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Editorial 

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

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

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

That’s all folks - see you next issue. 

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

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

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

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

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


4

News

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

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

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

• Single figure 

• Unit 

• Vehicle 

• Open 

• IMPling (for 16 yrs and under) 

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

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

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

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

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

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

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

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

Workshop hosts include:

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

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

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

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

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

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

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

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

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

FIGOSTOCK 

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

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

FigureWorld

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

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

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

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

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

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

http://www.maelstromgames.co.uk/
http://www.tbforum.co.uk/showthread.php?t=4653
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A Medieval revolution for Field of Glory 

Slitherine is pleased to announce the release of Storm 
of Arrows. 

Developed by HexWar, Storm of Arrows is the second 
expansion for Field of Glory. It covers armies of West-
ern Europe from 1300 to 1500 AD. With over 100 unit 
images and a host of news features including archers 
stakes and the possibility to deploy troops mounted 
or dismounted in DAG games, Storm of Arrows adds a 
new level of game-play to Field of Glory. 

Players will now also be able to fight against armies 
from the same army pack for historical match ups or 
against armies from other army packs to try “What If?” 
battles with Medieval Knights against Roman Legions. 

In this Field of Glory Digital expansion set players will 
find 

• Over 100 new unit images 

• Archers stakes 

• Ability to deploy troops mounted or dismounted in 
DAG games 

Storm of Arrows
• New unit types: Knights, Crossbows, Medieval Artil-
lery, Battle Wagons 

Available Armies 

100 Years War English (Continental), 100 Years War 
English (Britain), Wars of the Roses English, Medieval 
Welsh, Later Medieval Scots (Britain), Later Medieval 
Scots (Continental), Later Scots Isles and Highlands, 
Later Anglo-Irish, Medieval Irish, Medieval French, 
Ordonnance French, Free Company, Navarrese, Later 
Low Countries, Medieval Burgundian, Ordonnance 
Burgundian, Swiss, Later Medieval German, Later Me-
dieval Danish, Later Medieval Swedish, Condotta Ital-
ian, Medieval Crown of Aragon, Medieval Portugese, 
Medieval Castilian, Santa Hermandad Nueva Castilian, 
Later Granadine 

An upgrade patch for Field of Glory is also simultane-
ously released fixing a number of issues reported on 
the Slitherine forum and improving many areas of 
the game. The full list of changes can be found here. It 
includes: 

  

• Improved shooting behaviour that makes foot bows 
much more realistic 

• Improved movement behaviour that forces unit to 
move in more realistic ways. 

• Improved evade & rout moves 

• Many bug fixes for issues reported on the forum

http://www.slitherine.com/ror_dag
http://www.slitherine.com/forum/viewforum.php?f=84&sid=0b64158ea43da8a002f74c26f394feb2
http://www.slitherine.com/downloads
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Art Competition Results
Back in April we set a challenge to all our artistic read-
ers to produce some art on the theme of Darkness 
for a chance to win a fantastic poster from Kingdom 
Death, and you didn’t disappoint us.

Our Judge Ricardo Guimaraes had his work cut out 
looking at each and every entry to decide which one 
was worthy of being crowned the winner.

Here’s what he had to say: “Overall the pieces were ok 
but I’d like to have seen more ‘Darkness’ into them. 
A dark picture and the concept of Darkness are very 
different things.”

In first place is this digitally painted entry by Mariana 
Vieira. The illustration shows a very nice composition, 
with a well defined mood. In terms of rendering, you 
have some very interesting textures and the action 
makes you feel the character just noticed you.

Congratulations! Our team will be in touch with you 
to get your address so you can receive your fantastic 
prize from Kingdom Death.

In second place was a very strong piece with a beauti-
ful graphic treatment. The concept of darkness is very 
clear and we can see an excellent use of positive and 
negative shapes.  Well done Vyctoria!

In third place is Henrik Pettersson. You have a nice be-
ginning here, but you could have further developed 
the connection between the girl and the creature, as 
well as her expression.

Well done to all our entrants, we love seeing what you 
came up with. 

http://irregularmagazine.com/i3_cover
http://www.marianaeba.blogspot.com/
http://www.marianaeba.blogspot.com/
http://www.kingdom-death.com/
http://www.phantoms-siren.com/
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Miniature Painting Competition
Get your brushes ready, we’ve got a painting competi-
tion to keep you busy over the summer. The theme is 
Skirmish, so interpret that however you like.

The Irregular Magazine team will be judging this one, 
and we’ll be looking for creativity and how well your 
entry suits the theme, as well as technical compe-
tence.

Sponsoring the competition this issue is Dragon 
Forge Design, who produce some fantastic resin 
gaming bases and objective markers to improve your 
armies, or make your display pieces really stand out. 
The round bases are particularly suitable for skirmish 
type games! The Dragon Forge store also boasts ter-
rain, display plinths, diorama bases, icicles and power 
cables!

Dragon Forge Design is run by multiple award-
winning painter and sculptor, Jeff Wilhelm, who’s 
been incredibly generous with the prizes on offer:

1st place: $50 worth of DFD products

2nd place: $30 worth of DFD products

3rd place: $20 worth of DFD products

Worldwide shipping is included.

The top three entries will also appear in issue 6 of 
Irregular (Autumn 2010), which is due out in October, 
along with any other entries that really catch our eye.

How to enter:

• Paint up a single miniature or a duel to the best of 
your ability 

• Remember, the theme is Skirmish 

• Take a photo of your finished entry looking it’s best 

• Take another photo of your entry in front of your 
monitor showing the Irregular Magazine website, or 
your printed copy of Irregular Magazine 

• Save your photos as .jpg files at 300 dpi 

• Email BOTH files to us at: irregularmagazine@gmail.
com , along with your name 

• Make sure to get the files to us before the deadline: 
Midnight, August 29th (London time) 

Please read the terms and conditions on our website 
before entering.

Good luck!

http://irregularmagazine.com/i5_sponsor
http://irregularmagazine.com/i5_sponsor
mailto:irregularmagazine@gmail.com
http://irregularmagazine.com/competition
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A Very British Civil War Words: Jason Hubbard & Dave Barker 

“I want this country to realize that we 
stand on the edge of oblivion. I want 
everyone to remember why they need 
us!” Sulter, V for Vendetta 

A Very British Civil War is an alternative history 
wargame set in 1938 which is taking the country by 
storm. The idea behind the setting is that Britain has 
been taken over by Mosley’s fascist party, which in 
turn has led to a civil war. 

Last year Solway Crafts and Miniatures released their 
first source book for the concept and, as they say, his-
tory - or, in this case, alternate history - was born. 

The premise is that King Edward VIII didn’t abdicate 
when he married Wallace Simpson. This led to mem-
bers of parliament and the current Prime Minister 
Stanley Baldwin resigning. With no one coming for-
ward to form a government Edward turns to Mosley 
and his Fascist party to form a government. 

During the 1930’s in Britain there were several dif-
ferent political factions, and in the previous decade 
two ends of the extreme in politics had risen across 
Europe. Both of these, Fascism and Communism, 
received support in Britain. 

Oswald Mosley formed the British Union of Fascists 
in 1932; he wanted to take Britain into a fascist state 
along the same lines as Germany and Italy.  

He wanted to form a one party government, which 
would have meant the country would have been 
under the rule of a dictator. 

There are several source books published by Solway 
Crafts and Miniatures, each one containing detailed 
information on factions, personalities and events 
of the civil war. This period is quite a exciting and 
fascinating period in history - it was a time of extreme 
politics and civil unrest, and most events contributed 
to the start of the Second World War. It has potential 
for the wargamer, especially those who like the idea 
of an alternative history. Events such as the Spanish 
Civil War, the rise of Hitler and Mussolini, along with 
discontent stirring around the Empire. 

What Solway have done is to provide a setting and 
idea that can lead anywhere - through forums such 
as Gentleman’s Wargame Parlour and Lead Adven-
ture, the players themselves are shaping the game 
and background. This was one of the reasons that it 
captured my imagination, and led me to develop the 
background for Cornwall. The game doesn’t come 
with a set of rules to learn - what it does instead is 
allow you to use a rule set you already play, which 
means that you don’t require to learn a whole set of 
rules to play. Just build a faction or two and get down 
to the nitty, gritty of playing out your campaign. Most 
players have tendency to set their games within the 
local area, creating local factions and units. This has 
helped in developing a growing rich background for 
the game. 

http://solwaycraftsandminiatures.webs.com/
http://gwargamesp.18.forumer.com/index.php?act=idx
http://www.lead-adventure.de/
http://www.lead-adventure.de/
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A Very British Civil War
New Factions for Cornwall 

Words & Photography: Jason Hubbard

Cornish Freedom and Liberty League 

This is a small independant faction, that was unknown 
to any side in the Cornish region until the Battle of 
Stratton. What is now known about the group is 
that they have a fanatical belief in an Independent 
Socialist Cornwall. The group carries out acts of ter-
ror against anyone who doesn’t believe in a social-
ist Cornwall. They had secretly been planning on a 
region-wide campaign of terror against both the BUF 
and Kernow factions. For months they have gathered 
intelligence, weapons and explosives - most of which 
have been stolen from local mining companies. They 
have established terror cells in most major towns and 
cities in both Cornwall and Devon, linking with social-
ist groups in neighbouring counties. 

