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20:30
Close of Day.
It is over twelve hours since I arrived at the venue, and 
it is just about time to go home. First we make sure 
everything is secured and all of the players are sorted 
out with everything they need for the evening and 
something to do. Then I head off home, not to rest 
and relax, but to read through the story deck - or Hon-
our Event - entries.

The interactive story part of L5R has determined that 
just being good at playing the card game is not all 
it takes to have an impact on the world of L5R, there 
are other ways to have your say, and at Kotei the main 
alternative to winning the event is to win the Honour 
event. This year’s event revolved around submitting a 
theme deck and playing that deck in the main event. 
This can be as simple as choice of cards and as elabo-
rate as a players imagination can create.

There were five entries, one of which was ten pages 
long! So I had a few hours of reading and deliberating 
ahead of me.
 
Day Two
Sunday 18th April
07:30
Alarm, groan, snooze, alarm, groan.
 
08:30
Arrive at the venue, very tired and let in the early and 
eager top 16 players.

The top 16 are to start at 09:30 and play the best of 
three games in each round of a straight knockout. We 
use best of three to illuminate players going through 
on pure luck – after all, having reached this point it 
would be unfortunate to be eliminated because the 
Fortune of Luck frowned upon you for a game.

Today is a slightly harder part of the T.O’s job be-
cause at 10:30 we start a second event which will run 
simultaneously with the main event. If that wasn’t 
enough to be concentrating on we are also running 
Draft* events for players that drop out of the second-
ary event, known as the Steel Championships**, and 
for those knocked out of the main event. Further to 
that is the ongoing 15th anniversary event that allows 
the players to use every stronghold*** ever printed all 
joined together!

On top of this I needed to organise a charity raffle, 
and sort out and label the entirety of the prize sup-
port so that the prize giving is smooth and as short 
as it can be - because by then everyone is really very 
tired.

[NICK - J, not sure how you want to handle these foot-
notes - I leave it for you to decide
*Draft is a format where players use cards from a lim-
ited card pool, generally three booster packs each.
**The Steel Championships named for the Steel City 
and is a fairly prestigious event in its own right
***Strongholds are an integral part of the game; each 
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clan has a limited number of strongholds that they 
can use in a tournament legal environment. Each 
has the vital statistics for the clan’s economy, start-
ing honour level and military resilience as well as a 
clan specific ability that distinguishes it from any and 
every other stronghold]

So not too much to do...

Like a well oiled machine the Kotei team take the 
tricky second day to conclusion without a single error 
or mishap, keeping all of the players and the T.O very 
happy.

Around 17:30
The prize giving ceremony begins

There are prizes not only for the winner and those 
that came close but for many varied reasons:
•Furthest from home
•Best costume
•Most Honourable Player
•Darwin Award for Most Stupid Mistake
•Bubble - the player that finished 17th with the cut to 
top x being 16. This is termed being on the bubble
•And a special prize for most unbelievable activity, 
which was won by a player who left at the end of 
round six, having won 6 games, taking the gamble 
that he would make top 16 with that record and then 
travelling to London for a night out at a club with his 
Girl and then travelling all the way back for a 09:30 
start the next day!!
•Honour Prize - for best story/theme deck
•Top of Clan - a prize for each player that finished as 
the highest representative of their clan at the end of 
the tournament
•Bottom of Clan - plastic katana for symbolic seppuku 
for failing the clan
•Placing - for finishing in x place all the way down to 
24th

And, of course, the Trophy and a metric tonne of stuff 
for
•The Winner

Once we’d done that for the main event, we had to 
repeat it for the Steel Championship.
 

18:00
The Get Out
Once all the prizes were given - 1440 booster packs, 
2 trophies, 9 plastic katana, 1 plastic tetsubo, 1 plastic 
cutlass, two gift certificates (one for $100 and one for 
$50 on AEG’s store), 8 complete sets of rare cards, 8 
special honour counter tops, 1 playmat, 1 exclusive 
honour counter of fu leng, 90 custom L5R ten-sided 
dice, and a few other miscellaneous bits and bobs - it 
was left for us to tidy everything up, and get every-
thing back to the shop.

18:30
Out

18:40
Unload the car at the shop, leaving everything in a 
relatively tidy pile on the shop floor to tidy in the 
morning.

19:00
Go Home and collapse!!

And that’s all there is to it.

Simple, really.
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Games Workshop held their Games Day in only one 
city in North America this year, and I am lucky enough 
to live only an hour away from the convention loca-
tion in Baltimore.  So I whipped up some enthusiasm 
in my game group, and five of us headed up there for 
the spectacle.
 
Right away, we jumped into the spirit of the event and 
posed for photos with the stern but accommodating 
Space Marine who was guarding the door. 

 From there we wandered around to get our 

A Gaming Group’s Adventure 
at Games Day USA 2010

Words & Photography: Mike Schaeffer

bearings and soak up the general atmosphere and 
vibe.  This was the fourth Games Day I’ve attended, 
and Games Workshop always does a good job build-
ing an energetic carnival atmosphere.  The conven-
tion hall is decorated with banners; there are booths 
showing props and displays; the crowd is peppered 
with space marines, dark elves, and other-worldly 
characters promoting themselves for the costume 

competition; pockets of the crowd roar a mighty 
“Waaaagghh!” during an organized event; and so on.  
There is just constant stimulus, all celebrating the 
Games Workshop game settings and hobby.
 
This year was the first time I’ve seen a display showing 
life-size props in an “alien artifact” display case.
  
 

Within 10 minutes, our gaming group already began 
to splinter off, each person uncontrollably drawn 
to an area of personal interest.  I, for one, noticed a 
display case full of beautiful miniatures, so I made a 
beeline for that.  Knowing that the Golden Demon 
was on another floor, I relished the possibility that 
I could closely examine miniatures without having 
to compete for time in front of the display.  One of 
the lead sculptors for Games Workshop was there at 
the station, presenting, along with his previous work, 
the new models for the (then) forthcoming Island 
of Blood set for Warhammer Fantasy. I had a chance 
to chat with the sculptor - unfortunately, I forgot his 
name - and he informed me that he leads a team 
of 22 full-time sculptors!  He explained to me that 
Games Workshop hires about 2 sculptors a year, and 
each one must undergo a 2-year training program. I 
was shocked that they maintain such a large team of 
full-time sculptors.
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I 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.  I took detailed 
photos so that I could duplicate the paint scheme.

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

Continuing my tour around the area, I 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 I 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, I 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, I was feeling the itch 
to try it out.  I never cared for the Warhammer rule 
systems before, but I always loved the models, the 
game settings, and the community enthusiasm.  So I 
hesitantly plunked down cash for some army books 
and some new models. 

