











Current army - and for what game? Mercenaries for Warmachine,
Dwarfs for Blood Bowl - I'm currently taking part in a tournament, but
should be helping to run a league in the near future

Current modelling/painting project? Painting up Alexia, her unit of 20
Risen and 2 Thrall Warriors for my Mercenaries. In theory, I'm work-
ing on an Ogrun Bokur at the same time, and trying to finish off my
Dwarf Blood Bowl team. Not that I'm piling too much on my plate, or
anything.

Favourite painting challenge? | enjoyed what | saw of the April chal-
lenge, “Weathering’, though - some very nicely executed figures in
there.

What's next? Lots of big metal - I've got 4 Heavy Warjacks to paint
for my mercenaries, along with a selection of lights and a couple of
‘casters. | should really finish my Blood Bowl team off, as they’re on a
pause now I've got the basic eleven up to tabletop standard (in my
opinion).

http://www.dysartes.com




Artist Showcase; Roger Bunting

Each issue we aim to bring you artwork to inspire your gaming and painting.

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

Roger: | suppose I'd better start
by properly introducing myself;
my name is Roger Bunting and
for three years | studied for and
completed a degree in lllustra-
tion at the University of Lincoln-
shire and Humberside in Hull.

| originally went to university

to study architecture but knew
that wasn't really for me and |
definitely made the right choice
in the end, as | enjoyed drawing
and painting.

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

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

tissue and crepe paper, sand,
thick paint - which | could scratch
into and filler (or spackle as it’s
sometimes called). Once that was
done | started to add the paint.
One thing that differentiates
these paintings from painting
miniatures is that | applied the
paint quite thickly and painted
over mistakes, leaving brush
marks and so on. For these im-
ages, that’s just part of the pro-
cess, something | quickly learnt
doesn’t work in mini-painting.

| would work on each image,
adjusting the composition as |
painted until | figured they were
done - this can be an art in itself.
| have been asked why | used
different textures, or more to the
point, why are there no pre-ap-
plied textures on the people.

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

Anyway, | hope you've enjoyed
looking at them.

Cheers, Roger.




THE D20 SYSTEM TRADE-
MARK LICENSE VERSION 6.0

By downloading the enclosed graphic
files and/or by returning the Confirma-
tion Card as presented in the file “card.
pdf,’ the Licensee (“You") accept to

be bound by the following terms and
conditions:

1. Copyright & Trademark

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

2. License to use

You are hereby granted the non-trans-
ferable, non-exclusive, non-sublicens-
able, royalty-free license to use the

d20 System trademark logos, the d20
System trademark, and certain other
trademarks and copyrights owned by
Wizards of the Coast (the “Licensed
Articles”) in accordance with the condi-
tions specified in the current version of
this License and the d20 System Guide.

3. Agreement not to Contest

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

4. Quality Standards

The nature of all material You use or dis-
tribute that incorporates the Licensed
Articles must comply with all applicable
laws and regulations, as well as com-
munity standards of decency, as further
described in the d20 System Guide. You
must use Your best efforts to preserve
the high standard and goodwill of the
Licensed Trademarks. In order to assure
the foregoing standard and quality
requirements, Wizards of the Coast

shall have the right, upon notice to

You, to review and inspect all material
released by You that uses the Licensed
Articles. You shall fully cooperate with
Wizards of the Coast to facilitate such
review and inspection, including timely
provision of copies of all such materials
to Wizards of the Coast. Wizards of the
Coast may terminate this License imme-
diately upon attempted notice to you if
it deems, in its sole discretion, that your

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

5. Termination for Breach

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

6. Effects of Termination

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

In Wizards sold discretion, Wizards may
allow You to continue to use the License
for Licensed Articles which otherwise
comply with the terms of the License.

7. Penalty for Failure to Comply with
Termination Instructions

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

8. Updates

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

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

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

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

11. Notices to Licensor:

Wizards of the Coast

c/o Publishing Division

Attn: Roleplaying Games Department
PO Box 707

Renton, WA 98057-0707

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

13. No Warranty / Disclaimer

THE D20 SYSTEM TRADEMARK LOGO
FILES ARE MADE AVAILABLE ON AN
“AS IS"BASIS. WIZARDS OF THE COAST
DOES NOT MAKE ANY REPRESENTA-
TION OR WARRANTY, WHETHER EX-
PRESS OR IMPLIED, AS TO THE FITNESS
FOR A PARTICULAR PURPOSE, USE OR
MERCHANTABILITY. WIZARDS OF THE
COAST MAKES NO REPRESENTATION
OR WARRANTY THAT THE D20 SYSTEM
TRADEMARK LOGO FILES ARE ERROR-
FREE.



Games Workshop Disclaimer

Any articles in this magazine are
completely unofficial and in no way
endorsed by Games Workshop Limited.

40k, Adeptus Astartes, Battlefleet
Gotbhic, Black Flame, Black Library, the
Black Library logo, BL Publishing, Blood
Angels, Bloodquest, Blood Bowl, the
Blood Bowl logo, The Blood Bowl Spike
Device, Cadian, Catachan, Chaos, the
Chaos device, the Chaos logo, Citadel,
Citadel Device, Cityfight, City of the
Damned, Codex, Daemonhunters, Dark
Angels, Darkblade, Dark Eldar, Dark Fu-
ture, Dawn of War, the Double-Headed/
Imperial Eagle device, ‘Eavy Metal, Eldar,
Eldar symbol devices, Epic, Eye of Terror,
Fanatic, the Fanatic logo, the Fanatic

Il logo, Fire Warrior, the Fire Warrior
logo, Forge World, Games Workshop,
Games Workshop logo, Genestealer,
Golden Demon, Gorkamorka, Great
Unclean One, GW, GWI, the GWI logo,
the Hammer of Sigmar logo, Horned Rat
logo, Inferno, Inquisitor, the Inquisitor
logo, the Inquisitor device, Inquisitor:
Conspiracies, Keeper of Secrets, Khemri,
Khorne, the Khorne logo, Kroot, Lord

of Change, Marauder, Mordheim, the
Mordheim logo, Necromunda, Necro-
munda stencil logo, Necromunda Plate
logo, Necron, Nurgle, the Nurgle logo,
Ork, Ork skull devices, Sisters of Battle,
Skaven, the Skaven symbol devices,
Slaanesh, the Slaanesh logo, Space
Hulk, Space Marine, Space Marine
chapters, Space Marine chapter logos,
Talisman, Tau, the Tau caste designa-
tions, Tomb Kings, Trio of Warriors, Twin
Tailed Comet Logo, Tyranid, Tyrannid,
Tzeentch, the Tzeentch logo, Ultrama-
rines, Warhammer, Warhammer Histori-
cal, Warhammer Online, Warhammer
40k Device, Warhammer World logo,
Warmaster, White Dwarf, the White
Dwarf logo, and all associated marks,
names, races, race insignia, characters,
vehicles, locations, units, illustrations
and images from the Blood Bowl game,
the Warhammer world, the Talisaman
world, and the Warhammer 40,000
universe are either ®, TM and/or © Copy-
right Games Workshop Ltd 2000-2007,
variably registered in the UK and other
countries around the world. Used with-
out permission. No challenge to their
status intended. All Rights Reserved to
their respective owners.

Writing Guidelines

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

Monster ecologies of creatures, the more bizarre the better.

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

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

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

Show Reviews, Game Material Reviews

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

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

lllustration Guidelines

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

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

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

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

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