniversary of 
a Gathering of Geeks!” It sounds a bit like a hairy folk 
rock band - and doesn’t tell you anything particularly 
useful. 

FigureWorld

Not surprisingly, the sensible and democratic choice 
turned out to be “Figureworld”. It isn’t world-shaking, 
nor in yer face, nor hugely innovative, if we are being 
truthful. But – and it’s a big but – it does what it says 
on the tin. Figureworld was meant to be a show about 
figures. Model figures. Model soldiers. Model non-
soldiers. Of varying sizes, scales,  subjects - historical, 
fantasy, sci-fi,  stock painted figures, conversions, 
scratch-builds – but through it all the one, focussed 
theme: figures. 

Figures would central to everything. And the reason 
for this choice was simple: we like figures best. Yes, 
some of us like making aircraft, tanks, the occasional 
Titan and probably - though none have yet admitted 

to it - trains. But the common ground we have is fig-
ures. Yes, some only do historical. Some only fantasy. 
Some happily work in both camps. Some just make 
model dinosaurs - which count as figures. But the fig-
ures are the thing. One thing you quickly learn is that 
each facet of the figure painting and modelling world 
can learn from each other. Just because your favou-
rite genre is Steam Punk does not mean you cannot 
learn from someone who gets all hot and bothered 
over French Cuirassiers; or if Space Marines send you 
into paroxysms of joy, then someone who resolutely 
paints 1st Century Romans can still pick up hints and 
tips about how to effectively base your figure, how 
to do weathering effects, or how to get that eyeball 
painted without going completely mad with the 
concentration and effort. In short, Figureworld was 
an opportunity to gather all us geeks together, focus 
on the figures that give us so much enjoyment - most 
of the time! -  learn new stuff, swap stories, check 
out what others are doing, share ideas, share the fun 
– and most importantly, deepen existing friendships 
and gain new ones. 

So that’s what Figureworld is really about - friend-
ships, and sharing in this fantastic hobby of ours. 

Saturday 10th July at Maelstrom Games, Matlock Mill, 
Hamilton Way, Mansfield, Nottinghamshire, NG18 5BU. 
10am to 5pm ( 9am opening for club display / trader 
set-up ) 

Be there or be rhomboidal. Come and share the love. 
Or, at least, turn up and have some figuretastic fun 
with like minded gee.... fellow hobbyists.

http://www.maelstromgames.co.uk/
http://www.tbforum.co.uk/showthread.php?t=4653
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The senate were considering recalling Pompey and 
his army to Italy, but also Crassus was closing in again. 
Another thought is that it could have been along 
ethnic lines, as those who left were mainly from Gaul 
and Germania, under the command of Granicus and 
Castus. 

Those under the command of Granicus and Cas-
tius made their way to a town called Croton, where 
Crassus and his legions fell upon them killing 30,000 
- the breakaway rebels needed to be rescued by 
Spartacus. This win bolstered the morale of the Ro-
man army and sent a message of encouragement to 
the ruling elite back in Rome. Though it didn’t last for 
long, because Spartacus faced another army under 
the command of Quintus Scrofa, who had been sent 
north. Once they defeated this Roman army they 
turned towards the port of Brundisium, hoping to 
gain passage out of Italy, but an army commanded 
by Lucullus had arrived at the port from Greece. This 
forced the Spartacus north towards the Alps again. 

Crassus closed in on Spartacus again, at this point 
Spartacus sent messages to Crassus seeking settle-
ment, but Crassus refused, stating that Rome didn’t 
negotiate with slaves. Crassus finally managed to 
bring Spartacus and his rebel army to the field of 
battle. It was estimated that Spartacus had an esti-
mated 90,000 troops under his command, though 
a lot of these may have been non-combatants who 
decided to fight. The discipline of the legions proved 
their worth - Spartacus was unable push them from 
the field and the Romans finally defeated the slaves. It 
was said that Spartacus fought like a demon. 

After the battle Crassus had 6,000 of the rebels cruci-
fied along the Appian way. Spartacus descended into 
myth and legend, and the Romans had prevented a 
full scale slave revolt across the length and breadth of 
Italy, something the ruling elite feared. 

