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W elcome to Kambara, a magazine created by AI. In fact after this introduction, 
everything you read and all the images you see, have been created by various AI 
tools specifically for this magazine. The only human intervention has been a 

little editorial tweaking and the layout design.

This is an experiment, a learning tool, and an adventure. The goal was to see what AI can 
offer to us as hobby enthusiasts and if it has yet reached a place where it can contribute 
on an equal footing with actual creators. I’ll let you judge the success (or failures) it has 
achieved.

Throughout the course of assembling together this magazine I have honestly been 
blown away on a very frequent basis by what AI can produce. 

Samples of the prompts used for the AI engines will be available on my site in the near 
future, but I would like to stress apart from the Sci-fi Cultist image (which was created as 
a tribute to John Blanche), no author or artist names have been used in prompts. None 
of this is intended to infringe on existing IP, and I have nothing but love and respect for 
the creative minds that drive our industry. AI is just another tool in the arsenal and 
would (literally) be nothing without human creativity and artistry.

I hope you enjoy reading the magazine as much as I’ve enjoyed collating it, and please do 
let me know your thoughts over at https://www.gtazz.com/kambara/

Si (the totally 100% Human Editor)
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WARFARE WONDERLAND
THE ULTIMATE WARGAMING EXTRAVAGANZA

L
ast weekend, wargaming enthusiasts from all 
walks of life gathered at the much-anticipated 
"Warfare Wonderland," transforming an 

ordinary event hall into a mecca of tabletop gaming 
brilliance. The air buzzed with excitement as 
attendees delved into the immersive world of demo 
games, explored stands teeming with captivating 
games and intricately detailed miniatures, and were 
inspired by talks from esteemed figures in the 
industry. This review encapsulates the sheer magic 
of Warfare Wonderland and the experiences that 
made it an unforgettable adventure.
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DEMO GAMES: THE HEART OF THE ACTION

"Warfare Wonderland" served as a hub of 
captivating demo games, showcasing 
various wargaming systems. From ancient 
historical battles to futuristic sci-fi 
conflicts, every niche interest was catered 
to. Game masters expertly led newcomers 
and seasoned players alike through 
thrilling scenarios that highlighted the 
depth and complexity of the different 
systems. The opportunity to try out games 
before purchase was a highlight for many, 
allowing gamers to find their perfect 
match and learn new rules and strategies.

STANDS AND MINIATURES: A GAMER'S PARADISE

The exhibition hall at "Warfare 
Wonderland" was a treasure trove for 
gaming enthusiasts, lined with colourful 
stands and vendors offering an extensive 
range of games, rulebooks, accessories, 
and, of course, an awe-inspiring selection 
of miniatures. Collectors and hobbyists 
could not resist browsing through 
beautifully crafted figures that brought 
their favourite characters and armies to 
life. From intricate fantasy creatures to 
meticulously detailed historical soldiers, 
the miniatures displayed true artistry and 
served as a feast for the eyes.

TALKS BY INDUSTRY TITANS: INSPIRATIONAL
INSIGHTS

"Warfare Wonderland" organisers 
impressed attendees with a stellar lineup 
of renowned figures from the wargaming 
industry. These influential personalities 
shared their knowledge, experience, and 
insights during captivating talks and panel 
discussions. Listening to these veterans 
was both motivating and educational, 
providing invaluable tips for miniature 
painting, game design, and storytelling. 
The interactive Q&A sessions allowed 
attendees to engage directly with their 
idols and gain deeper insights into the 
industry.

COMMUNITY BUILDING: A BONDING EXPERIENCE

One of the most endearing aspects of 
"Warfare Wonderland" was the sense of 

community it fostered. Gamers from 
diverse backgrounds connected, 
exchanged ideas, and shared their passion 
for wargaming. Tables dotted around the 
venue became impromptu meeting spots, 
where strangers became friends through 
shared battles and animated 
conversations. The camaraderie among 
attendees was palpable, emphasising that 
wargaming is not just a hobby but a way of 
life that unites enthusiasts from around 
the world.

ORGANISATIONAL EXCELLENCE: SMOOTH SAILING

The seamless organisation of "Warfare 
Wonderland" was commendable. From 
registration to the scheduling of events, 
everything ran like clockwork. Attendees 
praised the well-structured timetable, 
ensuring that they didn't miss any talks or 
demo games they had their hearts set on. 
The event staff and volunteers were 
helpful and approachable, making 
everyone feel welcome and attended to.

FAMILY-FRIENDLY ATMOSPHERE

"Warfare Wonderland" proved to be an 
ideal outing for families as well. The 
organisers thoughtfully provided a 
designated kids' corner, where younger 
gamers could engage in simplified 
tabletop games and creative activities. 
Families relished the opportunity to bond 
over their shared love of wargaming, 
creating cherished memories that 
transcended generations.

In conclusion, "Warfare Wonderland: The 
Ultimate Wargaming Extravaganza" was a 
resounding success that exceeded the 
expectations of every attendee. From 
thrilling demo games and an extensive 
selection of miniatures to inspiring talks 
and a sense of community, the event 
embodied the spirit of wargaming. It 
served as a testament to the passion and 
dedication of the wargaming community, 
celebrating the art, strategy, and joy of 
tabletop gaming. As the echoes of 
"Warfare Wonderland" reverberate 
through the gaming world, attendees 
eagerly await its return next year, eager to 
once again immerse themselves in this 
exhilarating wargaming extravaganza.
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A WHOLE NEW WORLD
World building for a fantasy role-

playing game involves creating a 
detailed and immersive fictional 

world in which players can immerse 
themselves and engage in adventures. It 
involves designing various aspects of the 
game world, including its geography, 
history, cultures, magic systems, creatures, 
and more. Here's a step-by-step guide to 
world building for a fantasy RPG.

SETTING

Begin by establishing the fundamental 
setting of your game world. Determine the 
scale and scope, including the continents, 
countries, regions, and cities that make up 
your world. Consider the physical 
characteristics such as geography, climate, 
and natural features like mountains, forests, 
rivers, and oceans. These elements shape 
the environment and provide opportunities 
for exploration and encounters.

HISTORY AND LORE

Develop a rich history and lore for your 
world. Consider major events, wars, 
empires, and the rise and fall of civilisations. 
Create legends, myths, and folklore that 
add depth and mystery to the world. 
Incorporate ancient ruins, artefacts, and 
relics that hold significance and may serve 
as plot hooks for quests and adventures.

CULTURES AND SOCIETIES

Populate your world with diverse cultures 
and societies. Create different races, each 
with their own unique characteristics, 
traditions, languages, and societal 
structures. Consider how these races 
interact with one another and how their 
histories have shaped their relationships. 
Develop distinct regions or cities with their 
own cultural identities, architecture, and 
customs.

MAGIC AND SUPERNATURAL ELEMENTS

Determine the role of magic and 
supernatural elements in your world. 
Establish the rules and limitations of magic, 
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including its sources, spells, and magical 
beings. Decide if magic is common or 
rare, how it is learned or inherited, and its 
impact on society and the world at large. 
Consider including mythical creatures, 
gods, and other supernatural entities 
that can be encountered or worshipped.

BESTIARY AND CREATURES

Populate your world with a variety of 
creatures and monsters. Create a bestiary 
that includes both common and unique 
creatures, their habitats, behaviour, and 
strengths or weaknesses. Think about 
how these creatures fit into the 
ecosystem and the challenges they may 
pose to players.

QUESTS AND ADVENTURES

Develop a range of quests, adventures, 
and storylines that players can engage in. 
Create compelling narratives, intriguing 
mysteries, and challenging obstacles for 
players to overcome. Consider the 
motivations and goals of NPCs (non-
player characters) and factions in the 
world and how they can interact with the 
players.

MAPS AND VISUALS

Create maps and visual representations 
of your world to aid in immersion and 
navigation. Design maps that showcase 
the geography, important locations, and 
points of interest. Consider providing 
visual references for key landmarks, 
architectural styles, and cultural 
elements to enhance the players' 
understanding and engagement with the 
world.

Remember, world building is an iterative 
process, and it's important to allow for 
flexibility and adaptability as the game 
progresses. Continually refine and 
expand upon the world based on player 
interactions and feedback, allowing the 
world to grow and evolve alongside the 
players' experiences.

SAMPLE WORLD

Let's create an example world for your 
fantasy role-playing game. We'll focus on 
a region called Alveria, a land of magic 

and adventure.

Alveria is a vast and diverse land, 
encompassing sprawling forests, 
towering mountain ranges, shimmering 
lakes, and ancient ruins. It is situated on 
the continent of Eldoria, bordered by the 
Sea of Serenity to the east and the Misty 
Peaks to the west.

Alveria was once ruled by the powerful 
Elven Empire, which thrived for centuries 
before mysteriously vanishing. Ruins and 
artefacts from this lost civilisation are 
scattered throughout the land, drawing 
explorers and treasure hunters. Legends 
speak of a cataclysmic event that led to 
the empire's downfall.