Celtic International Brigade 

 The CIB is made up of foreign nationals who are de-
scended from Celtic stock, such as Cornish, Welsh, Irish 
and Scottish. The brigade is led by an American, Troy 
Castine, who is of Cornish descent. His family emi-
grated to Texas, making their fortune in oil. Troy left 
the family business to seek adventure and fortune. 
He has been a mercenary for several years fighting in 
Africa and Europe. With the use of his family money 
he funds the CIB with weapons and some equipment. 

Most of the members are equipped with modern 
rifles, shotguns, an assortment of hand guns and 
Thompson submachine guns. He has also purchased 
some Lewis guns as well as several BARs. Most mem-
bers hail from the US, but Canada, Australia and parts 
of Africa are also represented. All of the men are veter-
ans; either from the Spanish Civil war, or various small 
conflicts in Africa and South America. 

Troy’s aim is to set up additional brigades in Ireland, 
Wales and Scotland all fighting on the side of nation-
alism. He firmly believes in republicanism, as well as 
fame, women and fortune. He is often seen with a fe-
male companion even in battle and has a select body-
guard of between four and six dangerous women. 

Marrack’s Marauders 

Daniel Marrack is self-styled mercenary who served as 
an officer with the US military in WW1. His grandpar-
ents are of Cornish descent, and he is an adamant and 
loyal believer in Cornish Independence. 

The Marauders are all American, though not necessar-
ily of Cornish heritage. Most will follow Marrack into 
hell, and have served with him in various wars and 
conflicts for several years. His second in command, 
Joshua Hammond, has served with him since the days 
of WW1. 

They are styled on the modern US military and are 
armed with Springfield rifles, along with Thompson’s.  
Their uniform is similar to the US Army; in fact it is a 
US uniform, having been “liberated” from US national 
guard stores. 

The Marauders act as a reconnaissance unit, and will 
operate behind enemy lines. This is mainly so they can 
loot and fight without any interference. Though Mar-
rack is dedicated to Cornish independence he also 
has his own self interest at heart as well. The Maraud-
ers have, on occasion, robbed banks whilst behind 
enemy lines, making sure that it looks like royalist’s 
have committed the robbery. 
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A Very British Civil War
Sheffield : An Overview in 1938 

Words: Dave Barker
Illustrations: David Sonderquist& 

Jason Hubbard

Overview 

Just about everyone on all sides of the civil war are 
aware of the strength of socialist sentiment to be 
found in Sheffield and the other cities of the southern 
part of the West Riding of Yorkshire, not least because 
of the fame (or infamy) of the Sheffield Brigade of the 
Socialist Militias. 

But, just like everywhere else in the country, the situ-
ation in Sheffield is much more complex and messy 
than simply saying that Sheffield has gone socialist. 

Socialists 

Most of the city is indeed under socialist control. So-
cialist militias made a priority of targeting the Halla-
mshire Battalion of the York and Lancaster Regiment, 
who had been based in the south of Sheffield. They 
have been forced out, with deserters serving with the 
Socialist or Anglican forces in the city, while those 
who remain loyal are spread out supporting Royal-
ist or BUF forces from the north of Sheffield to as far 
away York. 

Socialist and Communist leaders, with the assistance 
of Soviet advisers who are starting to appear more 
and more often in Sheffield, have taken control of a 
significant number of the factories and manufacto-
ries in most of the south and east of the city. Their 
focus on changing production over to the war effort, 
together with an emancipation drive have brought 
production levels almost back to pre-civil war levels. 

Another significant feature of Socialist Sheffield is the 
appearance of a number of Soviet-sponsored schools 
that have opened. Run by volunteers from Russia, 
these schools have begun educating for free the 
children of workers in Soviet-aligned factories, teach-
ing reading and writing in both English and Russian, 
together with communist principles, mathematics 
and technical skills that will be of use to future factory 
workers. 

But the socialist factions are not having everything 
their own way. Sheffield has a long history of inde-
pendent craftsmen and artisans, especially in the 
cutlery industry. These ‘Little Mesters’, as they are 
known have not so easily been sold on the socialist 
ideals and many of them have fled socialist controlled 
areas of the city and headed, together with their all 
important trade tools and skills, to the Anglican or 
BUF controlled areas of Sheffield. 

Anglicans 

The Anglican presence in the city is a small and pre-
carious one. Anglican forces initially formed around 
the Cathedral and the streets surrounding it and 
have managed to negotiate an uneasy truce with 
the socialists and fascist gangs and militias that sur-
round them.  From the City Hall and Barkers Pool on 
the south side, to West Bar in the north; and from the 
Sheffield University on the western extent to Com-
mercial Street on the east – this small section of the 
city has surprisingly remained Anglican, although 
everyone only half-jokingly refers to this area as the 
Siege of Sheffield Cathedral.  Supply runs from Angli-
can forces free in the rural north of Derbyshire are still 
able to make it through, mostly down the Fulwood 
Corridor, but no-one knows how long this state of 
affairs will last. 

The Fulwood Corridor 

The Fulwood Corridor is a stretch of Sheffield head-
ing out of the city towards the west starting from the 
University and heading out towards the Snake Pass. 
A number of wealthier people live in this corridor 
and they have established for themselves a series of 
non-aligned militias that protect people and property 
in their local areas, but they want no part in the wider 
conflict.  This means that anyone prepared to pay a 
series of fees and not cause trouble is able to pass 

through the Fulwood Corridor unharmed. 

Fascists and Royalists 

The pro-fascist and pro-royalist elements in Sheffield 
have been forced to work as one in Sheffield, due 
mostly to the overwhelming opposition that they 
face from the Socialists. Only a very small section of 
the city is under their control in the north-west, with 
Hillsborough being the deepest point into the city 
that they control. 

There has been a large scale migration of people in 
this area, with pro-socialist residents in Hillsborough, 
some areas of Walkley and all the way to Stannington 
villiage and across and around the north of the city 
as far as Grenoside, have been forcibly evicted and 
made to move into the southern, socialisy areas of the 
Sheffield. At the same time, pro-fascist and pro-royal-
ist Sheffielders who have chosen to, or been made to, 
move north have settled in these same areas. 

 A substantial number of the people moving into the 
fascist-controlled areas of Sheffield have been skilled 
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artisans and workers, and many of these have been 
given space and resources to work for the war effort 
for the fascists in the outlying villages to the north.  Of 
particular note is the steel works in Stocksbridge val-
ley.  With BUF support from Manchester coming over 
the Woodhead Pass, which is served by both road and 
rail, and a good number of skilled workers fleeing so-
cialist Sheffield, the Stocksbridge steel works complex 
is being expanded as quickly as possible. It is also in 
the process of being re-tooled to turn out armoured 
vehicles and weapons.  Also, an area of (fairly) flat 
fields at the top of the hill on the opposite side of the 
velley to the steel works, outside Bolsterstone village, 
have been turned into a BUF airfield and this is be-
coming a de-facto HQ for this pocket of fascist forces 
on the east side of the Pennines. 

But it is the presence of the newly raised police forces 
in the north of the city that really keep the Fascists 
strongly secured. 

Police Forces 

When the Sheffield City Auxiliary Constabulary was 
raised, the Burdall’s Buildings were bought back from 
the Burdall’s Ltd, a chemical company and recom-
missioned as the Hillsborough Barracks once more. 
This time, however, it is for use by the Sheffield City 
Auxiliary Constabulary, rather than by the army. 

Located between Hillsborough and Neepsend, the 
Hillsborough Barracks are a strong fortification that 
has proven to be impregnable thus far with its strong 
walls and garrison of greater than 500 auxiliary 
constables. Such a strong fortification and concentra-
tion of men who are closely allied to the fascist cause 
has proved quite a thorn in the side to the socialist 
agenda in Sheffield, and it is really the bastion that 
has prevented them from seizing the whole of Shef-
field. 