Had Spartacus defeated Crassus, I suspect he would 
have made his way to Rome in the hope of sacking 
the city, but he would have had to face Pompey. Most 
slaves who were in Rome had a better state of life 
than those who worked the farms and mines in the 
countryside of Italy, which is the most likely reason 
why an empire-wide revolt didn’t occur. Crassus went 
on to a massive defeat at the hands of the Persians, 
he took an army into Parthia in 55 BC, he took mostly 
infantry with only light cavalry support. He faced 
a Parthian army made up of horse archers, which 
decimated his Roman army. Crassus was killed in the 
battle, and afterwards the Partians decapitated him. 

The army of Spartacus would have been armed ini-
tially with makeshift weapons, some armed like gladi-
ators, and little in the way of armour. As the revolt 
continued and they defeated army after army, they 
would have collected Roman military equipment. 

The army of Spartacus would make an interesting 
conversion project. I would look at using Warlord 
Celts, mixed with Roman auxiliaries, along with 
Wargame Factory plastic Romans and Numibians. 
Spartacus, after his defeat of Glaber, went around in 
the dress of a senior senator, which meant he would 
have been dressed like a Roman general. There would 
also have been soldiers with gladiator weapons and 
armour - there are several makers of metal gladia-
tors, such as Foundry, which would provide suitable 
troops. 

A slave revolt campaign could be placed in any 
period of Roman history, as it could become the stag-
ing of an alternative history. Spartacus could have 
defeated Crassus and set up a kingdom in Southern 
Italy, which leads to a war with Rome. 

 
Further Reading 

Barry Strauss, The Spartacus War, Weidenfeld and 
Nicolson, 2009 

Paul Erdkamp (Ed), A Companion to the Roman Army, 
Blackwell, 2007 

Edward Gibbons, Rise and Fall of the Roman Empire,
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Dark Age Campaign Words & Photography: Jason Hubbard
 

There have been two big releases recently in the histori-
cal world of gaming that have really sparked my interest 
- plastic Vikings and the 2nd edition of Warhammer An-
cient Battles, hereafter referred to as WAB. Well, actually 
there has been a third one as well, though they don’t 
really relate to this article, and they’re plastic Hoplites 
- but anyway, I digress. 

With the release of WAB 2nd edition I decided to write 
and run a dark age campaign set in the tumultuous pe-
riod after the end of Roman rule in Britain. I choose this 
particular period of the dark ages because of the chaos 
that was occurring in Britain. There were raids by the 
Picts from Scotland, Irish raiders attacking the coastlines 
of the South West and Wales, incursions by Saxons and 
Northern Germanic tribes, as well as local warlords rising 
up all trying to gain power, prestige, glory and gold. 

The Dark Ages are full of legendary tales of magic and 
heroic deeds, from King Arthur through to Beowulf, and 
so in part 2 (Issue 7) I’ll be adding some basic rules for 
introducing magic for those who want to play a legend-
ary heroic campaign. 

The campaign will be in three parts; 

Part 1 - Core rules - this article will concentrate on the 
basic rules for running the campaign and skirmish gam-
ing. 

Part 2 - Magic - In part two I will introduce the concept 
of magic for those who fancy the idea of playing myth 
and magic within their campaign, along with introduc-
ing some legendary characters from the period. 

Part 3 - Raiding on the high seas - The last part will 
concentrate on taking the campaign on to the high seas, 
with raiding and expeditions of mythic heroics. 

In all articles I will also provide a reference section at 
the end of each article. These will include book lists and 
web links, along with suggestions on some of the many 
miniature manufacturers who produce Dark Age minis. 

Players will start this campaign with small warbands of 
between 250 and 400 points. These will be quite small, 
but the idea is that each player is an opportunistic war-
rior hoping to gain enough gold, glory and power to 
become a warlord and ruler. As each player starts to win 
skirmishes and battles, and carry out successful raids 
they will not only earn gold, but their fame will attract 
warriors to their camp. 