Alveria is home to various races, including 
Elves, Dwarves, Humans, and mystical 
creatures like the shape-shifting 
Sylvanians and the secretive Gnomes. 
Each race has its own distinct culture, 
traditions, and roles in society. The Elves, 
known for their affinity with nature and 
magic, reside in ancient forest cities, 
while Dwarves have carved magnificent 
underground kingdoms within the 
mountains.

Magic is pervasive in Alveria. The land is 
infused with ley lines, natural energy 
conduits that empower spell-casters. 
Magic users draw upon different schools 
of magic, such as elemental magic, 
illusion, necromancy, or healing. 
However, the cataclysm that destroyed 
the Elven Empire caused a rift in the ley 
lines, making magic unstable and 
unpredictable.

Alveria is not without its perils. The Misty 
Peaks are home to fearsome dragon clans 
that guard their ancient hoards. Dark 
forests hide malevolent creatures and 
curses, while ruins are inhabited by 
restless spirits. Political tensions 
between races and factions can lead to 
conflicts and power struggles.

Alveria is a realm of countless 
adventures. Players can embark on 
quests to recover lost artefacts, delve 
into ancient dungeons, uncover the truth 
behind the Elven Empire's disappearance, 
negotiate delicate peace treaties, or 
combat evil forces threatening the land.
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A Thrilling Journey into the Unknown: Mansions of 
Madness Board Game Review

IT’S A MAD HOUSE

M
ansions of Madness, a captivating board 
game published by Fantasy Flight Games, 
is an immersive experience that combines 

mystery, horror, and cooperative gameplay. Set in 
the Lovecraftian universe, this game takes players 
on a spine-chilling journey through eerie mansions 
and otherworldly dimensions. With its rich 
storytelling, intricate puzzles, and impressive 
components, Mansions of Madness offers an 
unforgettable tabletop adventure.

Components and Artwork: Right from the moment 
you open the box, Mansions of Madness impresses 
with its high-quality components. The game 
includes beautifully detailed miniatures, sturdy 
map tiles, and various tokens that enhance the 
atmosphere of the game. The artwork is dark and 
atmospheric, perfectly capturing the otherworldly 
horror of the Lovecraft mythos. The attention to 
detail in both the components and artwork 
contributes significantly to the overall immersion 
and adds to the game's appeal.

Gameplay and Mechanics: Mansions of Madness 
embraces a cooperative gameplay style, where 
players work together to unravel mysteries and 
overcome formidable challenges. The game 
utilises an innovative app integration, acting as 
the game master, which generates the story, 
provides atmospheric sound effects, and keeps 
track of various elements throughout the game. 
The app-driven nature of the game allows for 
dynamic scenarios, unpredictable events, and 
hidden secrets, ensuring that no two play-
throughs are the same.

Each scenario presents a unique mystery to solve, 
requiring players to explore the mansion, gather 
clues, and face off against various Lovecraftian 
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horrors. The combination of puzzle-solving, combat, 
and investigation elements creates a compelling 
and immersive experience. The game strikes a 
satisfying balance between strategy and 
storytelling, challenging players to make tough 
decisions while keeping them engaged with an 
evolving narrative.

Furthermore, Mansions of Madness offers a range 
of difficulty levels, making it accessible to both 
seasoned gamers and newcomers to the genre. The 
game's rules are well-designed and intuitive, 
although there may be a learning curve for players 
unfamiliar with cooperative board games or the 
Lovecraftian theme.

Replayability: Mansions of Madness shines in terms 
of replayability. With multiple scenarios to choose 
from, each offering different narratives, objectives, 
and challenges, the game offers countless hours of 
enjoyment. Additionally, the app-driven nature of 
the game allows for future expansions and 
downloadable content, ensuring a steady stream of 
new adventures and mysteries to explore.

Interaction and Immersion: The collaborative nature 
of Mansions of Madness fosters strong player 
interaction as teammates must communicate and 
work together to achieve their goals. The game's 
immersive atmosphere is enhanced by the haunting 
sound effects, evocative artwork, and detailed 
descriptions provided by the app. As players delve 
deeper into the mysteries, they become fully 
absorbed in the game world, creating a sense of 
tension and excitement.

Mansions of Madness is a masterfully crafted board 
game that seamlessly blends the Lovecraftian 
mythos with captivating gameplay mechanics. Its 
high-quality components, innovative app 
integration, and immersive storytelling set it apart 
from other games in the genre. Whether you're a 
fan of cooperative board games, horror, or the 
works of H.P. Lovecraft, Mansions of Madness is an 
exceptional choice that will transport you to a world 
of mystery and terror. Prepare yourself for an 
unforgettable journey into the unknown.
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T
he Deep Star Voyager drifted silently through 
the vastness of space, its sleek exterior 
reflecting the distant glow of faraway stars. 

Once teeming with a crew of hundreds, it now 
stood as a haunting reminder of a catastrophic 
event that had taken place months ago. Among the 
wreckage, a lone survivor named Dr. Emily Collins 
fought desperately to stay alive.

Dr. Collins had been the lead scientist on a 
groundbreaking deep space exploration mission. 
The crew had embarked on a journey to study a 
distant nebula, hoping to unlock the secrets of the 
universe. However, they had encountered an 
anomaly—an unknown force that had torn 
through the vessel, leaving only devastation in its 
wake.

Now, Dr. Collins wandered the empty corridors, 
haunted by memories of her lost comrades. The 
ship creaked and groaned, echoing through the 
lifeless halls. Every corner she turned, she half-
expected to find someone else, to hear the familiar 
voices and laughter that once filled the air. But she 
was alone, trapped in an eerie silence that seemed 
to suffocate her.

Days turned into weeks, and the isolation gnawed 
at Dr. Collins' sanity. She was plagued by vivid 
nightmares and hallucinations, the line between 
reality and delusion blurring. She often found 
herself talking to shadows, desperate for any 
semblance of human contact.

As she delved deeper into the vessel, searching for 
answers, she discovered remnants of the anomaly's 
power—a strange, luminescent substance that 
coated the walls. It pulsed with an otherworldly 
energy, casting an ethereal glow on the decaying 
corridors. Dr. Collins, driven by both curiosity and 
desperation, began studying the substance, hoping 
it held the key to her survival.

However, as she conducted her research, Dr. Collins 
began to feel a malevolent presence lurking within 
the ship. Whispers echoed through the darkness, 

A LONE
SURVIVOR
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A LONE
SURVIVOR

growing louder with each passing day. Shadows 
danced along the walls, and her dreams turned into 
nightmares of monstrous entities. The substance 
seemed to have infected the very fabric of the 
vessel, and Dr. Collins realised that she was not 
alone.

Haunted by the encroaching horror, Dr. Collins 
fought against the oppressive grip of fear. She 
armed herself with makeshift weapons, scavenged 
from the ship's remains, and prepared to face the 
unknown. Her scientific mind, driven by the will to 
survive, sought to understand the anomaly that 
had taken everything from her.

In her pursuit, she uncovered a distress signal from 
another vessel that had encountered the same 
anomaly. The message detailed a grim fate—a 
descent into madness and eventual self-
destruction. Dr. Collins realised that the substance 
was a parasitic entity, feeding off the minds of 
those it consumed.

Determined not to share the same fate, Dr. Collins 
devised a plan. She rigged the ship's engines to 
overload, calculating that the resulting explosion 
might disrupt the entity's hold on the vessel. With a 
mix of fear and hope, she activated the sequence 
and braced herself for the end.

The Deep Star Voyager shook violently as the 
engines roared to life, engulfing the vessel in a 
brilliant blaze of light. Dr. Collins held on, her body 
battered by the force of the explosion. As the dust 
settled, she found herself floating among the 
wreckage, free from the clutches of the anomaly.

Alone once again, but now in the vast emptiness of 
space, Dr. Collins gazed at the remnants of the 
Deep Star Voyager. Though scarred by the horrors 
she had witnessed, she carried with her the 
knowledge of the anomaly and the strength to face 
the unknown. With a newfound determination, she 
set her sights on the next frontier, ready to 
continue her exploration, this time with caution 
and a mind forever changed by her ordeal.
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Step into the 
electrifying world of professional 
wrestling with "WrestleCard Showdown," a 
larger-than-life card game that brings the 
thrill and excitement of the wrestling ring 
to your tabletop. This game, created by 
imaginative minds, is a wild ride of 
strategy, flair, and over-the-top action, 
perfect for fans of pro wrestling and card 
game enthusiasts alike.

GAMEPLAY (5/5)

"WrestleCard Showdown" delivers a simple 
yet engaging gameplay experience. Each 
player takes on the role of a wrestling 

superstar, vying for 
championship glory. The 
goal is to dominate 
opponents, 
outmanoeuvre them in 
the ring, and be the 
last wrestler standing. 
The game mechanics 
are easy to grasp, 
making it accessible 
for players of all ages. 
Yet, beneath its 
apparent simplicity, 
lies a deep layer of 
strategic depth, 
ensuring that each 
match is as 
unpredictable as a 
wrestling storyline.

