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“That is not dead which can eternal lie; And with strange 

aeons even death may die.” 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Taken from ‘The Nameless City’ by H.P. Lovecraft, first 

published in ‘The Wolverine’, November 1921. 



 
6 

SHADOWS OF CENTRALIS MONTHLY MAGAZINE 

Welcome, Orb dwellers, to the first issue of Shadows of 

Centralis Monthly Magazine. Including background stories, 

new scenarios, and all the latest news, as well as featuring 

hobby articles, reviews, exclusive interviews with 

personalities from the miniatures and wargaming worlds, and 

more, Shadows of Centralis Monthly Magazine is the 

essential companion for players of the Shadows of Centralis 

game. 

In this month’s issue we will be taking a closer look at the 

Shadows of Centralis game, and the armies involved. In 

addition, this month’s Army Focus, which will be a regular 

feature of the magazine, has an in depth look at the 

diseased, T’Zor-worshipping Damned. 

Discussing all things horror, another regular feature of 

Shadows of Centralis Monthly Magazine will be Horror 

Fiends. This month’s Horror Fiends focusses on one of our 

favourite writers, the creator of the Cthulhu Mythos, the 

architect of weirdness that is the wonderful H.P. Lovecraft. 

In celebration of the book’s release, available exclusively 

from Lucid Eye Publications, a special Shadows of Centralis 

miniature has been created by sculpting legend Steve Saleh. 

We take a closer look at this wonderful model. 

Since launching in 2019, having released more than thirty 

sets of models across a dozen ranges, Wargames Atlantic 

have already gained a reputation as a prolific manufacturer 

of superb 28mm hard plastic miniatures. Discussing the 
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company’s foundations, head honcho Hudson Adams 

expands on Wargames Atlantic’s future plans. 

Completing this month’s issue, laying down their tools and 

kindly taking time out of their busy schedules, sculptors Tim 

Prow and Trish Carden talk exclusively with Shadows of 

Centralis Monthly Magazine. 
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SHADOWS OF CENTRALIS: A LOOK AT THE GAME 

Set in a unique world called the Orb, an esoteric planet which 

forms part of the immense and volatile Cattus Occuli galaxy, 

Shadows of Centralis is a brand-new tabletop wargame which 

sees players lead armies of fantastical troops. 

A strange, giant fist of a planet, the Orb holds many secrets, 

not least the key to life which the Orb-imprisoned Centralis 

Portas, spawner of gods, possesses deep within his corrupted 

soul. Descendants of Centralis Portas, using armies or 

worshippers, each of the gods vie for control of the Orb as 

they look to claim the ultimate secret of vitality. 

Shadows of Centralis 

• 28mm (1:64) scale tabletop wargame 

• D10 and D6-based 

• Measurements made in inches 

• Rounds and Turns gameplay 

• Flexible Army Lists 

Designed to be flexible and to encourage greater inclusivity, 

Shadows of Centralis can be played with as few as 20 – 30 

models per side, through to players taking part in largescale 

battles with hundreds of models involved. When it comes to 

the choice of models, miniatures from any manufacturer can 

be used. With innovative gaming features and numerous 

races to choose from,  along with flexibility of model choices, 

Shadows of Centralis offers both experienced wargamers and 

newcomers to the hobby exciting and challenging tabletop 

conflicts. 
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From the nightmarish Undead, resurrected from peaceful 

slumber by foul necromancy, to the pious Konstrato Empire, 

from the barbarous Yalif hordes to the technologically 

advanced Lords, in total, there are fifteen different armies to 

choose from.  

• Damned      

• Dwarfs       

• Elves        

• Fiends        

• Followers of the Eye      

• Goblins       

• Hag Elves       

• Konstrato Empire      

• Lords        

• Orcs        

• Order of Ophelia      

• Samurai       

• Servants of Extinction      

• Undead       

• Yalif        
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Units 

Allowing for foot soldiers, cavalry, and a diverse selection of 

war machines and monsters, Shadows of Centralis armies are 

made up of a number of different unit types: 

• Champions 

• Foot Troops 

• Generals 

• Machines of War 

• Magic Users 

• Monsters 

• Mounted Troops 

A unit comprises of one or more models. Allowing for greater 

flexibility of movement, unrestricted by a ‘rank and file’ 

method, each model of the same unit is simply within 1“ of a 

unit member. 