For this campaign I’ll be using WAB 2nd edition, but 
earlier editions could also be used. 

Warhammer Ancient Battles 2nd Edition 
Review 

The new version of WAB is quite a step forward from 
the last version. For starters, the book has gone from a 
paperback to hard cover, which is great as this should 
improve durability. When you open the book you will 
instantly be presented with glossy, full colour pages 
throughout, with a plethora of excellent artwork 
- comparable to Osprey - along with images of well 
painted miniatures. 

The book is well laid out, with the rules at the front of 
the book in order of game play, which makes search-
ing for rules much easier. Another important aspect is 
that at the back of the book is a reference of the rules 
laid out in sections, with page numbers. All of the vital 
information required for gaming is in the reference 
section with page numbers for you instantly flick to 
the page to read the rule in greater depth. 

There are in-depth army list for Roman and Celtic 
armies, along with sample lists for a wide variety of 
armies, such as Danish Vikings, Anglo Saxons and 
Egyptians to name but a few. On first glance, it looks 
like rules for skirmishers have been improved to make 
them more effective. They now fear formed troops, 
and only those with the highest leadership scores will 
stand against a charge. 

Some aspects in which I was a little disappointed with 
were no update or change on the Partian shot. The 
Roman list could also have done with more changes, 
as it is very similar to the original list from WAB 1 
- essentially, the auxiliary infantry are still poor, and 
considering that most of the fighting was done by the 
auxiliary, they should be similar, or a lot closer in abil-
ity, to the legions. 

Another excellent feature are the selection of new 
special rules which cover unique doctrines, culture 
and weapons from the ancient period. This adds ad-
ditional depth to games played by many gamers. 

To those who have never played WAB before, it’s very 
similar to Warhammer Fantasy - though without the 
magic, monsters and over the top characters, which 
means that games tend to be more balanced and 
longer. 

On the whole it’s a better book than previous ver-
sions, and is a much more user friendly especially for 
those new to WAB. I’d say it is well worth the 
investment. 
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Campaign 

It is Dark Age Britain, the Romans have gone, some 
of the towns and cities of the old Roman world have 
seen better days, buildings are crumbling and falling 
down. You are an opportunistic warrior with a small 
band of loyal warriors. You’ve noticed that there is a 
power vacuum which could be filled by a fierce and 
daring to become a leader and ruler of the land. The 
Roman Empire in Europe has collapsed, barbarian 
hordes have descended on the civilised land of the 
Romans. In Britain the Picts, Irish and Saxons are all 
raiding or settling on British soil. There is a power 
vacuum, and you have seen an opportunity to place 
yourself through the force of arms as a leader and 
ruler. 

During this time many a warlord and petty tyrant 
sprang up and ruled over various parts of the country, 
can you become one of those, or can you descend 
into legend and rule over  all of Dark Age Britain. 

As you gain money, fame and notoriety you will be 
able to build your forces. The larger your force be-
comes means you’ll be able to attack and occupy 
larger settlements, make alliances and establish your 
authority on the local populace. 

Starting Warbands 

I would suggest that warbands should start with 
around 300 pts per player. Players may use the points 
as they see fit - warbands can be built using either the 
Age of Arthur or Shield Wall supplements.

Amount in Gold Pts Value

50 50

100 100

200 150

300 200

400 325

500 450

Note: these are not fixed amounts, just recommenda-
tions. 

Raids 

Raids on settlements will yield gold, which can then 
be used to replace men lost in battle or gain new 
recruits. The size of the settlement will determine on 
how much gold is won. 

Settlement Resistance 

Resistance is settlements will vary depending on size 
- a hamlet, for instance, may only have a few locals 
armed with spears, but at the same time will have 
very little gold. In comparison, a large town will have 
a local band of defenders who are better armed and 
trained, but there would be more gold and notoriety 
to be had by striking such a target. 

Any settlement could send a messenger to the local 
lord to inform them of armed raiders. The lord would 
respond by sending a force to dispatch the raiders. 