COMPONENTS

(4.5/5)

The game comes 
with striking, 
high-quality cards 
that showcase 

diverse wrestling 
moves, signature taunts, and outlandish 
characters. The artwork is vibrant, 
capturing the essence of the flamboyant 
wrestling personas and exuding a sense of 
nostalgia for wrestling fans. The only 
minor drawback is that the card stock 
could be slightly thicker for better 
durability during intense matches.

THEME (5/5)

"WrestleCard Showdown" fully embraces 
its pro wrestling theme, and it shows in 
every aspect of the game. From the 
engaging character backstories to the 
exciting play-by-play narration during 
matches, the game truly immerses players 

WRESTLECARD SHOWDOWN
UNLEASH THE MADNESS IN THE WRESTLING RING!
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in the larger-than-life world of wrestling. 
As you strategise and play your moves, 
you'll feel like a genuine wrestling 
superstar, thrilling the crowd with every 
manoeuvre.

REPLAYABILITY (4.5/5)

The game's replayability is one of its 
biggest strengths. With a roster of diverse 
characters, each with their unique abilities 
and wrestling styles, no two matches feel 
the same. The variety of match types, 
including tag team battles and royal 
rumble showdowns, keeps things fresh 
and exciting. Additionally, the expansion 
packs that introduce new wrestlers and 
moves add even more longevity to the 
game.

FUN FACTOR (5/5)

"WrestleCard Showdown" is an 
absolute blast to play! Whether you're 
a wrestling aficionado or a casual fan, 
the game offers an exhilarating 
experience filled with laughter, tension, 
and memorable moments. The game's 
mechanics encourage players to get into 
character and showcase 
their 

best 
wrestling personas, resulting in a 
gaming session that's as entertaining to 
watch as it is to participate in.

OVERALL VERDICT

"WrestleCard Showdown" is a knockout 
success in the world of card games. Its 
perfect blend of simplicity and 
strategy, along with its vibrant 
wrestling theme, creates an 
experience that is both accessible and 
thrilling for players of all 
backgrounds. Whether you're hosting 
a game night with friends or settling 
a rivalry with your wrestling buddies, 
this game guarantees a roaring good 
time. So, step into the ring, grab 
your cards, and let the "WrestleCard 
Showdown" begin! Get ready to 
rumble!

Rating: 4.8/5
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W
ELCOME TO THE EPIC WORLD OF "REALM OF LEGENDS," WHERE YOU'LL

EMBARK ON A THRILLING SOLO QUEST FILLED WITH ADVENTURE, MAGIC, 

AND MYTHICAL CREATURES. ARMED WITH JUST A TRUSTY D20 AND YOUR

IMAGINATION, PREPARE TO SHAPE YOUR DESTINY AND BECOME A TRUE HERO.

REALM OF LEGENDS
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CHARACTER CREATION

1) Choose a race: Human, Elf, Dwarf, Orc, 
or Halfling.

2) Determine your character's attributes: 
Strength, Dexterity, Constitution, 
Intelligence, Wisdom, and Charisma. 
Assign values to each attribute using the 
d20 (roll three times for each attribute and 
keep the highest roll).

3) Select a class: Warrior, Mage, Rogue, or 
Ranger.

4) Determine your character's starting 
health points (HP) based on your 
Constitution score.

GAME MECHANICS

Task Resolution: Whenever your character 
attempts an action, roll a d20 to determine 
success. Add relevant attribute modifiers 
and any bonuses from equipment or 
abilities. The DM (you) will determine the 
difficulty of each task and inform you of 
the target number (TN) to beat.

Combat: Engage in thrilling battles against 
fearsome creatures and villains. Roll a d20 
to attack, adding your relevant attribute 
modifier and any bonuses from equipment 
or abilities. The DM (you) will determine 
the target number (TN) for your attack to 
succeed. Roll a d20 to determine damage 
inflicted, adding your weapon's damage 
modifier.

Health Points (HP): Track your character's 
health points throughout the game. When 
your character reaches 0 HP, they fall 
unconscious or die, depending on the 
situation. You can regain HP by using 
healing items, resting, or receiving magical 
aid.

Levelling Up: Gain experience points (XP) 
for defeating enemies, completing quests, 
or discovering valuable items. Once you 
accumulate enough XP, you'll level up and 

gain additional abilities, attribute 
improvements, and HP.

SAMPLE QUEST

Your village has been plagued by a group of 
marauding goblins. The village elder, 
desperate for help, asks you to eliminate 
the goblin threat. Armed with your trusty 
sword, you venture into the nearby Goblin 
Woods.

 1) Roll a d20 to navigate through the forest 
without getting lost.

 2) Encounter a group of goblins. Roll a d20 
to attack. The DM (you) sets the TN for 
success.

 3) If you defeat the goblins, you find a 
hidden treasure chest. Roll a d20 to open it 
without triggering any traps.

4) Return to the village and report your 
success to the village elder.

ADDITIONAL TIPS

Develop a story and setting as you progress, 
imagining colourful characters, towns, and 
magical places.

Use the d20 to resolve conflicts, discover 
secrets, and determine the outcomes of 
your decisions.

Keep track of your character's inventory, 
quests, and progress in a journal.

Experiment with different character builds, 
strategies, and play styles to make each 
adventure unique and exciting.

Embark on your solo quest in the "Realm of 
Legends" and let the dice decide your fate! 
Enjoy your immersive journey as you 
become a legendary hero in a world of 
magic and wonder.
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I
n the far reaches of the galaxy lies the 
uncharted planet of Zyrion. Legends 
speak of an ancient civilisation that once 

thrived there, leaving behind powerful 
relics of immense value. The news of a 
recently discovered artefact, said to 
possess unimaginable abilities, has spread 
like wildfire among mercenaries, 
adventurers, and treasure hunters. With 
tensions rising, various factions scramble 
to lay claim to this extraordinary find, 
leading to the formation of rival crews 
willing to risk everything in the pursuit of 
power.

Objective: Your crew, known as the 
Starfinders, receives a cryptic message 
from a mysterious source about the 
location of the lost relic. It promises untold 
riches and unimaginable power. Your 
mission is to assemble a team, navigate 
the treacherous terrain of Zyrion, and 
secure the artefact before rival factions 
get their hands on it.

Crew:

 1. Captain Azura Starlight: A seasoned 
space explorer with exceptional 
leadership skills.

 2. Dr. Magnus Kessler: A brilliant 
archaeologist specialised in 
deciphering ancient artefacts.

 3. Lieutenant Zara Nova: A skilled pilot 
and expert in covert operations.

 4. Skar, the Android: A versatile 
combat specialist with unmatched 
technical skills.

 5. Maya Luna, the Psionic: A 
mysterious telepathic being with 
unexplored potential.

Scenario: Upon arriving on Zyrion, you 
discover a lush but perilous planet filled 
with dense jungles, towering mountains, 
and vast underground caverns. The relic's 
exact location remains unknown, hidden 
amidst a series of ancient ruins and 
guarded by powerful automated defences.

 1. Exploration and Discovery: Your 
crew must venture into the 
unknown, exploring the ruins, 
deciphering cryptic inscriptions, and 
interacting with the planet's 
indigenous creatures and 
civilisations. Along the way, you will 
encounter hostile mercenaries from 
rival factions, requiring strategic 
decision-making and combat 
prowess to outmanoeuvre or defeat 
them.

 2. Ancient Challenges and Puzzles: 
Within the ruins, you encounter 
intricate mechanisms, energy 
barriers, and complex puzzles 
designed to protect the relic. Dr. 
Kessler's expertise will be crucial in 
deciphering these enigmas, while 
Maya Luna's psionic abilities may 
uncover hidden pathways and 
provide insights into the ancient 
civilisation's knowledge.

 3. Rival Factions and Conflict: As news 
of your quest spreads, other crews 
and factions converge on Zyrion, 
seeking to claim the relic for 
themselves. Engage in intense 
firefights, negotiate alliances, or 
employ stealth to outwit your 
adversaries. Each encounter offers 
the chance to gather valuable 
intelligence about the relic and 
potential collaborators.

THE LOST RELIC
A STARGRAVE SCENARIO
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 4. Unleashing the Power: After 
overcoming the trials and locating 
the relic, your crew must unlock its 
true potential. Its powers could 
reshape the balance of power in the 
galaxy, but wielding such might 
comes with great risks. Choose 
wisely how to harness the relic's 
power, as your actions may have far-
reaching consequences.

 5. The Final Showdown: As the rival 
factions close in, the race to claim 
the relic reaches its climax. A 
climactic battle ensues, where your 
crew's skills, teamwork, and 
strategic thinking are put to the 
ultimate test. The outcome will 
determine not only the fate of 
Zyrion but also the future of the 
galaxy itself.