Forces of auxiliary constables are regularly sent out 
on punitive raids against the socialist forces to seize 
food, equipment and other resources from their 
stores and on occasion they also deploy to make joint 
raids with the regular police forces against criminal 
elements that are all too prevalent in Sheffield. 

However, the regular forces of the Sheffield City 
Police, unlike their Auxiliary Constabulary counter-
parts, are largely tolerated and still carry out patrols 
throughout most of the city, largely unmolested. 
Increasingly, they have to turn a blind eye to crimes 
that may have a political element to it. This is very 
frustrating for the officers, who are now routinely 
armed with pistols as well as their truncheons, but 
they make up for this by focusing on the rise in crime 
that is happening in the Don Valley area of the city, 
which no-one is happy about. 
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Criminal Elements 

As a result of a substantial breakdown in law and or-
der in the city, there has been a rise in criminal activity 
associated mostly with cargo shipments - smuggling, 
and the violent and thuggish behaviour associated 
with this. 

Much of this criminal activity has come about as a 
result of the power regained by the criminal families 
that had been suppressed by Sheffield City Police 
in the mid-1920s during what were known as the 
Sheffield Gang Wars, which at their peak saw a man 
beheaded in the street in broad daylight with no 
apparent witnesses to be found.  Although many of 
those directly involved at the time are still behind 
bars, some of have found their way out in the confu-
sion and disorder of the civil war, a next generation of 
these families is now leading their resurgence. 

Most of this criminality is occurring in a region ex-
tending down the Don Valley from the canal basin 
and Sheffield Victoria station, down past Lady’s Bridge 
and the Wicker down to Attercliffe and Burngreave 

and out towards Rotherham. 

Conclusion 

Sheffield isn’t simply a socialist stronghold, it is as 
complicated and confused a part of the civil war as 
any other part of the country. It offers great scope for 
gaming and storytelling and if you’re at all familiar 
with Sheffield - or even if you’re not - we’d strongly 
recommend you consider playing at least a couple of 
Very British Civil War games set in Sheffield!
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Spartacus was a slave and 
gladiator, who has been 
immortalised in books 
and films for defying the 
might of Rome. 

Spartacus started life as a shepherd, before becom-
ing a soldier. It is believed that he served in a Roman 
auxiliary unit, which would explain his understanding 
of Roman tactics. Whilst serving in the Roman army 
he deserted and took to banditry, but on one raid he 
was captured and sold in to slavery. 

He was bought by Lentulus Batiatus for his gladiato-
rial school in Capua, South Central Italy in 73 BC. The 
school was run by a former gladiator, who had won 
his freedom. Batiatus ran it with brutal cruelty, which 
is probably one of reasons which led to the revolt. 

Gladiatorial combat was originally a religious rite that 
was performed to honour the dead, and was conduct-
ed in private. It was also generally not to the death, 
but around the time of Spartacus it was beginning to 
take hold as a public spectacle. 

The special weapons we all associate with gladiators 
were rare during this period - most combats were 
fought with the legionary sword, the gladius, which is 
where the name gladiator originates from. 

It seems that Spartacus and another gladiator called 
Crixus were preparing their fellow condemned 
inmates to revolt. Unfortunately, the plan had been 
discovered, so they were forced to break out with only 
half of the gladiators at the school. 

They headed straight to an eatery, where they 
grabbed knives, skewers and meat cleavers. Newly 
armed, they attacked the guards at the city gates 
before heading into the hills around Capua. Once 
outside the city they came across a wagon delivering 
gladiatorial weapons and armour. 

The ex-slaves made their way to Mount Vesuvius, 
where they made camp. Word of the breakout spread, 
which inspired other slaves to desert and join the 
band of gladiators. Most of the new followers were 
former soldiers captured in battle and sent into slav-
ery, most of whom were Thracians or Gauls. 

Most were probably of a dubious nature because they 
soon turned to banditry, pillaging the local country-
side. This became a problem for those in Rome, and 
needed to be dealt with. They sent 3,000 soldiers 
under the command of Appius Claudius Pulcher to 
clear them from Vesuvius. The Romans soon penned 
the soldiers in on Vesuvius and began to move in for 
the kill. 

Trapped near the crater on the volcano, Spartacus 
proved to be an excellent tactician. Noticing one 
of the slopes had been left wide open, the rebels 
climbed down the slope unobserved. Believing the 
slaves to be still on the mountain, the Romans had re-
laxed their guard. Spartacus and his followers poured 
over the Romans from the rear. The Roman army was 
routed, with many of the soldiers being killed. 

Spartacus had beaten his first Roman army, which 
supplied the men under his command with Roman 
arms and equipment. In turn, once news of his victory 
spread more followers flocked to his side. 

WORDS: JASON HUBBARD
ILLUSTRATIONs: MATTHEW MELLA
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Spartacus was becoming infamous in Italy, not for 
the victory, but for the amount of followers who 
were flocking to his side. By the end of 73 BC he had 
amassed around 40,000 followers. He not only attract-
ed slaves but poor farmers, who had been treated 
badly by the ruling elite. Most free farmers were being 
forced from fertile land onto marginal land which was 
hard work to scratch out a meagre living. 

They continued their ravaging of the countryside, 
with towns of Cura, Nuceria and Nula being sacked. 
They also destroyed local villas, and were constantly 
recruiting and attracting new followers to their camp. 

Spartacus and his rebel slaves defeated another Ro-
man army, under the command of Glaber, at Salinae. 
Glaber, in his rush to flee, left behind his warhorse, 
attendants and equipment that symbolized his rank 
of Praetor. From this point onwards Spartacus went 
about in the captured accoutrements of a senior Ro-
man senator. 

 After one year of being free it was decided they 
should leave Italy and return home. The biggest prob-
lem that faced them was the Roman Army and the 
Alps. Winter was drawing in and it became too late to 
attempt a crossing of the Alps. Instead, they retreated 
south to the regions of Lucania and Bruttium. The 
rebel forces had grown to around 70,000 strong by 
this time. They spent the winter preparing for the 
future confrontations that would come in the spring. 
Spartacus spent the winter seeking blacksmiths to 
produce arms and armour for his horde - he intended 
that they should become a real army, not just a band 
of bandits. 

Spartacus had beaten 
his first Roman army

In the spring of 72 BC Rome sent three armies south 
under the command of a Praetor. This was a consid-
erable force, especially to send against mere slaves, 
which showed that the Roman elite were fearful of a 
full scale slave rebellion. 

It was at this point that the slave army split in two, 
one contingent under the command of Crixus, and 
the other under Spartacus. It is not known why they 
split occurred, but some think it may have been 
ethnic in origin, as most of those who left with Crixus 
were of Gaul descent. The other reason may have 
been that the army had become too large to admin-
ister and feeding 70,000 people would have placed a 
massive drain on the local resources. 

At Mount Gorganus, Crixus and his followers met the 
army of Praetor Quintus Arrius. Crixus was not the 
tactical general that Spartacus was - consequently, 
his faction was defeated. Spartacus had taken those 
under his command north, where they reached the 
River Po unopposed. North of the river was an army 
under the command of Lentulus and to the south, 
coming up behind them, was another army under the 
command by Poplicoda. 

Spartacus and his followers were trapped between 
two armies - this should have been the single act that 
should have finished them off. Instead he fought one 
of them and then turned round and defeated the sec-
ond as well. Three armies had faced Spartacus and all 
three had been defeated by his army of freed slaves. 

It was in the aftermath of this battle that Spartacus 
displayed his cruel nature. He sacrificed 300 prison-
ers in memory of Crixus, who had been killed. He 
then made the remaining prisoners fight each other 
in gladiatorial combat. The writer Appian claims that 
Spartacus put to death all prisoners taken in both 
battles. 
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Spartacus was now said to have commanded an 
army of 100,000. The largest army that Rome had 
placed into the field up to this date had been 85,000. 
I suspect that a large proportion of the 100,000 were 
made up of families, old people and children, who 
were unable to fight. How many fighting men he had 
at his command is unknown, but it would probably 
have been over 50,000. 

Spartacus’ next move was to head towards Rome in 
the hope of drawing the northern troops south and 
leave the Alps wide open for them to cross. This tactic 
failed and he was forced into battle with another 
army camped near Picenum, which he defeated. There 
was another army stationed at Mutina which was 
waiting for him, but this time it wasn’t a militia army, 
which all previous armies that Spartacus had faced 
had been. This time it was composed of veterans un-
der the command of a professional soldier, called Cas-
sius , Proconsul of Spain. Even these superior troops 
were not enough to defeat Spartacus, as he sent this 
army fleeing as well. 

There was no one to stop them crossing the Alps 
and to freedom, but they chose to turn south and 
continue pillaging the countryside. It may have been 
arrogance, that made them turn south, thinking that 
they were undefeatable, and maybe they thought 
they could carve out a nation for themselves in 
Southern Italy. 