Once the game begins, at the start of each round the 
defender rolls a 1d6 and on a roll  of 1, 3 and 6 the 
local lord has been contacted and a force of warriors 
is being sent. The defender needs to roll against the 
war party chart to determine how many troops are to 
be sent. Once that is done the defender will then roll 
a 1d3 to determine how many rounds the force will 
take to arrive at the battle/skirmish. 

Settlement Types 

The chart below indicates the settlement type, it’s 
gold value and the amount of resistance to be ex-
pected in the form of points value. It should be noted 
that these are not hard and fast values, they can be 
changed to suit the campaign being played. 

Settlement Type Gold Value Resistance (pts)

Hamlet 5 25-50

Farm/Villa 8 30-60

Small Village 12 100

Medium Village 15 150

Small Town 25 200

Medium Town 120 400

Large Town 200 500

Small City 300 1000

City/Hill Fort 500 1200 +

Siege 

A large number of settlements in this period erected 
defences, which may consist of bank and ditch, or 
palisade walls. A number of communities resettled 
in the old hill forts, rebuilding the defences and thus 
gaining a defensive advantage. 

Laying siege to a hill fort will require a large army, and 
players should utilise the Siege and Conquest supple-
ment for rule clarification. A hill fort may be the capi-
tal for a local warlord or chieftain, and as such it will 
occupied by a large war band/army, but will also yield 
a large sized amount of loot for the attacker. Players 
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should decide how many points should be in the hill 
fort, it should be of at least equal size to the attack-
ers, though it would realistically be in all likelihood a 
larger force. 

It should be noted that when attacking the follow-
ing settlements - medium & large towns, cities and 
hill forts - that there will be cavalry or infantry patrols 
roaming the countryside. The attackers will need to 
roll against their Leadership in order to approach 
the settlement unseen. If they fail then the defender 
is able to mount a defence between the settlement 
and the attacker’s forces. Thus the raid will become a 
straightforward battle on local terrain away from the 
settlement. The attacker will need to defeat this force 
before approaching the settlement, normal rules for 
siege will still apply. 

Skirmish Gaming 

WAB isn’t really designed for skirmish level gaming, 
though Mordhiem and Lord Of The Rings rules could 
be used in conjunction with WAB. For skirmishes 
involving 10 or less troops, then count them all as 
individual characters, using the rules designed for he-
roes and lords. If you form a unit then unit rules would 
apply, because raids against a hamlet wouldn’t utilise 
all of your war band. A small group would be assigned 
to the raid under command of a minor leader. 

Vikings 

So what do we know about the Vikings? Well, the 
image of the horned helmet is a myth, based on a 
bronze Celtic helmet found in the Thames. There is no 
current archaeological evidence to support the image 
of a horned Viking helmet. Yes, they did raid the coast, 
but they were also proficient farmers, crafts-men and 
-women as well a great explorers and sailors.

The Vikings heyday was between the 8th and 11th 
century, during this period they colonised large areas 
of Europe, the UK, Iceland, Greenland and were the 
first European settlers in what is now known as North 
America, or as the Vikings referred to it as Vinland. 

In Old Norse, the word is spelt víkingr. The word ap-
pears on several rune stones found in Scandinavia. In 
the Icelanders’ sagas, víking refers to an overseas ex-
pedition (Old Norse fara í víking ”to go on an expedi-
tion”), and víkingr, to a seaman or warrior taking part 
in such an expedition. (Wikipedia) 

Saxons

The Saxons were a confederation of tribes from the 
Saxony region of Northern Germania. They started 
settling in mainland Britain from the 5th Century 
onwards, though the number of Saxon migrants is not 

known. It is also known through written documenta-
tion dating between the 4th and 5th Centuries AD 
that Saxon pirates were raiding the coastal region of 
Britain. 

“The Saxons may have derived their name from seax, 
a kind of knife for which they were known. The seax 
has a lasting symbolic impact in the English counties 
of Essex and Middlesex, both of which feature three 
seaxes in their ceremonial emblem.” (Wikipedia) 

Picts 

The Picts were a confederation of tribes living in the 
eastern and northern area of Scotland. They became 
prominent as power in Northern Britain during the 
Dark Ages, raiding Northern England via land and sea. 