Success: Should your crew emerge 
victorious, the relic becomes a symbol of 
your triumph, and its immense power can 
be harnessed to bring peace and 
prosperity to the galaxy. Your crew's 
reputation soars, attracting new members 
and opening up even grander adventures 
in the unexplored corners of the cosmos.

Failure: If your crew fails to secure the 
relic, chaos ensues. The rival factions 
exploit its power for their own nefarious 
purposes, plunging the galaxy into a state 
of conflict and uncertainty. Your crew's 
name becomes synonymous with missed 
opportunities, and a long journey of 
redemption awaits you.
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G
aslands is a tabletop 
wargame that combines 
elements of post-apocalyptic 

racing and vehicular combat. Players 
use modified Hot Wheels or other 
toy cars to battle it out on a 
makeshift wasteland arena. 
Modifying Hot Wheels cars for 

Gaslands adds a fun and creative 
aspect to the game, allowing you to 
create unique and personalised 
vehicles for your battles. In this 
tutorial, we'll guide you through the 
process of modifying Hot Wheels 
cars for Gaslands.

GASLANDS GEARHEADS: REVAMPED!
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Step 1: Choose Your Car

Select the Hot Wheels car you want to 
modify. Consider the car's shape, size, and 
overall design to fit your Gaslands theme. 
Classic cars, muscle cars, and SUVs are 
popular choices. Avoid cars with very 
complex shapes for your first 
modifications.

Step 2: Disassemble the Car

Carefully disassemble the Hot Wheels car. 
Most cars have screws or snaps that hold 
the chassis and body together. Remove the 
screws or gently pry apart the car's 
components without causing damage.

Step 3: Modify the Chassis

Since Gaslands uses a template-based 
movement system, you'll need to modify 
the car's chassis to fit the template sizes. 
Use a hobby knife or saw to cut off any 
overhanging parts that might interfere 

MATERIALS YOU’LL NEED

Hot Wheels or similar toy cars

Hobby knife or small saw

Sandpaper or a file

Plasticard or craft foam

Superglue or plastic cement

Modelling putty (optional)

Acrylic paints and brushes

Clear varnish or sealant

Miscellaneous materials: 
paperclips, bits from old toys, small 
metal pieces, etc. (optional)

with the template placement.

Step 4: Add Weapon Mounts

Create weapon mounts on your car. Use 
plasticard or craft foam to build simple 
gun turrets, missile launchers, or other 
weapon placements. Glue these mounts 
onto the car's body. Get creative with bits 
and pieces from old toys or hobby sets to 
enhance the look.

Step 5: Convert the Car

Consider converting the car's design to 
make it more suitable for the wasteland 
theme. For example, add extra armour 
using modelling putty, create improvised 
spikes, or install ramming plates on the 
front. Be sure to let the putty dry and 
harden before proceeding to the next 
step.

Step 6: Sand and Smooth

Sand down any rough edges and seams 
created during the modification process. 
This step is essential to ensure that your 
car looks clean and well-crafted once 
painted.
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Step 7: Paint Your Car

Now comes the most exciting part – 
painting your modified car. Use acrylic 
paints to bring your Gaslands vehicle to 
life. Choose a suitable colour scheme and 
apply base coats followed by detailed 
painting and weathering effects for a 
realistic and battle-worn appearance.

Step 8: Apply a Clear Coat

Protect your paint job by applying a clear 
varnish or sealant. This will help prevent 
the paint from chipping during gameplay 
and provide a smooth surface for any 
decals you might want to add.

Step 9: Attach Optional Accessories

If you have any additional accessories like 
jerry cans, spare tires, or gunner figures, 
attach them to your car to add more 
character and detail.

Step 10: Reassemble the Car

Carefully reassemble your modified Hot 
Wheels car, ensuring all the components 

fit snugly. Use superglue or plastic cement 
to secure any loose parts.

Congratulations! You've successfully 
modified your Hot Wheels car for 
Gaslands. Now it's time to hit the 
wasteland and engage in epic battles with 
your custom-made war machines.

Safety Tips:

Use appropriate safety gear like gloves 
and eye protection when using cutting 
tools or paint.

Supervise and assist younger players if 
they're involved in the modification 
process.

Store and handle paints and chemicals 
responsibly, following manufacturer 
guidelines.

Remember, Gaslands is all about having 
fun and unleashing your creativity, so don't 
be afraid to experiment and come up with 
unique car designs. Enjoy your post-
apocalyptic racing and mayhem!

23



“ P r e p a r e  t o  b e  t r a n s p o r t e d  t o
f a n t a s t i c a l  d i m e n s i o n s ! ”

A V A I L A B L E  N O W

T h e  I m a g i n a r i u m  G a z e t t e
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HIDDEN GEMS
BOARD GAMES

Discover the allure of lesser-known board games with our handpicked 
selection. Embrace the cooperative challenge of Spirit Island or the legacy-
style adventures of Gloomhaven. Engage in strategic depth with Terra 
Mystica, dynamic asymmetry in Root, and economic prowess in Clans of 
Caledonia. Uncover these hidden treasures for unforgettable tabletop 
experiences!

Spirit Island: In this cooperative game, you and your friends play as 
powerful spirits protecting an island from colonisation. Use your unique 
abilities to thwart the invaders and save the island's natural balance. With 
deep strategy and challenging gameplay, Spirit Island offers a refreshing 
twist on the cooperative genre.

Gloomhaven: Dive into the world of Gloomhaven, a legacy-style dungeon-
crawler with an intricate storyline and evolving gameplay. Players take on 
the roles of mercenaries, battling monsters and making decisions that 
shape the game's narrative and outcome. With an abundance of content 
and tactical combat, Gloomhaven provides an immersive and memorable 
experience.

Terra Mystica: Set in a fantastical realm, Terra Mystica is a strategy game 
where players lead different fantasy races in a quest to transform the land 
and build structures. Balance your resources, terraform terrain, and 
interact with other players to achieve dominance. Its deep complexity and 
unique race abilities ensure each play through is an engaging challenge.

Root: Enter the forest and join a dynamic conflict among adorable 
woodland factions in Root. Each faction has distinct play styles and 
objectives, making every game a thrilling asymmetric experience. The 
game's elegant design and beautiful artwork make it a standout addition 
to any collection.

Clans of Caledonia: Set in 19th-century Scotland, this economic strategy 
game tasks players with developing their clans' industries and exporting 
goods to prosper. Manage resources, upgrade buildings, and strike a 
balance between competition and cooperation to thrive in the evolving 
market. With engaging mechanics and replayability, Clans of Caledonia is a 
hidden gem in the board game world.
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5 HIDDEN GEMS
WAR GAMES

This handpicked selection of lesser-known war games, offering innovative 
mechanics, captivating settings, and unique themes, promising an exciting 
experience for both seasoned players and newcomers alike. From the 
frozen city of Frostgrave to the steampunk horrors of Malifaux, and the 
mysteries of history in Saga, to the far reaches of space in Beyond the 
Gates of Antares, and the post-apocalyptic vehicular combat of Gaslands.

1

2

3

4

5

Frostgrave: Designed by Joseph A. McCullough and published by Osprey 
Games, is a fantasy skirmish wargame set in a frozen, ruined city. Players 
take on the roles of wizards and their warbands, exploring the city in 
search of treasure and artefacts. The game's unique feature is the spell-
casting system, where players must manage their spell-books and adapt to 
changing battlefield conditions. With a focus on narrative-driven 
campaigns and character progression, Frostgrave offers an immersive and 
rewarding experience.

Malifaux: Created by Wyrd Miniatures, is a steampunk horror skirmish 
wargame with a twist of dark magic and Gothic themes. The game features 
a unique card-based mechanic for resolving actions, adding an element of 
unpredictability and strategy. Players control small crews of characters, 
each with distinct abilities and backstories. The game's compelling 
narrative and dynamic gameplay make it a favourite among fans of dark, 
atmospheric settings.

Saga: Developed by Studio Tomahawk, is a historical wargame that covers 
various periods, including the Viking Age, Crusades, and Dark Ages. What 
sets Saga apart is its innovative system that revolves around battle boards 
and custom dice. Each faction has its own battle board with unique abilities 
and tactics, allowing for diverse and engaging gameplay. The game's 
historical accuracy and strategic depth have attracted a dedicated 
following.

Beyond the Gates of Antares: Designed by Rick Priestley and published by 
Warlord Games, is a science-fiction wargame set in a vast and mysterious 
universe. Players control factions with advanced technology, engaging in 
battles on distant planets. The game offers a focus on ranged combat and 
features a unique order dice system, providing a fluid and realistic feel to 
the battlefield. With original lore and impressive miniatures, Beyond the 
Gates of Antares stands out as a captivating sci-fi wargaming experience.

Gaslands: Created by Mike Hutchinson and published by Osprey Games, is 
a post-apocalyptic vehicular combat wargame. Players convert toy cars into 
combat vehicles, customising them with weapons and armour. The game 
uses templates and dice for movement and combat, creating a chaotic and 
action-packed experience. Gaslands is praised for its accessibility, 
affordability, and imaginative gameplay, making it an excellent choice for 
players looking for a unique and less traditional wargaming experience.