Spartacus and his 
followers were trapped 
between two armies

Rome desperately needed to defeat Spartacus, as 
they really feared a full scale nationwide slave revolt. 
We have to remember that slaves formed a large 
part of Roman life and community, and it has been 
suggested that nearly half of the population of Rome 
were made up from the slave community. 

No one came forward to take the job of facing Sparta-
cus, until Marcus Licinus Crassus, a former general 
under Sulla, who was known for his cruelty and 
butchery. He needed a triumph to help secure his po-
litical power base in Rome and the defeat of Sparta-
cus would be ideal - he would become the saviour of 
Rome. Crassus took eight legions into the field. At this 
time Spartacus went further south down to Thurii, as 
he needed to leave Italy, especially now Crassus was 
taking to the field, and certainly after Crassus had 
massacred a breakaway group of 10,000 slaves. 

Spartacus moved down to Rhegium to arrange trans-
port across the straits with Cilician Pirates, but instead 
of taking the rebels the pirates fled with the gold. 
Some of the rebels tried to cross the straits in make-
shift rafts and small boats but the currents proved to 
be too strong and dangerous. 

Instead of escaping by sea, Spartacus had to move 
north again. Crassus had set up fortifications across 
passes in the southern mountains, which meant 
Spartacus was trapped. His first attempt to take the 
fortifications failed and it was reported that Spartacus 
had lost 1,200 men. The morale of Spartacus’s follow-
ers was failing, so he made a spectacle of crucifying a 
roman soldier who was prisoner in front of the enemy 
fortifications. 

The rebels made a second attack, during a stormy 
night which covered the attack. This time it was suc-
cessful, allowing Spartacus and his followers to pour 
over the fortifications, evading Crassus. The rebel 
army split once more - it is unknown why they split, 
but some may have thought Spartacus had failed 
them, especially in regards to the pirates, but also 
because Rome was closing in for the kill. 
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The senate were considering recalling Pompey and 
his army to Italy, but also Crassus was closing in again. 
Another thought is that it could have been along 
ethnic lines, as those who left were mainly from Gaul 
and Germania, under the command of Granicus and 
Castus. 

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

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

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

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

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

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

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

 
Further Reading 

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

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

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

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

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

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

The campaign will be in three parts; 

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

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

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

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

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

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

Warhammer Ancient Battles 2nd Edition 
Review 

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

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

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

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

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

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

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

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

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

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

Starting Warbands 

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

Amount in Gold Pts Value

50 50

100 100

200 150

300 200

400 325

500 450

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

Raids 

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

Settlement Resistance 

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

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

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

Settlement Types 

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

Settlement Type Gold Value Resistance (pts)

Hamlet 5 25-50

Farm/Villa 8 30-60

Small Village 12 100

Medium Village 15 150

Small Town 25 200

Medium Town 120 400

Large Town 200 500

Small City 300 1000

City/Hill Fort 500 1200 +

Siege 

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

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

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

Skirmish Gaming 

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

Vikings 

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

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

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

Saxons

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

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

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

Picts 

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

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

Sub-Roman Britain 

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

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

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

55BC-450AD ROMAN BRITAIN 

45AD Most of southern England under Roman control 

60AD King Prasutagus dies

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

122AD Construction of Hadrian’s wall begins 

139AD Construction of the Antonine wall begins

Though the wall is abandoned in 163 and 207. 

 

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

c.500AD Seven major Anglo-Saxon kingdoms

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

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

600-800AD Conversion of England to Christianity c. 

790AD Four major Anglo-Saxon kingdoms

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

795AD Attack on Lindisfarne 

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

A more detailed timeline can be found here: 

410AD - 598AD 

599AD - 900AD 

Recommended Books 

Rules 

Warhammer Ancient Battles 2nd edition 

Fall of the West (WAB Supplement) 

Age of Arthur (WAB Supplement) 

Shield Wall (WAB Supplement) 

Siege and Conquest (WAB Supplement) 

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

Additional Rules 

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

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

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

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

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

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

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

March 2010

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

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

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

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

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

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

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

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

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

April 2010

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

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

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

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

Durgan Madhammer

- Ghordson Basher

- Wroughthammer Rockram

- Grundback Gunner

- Grundback Gunner

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

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

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

Following the obligatory food and Dr Who break - this 

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

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

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

May 2010 

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

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















http://irregularmagazine.com/i4_tuktuk
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City Guardsmen Words: Dave Barker
Illustrations: Jason Hubbard

I have recently bought the PDF version of the Pathfinder 
RPG from Piazo Publishing. If you’ve not come across Path-
finder already, it is an evolution of the D&D 3.5 system that 
was released in August 2009, and it is a breeze to pick up if 
you are already familiar with D&D 3 or D&D 3.5. 

Although there are some differences, the changes seem to 
all have been made to increase the ease of play, improve 
balance or simply make the system simpler and faster 
during play. Rather than try and cram a summary of the 
changes into the limited space available in this article, if 
you’re interested, then I strongly recommended reading a 
copy of Piazo’s free Conversion Guide, available from their 
website. I particular like the effort made to keep Pathfinder 
compatible with older 3 and 3.5 supplements – which I 
find an especially useful feature, having invested in plenty 
of D&D 3.5 material in the past! 

Pretty much the first thing I do with any games system is 
try creating a few sample characters, who often end up as 
NPCs in a future game. I was pretty pleased with the speed 
of creating my first group of four fighters. All four were 
created with the ‘4d6 drop lowest’ method and are first 
level fighters. They would be suitable either as pre-gener-
ated PCs or as NPCs for your games, and I have written up 
some background for them in this article, linking the four 
characters together. I have also declined to give them any 
alignment, so you can use them however you want. I hope 
you get as much use out of these chaps in your Pathfinder 
games as I hope to get from them in mine! 

Brockhurst

Brockhurst is quite a large city which makes most of its 
money by taxing the trade that goes on within its walls.  
Being a port, as well as having well maintained road con-
nections with the smaller inland cities and towns, Brock-
hurst has been a natural trade centre for several centuries. 

Run by a hereditary ruler, who goes by the title of Patri-
cian, Brockhurst is an independent city-state that strives 
hard to maintain friendly trading relations with all of its 
neighbours. Because of this, Brockhurst is often chosen 
as neutral ground for negotiations and discussions by it’s 
neighbours, as well as those from further afield who are 
having trouble maintaining their own friendly relations. 

As a result of all of these factors Brockhurst is a cosmopoli-
tan city, and with so many people coming and going all 
of the time, the Patrician relies upon the Brockhurst City 
Guard (BCG) to keep order. The BCG has naval, land and 
magical branches and performs all of the roles of a police 
force and a military for Brockhurst. Although the BCG is 
made up of many experienced and veteran members, at 
least half of its force is made up of young adults native 
to Brockhurst city or one of the nearby settlements, who 
undertake at least two years of “City Service” between the 
ages of 16 and 20. This City Service is undertaken in return 
for a formal education which they have received for free 
from the city. In addition, once their City Service is com-
plete, the young person gains their full citizenship of the 
city-state of Brockhurst. 

http://paizo.com/
http://paizo.com/store/downloads/pathfinder/pathfinderRPG/v5748btpy89m6
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The four characters given below are typical of Brock-
hurst City Guard members who have either just 
completed or are about to complete their City Service. 
Their training and experience have made them into 
effective level 1 fighters, although their different skills 
and feats are indicative of the different roles and ex-
periences they’ve undertaken during their time in the 
BCG.  However, they are all kitted out with the same 
standard BCG equipment of brown studded leather 
armour with the city’s coat of arms over the left 
breast, a light steel shield that also display’s the city’s 
coat of arms, a longbow and arrows, a longsword and 
a dagger. 

Harris Bragg, Human, Fighter 1 

STR 17 (+3) DEX 12 (+1) CON 15 (+2) INT 9 (-1) WIS 8 
(-1) CHA 9 (-1) 

HPs 11, AC 15, Init +1, BAB +1, Fort +2, Ref +0, Will +0 

Longsword Attack Bonus: +5, Longbow Attack Bonus: 
+2 

Equipment: Studded Leather Armour (+3 AC, -1ACP), 
Light Steel Shield (+1AC, -1ACP), Longbow (d6/d8, x3), 
20 Arrows, Longsword, Dagger, 13gps 

Skills: Climb (+7), Ride (+5) 

Feats:  Fleet, Weapon Focus (Longsword) 

Traits: Speed 35ft 

Features: Fighter’s Weapon and Armour Proficiencies 

Languages: Common 

Favoured Class: Fighter 

Harris Bragg is the youngest son of a dairy farmer 
from the town of Bruni, which lies about six miles 
inland from Brockhurst. Although he intends to return 
back to work his parent’s farm one day, Harris has his 
parents’ blessing to satisfy his wanderlust and search 
for adventure for a while now he is approaching the 
end of his City Service. 