Turns out that when I read through my Dark Elf army 
book later in the week, I 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, I 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, I didn’t 
place in the round.  I 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, I 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 I was happy 
to see a lot of attention given to them this year for 
some reason.  I think there were about three separate 
entries featuring the Gnarloc, the beast of burden or 
beast of war, produced by Forge World.

I was admiring one of the models that had won a 
Gold Medal, when, overhearing a side conversation, 
I realized that the painter was standing right beside 
me.  So I 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, I learned that I had the good fortune to 
obtain some personal instruction from Todd Swanson.

In another story of minor celebrity, one of my bud-
dies pointed Miggedy Mack Martin out to me at the 
Fantasy Flight Games booth.  I recognized Mack as 
the founder of the Dice Like Thunder podcast.  I had 
stopped listening to that podcast when Mack left the 
show, so I 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 I 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 I can’t recall . I spent most of my time talking 
with Ross. I 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 - I 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 Words : Jason Hubbard
Photography:  Shane McElligott

Well, it was that time of the year again - Games Day 
UK was upon us. I had finished my entry for Golden 
Demon, I’d decided this year to only enter one catego-
ry, which was Lord of the Rings. I 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 I did notice that 
a lot of people hadn’t bothered to collect Golden 
Demon entry tickets and seemed to use the queue to 
get in 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 I 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 I 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 I was wandering around I 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 I 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 I was sorry 
to see them be less prominent this year as they help 
promote the hobby and get people actively involved 
on the day.

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. I was rewarded for my ef-
forts pushing through the crowds and managed to 
get to all the display cabinets, and as I looked closer I 
started to drool like Homer Simpson, with the Marien-
burg Land ship in particular screaming out at me 
- yes, I 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 I 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 I have felt has 
been lacking for sometime. The Lustria book was a 
step in the right direction, but with nothing since I 
was concerned we’d never get to see the far reaches 
of the Warhammer World.

I was disappointed to not find Warhammer Histori-
cal anywhere, but maybe I missed them. This was 
a shame as I was hoping to pick up a couple of the 
books, Shieldwall in particular. 

http://kysexecutivetravel.co.uk/
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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. I decided 
that I’d try later on when hopefully the queue would 
have reduced in size some what, but I 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, I 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.....)

I 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 I 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 - I was slightly miffed. Yes, I know it’s not a 
Demon-winning entry, but I 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. I understand that accidents happen, but it left me a 
bit sore to say the least.

Overall I 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 I didn’t get 
that feeling.

This has prompted me to make the decision that I 
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 I 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 at a 
wargames show, but this year it felt like a poorly 
constructed corporate sales event.
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The Application of 
Paint

Words & Photography: David Heathfield

This tutorial concerns the application of paint and 
does not deal in depth with colour theory. There are 
many articles available on the subject and it would 
take a whole book to explain the use of colour.

Before we begin a quick word on preparation. All 
mould lines and flash should be removed, this can 
be done with a scalpel, file, wire wool or sand paper. 
The last two in that list can also be used to smooth off 
larger areas that will require smooth blends such as 
cloaks and large metal surfaces.

Undercoating is a personal preference but the choice 
you make can affect the end result. A black undercoat 
lends itself to clean lines and a sharp contrast - often 
described as the ‘Eavy Metal style - but will leave you 
with slightly dulled colours. A white undercoat gives 
more vibrant colours and a generally smoother fin-
ish but is tricky to master. A grey undercoat will give 
somewhere in between the two, it is easy to cover,  
gives a smooth finish and has the advantage of giving 
more natural looking colours and being easier to view 
while painting.

For the purposes of this tutorial I have under-
coated the miniature a very light grey (Tamiya 
light grey) which will show the colours and tech-
niques better than a darker undercoat. 

Stage 1



Tutorials

57

Stage 2

Stage 3

After spraying the model with several light 
coats I painted the difficult to reach areas of his 
leather clothing. This was done before attaching 
him to the base as these areas became unreach-
able with a brush. The miniature was pinned 
with a long piece of paperclip which goes right 
through the base in order to create a sturdy join 
between the model and all the elements of the 
base.

Now you can begin applying colour. There are 
several things you need to know about how the 
paints work before applying it. Acrylic paints, 
such as the ones used for miniature painting, 
are a suspension of pigment in several other 
liquids that help give each paint its own quali-
ties. These qualities vary from paint to paint and 
so it is useless giving you a description of how 
thin your paints should be as each one will vary. 
Instead I will show you the quality you are look-
ing for when applying said paint.

Here the paint is too thin, it is not adhering to 
the surface of the miniature and is breaking up.

Stage 4

This next image shows paint that has been ap-
plied either too thick or without proper mixing 
on the pallet. Once a layer like this is applied 
you will never regain a smooth surface to paint 
on and the end result will be affected.

So the paint should go on smooth and evenly 
and be slightly transparent. It is also important 
not to overload your brush or you will end up 
with large areas of pooled paint which will fill 
details and affect the following layers.

These layers should be repeated until a homo-
geneous finish has been achieved. Each layer 
needs to be painted in a different direction to 
the last with large clean strokes. This is very 
important as when you make a brush stroke the 
paint is laid down in a certain way.

The paint is generally pushed along in the direc-
tion of the stroke which as we will see later can 
be made to work in our favour. At the end of the 
stroke the brush leaves behind a larger amount 
of paint than at the start. Therefore if we keep 
the brush strokes in the same direction we will 
end up with a large deposit of paint at the point 
where the stroke ends. This will quickly build up 
and leave an ugly clump and stroke mark.

It is also important as you are crisscrossing 
the strokes which fills the  gaps left by the last 
stroke and creates an even, solid mesh of pig-

ment across the surface of the model.
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Stage 5 Here is a step by step of 4 layers applied 

to the skin using this technique.

Next we begin adding light and dark areas to 
the model to give it contrast and volume. I usu-
ally work by adding some shade then highlights 
then further shade before adding the final 
highlights and glazes. This allows me to see how 
much contrast is needed at each step without 
going to dark straight away and having to bal-
ance this with very bright highlights.

Stage 6

Here I begin with a very careful shade. I am try-
ing to avoid using too dark a colour as I want to 
create a blend by using the transparent quality 
of the thinned paint. Here is the paint on my 
palette.

The palette I use is a wet palette which some 
people believe is a bit of an extravagance but is 
in fact a necessity and will improve your tech-
nique and painting times tremendously.

Now you want to use those brush strokes to 
create a blend. Begin with the brush at a point 
where you want the blend to begin and move it 
toward the area you want to be darkest. This will 
create a natural blend from the light to the dark 
area and can be further facilitated by stretching 
the edge of the paint with a clean moist brush 
before it dries or applying the previous colour 
very thinly to the edge of the blend once dry to 
help disguise the edges of the two colours.