26



T he colossal volcano cast a fiery glow 
across the twilight sky as Alex and 
Maya, a pair of daring modern-day 

adventurers, embarked on a perilous 
quest. Their mission was to unearth the 
legendary Heart of Ember—a mysterious 
gem said to hold mystical powers—hidden 
within the treacherous slopes of the 
erupting volcano.

A seasoned geologist, Alex knew the 
volcanic terrain inside out, while Maya's 
expertise as an intrepid archaeologist 
made her a master at unraveling historical 
riddles. Together, they formed an 
unstoppable team, driven by an insatiable 
thirst for discovery and the allure of the 
unknown.

With gear securely fastened and 
protective suits on, they began their 
ascent. The ground trembled beneath 
their feet as molten lava flowed from the 
volcano's crater, adding to the danger of 
their journey. Yet, their determination only 
grew stronger, knowing that the volcano's 
wrath could consume them at any 
moment.

Scaling higher and higher, the air grew 
thin, and the intense heat tested their 
resolve. Nevertheless, they pressed 
forward with unwavering determination. 
Along the way, they encountered daunting 
challenges—scalding vents, crumbling rock 
faces, and unpredictable eruptions—but 
they pushed on, their belief in the Heart of 
Ember's power bolstering their spirits.

After days of gruelling ascent, they 
stumbled upon a concealed cavern, 
rumoured to be the resting place of the 
Heart of Ember. Inside, mesmerising 
crystals shimmered with an otherworldly 
glow, casting an ethereal light on the 
surroundings. However, danger lurked in 
the beauty, as the cavern floor was cloaked 
in molten lava.

Undeterred, Alex and Maya relied on their 
knowledge and instincts to navigate the 
perilous terrain, inching closer to their 
coveted prize. As they drew near, the 
volcano's activity intensified, spewing fiery 
projectiles into the air. Fear gripped their 

H E A R T O F  E M B E R
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hearts, but their determination to uncover 
the truth behind the legend outweighed 
the risks.

Finally, they reached the chamber believed 
to house the Heart of Ember. The gem 
rested within a protective glass enclosure, 
shielded from the volcano's destructive 
forces. With bated breath, they carefully 
retrieved the precious gem.

In that very moment, the volcano erupted 
with unprecedented fury, its lava flowing 
down the mountainside. Time seemed to 
slow as the adventurers realised they had 
a fleeting opportunity—the gem's powers 
were said to be unlocked during eruptions, 
granting its possessor incredible abilities.

United by their purpose, Alex and Maya 
clasped hands, allowing the gem's power 
to surge through them. The air crackled 
with energy as the Heart of Ember pulsed 
with newfound life.

As if in reverence, the rumbling volcano 
fell silent, subdued by the remarkable 
event unfolding before it. Empowered by 
the gem's ancient energy, Alex and Maya 
understood the true essence of the Heart 
of Ember—a symbol of unity and strength, 
bridging the past with the present.

Harnessing the gem's power, they erected 
a protective barrier around the volcano, 
safeguarding nearby villages and wildlife. 
The once-menacing force became a source 
of wonder, attracting researchers and 
thrill-seekers from across the globe.

Yet, this was only the beginning of their 
adventure. The union formed between 
Alex and Maya, coupled with the discovery 
of the Heart of Ember, opened the door to 
endless possibilities—promising more 
thrilling quests and uncharted wonders on 
the horizon.

As the sun dipped below the horizon, Alex 
and Maya stood side by side, their faces 
aglow with the ethereal light of the Heart 
of Ember. A testament to the indomitable 
spirit of modern-day adventurers, who 
dared to face the fury of an erupting 
volcano in pursuit of hidden treasures and 
eternal knowledge.

H E A R T O F  E M B E R
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OLDHAMMER REVIVAL
aesthetic, setting them apart from the 
more modern versions of the game.

The appeal of Oldhammer stems from a 
combination of factors that resonate 
with players and collectors alike. First 
and foremost is the strong sense of 

O
ldhammer, a term fondly used by 
Warhammer enthusiasts, refers 
to the earlier editions of the 

Warhammer Fantasy Battle game that 
were released during the 1980s and 
early 1990s. These early editions are 
characterised by a gritty and darker 
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nostalgia that it evokes. Many players who 
were introduced to the Warhammer world 
during their formative years developed a 
deep attachment to the early editions. 
Oldhammer allows them to recapture the 
magic and excitement they experienced 
when first exploring the rich lore and 
captivating miniatures.

One of the key draws of Oldhammer is its 
unique artistic style. The artwork and 
miniatures from this era possess a distinct 
charm, characterised by intricate details, a 
slightly rougher finish, and a more 
fantastical vibe. The miniatures of the 
early editions often showcase exaggerated 
features and poses, adding to their appeal 
for those seeking something different 
from the cleaner and more polished 
designs found in modern editions.

Beyond aesthetics, Oldhammer has 
cultivated a tight-knit and passionate 
community. Players and collectors who 
share an affinity for the early editions 
come together to celebrate their mutual 
love for the game. This vibrant community 
organises gatherings, events, and online 
forums where they share stories, discuss 
painting techniques, and reminisce about 
their favourite moments from past 
campaigns. This sense of camaraderie and 
shared enthusiasm contributes to the 
growing popularity of Oldhammer.

Another factor that has fuelled the 
resurgence of Oldhammer is its gameplay 
simplicity. The early editions of 
Warhammer Fantasy Battle were known 
for being more streamlined and accessible 
compared to later iterations. The rules 
were generally easier to grasp, allowing 
for smoother and quicker gameplay. This 
accessibility appeals to both seasoned 
veterans looking for a more 
straightforward experience and 
newcomers eager to delve into the classic 

Warhammer universe.

Moreover, Oldhammer serves as a 
poignant reminder of a bygone era in the 
Warhammer franchise. As the game 
evolved and transitioned into its current 
iteration, Warhammer Age of Sigmar, 
significant changes were made to the 
game mechanics, setting, and lore. While 
the newer editions have their own merits 
and attract a broader audience, 
Oldhammer provides a retreat to a time 
when the game was darker, grittier, and 
set in a world that many long-time fans 
hold dear to their hearts.

In conclusion, Oldhammer's increasing 
popularity is a testament to its ability to 
capture the hearts of Warhammer 
enthusiasts through nostalgia, unique 
artistic style, a supportive community, and 
accessible gameplay. It continues to carve 
out a niche within the broader Warhammer 
community, offering a treasured haven for 
those seeking a connection to the origins 
of this iconic tabletop universe.
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T oday, we have the pleasure of 
interviewing a seasoned hobbyist, 
John Anderson, who has been 

deeply involved in the wargaming scene 
for over 20 years. With a special love for 
Oldhammer, let's delve into John's 
experiences and insights in this exciting 
and nostalgic side of the hobby.

K: John, thank you for taking the time to 
be with us today. Let's start by exploring 
your journey into the wargaming hobby. 

How did you get started, and what 
attracted you to Oldhammer in particular?

JA: Thank you for having me! It's a 
pleasure to share my passion for 
wargaming. I first got into the hobby 
during my college days when a friend 
introduced me to Warhammer Fantasy 
Battle. I was immediately captivated by the 
immersive worlds and the joy of crafting 
and painting miniatures.

OLDHAMMER ENTHUSIAST
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As for Oldhammer, there's something 
inherently charming and nostalgic about 
the older editions of games like 
Warhammer Fantasy and Warhammer 
40,000. The artwork, miniatures, and the 
overall feel of those editions hold a special 
place in my heart. It's like revisiting the 
roots of the hobby and experiencing the 
magic that started it all.

K: That's wonderful! Oldhammer truly has 
a unique appeal. Over two decades in the 
hobby, you must have seen significant 
changes and developments. How do you 
think the wargaming community has 
evolved, and what are your thoughts on its 
current state?

JA: Indeed, the hobby has come a long 
way. One of the most significant changes is 
how technology has influenced the 
community. Online forums, social media, 
and video platforms have brought 
wargamers from all corners of the globe 
together. This interconnectedness allows 
us to share ideas, learn from each other, 
and be inspired by a diverse range of 
artists and players.

However, with these technological 
advancements, there's also been a shift in 
focus towards newer editions and systems. 
While it's great to see innovation and fresh 
ideas, I believe it's essential to keep the 
spirit of Oldhammer alive. There's a certain 
magic and simplicity in those older 
editions that can still resonate with today's 
gamers.

K: Well said! Preserving the essence of 
Oldhammer is essential for its legacy. As 
an experienced hobbyist, what advice 
would you give to newcomers who are 
interested in exploring Oldhammer?