“The name the Picts called themselves is unknown. 
The Latin word Picti first occurs in a panegyric written 
by Eumenius in AD 297 and is taken to mean “painted 
or tattooed people” (Latin pingo “to paint”; pictus, 
“painted”, cf. Greek “π�����” - puktis, “picture”). Their Old 
English name gave the modern Scots form Pechts and 
the Welsh word Fichti.” (Wikipedia) 

Sub-Roman Britain 

The late and post Roman period in Britain was a 
violent and dark episode in British History, which gave 
rise to the legend of Arthur. The country was beset on 
all sides by Barbarians raiding, pillaging and all out 
war. This dark period also saw a rise in warlords com-
manding small kingdoms, war, pestilence and famine 
all occurred during  the Dark Ages. 

It is believed that Vortigern first invited the Saxons as 
mercenaries to help fight the Picts and Irish who were 
constantly plaguing his kingdom with raids. Modern 
scholars now believe that the Saxon were settled here 
earlier by the Romans, to act as auxiliaries and barbar-
ian mercenaries to protect Britannia from incursions 
by the Picts and other barbarian tribes. 

Most of the raids conducted by different tribes were 
on isolated rural settlements, such as villas, hamlets 
and villages. These were settlements that couldn’t 
mount sufficient defence against the raiders, and later 
in the Dark Age period Christian Monasteries became 
an easy target. Most were quite isolated and many of 
them housed highly valuable items, that were prized 
by the likes of Viking raiders. 
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Dark Age Britain Timeline 

55BC-450AD ROMAN BRITAIN 

45AD Most of southern England under Roman control 

60AD King Prasutagus dies

The death of the Iceni king sees Boudicca leading the 
Iceni and Trinovantes in a brutal revolt, slaughtering 
inhabitants of Cumulodunum (Colchester), Londinium 
(London) and Verulamium (St Albans). Boudicca’s 
army was devastated near Mancetter (Warwickshire) 
and the revolt ended with the alleged self-poisoning 
of Boudicca and her daughters. 

122AD Construction of Hadrian’s wall begins 

139AD Construction of the Antonine wall begins

Though the wall is abandoned in 163 and 207. 

 

450AD-800AD THE CREATION OF ANGLO-SAXON 
ENGLAND 

c.500AD Seven major Anglo-Saxon kingdoms

Succesive invasions by the Jutes (from southern Scan-
dinavia), Saxons and Angles (from northern Germany) 
begin in earnest shortly after the withdrawal of the 
Romans. The Heptarchy (seven kingdoms) is estab-
lished over time by the settlement of the 

invaders, with Wessex, Mercia and Northumbria vying 
for supremacy over Sussex, Kent, East Anglia and Es-
sex. 

600-800AD Conversion of England to Christianity c. 

790AD Four major Anglo-Saxon kingdoms

Wessex, Mercia, Northumbria and East Anglia now 
vie for supremacy and the ruler’s title of Bretwalda 
(overking). 

795AD Attack on Lindisfarne 

800AD-1066AD THE VIKING INVASIONS AND THE 
EXPANSION OF WESSEX
  

A more detailed timeline can be found here: 

410AD - 598AD 

599AD - 900AD 

Recommended Books 

Rules 

Warhammer Ancient Battles 2nd edition 

Fall of the West (WAB Supplement) 

Age of Arthur (WAB Supplement) 

Shield Wall (WAB Supplement) 

Siege and Conquest (WAB Supplement) 

All of the above books can be purchased from War-
hammer Historical. 

Additional Rules 

Mordheim - this can be downloaded for free from the 
Games Workshop website, specifically the Mordheim 
Resources page.