Then another layer is added starting slightly 
further down into the shaded area with a darker 
colour paint using the same technique and 
finally I add some purple to the mix to create a 
recessive area and begin adding some tone to 
the skin.
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Stage 7

For the next part I have moved to an area of the 
model that is easier to demonstrate the steps 
on. It concerns the highlighting of the model. 
After deciding where to place your highlights 
(usually opposite the shaded areas) you must 
begin to highlight in the same manner that we 
applied shade. By this I mean in several stages 
using thin coats and using brush strokes to 
move the pigment towards the lightest areas.

Here you can see the application of highlights 
on the beard. This was first treated as per the 
last two steps with several coats of grey and 
several applications of brown tending toward 
the darker areas.

The whiskers were then lightened back up to 
a light grey with two applications treating the 
area with global lighting (all raised areas are 
highlighted) the white was applied again in 
two thin layers tending towards where the light 
source was coming from.

Stage 8

Now that you have highlighted and shaded an 
area it may look a little bland. This is because in 
real life light shows up slightly different tones 
and colours that may be reflected from lower 
layers (veins under the skin), be reflected from 
another object (metals reflecting light) or may 
simply be stains or discrepancies on the surface.

To display these effects on the miniature we use 
glazes. The use of these glazes is twofold. First 
they can help to further disguise blends and 
smooth the surface. Secondly they can be used 
to break up large areas of colour and create ar-
eas of interest that draw the eye to certain areas 
when viewing the model.

On my Dwarf the mask was one such area that 
needed treatment. I used glazes of red and 
purple to help facilitate blends and break up 
the surface of the leather. These were concen-
trated in certain areas particularly the purple 
which is a recessive colour and so was confined 
to the shaded areas. Secondly I used a pale blue 
around the eyes to give the effect of the light 
reflecting from the metal onto the leather and 
also to draw the eye of the viewer towards the 
details of the eye.

The image below shows the consistency of the 
paints on my pallet but it must also be noted 
that only a very small amount is needed on the 
brush else you will end up with paint gathering 
in recessed areas of the model. It is better to ap-
ply these glazes in several layers and the point 
of them is that they remain transparent and 
simply tint the colour below.
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Stage 9

These images show the model before glazing 
then with the first layer of red applied to the 
cheeks and finally worked with the complete 
array of colours. These areas were neatened up 
on the final piece.

Now to demonstrate these techniques applied to a 
few different surfaces. It was requested that I demon-
strate metallics and wood.

When working on metal areas you have a choice be-
tween using metallic paints and painting non-metal-
lic metals (NMM). In this tutorial I will demonstrate the 
latter technique. I find it much nicer to look at presen-
tation-wise, that it ties the model together better and 
I know that I spent hours wondering at the amazing 
work of other artists when trying to learn this tech-
nique. It will also help you become a better painter as 
you have no choice but to get the blends perfect!

I will show you a simple area of metal that requires 
not too much blending back and forth, and is easy to 
place reflections on.

Metallics and Wood

The surface was given a coat of a steel grey 
colour before receiving several washes of black 
concentrating on the area in shadow. In this case 
that was the underside of the steel handle but 
metal reflects light differently and some research 
into this can produce surprising results.

The metal was then returned to the original steel 
colour. At this point it is important to mention 
that contrast is of particular importance when 
painting metal surfaces. 

Stage 1



Tutorials

61

The highlights should be very stark and sud-
den and confined to a small area. This is not to 
say they should not be well blended in fact the 
opposite is true but almost all metals should end 
with a stark spot or streak of white.

To this end I now use the grey colour and add 
white to it highlighting the surface with thin 
layers of much lighter grey to create a quick but 
smooth blend concentrating on a small zone. 
To finish spots of white are applied and a quick 
glaze of off white used to blend these in

Stage 2 Stage 3

The light points on the tubes were painted with 
less watered paint. This is usual for very fine de-
tails as getting a perfect blend is less important 
than keeping the area neat. Below is my pallet 
with the three colours used for this process and 
another shot of them mixed while blending 
between layers.

Stage 4

Metals can also be glazed; this is usually done 
to give the effect of rust and dirt but can also 
be used to show the effects of heat or other ele-
ments on a metal surface. Below is a rusty metal 
axe that has been aged using oil paints and 
pigment powders.
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This is a very simple way of painting metals 
and there are lots more techniques that can 
be found by looking at metallic surfaces, other 
miniatures and even classical painters who 
often use a technique called Sky Earth NMM. 
I encourage you to go and find these and try 
them yourself as your painting and knowledge 
of the subject will increase tremendously.

Stage 5

Stage 6

Next is wood. I tend to keep my wood bright 
and vibrant as with the rest of the model and 
make a feature of it rather than paint it drab 
colours. I begin with a coat of a flat dusty brown 
colour and follow this up with several washes 
of thinned dark chestnut ink. To make this I 
mix a chestnut ink with a brown ink and water 
it down slightly. This is then applied as a wash 
with the brush slightly overloaded so that the 
colour runs into the recessed detail of the wood. 
Obviously you can concentrate this more to the 
darker areas with each passage of ink.

Then I washed the metals surrounding the 
wood with thin black allowing some to leak into 
the recessed of wood near to the metals. This 
creates yet more contrast easily.

The wood is then returned to the original 
brown before being given several coats of pale 
beige. Once dry I return to my ink wash and 
apply an even thinner coat to homogenise the 
area and tint the colour of the wood slightly. 
Then final highlights are added using the beige 
colour with a small amount of off white mixed 
in. These highlights are restricted to smaller 
areas.
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Stage 7

Wood can be glazed with all sorts of colours 
that occur naturally due to fungi plants and 
minerals that end up on the wood. Most com-
monly I use green, purple and red. The picture 
below shows another handle painted in a simi-
lar fashion and treated with some glazes.

Stage 8

Now it is time to paint the details. The reasons I 
leave these until last because they are often the 
highest areas and so be difficult to paint around 
while painting other surfaces. For this reason I 
don’t worry to much if they get some paint on 
them up to this point. Also I can now use these 
details to balance out the other colours.

As a general rule I tend to choose two or three 
colours for the model, then each area may 
have one or two complementary or contrast-
ing colours in. I can use these colours initially to 
manipulate the mood of the model, so that it is 
dark and cold, or bright and warm, etc. I can also 
use contrasting glazes in these areas to break 
them up a bit. Once this is done however I may 
find that one side of the model looks a bit too 

red or too warm. I paint the details to counter-
act this and balance the whole miniature.