JA: For newcomers delving into 
Oldhammer, my advice would be to 
embrace the nostalgia and immerse 
yourself in the lore and stories of those 
early editions. Don't be afraid to 
experiment with different painting 
techniques and conversions to capture the 
spirit of the era. Seek out local gaming 
groups or online communities dedicated to 
Oldhammer, as sharing experiences with 

like-minded individuals can be incredibly 
rewarding.

Additionally, don't feel overwhelmed by the 
vastness of the hobby. Start small, choose a 
few miniatures or units that speak to you, 
and gradually build your collection. 
Remember, it's not just about the gaming; 
it's about the joy of creating and 
storytelling through your miniatures and 
armies.

K: That's fantastic advice, John! It's evident 
that Oldhammer holds a special place in 
your heart and the hearts of many other 
enthusiasts. As we wrap up, is there 
anything else you'd like to share with our 
readers about your journey or the 
Oldhammer hobby?

JA: I'd like to express my gratitude to the 
entire wargaming community, both old and 
new, for the support and camaraderie 
throughout the years. The friendships I've 
forged and the memories created during 
gaming sessions are truly priceless.

To anyone curious about Oldhammer, I 
encourage you to give it a try, even if you 
primarily play newer editions. The 
exploration of the hobby's history can offer 
fresh perspectives and inspire your own 
creativity.

Lastly, never forget that at the core of 
wargaming lies the joy of imagination and 
storytelling. Embrace the tales you weave 
on the battlefield, and remember, whether 
you're playing Oldhammer or any other 
system, it's about having fun and forging 
unforgettable experiences.

K: Thank you so much, John, for sharing 
your experiences and insights with us today. 
Your passion for Oldhammer and the 
wargaming hobby as a whole is truly 
inspiring. We wish you continued joy and 
success in your future endeavours within 
the hobby!

JA: Thank you for having me! It's been a 
pleasure. Happy gaming, everyone! May 
your dice always roll true and your 
miniatures be works of art. Cheers!
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STEPPING OUT
FROM THE SHIRE

In a land of green and gold, where the hills are rolling low,
From our cozy little homes, where the hearth fire softly glows.
We're a band of brave hobbits, with a spirit pure and true,
Now we're setting out to roam, on a grand adventure, too!

Oh, we're stepping out from the Shire,
Through forests deep and mountains higher,

With courage strong and hearts on fire,
As we journey on together.

With our furry feet so light, and our laughter full of glee,
We'll face the unknown ahead, with a friendship that will be,

A bond that's strong and steadfast, through the trials we'll endure,
In this wide world full of wonders, every step a grand allure.

Through the whispering trees, we'll find our way,
With each passing breeze, we'll seize the day,

Though we're small in size, our spirits rise,
For in unity, our strength lies!

As we travel far and wide, we'll make memories to share,
Through the meadows, over streams, and the valleys oh so fair,

With a hobbit heart so humble, we'll embrace the great unknown,
In our souls, a sense of wonder, as our stories will be sown.

Oh, we're stepping out from the Shire,
Through forests deep and mountains higher,

With courage strong and hearts on fire,
As we journey on together.

So, let the journey start, as we venture side by side,
With the stars as our guide, and our dreams as our pride,

In the fellowship we find, our spirits intertwine,
With a hobbit song, we'll carry on, to lands divine.
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THE BATTLE OF KURSK
Wargaming the Battle of Kursk:  Reliving History's

Pivotal Tank Duel
The Battle of Kursk was a major World War II 
conflict that took place in the summer of 1943. It is 
often regarded as one of the largest and most 
significant tank battles in history. Here is a brief 
history of the battle:

BACKGROUND

By early 1943, Germany had suffered significant 
losses on the Eastern Front, and their advance had 
been halted by the Soviet Red Army. Adolf Hitler, 
the German leader, sought a decisive victory to turn 
the tide of the war in their favour and planned 
Operation Citadel, a massive offensive aimed at 
eliminating a salient in the Soviet lines around the 
city of Kursk.

PREPARATION

The Soviets were aware of the German plans 
through their intelligence efforts and had time to 
prepare a formidable defensive position. They 
constructed a series of heavily fortified defensive 
lines with minefields, trenches, and anti-tank 
obstacles. Marshal Georgy Zhukov, one of the Red 
Army's most skilled commanders, was in charge of 
the Soviet defences.

THE BATTLE

The Battle of Kursk began on July 5, 1943, with a 
massive German assault involving around 900,000 
soldiers and 2,700 tanks and assault guns. The 
Germans hoped to encircle and destroy the Soviet 
forces in the Kursk salient. However, the Soviet 
defences proved incredibly resilient, and the 
German armoured units encountered fierce 
resistance.

The Soviets, employing a strategy of "defence in 
depth," lured the Germans into a series of well-
prepared defensive lines, where they could be 
targeted by artillery, anti-tank guns, and dug-in 
Soviet tanks. This strategy aimed to wear down the 
German armour and create opportunities for Soviet 
counterattacks.
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As the battle progressed, the Germans 
faced challenges due to the superior 
numbers and quality of Soviet tanks, 
especially the new T-34 and KV-1 tanks. 
Additionally, the Soviets enjoyed air 
superiority, which limited the 
effectiveness of German air support.

TURNING POINT

After a week of intense fighting, the 
German offensive stalled, and they were 
unable to make significant gains. By this 
time, the Soviets had built up their 
reserves and launched a massive 
counteroffensive on July 12, 1943. This 
counterattack, codenamed Operation 
Kutuzov, further weakened the German 
position and forced them to retreat.

AFTERMATH

The Battle of Kursk was a decisive victory 
for the Soviet Union. It marked a turning 
point on the Eastern Front and 
demonstrated the Soviets' ability to 
withstand and defeat a major German 
offensive. The loss of men and equipment 
dealt a severe blow to the German war 
effort, and they were forced onto the 
defensive for the remainder of the war.

The Battle of Kursk is often seen as a 
critical moment in World War II, signifying 
the beginning of the end for Nazi Germany 
and the start of the Soviet Union's 
offensive push that eventually led to the 
fall of Berlin in 1945.

WARGAMING THE BATTLE

Recreating the Battle of Kursk using a 
tank-only wargame ruleset can be a fun 
and challenging endeavour.On the right 
you’ll find the suggested army lists for a 
tank-centric recreation of the Battle of 
Kursk

DEPLOYMENT

In the historical Battle of Kursk, the 
German and Soviet forces had different 
deployment strategies and positions. To 
maintain some historical accuracy in a 
tank-only wargame, here are some basic 
deployment suggestions for each force.

GERMAN TANK ARMY

• 5x Panzer IV tanks armed with 
short-barrelled 75mm guns.

• 3x Panther tanks.
• 1x Tiger I tank.
• 2x StuG III assault guns.

SOVIET TANK ARMY

• 8x T-34 tanks.
• 3x KV-1 tanks.
• 4x SU-76 self-propelled guns 

for artillery support.
• 2x SU-85 tank destroyers.

GERMAN TANK ARMY DEPLOYMENT
The German forces were conducting a 
major offensive, aiming to break through 
the Soviet defensive lines. In a wargame, 
you can represent this by deploying the 
German tanks in a concentrated and 
forward position, indicating their offensive 
posture.

• Place the Panzer IV tanks and Panther 
tanks in the centre of the deployment 
zone, forming the main armoured 
thrust.

• Position the Tiger I tank slightly behind 
the front line to provide support and 
act as a heavy-hitting tank.

• Deploy the StuG III assault guns on 
either side of the main tank force to 
offer additional fire support.

SOVIET TANK ARMY DEPLOYMENT
The Soviet forces were prepared for a 
massive German offensive and adopted a 
strategic defensive stance with depth, 
intending to draw the German tanks into a 
killing zone. In a wargame, you can 
represent this by deploying the Soviet 
tanks in a layered and flexible defence.

• Deploy the T-34 tanks in a dispersed 
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but cohesive line, forming the primary 
defensive barrier. Spread them out to 
avoid concentrated fire and potential 
casualties from German artillery.

• Position the KV-1 tanks slightly behind 
the T-34s, forming the second line of 
defence and acting as a potent counter-
punch against German breakthrough 
attempts.

• Place the SU-76 self-propelled guns in 
concealed positions on the flanks or 
behind cover to provide artillery 
support for the defence.

• Deploy the SU-85 tank destroyers on 
elevated positions or at key 
chokepoints to engage German tanks 
from a distance.

RULESET

Different tank rulesets offer varying levels 
of complexity, realism, and balance, so 
selecting the right ruleset is essential to 
ensure an enjoyable and historically 
accurate gaming experience.

One popular and highly regarded tank 
wargaming ruleset that would be suitable 
for recreating the Battle of Kursk is 
"Flames of War" (Version 4). Flames of War 
is a tabletop miniatures game that focuses 
on World War II armoured warfare, and it 
offers a great balance of historical 
accuracy, tactical depth, and accessibility 
for players. Flames of War provides an 
excellent foundation for wargaming the 
epic tank battles of the Battle of Kursk.
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Gronk!
Unleashing the Brute Force of an Ogre Hero
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I
n the fantastical realm of HeroQuest, amidst the shadows and treacherous foes, a 
figure of awe-inspiring might emerges to captivate both allies and adversaries alike. 
Meet Gronk, the formidable Ogre hero whose towering presence and raw power have 

become the stuff of legends.