A big, fast man, Harris enjoys the outdoor life and is 
more proficient than most of his peers with a long-
sword. Some of his peers find his enjoyment of guard 
duty particularly odd, but also find him companion-
able and true to his friends – Harris tries to keep all of 
his friends safe in a fight. 

Percy Flagstaff, Human, Fighter 1 

STR 12 (+1) DEX 12 (+1 )CON 15 (+2) INT 8 (-1) WIS 8 
(-1) CHA 11 (+0) 

HPs 11, AC 15 , Init +1, BAB +1, Fort +2, Ref +0, Will +0 

Longsword Attack Bonus: +2, Longbow Attack Bonus: 
+2 

Equipment: Studded Leather Armour (+3 AC, -1ACP), 
Light Steel Shield (+1AC, -1ACP), Longbow (d6/d8, x3), 
20 Arrows, Longsword, Dagger, 23gps 

Skills: Climb (+5), Swim (+5) 

Feats:  Combat Reflexes, Catch Off-Guard 

Traits: Speed 30ft 

Features: Fighter’s Weapon and Armour Proficiencies 

Languages: Common 

Favoured Class: Fighter 

Percy Flagstaff is a slight, wiry man that doesn’t really 
look cut out for adulthood, let alone being a member 
of the BCG. His young life on the streets of the city as 
a petty thief have given him a strong sense of aware-
ness of his personal space in a fight, and some time 
spent as a rating on one of the BCG warships have 
given him some important physical skills. 

Percy is a nice enough fellow and most of the BCG like 
having him around. Though he does sometimes come 
across as slightly untrustworthy, he has truly put his 
former life past behind him. His low intelligence and 
lack of wisdom don’t always do him favours though, 
and too often Percy is apt to say the wrong thing at 
the wrong time. 
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Yorr Reuben, Human, Fighter 1 

STR 16 (+3) DEX 17 (+3) CON 15 (+2) INT 14 (+2) WIS 
13 (+1) CHA 10 (+0) 

HPs 10, AC 17, Init +3, BAB +1, Fort +2, Ref +0, Will +0 

Longsword Attack Bonus: +5, Longbow Attack Bonus: 
+4 

Equipment: Studded Leather Armour (+3 AC, -1ACP), 
Light Steel Shield (+1AC, -1ACP), Longbow (d6/d8, x3), 
20 Arrows, Longsword, Dagger,73gps 

Skills: Climb (+7), Ride(+7), Swim(+7), Survival (+5), 
Intimidate(+4) 

Feats:  Weapon Focus (Longsword), Shield Focus 

Traits: Speed 30ft 

Features: Fighter’s Weapon and Armour Proficiencies 

Languages: Common 

Favoured Class: Fighter 

Yorr is the son of an influential trader in the spice mar-
kets of Brockhurst. Unlike his brothers, Yorr shows no 
aptitude for being a trader, but he has shown himself 
to be a skilled fighter. Yorr has also spent quite some 
time with the BCG cavalry units and developed valu-
able skills as a mounted warrior.  His father hopes he 
can tempt him back to work for him as a guard crew 
chief when his City Service is over, but accepts that 
Yorr will probably want to find himself and have a few 
adventures first. 

A well-built man with a hard face, it isn’t difficult for 
Yorr to appear intimidating. However, only a few of his 
closest friends know that he’s already had two books 
of his poetry published in Brockhurst under the nom-
de-plume “The BCG Bard”. 

Jax Forosa, Half Elf, Fighter 1 

STR 16 (+3) DEX 18 (+4) CON 15 (+2) INT 11 (+0) WIS 
11 (+0) CHA 13 (+1) 

HPs 10, AC 18, Init +4, BAB +1, Fort +2, Ref +0, Will +0 

Longsword Attack Bonus: +4, Longbow Attack Bonus: 
+6 

Equipment: Studded Leather Armour (+3 AC, -1ACP), 
Light Steel Shield (+1AC, -1ACP), Longbow (d6/d8, x3), 
20 Arrows, Longsword, Dagger, 133gps 

Skills: Ride(+8), Acrobatics (+6), Handle Animal (+5), 
Intimidate (+5) 

Feats: Skill Focus (Acrobatics), Weapon Focus (Long-
bow) 

Traits: Low-Light Vision, Elf Blood, Elven Immunities, 
Keen Senses, Multalented, Speed 30ft 

Features: Fighter’s Weapon and Armour Proficiencies 

Languages: Common, Elven 

Favoured Classes (2): Fighter, Rogue 

Jax is the daughter of a noble house of Brockhurst. 
Her Elven heritage comes from her mother, an Elf 
from the Far Woods who was an adventuress and 
wanderer until she eventually settled in Brockhurst 
and married well. Jax is still very close to her mother, 
who has gone to great length to ensure that Jax and 
her younger brother, Amii, are aware of, and can make 
maximum use of, both their Human and Elven heri-
tages. Her human father dotes on her and finds it hard 
to think she is a young woman who has almost com-
pleted her City Service, but he respects the fact that 
she is now old enough to make her own decisions. 

Jax is attractive and receives a lot of attention be-
cause of this, but she is also a fine warrior. She has 
served in the Patrician’s honour guard whilst in the 
BCG, though she thinks this is just because of her 
looks. She is mistaken in this, however, as she was 
selected purely on the grounds of her competence. 
She hasn’t really decided what she wants to do with 
her life, but has enjoyed her time with the BCG during 
her City Service.
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Executive Protocols
Running a Covert-Ops Campaign 

Words: Peter Allison
Photography: Jason Hubbard

Covert operations are the medium of spies, assassins, 
Special Forces operatives, government agents, coun-
ter-terrorist units, and traitors.  Fuelled with paranoia, 
secrecy, and intrigue, it is a rich genre filled with 
potential for rewarding role-playing experiences and 
complex story-lines. 

Covert Operations are more than a genre of specialist 
fighters, and as such I will not be focusing upon the 
statistical aspect of such games. Instead, I will be ana-
lysing the techniques, tropes, and atmosphere found 
within a typical covert-ops campaign, and how best 
to utilise them. 

As alluded to previously, the archetypes inherent in 
Covert-ops are a universal mix; if only because regard-
less of where and when, there will always be a need 
for people of deniable intent. Thus, it can be very easy 
to set the storyline with the science-fiction or fantasy 
genre - as demonstrated by Richard Morgan with 
the Takeshi Kovacs trilogy and Robin Hobb’s Farseer 
trilogy respectively - and this can add an extra layer to 
your plot. 

What follows is a series of general observations and 
recommendations from writing, running, and playing 
Covert-ops campaigns. Good hunting. 

1. Immerse yourself in the genre 

As with all things, before starting a journey, know 
where you are going. In the case of writing a covert-
ops storyline, the best advice I can give is for you to 
simply immerse yourself within the genre. There are 
a wealth of books which I sincerely recommend, and 
nor do you have to be limited to purely literature as a 
source of research. 

My own personal recommendation is Rainbow Six by 
Tom Clancy, who demonstrated in a singular stroke 
how covert-ops storylines are not a series of combat-
sequences. Other suggestions include 24, Spooks, 
Burn Notice, and, the Bourne Trilogy.  Farewell to Arms 
by John Carlin (an article from Wired magazine) gives 
a frighteningly comprehensive assessment on the 
future of covert-operations. 

Roleplay Game (RPG) sourcebooks which deserve an 
honorary mention are Cracken’s Rebel Field Guide (by 
West End Games for Star Wars, printed in 1991) and A 
Guide to Covert-Ops (by FanPro for Classic Battletech, 
reprinted 2007). Both of these are excellent sources of 
background for your games. 

2. Less structure.  More plot. 

As covert-ops campaigns are inherently investigative 
based, a more freeform style of play is required. Set-
ting out a rigid structure is ultimately self-defeating, 
as the players will either feel as if they are led around 
by the nose, or decide to lead the investigation in an 
unexpected direction. Instead, develop as much of 
the plot and background as you can prior to the cam-
paign commencing, and trust the players to follow 
the clues (and red herrings). 

I would further recommend a rough timeline is pre-
pared for the protagonists, giving you an idea of what 
they will be doing when. While this may add to the 
amount of time spent preparing the campaign, the 
resulting satisfaction in simply being able to sit back 
and watch the players’ investigations unfold is an 
ultimately rewarding result. 