Colour theory can help with this to a point but if 
you haven’t got a feel for colour you had better 
develop one or your miniatures will end up a 
mish-mash of paint.
 
So here he is, complete with a nice scenic base 
ready to join the armies of Tir-Na-Bor or to sim-
ply sit on my desktop and get dusty.

Till next time, happy painting.
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Stage 1

Collect some plants! I like to use mosses as they 
scale well and you can just pull them from the 
rock but try anything, small herbs like thyme 
can be good. For this tutorial I just popped in 
the garden and grabbed some moss - it took me 
about 1 minute and I was able to find a good 
variety.
 

Flora Basing Words & Photography: Brett Johnson 
& Rebecca Hubbard

Using real mosses and plants on your bases is a great 
way to add interest to your miniatures.

Before you start you’ll need to prepare your plant 
material to make sure they last - Brett Johnson from 
WAMP explains how easy this is.

Tools and Materials needed for preparation:
Plants
Glycerin
Absorbent paper (ie kitchen roll)
Water
Small container

This technique can be used on any type of plant but 
the results can vary. Generally the more ‘woody’ the 
plant is, the better. Normally once you cut a plant it 
will begin to dry out, losing its water which in turn 
destroys the structure. 

Stage 2

For this stage you need some Glycerin. It is avail-
able over the counter from most chemists, as 
it’s often used as a children’s medicine, and also 
found in some supermarkets. It isn’t harmful and 
you don’t need a bio-hazard suit to handle it. It’s 
also pretty cheap, the bottle pictured was about 
£1.20 and lasts for ages. You will also need a 
small container and some water.

You need to mix 1 part Glycerin to 10 parts 
water in the container. Give it a good stir so 
it’s properly mixed. Next take your plants and 
dip them into the mixture, make sure they are 
well covered then remove and place on some 
kitchen roll or newspaper. This will soak up the 
excess. 

Some plants you may want to turn over after an 
hour to soak both sides. Then simply leave to 
dry (overnight if possible).  After 24 - 48 hours 
any plants that didn’t succeed the process will 
have wilted so you should discard them; the rest 
you are free to use. 

This process solves the problem by replacing the lost 
water with glycerin which acts like an embalming 
fluid and retains the plants structure. 

I recommend you do this in advance of when you 
need the plants. I do batches every now and then and 
keep them in my bits box - some have been stored 
for well over a year and are still as good as new. Some 
plants won’t take well to the process, and you’ll see 
within 48 hours if it’s failed.

http://www.wamp-forum.com
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Stage 3

Now that your plants are prepared you can use 
them on the bases of your miniatures.

You can take this a step further though, and 
use certain mosses to create miniature flowers, 
as Rebecca Hubbard from Sheffield Irregulars 
explains:

Tools and Materials needed for preparation:
PVA glue
Cocktail stick
Moss with fronds
Coloured flock

Some mosses have fronds that like miniature 
reeds, and these are great for making simple 
flowers. Glue the moss to your base using PVA 
or super glue.

Stage 4

Using a cocktail stick, carefully apply PVA glue to 
a single frond - you don’t need a lot of glue, so 
don’t overload it.
 

Dip the glue covered ‘flower’ into the coloured 
flock to create flower blossoms.

Using different coloured flocks will add a bit of 
variety and a splash of colour to any base.
 

Stage 5

http://sheffieldirregulars.co.uk
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Sculpting Robes in 
Green Stuff

Words & Photography: Richard Sweet

During this article, I’ll be showing you had to add a 
loin cloth to a Games Workshop Sister of Battle - this 
is just an example, but the techniques will help you 
sculpt robes and cloth over many surfaces.

Stage 1

At this stage I lay out a rough base for the 
sister’s loin cloth, so that I’ll have a solid base 
to work with and can shape it when I come to 
sculpting it without having to do it separately. I 
deliberately haven’t sculpted anything around 
the top of her thighs - there’s little point as this 
will be hidden by cloth. 

Stage 2

Once the base layer has completely dried, I be-
gin to work on the top part of the loincloth first. 
I start by adding two thin lines of green stuff to 
the outer most parts that fall across the thighs 
and push the material inwards, going over them 
repeatedly to make sure the material is thin and 
both the lines and edges are smooth.

Stage 3

Due to the way the loin cloth is being pushed 
together there will a few natural raised areas 
in the center of it, both folds at the top and the 
bottom. I add two small blobs of green stuff 
at the very top and very bottom and push the 
material into shape, once again making sure I 
smooth out the joins between the green stuff 
by rubbing over them with a metal pick.

http://thebuild.deviantart.com/
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Stage 4

At this stage I move on to the rear of her loin-
cloth, as with the top part I create a base layer to 
apply the detail layer over the top of. I let it dry 
completely and cut away any parts that are too 
thick.

Stage 5

As with the front loincloth I start in the same 
way, two thin lines of green stuff down each 
side of the cloth and then push the material in, 
towards each other, while constantly checking 
both the consistency of the lines at the edges 
and the texture. 

Stage 6

I add another layer of green stuff down the cen-
ter, making it slightly thicker at the top and the 
bottom - this will allow me more flexibility with 
the folds and shapes

This is the final layer for the loincloth on this 
side, I had a look at some stock photos and 
some miniatures to get more of an idea of how 
the loin cloth might be shaped by the wind and 
the motion of kicking off the metal girder. From 
these references I then add some additional 
folds making sure they are more pronounced 
towards the bottom of the cloth where it has 
most of it’s flexibility and movement.

A few Do’s & Don’t’s

One thing I would always advise with sculpting is to 
mix very small amounts at a time, you never know how 
long you could be working on one area. It could well 
take much longer than you think and by the time you’re 
finished the rest of the green stuff could be too hard to 
stick to the green.

Don’t get carried away with the amount of green stuff 
you need for an area. Typically I only ever apply half of 
what I think I need to the model, even on larger areas 
like robes and cloth - if you add too much, you end 
up having to remove a lot of it as well as ruining what 
you’ve already done. 

Don’t be afraid to spend a lot of time on one area even 
if it’s not particularly detailed - if something about it 
doesn’t feel right to you when you leave it then it never 
will feel right .

Don’t be afraid to try new styles to sculpt the same 
thing. A lot of sculpting is about problem solving, as you 
look at something you need to sculpt and your mind 
begins to think of different ways to make the same 
object. 
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Step-by-step: Nanny 
Ogg on Broom

Words & Photography: Mike Dodds

I suppose that, like so many other miniature painters, 
I always get a thrill of anticipation when I get asked 
to paint up a model for someone else, especially as in 
this case when I get asked if I can do it in a week. So 
after the automatic ‘Eeek’ and ‘Are you kidding me?’ 
mental responses, and being the figure-slut that I am, 
it took me all of 0.00357 microseconds to say “Yes, of 
course, I’d be delighted”.