As an Ogre, Gronk is a formidable force on the battlefield, using his strength and 
intimidating presence to control the flow of combat. His unyielding endurance makes 
him a reliable and durable ally, while his mighty roar empowers the entire party to 
perform at their best. With Gronk on their side, the heroes of HeroQuest have a 
powerful and imposing ally to aid them in their quests.

Permission to photocopy for personal use.
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NAVIGATING THE STORM

The Perils of IP Infringement in 3D 
Printing within the Wargaming Hobby
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T
he world of wargaming has 
undergone a revolution in recent 
years with the advent of 3D 

printing technology. Enthusiasts now 
have the ability to create intricate 
and customisable miniatures and 
terrain pieces, enhancing their 
gaming experience like never before. 
However, amidst this technological 
marvel lies a growing concern – the 
problem of intellectual property (IP) 
infringement. This article delves into 
the challenges posed by IP violations 
in 3D printing within the wargaming 
hobby and explores potential 
solutions to protect the creators and 
uphold the integrity of the industry.

The Rise of 3D Printing in 
Wargaming

3D printing has unlocked a new realm 
of possibilities in the wargaming 
hobby. With affordable desktop 3D 
printers becoming more accessible, 
players can now bring their unique 
visions to life. This level of 
personalisation allows players to 
design their own miniatures, game 
components, and scenery, expanding 
the creativity within the community.

The Problem of IP Infringement

While 3D printing presents exciting 
opportunities, it also brings forth 
significant challenges, particularly 
regarding intellectual property rights. 
Many hobbyists, in their zeal for 
custom content, may unknowingly or 
intentionally replicate copyrighted 
designs or patented products. This 
kind of infringement not only affects 
the original creators but also disrupts 
the dynamics of the wargaming 
industry.

Copyright infringement occurs when 
individuals reproduce or distribute 
protected works without the 

copyright holder's permission. This is 
a common issue in 3D printing, as 
players can easily replicate existing 
miniatures, terrain pieces, and game 
components, potentially harming the 
livelihood of professional designers 
and manufacturers.

Some 3D printing enthusiasts may 
create miniatures bearing trademarks 
of popular franchises, without 
obtaining the necessary licenses. This 
not only puts them at risk of legal 
consequences but also taints the 
reputation of the wargaming hobby 
as a whole.

Patented elements, such as specific 
game mechanics, could be copied and 
used without authorisation. This 
undermines the hard work of game 
designers and disrupts the 
competitive balance within the 
wargaming community.

For professional miniature and game 
manufacturers, IP infringement can 
lead to significant financial losses. 
When consumers have access to 
unauthorised 3D-printed alternatives, 
it reduces the incentive to purchase 
licensed products, potentially 
crippling the industry's growth.

Solutions and Mitigation Strategies

Addressing IP infringement in the 
context of 3D printing within the 
wargaming hobby requires a 
multifaceted approach. Here are 
some potential solutions and 
mitigation strategies:

Education and Awareness

Wargaming communities, forums, and 
platforms should actively promote 
awareness about IP rights and the 
implications of infringement. 
Encouraging respectful discussions 
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about copyright, trademarks, and 
patents can help foster a culture of 
compliance.

Licensing Agreements

Game developers and miniature 
manufacturers can collaborate with 
3D printing enthusiasts by offering 
official licensing agreements for 
specific designs. This allows hobbyists 
to legally print and use copyrighted 
content while respecting the creators' 
rights.

Watermarking and Digital Rights 
Management

Creators can digitally watermark their 
3D models to make them traceable, 
discouraging unauthorised 
distribution. Additionally, employing 
digital rights management (DRM) 
systems could provide a layer of 
protection against unlicensed usage.

Reporting Mechanisms

Wargaming communities and 
platforms should establish clear 
reporting mechanisms for IP 

infringement. This empowers creators 
to protect their rights and helps 
maintain a fair playing field for all 
participants.

Strengthening IP Laws

Governments and legal bodies should 
continually update and strengthen IP 
laws to account for the rapidly 
evolving landscape of 3D printing and 
its impact on various industries, 
including wargaming.

The integration of 3D printing into 
the wargaming hobby has undeniably 
expanded creative horizons, allowing 
players to personalise their 
experiences. However, this 
technological marvel must be 
approached responsibly, with careful 
consideration of intellectual property 
rights. By raising awareness, fostering 
collaboration between creators and 
hobbyists, and implementing suitable 
protection measures, the wargaming 
community can navigate the storm of 
IP infringement, ensuring a vibrant 
and respectful hobby for generations 
to come.
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WARGAME MODEL PAINTS
BATTLEMASTERS

Unleash Your Imagination with Our NEW Range of Wargame Model Paints!
Dive into a world of boundless creativity with our latest collection of 
wargame model paints - meticulously crafted to elevate your miniature 
gaming experience like never before!

Our expert paint artisans have poured their passion into formulating these 
high-quality, ultra-pigmented paints. Each bottle is a masterpiece in itself, 
engineered to deliver vivid colours with remarkable consistency. Say 
goodbye to streaks and uneven finishes, as our paints glide smoothly, leaving 
behind captivating tones that breathe life into your battlefield warriors.
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ARTIST FOCUS: 
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G
reetings, fellow adventurers 
and art enthusiasts! As a 
fantasy artist immersed in the 

wondrous realms of role-playing 
games and card games like Magic the 
Gathering, I must say, it's a thrilling 
and enchanting journey I find myself 
on.

My experiences in this realm have 
been nothing short of magical. I've 
had the honour of crafting 
illustrations for countless characters, 
creatures, landscapes, and epic 
battles that transport players and 
viewers alike to far-off worlds 
brimming with awe and danger. The 
ability to breathe life into these 
imaginative realms is both 
exhilarating and humbling.

Inspiration flows to me from many 
sources, often drawn from the rich 
tapestry of myths, folklore, and 
legends from cultures around the 
world. Ancient stories of heroes and 
mythical beasts, as well as the beauty 
of nature, inspire me to create 
fantastical scenes that evoke a sense 
of wonder and adventure. I also find 
inspiration in the works of fellow 
fantasy artists and the boundless 
creativity of game designers and 
storytellers.

Step into a realm where the boundaries between reality and imagination 
blur, where fantastical landscapes and mythical beings come alive in vivid 
hues of magic and wonder. At the heart of this mesmerising world stands a 
visionary artist, known to many as Elara Stormweaver. With a quill as her 
wand and a canvas as her enchanted realm, Elara's art transcends the 
ordinary, transporting viewers to ethereal dimensions that spark the spirit 
of adventure and ignite the flames of imagination. As we embark on an 
enthralling journey into the depths of her creative mind, prepare to be 
captivated by the dreams she weaves and the stories she tells through the 
awe-inspiring tapestry of her art.

While the past has been filled with 
fantastic opportunities, my hopes for 
the future are even more ambitious. I 
yearn to push the boundaries of my 
craft, to delve deeper into uncharted 
territories of imagination, and to 
create art that resonates with people 
on a profound level. I dream of 
collaborating with other visionary 
minds to build entire worlds from 
scratch, where every stroke of the 
brush adds depth and meaning to the 
story being told.

Additionally, I aim to foster an 
inclusive and diverse fantasy realm. 
One where representation matters, 
where characters from all walks of 
life can shine, and where players and 
viewers can see themselves reflected 
in the art. I believe that art has the 
power to inspire and unite people, 
and I strive to use that power to 
create an inclusive and empathetic 
community within the gaming and 
fantasy art realms.

In the future, I also hope to nurture 
and mentor aspiring artists, sharing 
my knowledge and experiences to 
help them embark on their own 
creative journeys. By doing so, I can 
contribute to the growth and 
enrichment of the fantasy art genre, 
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ensuring that it continues to evolve 
and captivate hearts for generations 
to come.

Ultimately, my vision is to leave a 
mark on the realms of role-playing 
games and card games, where my art 
serves as a bridge that transports 

players to new worlds, sparks their 
imaginations, and forges lasting 
memories. The path ahead is filled 
with unknown wonders, but with a 
quill in hand and a heart brimming 
with inspiration, I eagerly step forth 
into the fantastical landscape that 
lies ahead.
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BUILDING MINIATURE IMMERSION
FANTASY TUDOR WARGAMING HOUSE TUTORIAL

Creating a fantasy Tudor-style house for wargaming can be an 
exciting project that adds depth and character to your tabletop 
battlefield. This tutorial will guide you through building a 
durable and visually appealing model:
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MATERIALS YOU'LL NEED

• Foam board or thick cardboard

• Craft knife or hobby saw

• Ruler and pencil

• Craft sticks or popsicle sticks (for half-
timbering)

• Wood glue or hot glue gun

• Acrylic paints and brushes

• Optional: Miniature figurines, small 
decorations, and miniature plants for 
landscaping

STEP 1: PLAN YOUR DESIGN

Decide on the size and scale of your 
fantasy Tudor house to suit your 
wargaming needs. Sketch a rough design 
on paper, considering the number of 
floors, windows, doors, and any other 
features you want to include.