You will probably find throughout the campaign that 
your storytelling style will switch between an active 
and reactive style; quite often this will depend upon 
the players’ actions, and if they take the initiative. In 
the beginning, a campaign will generally be actively 
run by the referee, before translating into a more 
reactive referee style, as the players follow the plot to 
it’s conclusion. Done correctly, this will be a seamless 
organic transition. In some cases, the style can switch 
between active and reactive multiple times, and I 
have found these to be the most rewarding games. 

Plot twists, deceit, blackmail, and intrigue are com-
mon narrative tropes for covert-ops storylines. Long-
term planning of the storyline, as discussed previ-
ously, will pay dividends towards providing a cohesive 
plot. Always aim to surprise the players, yet reward 
them if they successfully guess/deduce a plot twist. 

3. Maintain drama. 

One of the greatest myths surrounding the covert-
ops genre is that the basic structure entails a series of 
fire-fights linked by a tenuously connected plotline. 
When closely examined, the actual fire-fights involved 
are fewer in number that they first seem. Often, much 
of the storyline involves planning, scheming, and 
plotting. When the actual combat sequences take 
place, if there is sufficient planning in place, then that 
the result is often a foregone conclusion - unless the 
opposition knows of these plans, which can lead into 
a whole new plot. 
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While you are indeed free to run your campaign how-
ever you so choose, it is my firm belief that ignoring 
the investigation and examination scenes removes a 
vital part of the story. 

Additionally, covert operations are not fun places to 
be; the façade of James Bond could not be further 
from the truth. Such missions are dangerous and 
paranoia-inducing - which is why they make such 
great games. Remember this, and amplify the uncer-
tainty and suspicion to the maximum. 

Time limits are a simple device in which to maintain 
drama, and pressure can be maintained by simply 
counting down the time left until the deadline. 
When the players suggest a course of action, offer an 
estimate of how long it will take. The fun really begins 
when the players debate their next course of action 
as the deadline draws near. 

4. Never so simple as black and white 

Life is never simple, and this is especially true for a co-
vert-ops campaign. No one can ever be truly trusted 
in such a campaign. Each person the characters meet 
has the potential to be an enemy spy, and their con-
tacts could be double-agents, or even a sleeper agent 
for the opposition. 

As campaigns develop, and the players accomplish 
objectives, allies and enemies can switch roles: former 
contacts are revealed to be moles, and enemies 
blackmailed into being allies. This aspect of the play-
ers never being to trust anyone cannot be reinforced 
enough.  

Neither can terms such as ‘right’ and ‘wrong’ be given 
arbitrarily: often in a covert-ops campaign, it is a mat-
ter of perspective, where characters can find them-
selves performing immoral actions for the ‘greater 
good’; and the opposition performing beneficial ac-
tions, to disguise an ulterior motive. Insightful referees 
will realise this, and exploit this moral ambiguity to 
cause the characters - and players - to question their 
motives. 

This ambiguity can be further deepened through the 
primary reason of the covert-operation being political 

motivation. Rarely are such missions – by their very 
nature – for purely altruistic reasons. With the increas-
ing number of private military companies (PMC’s) 
- much like Blackwater Worldwide in Iraq – mercenary 
units can be expected, with corporations becoming 
involved for capitalistic aims. 

5. Talk the talk. 

Military and covert-ops have their own – for wont of 
a better term – dialect which is immediately identifi-
able, and has become a part of contemporary culture. 
The use of phrases such as ‘Aegis Protocol’, ‘DieBack 
Initiative’, and ‘Prometheus Project’ are immediately 
identifiable in their association. Likewise the names 
of vessels (from maritime to interstellar) will equally 
have a distinctive military theme. Rarely will such 
ships have names such as The Betty or Serenity; 
instead one can expect such ships to be called The 
Arbiter or Foe Hammer. 

Call signs and naming conventions of characters have 
a likewise identifiable structure within a covert-ops 
campaign. Rarely will characters be called by their 
nickname. Instead, if it is formal, they will be referred 
to by surname or rank, or if it is informal then their call 
signs will be used. 

Most Special Forces units utilise a signature tactic or 
item of equipment, an example of this is the British 
SAS who exclusively use Sig Sauger P228’s as side 
arms. Similarly, Intelligence organisations specialise 
in a specific field of intelligence. The FBI primarily 
cover internal security, while the CIA’s remit is purely 
external intelligence gathering. Meanwhile, the Brit-
ish GCHQ (General Communications Head Quarters) 
manages data protection and encryption/decryption 
- AKA SigInt. 

While this attention to detail may seem excessively 
pedantic, and the value these considerations con-
tribute appears negligible, the use of these adds a 
cosmetic veneer of verisimilitude which further draws 
players into the setting. For an added layer, these can 
be woven into the plot lines, as players with an appro-
priate background are able to define which factions 
the protagonists are a part of - and, if they are on their 
toes, possibly exploit this information. 
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A Drink with Gav Thorpe Words: Peter Allison
Photography: Antonia Andrew

Book Covers: Black Library 
It is April, and the sun is shining.  Gav Thorpe is reclining 
and enjoying the sun streaming through the windows 
at Con-Quest.  Con-Quest is Derby’s role-play convention 
where he was the Guest of Honour last month, and where I 
was fortunate enough to meet this esteemed gentleman.  

Gav Thorpe is probably best known for his role as Lead 
Developer on the ground breaking narrative war-game 
Inquisitor, which revolved around the Inquisitor War first 
postulated in the Ian Watson novel of the same name.  Gav 
later became a writer for Black Library, Games Workshop’s 
publishing arm for their licensed novels, before branch-
ing out into freelance writing as an independent author.  
He also apparently owns - or is owned by - a mechanical 
hamster called Dennis. 

With his well-deserved reputation as a respected games 
designer, Gav Thorpe remains a keen gamer and self-con-
fessed geek.  Despite the interview running over an hour, I 
found Gav to be very forthcoming with both his time and 
his answers, which gave insight into how he became a 
game designer, and his decision to leave Games Workshop. 

Pete: Firstly, can you tell me what first brought you into 
gaming? 

Gav: I come from Stevenage, which is the most boring 
town in the world.  There was one great thing about Ste-
venage, and that was that the indoor market had a hobby 
shop which sold toy soldiers and kits.  It was my older 
cousin who got me into gaming, first with role-playing and 
later collecting miniatures.  We started with first edition 
Warhammer, although we didn’t really play a lot, but there 

was still lots of painting and collecting. 

 
Pete: Was it the painting that first attracted you? 

Gav: I was always a fan of fantasy as a kid; I loved Lord of 
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the Rings and Airfix style toy soldiers, so there was 
immense satisfaction in finding these both together.  I 
also enjoyed playing games, and I remember writ-
ing my first set of games rules at the age of ten.  This 
basically involved me and a mate with our soldiers, 
where a six was a hit, with ranges for the guns.  From 
there we would become more sophisticated and 
say “machine guns have three dice”.  Actually it was 
probably one of the slickest systems I’ve written!  I 
also had friends who were into American Football, so 
I persuaded them to play Blood Bowl.  It’s cool being 
here in the Derby Assembly Rooms, as this was where 
I first played Second Edition Space Marine in a Games 
Day demo! 

Pete: Have your tastes changed since you first got into 
gaming? 

Gav: My preference is still for those free-form narrative 
based games, as I am in for the adventure role-play as-
pect rather than the competition.  There’s always been 
a creative relationship in the gaming that I do.  It is all 
about the adventure and the invention of it.  Which is 
great as a Game Developer, as people pay you to do 
that.  As for the gaming I do now, it’s back to my roots 
kind of stuff. 

Pete: Have you seen a shift in the industry since you 
first started gaming? 

Gav: It’s all quite slick these days with box-sets of pre-
built armies, which is good in a way.  But I think that 
free-form way of buying what you want for a game 
is great – having Ninja’s vs. Cowboys.  Gaming is not 
about rigidity, but imagination. 

Pete: How do you find current games? 