Stage 1

So on to the review: The miniature comes as 
four pieces, including the plastic base -  Nanny 
Ogg herself, the support stand and the cast 
base in metal. Nanny herself sits astride her 
broomstick, legs akimbo playing a banjo, which 
in this instance had the neck severely bent 
backwards. This was straightened with a steel 
rule pressed against the back of the neck and 
gentle pressure.

Stage 2

Close inspection of the mini showed several 
areas of flash as well as an area of pitting. That 
flaw being on the rear of Nanny’s hat wasn’t 
too much of a problem, but the flash was in 
some difficult places to deal with. It appears as 
if this mini had been cast in a mould consisting 
of three or four sections. Areas affected by the 
flash were the edges of the cloak and over the 
shoulders. I’m fortunate in that a few years ago 
I discovered a Micro chisel on sale in Historex 
Agents store, this has several blades between 1 
and 2 millimetres wide which with gentle pres-
sure removes most flash, plastic or metal.

Stage 3

There had been a section of flash on the rear of 
the hat but this had been removed prior to my 
receipt. However, that removal had left a serious 
gouge in the creases of the cloak, so coupled 
with the pitting I was left with little choice but 
to work some green stuff to replace that and a 
couple of other “dings”.

So after emailing all the arrangements, what arrived 
in a nice neat padded envelope on the Tuesday was 
Micro Art Studio’s Nanny Ogg on Broom. (D02700)

http://www.coolminiornot.com/artist/dragonsreach
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Stage 4

While the green stuff was curing I turned my 
attention to the base and stand assembly - for-
tunately, neither one had any flash or moulding 
flaws.  The cast base has a tab designed to fit 
into the slot of the plastic base so that was a 
quick hit with superglue and in place in a sec-
onds. Over to the stand, this had a small stub of 
excess metal which a gentle pass or two with a 
fine file removed. I tested the stands best fit and 
then it too was given a touch of glue and was in 
place. There were tiny gaps around the bottom 
of the stand and the base but green stuff and 
a little bit of coaxing with a sculpting tool (or 
three) and the gaps were filled. Nanny was then 
left overnight for the green stuff to fully cure.

Next day was the final assembly and Nanny was 
fixed to the stand using strong slower drying 
superglue, which gives a better bond. It is such a 
slow glue that getting it out of the bottle is like 
getting a teenager out of bed, but it has a grip 
like a limpet on a rock face.

Then it was down to the garage to be treated to 
a gentle dose of Tamiya Fine White Primer.

Stage 5

Somewhere around now I discovered that the 
tab on the cast base is actually deeper than the 
plastic base and the figure was left unstable. So 
once the primer was dry it was back to the paint 
room and mark the excess on the tab then pry 
off the base and tidy up.

Onto the painting, with Nanny Ogg being so 
well depicted in Paul Kidby’s illustrations to 
Terry Pratchett’s books I had to follow a more 
“cartoonish” version of painting. So I bypassed 
my normal skin recipe and went with manufac-
tured skin tone colours.

In the majority I use Vallejo Model Colours, hav-
ing come to prefer their behaviour, so I’ll list the 
Skin Tones here but the rest of the colours I’ll list 
at the end.

Base colour:    036 Beige Red.
First Highlight Colour:  017 Basic Skintone
Second Highlight colour:  Light Flesh (Not sure if 
Vallejo make this any more)
Darkening and Mouth:  Vallejo Game Colour 
Dark Flesh.
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Stage 6

About here I realised there was something 
wrong with one of her legs, in fact it had a seri-
ous crack in it. Not wanting to risk fracturing it 
by poking green stuff in I opted to dig out the 
“Ultra Fast Quick Grip PVA” I use for gluing bases. 
This I applied with a Brush carefully pushing the 
glue into the crack, and left to set overnight.

Stage 7

Next up for painting was Greebo and the cloak.

Followed by the packs and bottle, strapped 
underneath the broom.

I worked on the banjo next and then did the 
work on both the base and broomstick.

Stage 8

The base was completed by painting in the 
stones, with various colours and then a dilute 
wash of Devlan Mud. Leaves were picked out, 
as was the Flower on the stand - a lovely bit of 
sculpting there - which was given thin washes 
of dark red.

The voluminous bloomers were gone over with 
a couple of coats of white paint, then a dilute 
coat of Ivory to take out the starkness. I then 
freehanded in the Red stripes and finished off 
the boots.



Tutorials

71

Overall she’s a pleasant figure to paint, with no massive issues to have to work around; the detail is sharp 
enough to make the painting easy but not cluttered with extraneous bits.

The face is a delight, showing a superb “Joie De Vivre”. Ok the broom handle does look a bit Phallic, but hey it’s a 
fun model. 

It’s not a miniature for someone to start out from scratch with, but for a collector/painter it’s a good one to work 
on. Overall if I were to give this a score I’d say 8/10.  

Face  

Beige Red
Basic Skintone
Light Flesh
Dark Flesh

Dress  

Prussian Blue
Dark Prussian Blue
Grey Blue
Deep sky blue

Cloak and hat

Dark Grey
Black Grey
Neutral Grey
Black
Black Glaze

Packs and Bottle  

Ochre Brown
English Uniform
Burnt Umber
Iraqi Sand
Cork brown

Base  

Cork Brown
Chocolate Brown
Burnt Umber
Luftwaffe Camo Green
Blue Grey
Neutral Grey
English Uniform
Ivory
Dark Red

Shoes and Bloomer
stripes  Red
Dark red
Burnt Cadmium Red
Bloody Red
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Gradients Words & Photography: Rebecca Hubbard

If you want to improve your highlighting and shading using gradients can help.

Many people use bands of colour side by side to indicate a change in shade, and while this can be effec-
tive, the result is never a smooth transition, it’s easy to see where one colour stops and another starts.

 
Gradients are a way of creating smoother transitions. By layering colours over one another in a way that you 
can still see the colour underneath you can create a subtler effect - and it’s very easy to do.

In my example I have used Citadel paint colours, but you can use whatever brand you have available.

Fabric, such as a cloak is a great way to practise as if it’s rippled it will have obvious points of shadow and light. 
It can be helpful to pick out three pots of paint that are roughly your darkest, lightest and middle shades.
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Build up the opacity in layers, by brushing over the same area multiple times - but not while the paint 
is very wet.

The highlight gradient goes in the opposite direction. The paint should move towards where you want 
it to be lightest. A good place to start your gradient is the same place you started your shading from so 
that as one finishes, the other starts. In this example the starting point is the centre of the bar.

 
First, make sure your model has been primed. When you’re practising it will be easier to see what’s happen-
ing if you use a light coloured primer - such as a grey, rather than a black.