More resources can be found on Musket, Sword and 
Paint website.

http://www.britannia.com/history/ebk/ebktime1.html
http://www.britannia.com/history/ebk/ebktime2.html
http://warhammer-historical.com/acatalog/Warhammer_Ancient_Battles.html
http://www.games-workshop.com/gws/content/article.jsp?catId=cat1290025&categoryId=1100014&section=&aId=5300009
http://www.games-workshop.com/gws/content/article.jsp?catId=cat1290025&categoryId=1100014&section=&aId=5300009
http://warhammer-historical.com/acatalog/Warhammer_Ancient_Battles.html
http://musketswordpaint.wordpress.com/
http://musketswordpaint.wordpress.com/
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Iron, Steam & Really Short People 
Part 1 Words & Photography: Nick Johnson

I’ve played Warmachine, on and off, since just after Es-
calation was released in 2004. I started primarily as a 
Cygnar player, due to the technological bent present 
in a lot of their background, and the look of models 
such as the Stormclad, Lieutenant Allistair Caine and 
Commander Adept Nemo. However, as time went on, I 
began to appreciate the advantage that using Merce-
nary units to fill gaps in my army gave me, especially 
given some of the abilities that the Lkes of Eiyriss, 
Gorman di Wulfe and Rhupert Carvolo could give me 
access to.

As time passed, and more Mercenary releases ap-
peared in Superiority and Legends, I picked up ad-
ditional units and warjacks, and before long I realised 
I had a fully functional Mercenary army. In fact, I even 
took the coin-hungry troops to the two Steamroller 
tournaments that my local gaming club hosted, win-
ning the second one with a Gorten Grundback list, 
which prompted the infamous line “You mean I just 
accidentally won a tournament?”

Over the last couple of years, I’ve not been playing 
much in the way of tabletop games, though the Shef-
field Irregulars have brought me back into the paint-
ing side of things. Early in March 2010, I was contact-
ed by an old friend of mine, who asked me if I would 
be interested in attending the Hordes & Warmachine 
Team Challenge event at Maelstrom Games’ Eye of 
the Storm centre at the start of July. This grabbed 
my attention, as it gave me a reason to get back into 
Warmachine, and to get some serious painting done.

This article will hopefully give you some insight into 
how I prepared for the event, up to the start of the 
June. Part 2 of the article will cover my final prepara-
tions, as well as a report on the tournament itself.

March 2010

The invitation from Simon came as something of a 
surprise - as I mentioned above, I was somewhat rusty 
on playing Warmachine, not to mention wargaming 
in general. Still, having thought about it for a couple 
of days I decided I wanted to give it a go - I’ve got two 
armies from Warmachine Mk1, though I hadn’t played 
any games of Mk2 at this point. Actually, I didn’t even 
own the Mk2 rulebook yet.

In most systems I’ve played, I’ve looked to play 
Dwarves - I’m not sure why, but there’s something 
about the stereotypical Dwarven attitude to war that 
grabs me. In the Warmachine game, Dwarves aren’t a 
faction by themselves. Instead, the Dwarves - hailing 

from the land of Rhul - form part of the Mercenary 
non-faction, and can be played within a number of 
contracts.

My first step was to dig out my figures to see what I 
had, both painted and unpainted. Two things struck 
me as I looked at the spread of (mostly undercoat-
ed) models - firstly, while I had an array of painted 
warjacks and solos, units were somewhat thin on the 
ground. Secondly, most of the units I did have were 
balanced at eight models strong - while this was fine 
in Mk1, Mk2 limits you to fielding 6 or 10 of most 
infantry, with no middle ground. Either I’d be fielding 
small units, or I’d need to top them up.

In terms of warcaster, if I was going to field an army 
mostly of Rhulfolk, I only had two real options - 
Gorten Grundback and Durgen Madhammer. I’d used 
Gorten to some success in Mk1, while I hadn’t really 
fielded Durgen at all. Gorten’s feat, Landslide, provides 
quite a tactical advantage in the Steamroller style of 
scenarios that I assumed we’d be playing. After all, a 
feat which allows you to shove a large chunk of the 
enemy army towards any table edge, slowing them 
down and making them easier to hit, is huge when 
the scenarios tend  to involve controlling areas of the 
table.