STEP 2: CUT THE FOAM BOARD

Using the craft knife or hobby saw, 
carefully cut out the walls, floors, and 
roof pieces from the foam board. You'll 
need two walls for each side of the house 
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(front, back, left, and right). Keep in mind 
that the bottom floor walls should be 
taller to accommodate the upper floors.

STEP 3: ASSEMBLE THE WALLS

Glue the foam board walls together to 
form the basic shape of the house. For 
added stability, you can insert craft sticks 
or toothpicks between the walls before 
gluing them together. Ensure the corners 
are firmly joined.

STEP 4: CREATE HALF-TIMBERING

Using craft sticks or popsicle sticks, cut 
them to size and glue them onto the walls 
to create the half-timbered effect. For a 
fantasy touch, feel free to arrange the 
half-timbering in unique and 
asymmetrical patterns.

STEP 5: ADD DOORS AND WINDOWS

Cut out small rectangles for doors and 
windows from the foam board. Glue them 
onto the walls where you want them to 
be. You can also create additional details 
around the windows and doors using 
smaller craft sticks or foam board strips.

STEP 6: CONSTRUCT THE ROOF

Cut out the roof pieces from foam board, 
ensuring they match the shape and size of 
your house. Glue them onto the top of 
the walls, forming the roof structure. You 
can make the roof removable for easier 
access during gameplay.

STEP 7: PAINT THE HOUSE

Using acrylic paints, paint the walls, half-
timbering, doors, and windows. Choose 
colours that match your fantasy theme or 
any specific faction or setting you have in 
mind for your wargaming scenario. Add 
weathering and shading to give the house 
a realistic appearance.

STEP 8: ADD DETAILS AND ACCESSORIES

Enhance your fantasy Tudor house with 

small details like miniature figurines, 
banners, or decorative elements. You can 
also create a small garden or courtyard 
around the house using miniature plants 
or artificial turf.

STEP 9: SET UP ON YOUR WARGAMING

TERRAIN

Place your completed fantasy Tudor 
house on your wargaming terrain, and it's 
ready for action! Your miniature armies 
can now battle it out around and inside 
the house, adding an extra layer of 
strategy and immersion to your 
wargaming sessions.

The techniques used to create a fantasy 
Tudor wargaming house can be adapted 
to build various other exciting and 
immersive terrain pieces for your 
tabletop gaming adventures. 

With a few adjustments, you can employ 
the same half-timbering and decorative 
techniques to construct an Enchanted 
Elven Retreat. Embrace the ethereal 
charm of elven architecture by 
incorporating elegant archways, intricate 
filigree, and elements inspired by nature. 
Use lighter, pastel-coloured paints to 
evoke a magical and mystical atmosphere. 
Surround the retreat with lush vegetation 
and vibrant flowers to complement the 
elven aesthetic. Your wargaming world 
will come alive with the allure of elven 
craftsmanship and provide an enchanting 
backdrop for your battles.

Incorporating these techniques into your 
terrain-building repertoire allows you to 
create a diverse range of wargaming 
environments, each offering unique 
storytelling opportunities and enhancing 
your gaming experience. Experiment with 
various themes and architectural styles to 
craft a captivating and immersive 
tabletop universe that will captivate both 
you and your fellow gamers. Happy 
crafting and gaming!
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K: We're thrilled to have you here for this 
exclusive interview with Kambara 
Magazine. As the Editor of the world's first 
AI-generated wargaming hobby magazine, 
you've truly made a mark in the gaming 
industry. Can you start by telling us about 
the inception of Kambara and how the idea 
of creating an AI-generated magazine 
came to be?

SM: Thank you for having me! The idea for 
Kambara came to life through a 
convergence of my passion for wargaming 
and my fascination with artificial 
intelligence. As a wargamer myself, I've 
always been drawn to the creativity and 
intricacies of this hobby. Meanwhile, AI 
technology was advancing rapidly, and it 
occurred to me that it could revolutionise 
the way content is created and consumed.

The idea for Kambara emerged when I 
discovered the potential of AI language 
models like GPT-3.5, which can generate 
human-like text and understand the 
nuances of various topics. I realised that 
combining my passion for wargaming with 
this cutting-edge technology could create 
something truly innovative and engaging.

K: That sounds like a truly groundbreaking 
concept! How does Kambara leverage AI 
technology to generate its content, and 
how does it distinguish itself from 
traditional wargaming magazines?

SM: Kambara utilises advanced AI language 
models like GPT-3.5 to generate content 
for the magazine. These AI models are 
trained on vast amounts of data and have a 
deep understanding of language and 
various subject matters, including 
wargaming. They can produce articles, 
tutorials, battle reports, and even reviews, 
just like a human writer would.

What sets Kambara apart from traditional 
magazines is its ability to generate content 
at an unprecedented speed and scale. We 

A I  E V O LV E D
Interview with the Editor

I
n this exclusive interview with 
Kambara Magazine, we delve into the 
fascinating world of AI-evolution and 

wargaming with Si Marshall, the 
visionary Editor behind the world's first 
AI-generated wargaming hobby 
magazine
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can cover a wide range of topics, provide 
diverse perspectives, and cater to the 
specific interests of our readers with 
precision and efficiency. Additionally, the 
AI's ability to adapt and learn means that 
Kambara continuously improves over time, 
making the magazine a dynamic and ever-
evolving source of wargaming information.

K: It's fascinating how AI can offer such 
versatility and adaptability. How do you 
ensure that the AI-generated content in 
Kambara maintains high quality and 
resonates with the magazine's audience?

SM: Ensuring high-quality content is a top 
priority for Kambara. While the AI 
language model plays a central role in 
content generation, human editors are 
indispensable in the process. Our team of 
experienced wargaming enthusiasts and 
skilled editors review and curate the AI-
generated articles to ensure accuracy, 
relevance, and overall coherence.

We've developed a refined feedback loop 
where the AI learns from our human 
editors' corrections and improvements. 
This iterative process helps the AI to 
better understand the nuances of 
wargaming, the preferences of our 
readers, and refine its future outputs 
accordingly.

K: That's an excellent approach to maintain 
editorial standards while harnessing the 
power of AI. As the first AI-generated 
wargaming hobby magazine, Kambara is 
undoubtedly a trailblazer in the industry. 
How do you see the future of AI's role in 
the world of wargaming and publishing?

SM: The future of AI in wargaming and 
publishing is immensely promising. AI-
generated content has the potential to 
transform how information is 
disseminated, making it more accessible, 
diverse, and personalised for readers 
worldwide. We are already seeing AI being 
used in game design, scenario generation, 
and even rule optimisation, enhancing the 
gaming experience itself.

In publishing, AI-generated content can 
significantly streamline the production 
process, allowing for more frequent and 
tailored publications. This technology can 
also aid in data analysis, market research, 
and reader engagement, helping us better 
understand our audience and cater to their 

specific interests.

However, it's crucial to find the right 
balance between AI and human creativity. 
AI should complement human efforts, not 
replace them entirely. The collaboration 
between AI-generated content and human 
editorial expertise is what makes Kambara 
unique and successful.

K: You've touched upon a crucial aspect—
the balance between AI and human 
involvement. As we wrap up this insightful 
interview, could you give us a sneak peek 
into any exciting developments or features 
we can expect from Kambara in the 
future?

SM: Absolutely! We are continuously 
working to enhance Kambara and offer our 
readers even more engaging and tailored 
content. One exciting development we're 
exploring is a reader interaction feature, 
where AI-generated content can 
dynamically respond to specific reader 
inquiries or requests, making the magazine 
truly interactive and immersive.

Furthermore, we're exploring partnerships 
with wargaming manufacturers, designers, 
and communities to provide exclusive 
content and access to new releases, 
events, and tournaments. We believe this 
will further connect Kambara to the 
vibrant wargaming community and foster a 
sense of inclusivity and collaboration.

Overall, the future is bright for Kambara, 
and we can't wait to share our exciting 
developments with our passionate 
readers!

K: Thank you so much for sharing your 
vision and insights with us, Si Marshall! 
Kambara Magazine is undeniably pushing 
the boundaries of what's possible in the 
wargaming hobby industry. We look 
forward to witnessing its continued 
success and growth. Best of luck with all 
your future endeavours!

SM: Thank you for having me! It's been a 
pleasure discussing Kambara and the 
intersection of AI and wargaming. I'm truly 
excited about what lies ahead, and I'm 
grateful for the support of our readers and 
the wargaming community. Stay tuned for 
more exciting content from Kambara 
Magazine!
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