Paint the entire cloak in your middle shade colour, make sure it’s not looking patchy and the paint is not too 
thick. Mix your paint with water on a tile or palette so you can see the consistency easily. 

When you are ready to start shading, add some water to your shade colour until it’s slightly see-though on 
your palette - but not some diluted it has become a wash. If your brush is too wet, wipe some off on a piece 
of kitchen towel before you start painting.

Find an area that needs to be dark, and starting a little further away push the brush in the direction of the 
darkest point. This will drag the paint, leaving a stroke that starts off nearly invisible and gets darker where 
the colour needs to be strongest.



Tutorials

74

 
The middle is still pretty much the base colour, but gradients get stronger as they move out.
This only works if you move your brush in the direction you want the paint to be strongest - and won’t work 
with thick paint, as it will not create the transparency you need to see the base colour underneath.

The chart below details how I built up my colours, and there is a photo of a miniature where I practiced this 
exact technique on the cloak.
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Discworld Miniatures Review
Micro Arts studio
The  Discworld Miniatures is a line of 30 mm scale, 
cast metal miniatures from the Discworld fantasy 
book series. All figurines are based on Paul Kidby’s 
Discworld artworks and consulted with Sir Terry 
Pratchett personally.  At this time there are 32 min-
iatures in the series. We plan to expand the range of 
the miniatures constantly. Even now we have 3 new 
figurines in the sculpting phase. We’re always open to 
new suggestions which characters from the Disc-
world we should produce next. If you have an idea 
feel free to contact us on our forum or via Facebook. 

Words & Photography:  Jason Hubbard, 
Rebecca Hubbard, Nick Johnson,  William Ford, 

Andy Mon, Willian Ford jnr, Guy Oxley , Scott
Radom &  Nick Palfrey 

Susan Sto-Helit
Jason Hubbard
I really like the Discworld range of miniatures by 
Micro Arts, that I was quite pleased when I was given 
Susan Sto-Helit, grand-daughter of Death, to paint. 
My initial reaction was that this is a really nice sculpt 
and the cast isn’t too bad. While there was a mold line 
running across her head which was a little tricky to 
remove, it was a really excellent cast.

I looked at the painted version on-line and found that 
most people had painted her in black. I wanted to be 
slightly different in my approach and colour choice 
for her, so I compromised and went with greys. She 
is really easy model to paint, and I soon found I was 
painting quite quickly. The only tricky piece of cloth-
ing to paint was her basque, but apart from that her 
clothing was pretty straight forward. I also decided 
that I wanted her scythe to be old and weather worn, 
rather than shiny and new looking. So I painted a 
damaged rust colour to the blade - the reason for 
this was I wanted a scythe that looked like it had 
been passed down to Susan by Death, passing on her 
future legacy through Death’s old blade.

I enjoyed painting this model and I intend at a later 
date to acquire the complete set of guards, as I 
already have Vimes, though as yet I haven’t painted 
him. I intend to place him on a cobblestone base (Ed 
- The Streets of Ankh-Morpork?). The Discworld range 
is well worth checking out, especially if you’re a fan of 
the books, these figures are excellent quality .

http://www.shop.microartstudio.com
http://microartstudio.com/forum/
http://www.facebook.com/pages/Micro-Art-Studio/122547901101742
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Nanny Ogg
Willam Ford

Nanny Ogg comes in 2 pieces, the main body and her 
left hand with broomstick, and a plain round ‘slotta’ 
type base. Like the rest of the range she is based on 
the artwork of Paul Kidby so there is plenty of refer-
ence material for her.

The model had no flash at all and the mold lines were 
minimal and easily cleaned up. One disappointment 
was the amount of micro-pitting on many of the 
surfaces and somesquashing to the left hand side of 
her face.

The hand fits well into the arm and shouldn’t require 
pinning. For best results I would recommend a ‘slip’ of 
Milliput, or other filler, to cover the worst of the pit-
ting. The piece is posed in a typical Nanny Ogg pose, 
drink in hand, which is not at all frozen and captures 
her character well.

A light undercoat went on very well and it was on to 
painting. I used Vallejo Model Colour throughout on 
this piece and used references from Discworld art 
rather than the excellent pictures on the Micro Art 
Studios website. The model does not come with the 
cobbled base seen on the site but these are available 
separately.

The Bursar
Guy Oxley

This is one of collection of miniatures which repre-
sent the characters from Terry Pratchett’s Discworld. 
It comes as one piece with a 25mm round base, the 
newer type seen with ranges from companies like 
Wyrd.

The figure is a good copy of the illustrations from the 
Discworld novels, and it captures the essence of the 
books. The excellent sculpt and clean casting meant 
there was only a small mould line round the figure. 
This took about 15 minutes to clean up with a file and 
knife, the curve of the hat made the underside a little 
harder to do though.

I think the main difficulty with this kind of ‘famous’ 
character is the decision whether to try and match 
the figure to the book or not. If you decide to, as I did, 
you are restricted in your creativity but the challenge 
comes in making the character recognisable. So after 
a little research the finished figure hopefully matches 
Discworld aficionados expectations.

Because of the detail the figure itself was a dream to 
paint, and whether you base coat/wash/dry brush or 
blend a decent result is easily achieved. It’s a great 
piece for display purposes and possibly for a come-
dic roleplay game (i.e., the Discworld extension for 
GURP’s).

The Librarian
William Ford jnr

I personally love anything Pratchett so the figure 
was too hard to resist. With the IMP Implings contest 
coming up, I decided to use it for my entry into the 
competition. The model is so characterful in its pose 
and is a perfect representation of one of Paul Kidby’s 
artworks.

How good a cast this model is! The mould lines were 
almost insignificant and in some

http://www.microartstudio.com/index.php/gallery,32
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places non-existent. The white under coat went on 
perfectly, unlike other metal models were I first have 
to wash of any excess release agent, so hats off to the 
casters. I finally scratch built some detail to the base 
to give the feeling from Paul Kidby’s illustration and it 
was on to painting.

Although not too challenging the model has lots of 
large areas to practice fur technique, it is basically fur, 
skin and extras, although it is slightly less detailed on 
one arm making it harder to detail. One interesting 
point on the skin is what colour to do it? I decided on 
a bluey-grey to contrast with the orange, in keeping 
with Paul Kidby’s illustration.

Overall I think this model really stands out in a crowd 
of good Discworld minis from Micro Art Studios and 
thoroughly deserves a good look.

Rincewind
Scott Radom

Like a lot of people out there I love the discworld 
books a lot. Terry Pratchett has really kept me en-
tertained over 30 novels with his story, settings, and 
perhaps most importantly his characters. One of his 
key characters is the hapless wizard Rincewind who 
debuts in the very first novel, “The Colour of Magic”.