On the other hand, Gorten only has 5 focus, which 
gives him limited resources with which to control his 
warjacks and use his spells. While the smaller Rhulic 
‘jacks are focus-efficient, the Driller - Rhul’s première 
heavy hitter - is quite a focus hog, using 4 of Gorten’s 
5 focus if he wants to run it at it’s full potential.

http://www.sheffieldirregulars.co.uk
http://www.sheffieldirregulars.co.uk
http://www.maelstromgames.co.uk/
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My alternative, Durgen Madhammer, is a warcaster I 
wasn’t overly familiar with - I think I’d used him for a 
couple of games when he first came out in Mk1, but 
that was it. On the other hand, what I’d seen of him 
promoted a “Steel Rain” approach, dropping many 
area of effect (AOE) templates on the enemy army. 
While Mercenaries only had limited access to such 
AOEs in Mk1, previews were starting to emerge show-
ing a new Rhulic unit and warjack armed with an AOE 
weapons.

As this was a Team Challenge, we needed to rope in 
another couple of players. We approached three local 
players, in the hope that at least two of them were 
interested. While two showed interest, neither were 
able to commit to attending, and soon they both con-
firmed they wouldn’t be able to make it after all. At 
this stage we weren’t overly worried, as we had three 
months to go before the event - surely we’d find some 
people by then.....

Late in March I managed to pick up my copy of the 
Mk2 rulebook, along with a Mercenary faction deck. 
Unfortunately, final work on issue 4 of the magazine 
meant that I didn’t have much time to review these or 
to start planning my march to war.

April 2010

April was more of a month for gaming than it was 
for painting - I got five games in, but only man-
aged to paint three figures. Looking at the painting 
first of all, I finished off a Wroughthammer Rockram 
which I’d been working on when I stopped play-
ing Warmachine. The Rockram is a versatile warjack, 

with a powerful - if short-ranged - gun, and a fairly 
hefty close-combat weapon. The other two figures I 
completed were a pair of Grundback Blasters, light 
warjacks which carry large anti-infantry shotguns as 
their weapon of choice. I wasn’t certain if I’d be using 
any of these three in my final list, but I’d been mean-
ing to get them painted for some time.  While I got 
some work done on an Ogrun Bokur and the human 
Mercenary Warcaster Magnus the Traitor, they still 
remained incomplete.

My first three games took place on a Saturday in early 
April, when Simon came over to my flat to start get-
ting me trained in the arts of Warmachine Mk2. Simon, 
who will be one of my three team-mates at the Team 
Challenge, is primarily a Cryx player. During Mk1, 
Cryx were my personal bête noire - their denial and 
control aspects really annoyed me, and I found them 
difficult to play against. This was especially true given 
some of the skillful players we had at our club at the 
time. However, I was determined not to just give up 
because I was facing the undead once more.

We started by playing a pair of 15 point games. In 
both games, I fielded the same list, as follows:

Durgan Madhammer

- Ghordson Basher

- Wroughthammer Rockram

- Grundback Gunner

- Grundback Gunner

This, I thought, was a fairly flexible 15 point list, with 
multiple ranged threats, as well as two meaty close-
combat jacks. Durgen’s spell list would allow me to 
make either the Rockram or Basher strike from an un-
expected distance, and Durgen’s Case Cracker special 
shot would allow me to penetrate a heavy warjack’s 
armour with ease.