Gav: It is strange, as I did a little bit of work for Battle-
front, on their Flames of War booklet for the starter 
set.  They sent me the rulebook and a copy of every 
sourcebook they had published.  I looked at all of 
these books, but there was just so much there that 
I didn’t know where to start.  With Warhammer you 
have the rulebook, and then you have all these army 
books which you think are great, but it is a hell of a 
lot to learn.  This is the same with Flames of War, as 
where do you start?  That moment made me feel how 
people walking into Games Workshop for the first 
time might feel, seeing all these games, and thinking 
“Great!”, then realising there were all these rules to 
learn.  That is what puts me off games now, as I want 
to go back to that earlier stuff: where I’m going to 
have whatever I want on the table and I’m going to 
have fun.  That was always the idea behind Warham-
mer 40,000, as the army lists were very flexible, but 
there has been a mentality that has come into the 
games about them being fair and balanced.  There’s 
only so far you can go with fairness, as you have to 

balance versatility against restriction, and I will always 
go for versatility.  My thinking has always been that 
if you want to play competitively, then everyone can 
abuse it equally.  If you choose not then that’s fine, 
but that’s the environment you are playing in.  I’m a 
laid back gamer, apart from Blood Bowl in which I am 
really competitive, as board games are very different.  
It is not because I am competitive by nature, but be-
cause board games are very defined and structured, 
and not about the adventure. I see board games as a 
tactical challenge which I have to figure out. 

Pete: What games did you play when you were 
younger? 

Gav: I had a real nerdalgia - moment of nerdy nostal-
gia - the other day when we were talking about D&D.  
So I dug out my original D&D, and the emotion I had 
of looking at the cover again: I remembered when my 
grandparents bought me and my brother this role-
playing game out of the blue.  Looking at the cover 
of the original D&D box sets brought back so many 
great childhood memories and the realisation that 
D&D was fantastic.  No nonsense, just going down 
dungeons, kicking in doors, killing monsters, and 
stealing their cash; I mean, how cool is that?  I imme-
diately thought about calling around everyone to ask 
if they fancied a basic D&D Campaign. 

Pete: Are you a fan of 4th Edition Dungeons and 
Dragons? 

Gav: Role-playing games are a bit of an odd one, as 
you have the rules, a cool bit of background, and you 
do not need anything else.  But the way the industry 
works, and has to work, is they have to sell you some-
thing: so here’s a Fighter handbook and Mage hand-
book and so on.  AD&D became ever more sub-divid-
ed, where you could be a Half-Elf Mage-Fighter-Thief; 
but I don’t care.  I just want to kick down doors, kill 
monsters and steal their treasure.  Some of my role-
playing is more sophisticated than that, but the basic 
nature of role-playing and gaming, and the merger 
between the two, has meant more rules are being 
written.  I do not want rules on how to role-play; I 
want rules on how to resolve conflict.  When you look 
at the books and ask “Do I really need all these books 
to play?” and while you may not, you still feel that 
you need to, because we all have the collector gene.  
I’ve managed to avoid 4th Edition far, as I wasn’t into 
AD&D.  From what I have heard so far, it seems almost 
of a step-back to where it is foremost a game, which 
some people do not like and others do. 

http://www.flamesofwar.com/
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Pete: What spurred you to find a career within the 
Gaming industry? 

Gav: It beats working for a living «laughs».  I intended 
to be an illustrator originally, as I had studied art.  
There are quite a few games developers and pub-
lishers who come from art-based or engineering 
backgrounds, as there is the imagery side of gaming 
and the systems side of it as well.  I realised early on 
I wasn’t good enough to be an illustrator, as I ap-
plied to a college who said I couldn’t do a foundation 
course and had to study a bridging course first.  As 
I was also planning to study a three year illustration 
degree at Manchester Polytechnic, I found it was go-
ing to be another five years in school, which wasn’t for 
me. 

Pete: So how did it happen? 

Gav: I went to Games Day in 1993.  I had written some 
Blood Bowl rules for Zoats and Centaurs – quadru-
peds in Blood Bowl are great, as you have to work out 
how to scatter them from two different squares - and 
showed them to Jervis (Johnson – original developer 
of Blood Bowl) who asked me to send them to the 
studio.  At the time I had this very boring job in an 
off-licence which left me with time on my hands, so I 
typed out all this stuff with a covering letter and sent 
it in. Fortunately I managed to find a job as assistant 
games developer, and stayed with Games Workshop 

for fourteen years. 

Pete: You were a staff writer on Citadel Journal as well, 
weren’t you? 

Gav: I worked on Citadel Journal for a year.  The best 
thing of working on Citadel Journal was that we 
actually had to make the magazine.  It was not just 
the writing, but we had to do all the photography and 
layout.  This was a real grounding in the basics of de-
sign and production.  I was also one of the first people 
in Games Workshop to have a copy of Photoshop, 
which I abused.  As well as working on the Journal, I 
was a staff writer in White Dwarf, which was part of 
my assistant games developer contract.   I stayed with 
White Dwarf for two years before returning to be-
ing a Games Developer.  Although the title was “Staff 
Writer”, you did everything; this meant I came up with 
an article, wrote the article, took photography for the 
article, and laid out the article. 

Pete: What were your highlights of working for Games 
Workshop? 

Gav: Writing and working on Inquisitor was awesome, 
because it was my sort of game in the combination 
of narrative and wargame.  Inquisitor was basically 
Rogue Trader but with big soldiers.  The main driver 
was that Games Workshop wanted to do a cool range 
of 54mm soldiers, all collectable in their own right.  So 
I borrowed a load of Wild West game rules from Jervis 
for inspiration, and decided to focus the game on a 
divided Imperium, so the relatively small range could 
be used by everyone 

Pete: Has Games Workshop changed over time since 
you’ve been there? 

Gav: When I joined it was at the start of the big ex-
pansion, after the management buy-out.  There was 
a lot of recruitment taking place and stores open-
ing.  Games Workshop has changed a huge amount 
in terms of organisation and business, but also the 
products as well.  It has become very slick.  The layout 
and production of White Dwarf and the miniatures 
and kits are the best they have ever been.  When 
compared to the original stuff, it was quirky but a lot 
of that was because it was the first time, and now it is 
very refined.  This maturity is reflected in the imagery 
that has also settled down.  I can’t not mention Black 
Library, as I started working for Black Library when it 
was still Andy Jones sitting at a desk not far from me 
doing this magazine of short stories and asked if I 
wanted to write one. 

Pete: What was the teamwork like on Inquisitor? 

Gav: John (Blanche) would draw fantastic sketches, 
while Alan Merrett and I would come up with weird 
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names for stuff.  I would then sit down and bring all 
this stuff together, as well as delve into one of the 
coolest things of 40K, which was the Inquisition, and 
introduced the radical and puritan Inquisitors.  I went 
back to the original Rogue Trader, and decided we 
were having D100 tables and would use web guns 
and other nonsense that you can’t have in your typi-
cal battle game.  The archetype of Arcoflagellant was 
the bit that pleased me the most, as their concept en-
capsulated the game and atmosphere.  Working with 
the rest of the Inquisitor team was amazing, as it was 
the pinnacle of creative teamwork.  In fact, teamwork 
is probably the biggest thing I miss about Games 
Workshop.  Being a freelancer is great as I do what I 
want, but it is just me sat at a keyboard. 

Pete: What made you decide to leave Games Work-
shop? 

Gav: One of the things I love about freelancing is that 
whilst I loved working with Games Workshop as I 
worked with some fantastic people there was also a 
safety net, as there is this huge organisation designed 
to not make you fail, but it was too safe for me.  The 
last couple of years were for me quite difficult be-
cause the future was more codexes and army books, 
which for business and the game is great as it is 
focussed upon support, but for me where I might end 
up writing a third Dark Elf book I felt my time there 
was coming to a natural conclusion.  I like to be out 
there breaking new ground.  I also felt I didn’t need 
Games Workshop any more as I wanted the excite-
ment of walking the tightrope without the net.  

Pete: Do you have any regrets on leaving Games 
Workshop? 

Gav: I miss that raw creative moment where you 
mutually have inspiration with an artist or sculptor.  
Afterwards you are then turning it into reality.  This 
is the difference between dreamers who say they 
want to be writers and game designers who don’t do 
anything, and those who do.  I wrote a dozen games 
before I joined Games Workshop.  None of them were 
published, and were never intended to be, but I wrote 
games and stories.  You do it because you enjoy it, and 
if you are lucky someone will later give you money 
to do it, and you’ll become better from that point on.  
Oh, and a regular salary too! 

Pete: Where does your inspiration come from? 

Gav: Books and games are slightly different, as games 
tend to be inspired by the schedule.  With Inquisitor 
we realised we would have only a finite range of toy 
soldiers, so we developed a system everyone could 
use.  We couldn’t have alien factions, as there would 
have been only two models for a race.  The solution 
was to paint the Inquisition in shades of grey with 

competing factions.  The Horus Heresy had the same 
pragmatic start, where we had Titans and Space 

Marines and needed to have them on both sides.  We 
took a throwaway comment of the Horus Heresy, and 
expanded upon it to become The Horus Heresy, until 
it became the biggest thing in Warhammer 40000, 
and the most popular series in Black Library history. 

Pete: How about books? 