This figure really captures the spirit of the character. I 
was really drawn to the “Why Me?” look of his face and 
the entire stance of the miniature with the stooped 
shoulders and poor posture. The sculpt is based off 
the official Discworld art by Jack Kidby and I think 
the sculptor Kul Asryk nailed it outta the park. I really 
think this is a great example of taking a two dimen-
sional piece of artwork and springing it into a three 
dimensional work of art. I am still very impressed by 
what Kul Asryk accomplished on this mini!

The casting quality was decent. An acceptable 
amount of mold lines though an odd choice was 
made to put a mold line that ran down one of Rince-
wind’s eyeballs. That was indeed a pain! The model 
also needed some more attention in smoothing out 
some of the larger areas as there are a few pitmarks 
in the metal. I didn’t bother on the version I painted 
- Patience is for cowards! - but I really wished I had 
taken the time.

Painting was a lot of fun. I opted for a muted earthy 
look to the robes rather than the full colour glory 
a wizard of any status should probably enjoy. My 
thought was that this might be what Rincewind 
looked like while staying in “Four-Ecks” after a while. 
Also I was painting the miniature for a personal chal-
lenge over on the WAMP forum and the theme was 
“Look at my hat” so I felt a more drab approach to the 
mini might put focus onto the brightly painted hat. 
Painting this model was ton’s of fun!

I really look forward to painting some more figures 
from this range in the future. Nice work Micro Art!

Magrat on Broom
Nick Palfrey

I’ve read a lot of the Discworld books, many moons 
ago when I was at primary school. Add to this the fact 
that I have wanted to get hold of one of these minia-
tures for a while and I couldn’t resist the opportunity 
to review one of these for Irregular Magazine.

At first glance it’s packaged much as most minia-
tures, in the blister packet, with the very handy foam 
‘protection’. The miniature itself was quite nice, the 
was one major mold line, which was a bit irritating, 
as it ran through the folds of the cape, through the 
hair, and through the fiddly folds of the long, baggy 

http://judge-nick.deviantart.com/
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sleeves. Another niggle would be the parts. The 
miniature came in four parts. The main model, half 
an arm, the tree, which held the miniature up, and 
a base insert. The arm was particularly hard to put 
together. It is very small and, on my miniature at least, 
didn’t fit very well which you can see in the pictures. 
I had to carefully place it with a pair of tweezers, and 
hold it there for a while. Another poor fit was with the 
twisty tree. It should fit in nicely, and it really didn’t - it 
took me a while to figure out how it was meant to fit 
properly, and even then I wasn’t quite sure if this was 
right, but once it was glued and primed the join didn’t 
really show so this is all fine.

So when finally primed and cleaned the miniature 
almost painted itself! It was great, even if I only had 
a day to work on it - painting and write up done in 
a day! The miniature is just as I like it, with nice flat 
areas, not over detailed just the necklace and little 
bits in her hair.

So, to conclude - this is a very nice miniature, if you 
take the time and aren’t in any rush in the assembly 
stage, and the painting is great fun! I would certainly 
like to get one or two (Nanny Ogg and Rincewind 
take my fancy). So until I can next get out of my al-
most permanent lazy state, ciao.

Esme Weatherwax
By Andy Mon              
 
Being somewhat of a Terry Pratchett fan, I couldn’t 
help but get rather excited by the prospect of being 
sent some of Micro Art Studio’s Discworld miniatures 
for review. As one of the defining characters of the 
Discworld series, Granny Weatherwax has got to be 
on everyone’s favourite list, and so I jumped at the 
chance to give these miniatures the once over.
 

The sound of the morning post landing on the mat 
roused me, and after stumbling to the door, I spot-
ted the tell-tale jiffy bag that signals that something 
cool has arrived. Opening up the package reveals 
two standard foam lined blister packs, and with the 
distinct imagery of the Great A’tuin adorning the 
cardboard 

backing, the products are instantly recognisable at a 
glance. Pausing for only moment to explore the packs, 
I got stuck in with the cleaning and prep work...
 
The metal is of a medium density which made trim-
ming and filing easy, without it being so soft that you 
risk damaging the model by going too far. Despite 
some dubious placement, mould lines were reason-
able and there was little to no shear between the 
halves. They were not particularly clean however, with 
ganky puddles of release agent that had been over-
enthusiastically applied by the caster. There was some 
major lumping and pitting on many areas of both 
figures, though thankfully nothing too bad that a mil-
liput bath and a quick bit of green stuff work wouldn’t 
fix. Pleasingly there was no flash, and only a couple of 
vent worms in the expected places.
 
The character of Esme has been captured well, and 
I can just imagine  those hatpins being put to good 
use! One slight disappointment though  was that 
Esme doesn’t come with a sculpted base, whereas Fly-
ing Esme does. A minor niggle, and another one that a 
bit of milliput work soon  fixed.
 
Detailing is good on both sculpts, as is to be expected 
from a Kul Asyrk sculpt, though there were many 
parts that were below par. Little lumps, sculpted de-
formities, and irregularities on Esme’s face and other 
small details, were made very apparent once under-
coated, and so with a sigh the tools came out again.
 
Overall neither mini was particularly fun to paint due 
the the rough nature of the casting and the sculpting 
inconsistencies, making edging, blends, and detail 

http://minicommisions.webs.com/
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picking a real chore. I only had a couple of evenings 
in which to get them finished, and in hindsight it 
would’ve been nice to have allowed myself more time 
for additional prep work and neatening up before 
starting. Not that this should put off any Discworld 
fans though, as they are both good characterisations 
of Esme that would make fine additions to your cabi-
net. Seeing them on the shelf has certainly inspired 
me to pick up some of my other Discworld favourites 
from Micro Art Studios. It’s just a shame that the over-
all quality and consistency didn’t particularly impress 
me.
 

The Luggage
Nick Johnson

Paint and review a Micro Arts Studio Discworld fig-
ure? In a week? With my reputation? Well, I’ll give it a 
shot. With that, and a rummage through the bag of 
goodies, I came away from the painting session with 
a blister pack containing the Luggage, the travelling 
chest that follows first Twoflower, then Rincewind, in 
their adventures on the Disc.

He’s also the first figure I’ve painted that can double 
as a finger puppet if you’re careful - true story.....

The Luggage comes as a one piece sculpt, with a plain 
30mm base. While the tongue of mahogany isn’t on 
display, the teeth, legs and a bit of someone’s robe are 

all present and correct. One detail that caused a little 
controversy was the fact that there are two knotholes 
which are coincidentally in the right position to be a 
pair of eyes, despite the Luggage being noted for not 
being able to see. I don’t see a problem with this, as 
they’re not actual eyes, but some purists may make a 
fuss.