The first of these small-scale games same Durgen 
facing off against Warwitch Deneghra. Deneghra, or 
Denny for ease of spelling, is the classic Cryx war-
caster, appearing as she does in the Cryx Battlebox 
starter set. Her feat inflicts a massive negative effect 
on enemy models within her control area, and she 
has a combination of spells that allows her to attempt 
to assassinate the enemy warcaster via arc nodes, 
meaning her opponent must be very careful about 
blocking any vector she might use to try to attack 
from. Simon accompanied her with a Slayer Helljack 
as a bodyguard, along with three arc node-equipped 
bonejacks, to give him as much flexibility as possible 
when trying to kill Durgen.
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I opted for a simple refused flank deployment, and 
followed a simple plan - if a bonejack gets close, kill it. 
Once her arc nodes were out of commission, Simon 
would be forced to commit Denny to try to get the 
caster kill. Surprisingly enough, my plan worked - the 
first two bonejacks were taken out piecemeal with 
some very accurate fire from Durgen and my Gun-
ners. Simon used Denny’s feat without checking 
her control area first, allowing Durgen to escape it’s 
effects. I was fortunately to still be able to advance by 
Basher to set up a slam, something Simon didn’t react 
to in his turn. I responded by casting Redline on the 
Basher, and using it to slam Denny’s Slayer back over 
her. The collateral damage from a Helljack passing 
through, combined with the Basher’s Flak Field, saw 
the Warwitch dead without the Basher even having to 
buy any additional attacks.

After this light, and somewhat amusing, warm-up 
game, Simon decided to up the ante a little, and re-
jigged his list so he could field the standard version of 
Goreshade. Goreshade causes problems in a Mangled 
Metal - caster and warjacks only - game, as his feat 
allows him to put a unit of Bane Thralls into play. As 
this unit is worth 5 points, and are a powerful unit, 
this causes issues. And so it proved to be in-game - 
while I tried what I could to disable or destroy Simon’s 
warjacks, a Bane Thrall charge on Goreshade’s feat 
turn proved to be the beginning of the end, which 
resulted with Durgen getting blasted into the ground 
by one of Goreshade’s offensive spells.

Following the obligatory food and Dr Who break - this 

was a Saturday, after all - we played a larger game. 
Simon fetched a list led by Iron Lich Asphyxious, while 
I picked a Searforge Commission list with Durgen at 
it’s head - to make things tougher for myself, I limited 
myself to just using painted figures. This gave me a 
fairly solid firing line of Dwarves and Ogrun, facing 
off against one of Simon’s preferred warcasters. As 
we were playing a ‘caster kill game, I didn’t need to 
advance too far, and could allow Simon to advance 
into my gun line. To start with, this plan worked, as I 
caused large amounts of casualities with my ranged 
weapons. Unfortunately, as with the previous game, I 
ended up leaving Simon a vector to reach my caster, 
which resulted in Durgen getting killed once more. 

My last two games were played against another 
firned of mine, Jon Birkinshaw, on a Tuesday night a 
week or so down the line. We played a pair of 25 point 
games. I didn’t get off to a particularly auspicious start 
when I forgot one figure, and the rules card for a sec-
ond - fortunately, a spectator was able to supply me 
with a proxy and a copy of the card, which was handy. 
Jon was also running a Mercenary list, in this case 
using Magnus the Traitor, the original Mercenary war-
caster. Based around a group of a Mariner, Mule and 
Renegade, accompanied by some tough infantry in 
the form of Boomhowler and Company and shielded 
by Gorman di Wulfe’s smoke, it proved tricky to take 
down. In both games, I was undone by the Renegade’s 
Obliterator rocket - while getting caught in it’s blast 
didn’t harm Durgen, thanks to his Blast Armour, it still 
knocked him down, making him an easy target for the 
other two warjacks. 

As against Simon’s Asphyxious list, my shooting was 
highly dangerous once in range, nearly wiping out a 
heavy warjack in a salvo from my Gunner and Durgen 
himself. However, it was apparent that I needed to 
remember that Durgen needed a shield, otherwise he 
would be vulnerable to return fire.

May 2010 

May could be viewed as being the opposite of April - 
while I didn’t get any games in, I did manage to make 
some painting progress. Every game I tried schedule 
fell through, which was unfortuate, as the extra prac-
tise would’ve be helpful, not least with my confidence. 

 
Given that I wasn’t getting to play, I concentrated on 
my painting. I completed a Ghordson Basher from 
scratch, even going so far as to freehand some Rhulic 
text on it. I also started a number of other elements 
I thought I’d need for my army. These included a full 
unit of Hammerfall High Shield Gun Corps, plus their 
unit attachment, the solos Thor Steinhammer and 
Master Gunner Dougal Macnaile, a unit of Horgenhold 