Gav: Inspiration comes in two forms.  There is the 
personal inspiration.  For example, I love the Eldar 
and have wanted to write about the Eldar for a long 
time.  I decided to write my definitive Eldar trilogy, 
and show you why they are so cool.  The other source 
is professional inspiration, such as for Angels of 
Darkness.  It started when I was asked in the Games 
Workshop canteen if I wanted to write a Space Marine 
novel, and said no as “Space Marines were boring”.  
Walking away I started thinking “but I could write 
a great Space Marine story”.  Space Marines are not 
boring, but the stories about Space Marines had been 
boring.  By the time I had returned to my desk, I was 
thinking about which Chapter had the best back-sto-
ry, and that was it.  Being a Games Developer, you do 
not get to choose what you’re going to write about 
next week, so you have to find what you think is cool 
about your subject, and channel that enthusiasm into 
what makes them great for you. 
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Pete: Passion is the key? 

Gav: You have to be enthusiastic on demand.  White 
Dwarf could ask you to write a Battle Report for Orcs 
and Goblins versus High Elves.  When you have not 
worked on them for two years, you have to reconnect 
with that race, and remember what you liked about 
them.  That connection is the key, because if you do 
not write out of genuine passion, then it won’t show 
in your writing, and others won’t be excited.  There is 
no substitution for passion, and later on experience. 

Pete: What do you see in the future? 

Gav: I have a long list of Black Library novels I am 
supposed to be writing.  I also have my first non-Black 
Library novel, so will be seeing how that goes.  At the 
moment it is all about writing lots of books, about 
three or four a year.  I’d love to write a role-play game 
one day, mainly because I’d like to invent something 
fresh.   Most of my world building has been based 
upon physical imagery and whether you can make a 
toy soldier of your idea, so it’s nice to do something 
without that restriction.  I’ve also been tinkering with 
other miniature rules in my spare time which might 
see the light of day in the future. 

Pete: What do you foresee for gaming? 

Pete: Gav Thorpe, thank you very much. 

Gav: You never know how it will change until it chang-
es.  There could be a shift, such as a huge license deal 

comes up, not necessarily for Games Workshop, which 
will change the playing field.  Games Workshop will 
keep doing its thing with Warhammer, Warhammer 
40,000, Lord of the Rings, and whatever else comes 
along.  In terms of miniature wargaming, plastic will 
be the material of choice as metal becomes more ex-
pensive, but there is not much else we can do.  There 
is lots of cool stuff, but we do not have that surge in 
wargaming as we had in the 1980’s, unless it becomes 
mainstream - but that is unlikely. 
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Local Gaming Store
Interview with Andreas, the manager of Fantasia Umeå.

Words & Photography: Sven Jonsson

Growing up in Umeå, and also growing up with the 
miniature hobby, I’ve encountered a question that 
puzzles me somewhat. Why is it that in Umeå, a pretty 
small town of around 75,000 citizens located in the 
relatively isolated northern parts of Sweden, our be-
loved miniature hobby has gained such a stronghold? 
Is it just the general lack of better things to do? Or 
might there be something else about all of this? 

One key character in the plot is Andreas Bäckström, 
the manager of our local games store Fantasia. So, 
obviously he’s making a lot of money from all of us 
here so I suspect something quite sinister, possibly 
mind control and voodoo. I decided to confront him 
directly and went to speak to Andreas Bäckström to 
get some answers. 

Now, I already knew quite a few things about the 
store. Andreas set up “Fantasia” as an independent 
Games Workshop stockist back in 1995, sharing the 
space with his older brother who sold sportswear and 
paintball equipment. Back then the miniatures were 
then located in a smaller area inside the shop and 
you couldn’t even really see it from the street. There 
we miniature addicts met to get our weekly or daily 
miniature related fix. We drooled over the latest Mike 
McVey masterclass and discussed the merits of the 
second edition Cyclone Missile Launcher. 

In 1997 Andreas took over the entire store and since 
then things have just kept on falling into place. Now 
Fantasia stocks miniatures and supplies from a wide 
range of companies and recently he opened an 
online shop. Every year he holds at least two large 
tournaments called Fantasia Danatics and in-between 
there are several smaller tournaments as well. Paint-
ing competitions are held each year, the primary 
being the annual Golden Goblin competition. He has 
built a successful business, that makes him lucky, but 
what makes him even luckier is that he built it around 
his own cherished hobby.  

So is the store of Fantasia the only answer of Umeå’s 
success or are there other factors? Well, the communi-
ty ought to play a big part as well. F.U.S.K. (C.H.E.A.T.), 
the big gaming community here in Umeå, came into 
being a few years ago fuelled by the interest of some 
gamers that wanted a place where they could gather 
to play and paint. It has since grown from just a few 
players and one evening a week, to having people 
there playing and painting almost every day and 
F.U.S.K now consists over around one hundred mem-
bers. The cooperation between Fantasia and F.U.S.K. is 
intimate, so I started asking him what impact F.U.S.K. 
has had on Fantasia. 

Have you felt any difference for the store since F.U.S.K. 
started? 

In general there are only positive effects - sure, there 
have been people starting to play games I can’t sell, 
but on the other hand they trigger each other and 
stay interested in their hobby for a longer time. The 
biggest thing is that when previously someone en-
tered the store alone and liked the games and minia-
tures, they sometimes didn’t have people to play with 
and I couldn’t do much about that. Now I can always 
offer a place to where you can play despite not know-
ing anyone. That’s especially true for people moving 
here having had this hobby before, students and such. 

Miniature gaming is really brilliant in that you can 
play and socialize with someone you don’t know at all 
because you have this common denominator. I mean 
you have an inexhaustible topic for conversation, you 
have more to talk about with other gamers then with 
your wife even - and you do! You can be a crappy 
painter, a useless gamer, an illiterate when it comes to 
the rules and still you can make friends and get into 
the community. In that way miniature gaming is great 
and therefore local gaming communities are great 
too. F.U.S.K. has definitely benefited the hobby here in 
Umeå. 

I’m thinking that F.U.S.K. also have helped in that 
the gaming community of Umeå has become more 
inclusive, as people kept their gaming in more distinct 
groups before which were difficult to gain access to. 

I think there was a period of time between when I 
removed the larger gaming tables and when F.U.S.K. 
was created where people more kept to their own but 
you’ve became older as well. 
True! 

http://www.fantasiaweb.se/system
http://www.speltid.se/
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And I also think the original gamers here that were 
there back in the days have grown up too, and don’t 
feel the need to be exclusive and say that “this is my 
thing”. Of course F.U.S.K. has helped in mixing different 
people and personalities, and that is all for the good. 

I used to think that this was a bit a fringe hobby, 
dedicated only to nerds, but here I don’t feel that 
nowadays. 

I think we are really ahead in that aspect compar-
ing to many other places, and I see a similar thing 
in Denmark. You can’t really tell who’s a gamer here 
and when I visited Denmark several years ago I felt 
the same thing. There and here gaming isn’t this 
underground hobby any more where you sit at home 
mucking about with your figurines and don’t tell 
anyone about it, don’t invite anyone to it. It used to 
be like that because people felt it was nerdy or that 
gamers wanted to exclude other people and say that 
this is “our” thing. 

But that’s not how it is any more, I don’t know how 
it is in other places but I now feel that the miniature 
hobby is the one of the classical nerd hobbies that is 
closest to the real world.  

Yeah, well I think there are a lot of different aspects of 
the hobby that can interest a wide variety of people, 
there are strategy aspects etc. Whereas role playing for 
example, then people only think “Dungeons and Drag-
ons”. 

Sure and also role playing is a much more exclu-
sive hobby. It’s more of my group and my buddies, 
whereas in miniature gaming you are influenced 
much more by others. Role playing doesn’t have such 
clear boundaries either - Warhammer is more or less 
Warhammer wherever you play it, while role playing 
can look very different in different places. 

People develop their own games as well. 

Absolutely and the style differs so much. I mean they 
have dungeon basher styled games which some peo-
ple frown upon and don’t think is role playing, while 
others who play dungeon basher style think that the 
pretentious vampire role players are stupid. There are 
more styles of role playing then there are miniature 
gaming, as regardless if the game is Warmachine or 
Warhammer, the principle of it is similar. 

It is also easier, on a conceptual level, to come up with 
the best way to play the game somehow. That it is 
better with friendly games then... 

...to bash each other to pieces and look on each 
other with contempt when doing bad things, yeah. 
At F.U.S.K. especially it feels like most people pick up 
quite quickly how their opponent plays the game, 
and in friendly games try to place yourself on the 
opponents level and realise that you don’t have to 
exploit rules etc. As he doesn’t do it, I won’t either, so 
to speak. 