Given I only had a week to work on him, it was nice 
to have a figure that only needed five areas working 
on - wood, metal trim, teeth, legs and the scrap of 
cloth. I used a mix of P3 and Vallejo Model Colours, 
with Games Workshop Washes and Metallics to paint 
him. There was no noticeable flash, and I didn’t spot a 
mold line when I was prepping him.

I was a little disappointed that the Luggage didn’t 
come with a sculpted base, as is shown on the pic-
tures on the website - I feel that Micro Arts should 
probably add a disclaimer to cover this. Either way, it 
didn’t spoil my enjoyment of painting the figure, and I 
will be picking some more of them up in the future.

http://www.shop.microartstudio.com/discworld-miniatures-luggage-p-214.html?cPath=48
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‘Hearts and Minds’ 
ISAF in Afghanistan, Flying Lead Theatre 
of War Book. Ganesha Games

Words: Dave Barker

I have always find it difficult to know whether I 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. I 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 I should write this review. I am also 
impressed that $2 from every copy sold is donated to 
the charity Combat Stress

I 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, I was pleased to find as 
I 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 

the conflict, with many terms and acronyms that I 
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. I 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 I 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 I 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.

‘hearts & minds’
isaf in afghanistan

flying lead theatre of war book

© Rich Jones ‘Surf Shack Productions’ 
& Ganesha Games, 2010
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Britanan Grenadiers &  Troopers
Tor Gaming

Word & Images : Peter Scholey

These are nice figures and very enjoyable to paint. 
However they are a pain in the backside to put 
together! I tried first of all to straight super glue the 
arms and heads onto the models, however there isn’t 
very much for the glue to bind to, and so then I tried 
to build up a neck on the models with Green stuff, 
and that didn’t seem to work very well either. In the 
end I had to pin the heads and arms on, and this has 
left the models remarkably strong. However, there 
does appear to be no necks on the models, and some 
large gaps on the arms where they join. Also, the slots 
don’t go together very well, being either too narrow 
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, I started with a 

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. I 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 
I 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 I left those with just the Tamiya black 
ink on, and it looks quite effective I think. I painted 
the cuffs yellow, the grenades black with a light grey 
highlight and the backpack brown, all in a two tone 
approach. Finally I 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.

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 

market there is for these figures though. On the 
whole, though, they are very nice models.

These figures suffer from the same problems as the 
Grenadiers, however, in my opinion the extra little bits 
of detail make them a little nicer to paint. The slots 
aren’t right as with the grenadiers, and they are just as 
awkward to put together, again requiring pinning.

I painted them in the same style as the grenadiers, ex-
cept as these have Bicorns, I didn’t do a grey dry brush 
highlight. Instead, I just picked out certain parts of the 

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.

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



Review
s

82

Hammer’s Slammers : 
The Crucible

Words; Dave Barker

I first became aware that this new Hammer’s Slam-
mers title was being published when I 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 I were really quite impressed too.
So after I was back home and telling Jason, one of our 
editors, about the great looking game I was imme-
diately asked to review it and I’ve got to say up front 
that I was as impressed with the book as I was with 
the demo game at the UK Games Expo.

It is 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.  

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, I found the informa-
tion in the background section an interesting and 
enjoyable addition to what I 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 I 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. I 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 Words: Nick Slonskyj
Photography:  Osprey Books

I was recently handed a copy of the new Field of Glory 
– Renaissance wargames rules and asked to write a 
review, a task which I 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 I would actually enjoy playing.  Together 
with a copy of the rules, I 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-

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.

It is 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.  I 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 I 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 
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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 I 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 I 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, I 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 I 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 I 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 I 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.  I have no 
hesitation in recommending the books to anybody 
with an interest in Renaissance wargaming.
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28mm Sandbag Emplacement/ 
Machine Gun Nest
Urban Construct

Words & Images: Peter Scholey

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 I thought 
that the footprints in the mud behind were a nice lit-
tle touch. I wasn’t personally bothered by the fact that 
there were 3 German hand grenades on the piece, 
but I thought that it might put others off because it 
reduces how generic the terrain is.

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

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. I wanted to try and achieve a more 
yellow appearance one the whole, as I felt the one 
on the Urban Construct website was a bit white and 
bland. Just personal opinion, but I 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 

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

On the whole I thought that the piece was very nice 
indeed. It is very cheap at only £4.35, and I 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
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Cornelius the Wizard 
Micro Arts Studio

Words: Rebecca Hubbard
Photography: Anthony Barnes

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 I found it 
difficult to tell what parts were until I 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. I think this 
is a bit misleading, as this is the only picture of the 
miniature I could find on the website.

Preparation
I was very happy that it was a one piece miniature, as 
I like to get my gaming pieces done fairly quickly, and 
less time on preparation is always good. However, I 
was very disappointed as it was not the same quality 
as previous resin items I 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 I would have spent a lot 
longer on preparation. 

Painting
I usually complete a gaming mini in about 2 painting 
sessions (I’m not the fastest painter in the world), so 
I 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. I 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 I 
was constantly working around them.

Overall, I 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. I 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 I 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
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Words & Photography: Jason HubbardWWII 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.

I 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 I 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 I did find were very easy to remove. 

I 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 I 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 I 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. 
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28mm El Cid Range
HaT Miniatures

Words & Photography: Jason Hubbard

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 I play or research or know 
much about beyond the Charlton Heston movie El 
Cid, so when I picked these up I was slightly intrigued.

As these are test shots I 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. I 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 I prefer, rather than a unit of 
troops who all look exactly the same. This is one of the 
reasons that these appeal to me - I rather like them, 
and though I don’t game in the El Cid campaign, I 
could use them as Arabic warriors for early crusade 
gaming.

An aspect I did notice with these miniatures is the 
minimal amount of mold lines, and those that do exist 
are easily removed. The one thing I didn’t like were 
the spears that are connected to the rider, mainly be-
cause the spears are quite fragile. I 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.
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Warhammer 8th Edition
Games Workshop

Words : Dan Lee

First let me begin by making it clear that this isn’t a 
review of the Warhammer 8th Edition rules; I 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 I 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). I 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. Of 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 I was first 
surprised. Rather than the usual GW copy and paste 
job, I 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. I 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 I had seen before, but some pages were 
dedicated to Golden Demon winners and they were a 
particularly welcome addition. 

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 cynic in 
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. I 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. I heard rumours that the rules summary 
contains lots of contradictions with the main text, but 
to be honest I 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 I guess I 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 I 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. I enjoyed read-
ing it and I 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.Offer 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. Identification: 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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