Unit Profile 

To represent their proficiency in battle, each model within 

Shadows of Centralis has a respective Unit Profile. This 

profile contains nine values: Standard Movement (M), 

Attacks (A), Hand-to-Hand Combat (H-t-H), Shooting (S), 

Magic (Mg), Confidence (C), Wounds (W), Durability (D), 

Victory Points (VP). 

Listed within its Unit Profile is the equipment a model has, 

such as weaponry. Should the model wear any sort of armour 

or carry a shield, then this is listed as part of its equipment, 

too. A model’s Durability (D) value takes into account any 

armour or shield, whether or not the model is mounted upon 
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a steed, monster, or chariot, as well as a creature’s natural 

toughness and ability to withstand physical punishment. 

Unit Profile example: 

Goblin Archers 

 M A H-
t-
H 

S Mg C W D VP 

Goblin 
Archers – 
unit of 
10 

5 1/ 1 
per 
model 

8+ 7+ - 7+ 1 per 
model 

8+ 10 

Equipment: Wearing light armour, each Goblin Archer is armed with a 

knife and bow. Special Rules: Goblin Archers have the Dutch Courage and 

Spotters special rules. 

Weather and the Gods 

Looking to gain favour from the gods, before battle 

commences, each army Prays. Results of Praying are army 

specific, ensuring many varied effects. Fickle and 

temperamental, the gods are not mere spectators in games 

of Shadows of Centralis. Receptive to calls for assistance, the 

gods respond to prayers from their followers. In addition, a 

Magic User can sometimes find themselves blessed with gifts 

from the gods they serve, or treated with contempt by 

opposing deities.  

Playing a significant role in the dynamic of games of Shadows 

of Centralis, Weather Conditions can range from Magic 

Muting Clouds (-1 modifier to all D10 Magic rolls) to Taunting 

Winds (-1 modifier to all D10 Confidence Test rolls). Some 

armies are used to fighting under certain adverse weather 

situations or have natural characteristics which allow them to 
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continue unhindered. In such cases, this information is listed 

within respective Army Lists. 

Rounds and Turns 

Games of Shadows of Centralis use Rounds and Turns, within 

each Round each player takes one full Turn.  

Each Turn has a sequence of events that the player works 

through in the following order: 

• Movement 

• Hand-to-Hand Combat 

• Shooting 

• Magic 

Victory and Defeat 

Each unit in Shadows of Centralis is assigned a Victory Points 

(VP) value, this allows for balanced games as players 

construct armies of matching values. When playing the 

scenario ‘Standard Battle’, victory goes to the player who 

ends the game with the most Claimed Victory Points 

(destroyed enemy units adding up to the highest number of 

Victory Points).  

In addition to ‘Standard Battle,’ there are several other 

scenarios within the Shadows of Centralis book, each with its 

own specific Victory Conditions. Further to this, so long as 

how victory is achieved is clear and agreed upon, there is 

nothing to stop players developing their own scenarios, too.  
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Models 

With models old or new, or a mix of both, Shadows of 

Centralis is a tabletop wargame which can be played with 

miniatures from any manufacturer. In addition to the 

versatility of model choices, with a number of original races 

and armies, Shadows of Centralis offers hobbyists countless 

conversion opportunities as they fashion completely unique 

forces. 

 

 

 

‘Celt Chieftain with Head’. Copyright: Gripping Beast Ltd. 
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Out now! 

Complete with several different scenarios, full rules, and 
fifteen comprehensive army lists, the 400-page, A5 Shadows 
of Centralis book contains all the information needed to play 
a game of Shadows of Centralis. 

Book contains 

• Foreword by Rick Priestley 
• Introduction to Shadows of Centralis 
• Details of Centralis Portas and the gods 
• Map and history of the Orb 
• Full rules 
• 6 different scenarios 
• 15 army lists; Damned, Dwarfs, Elves, Fiends, 

Followers of the Eye, Goblins, Hag Elves, Konstrato 
Empire, Lords, Orcs, Order of Ophelia, Samurai, 
Servants of Extinction, Undead, Yalif         

• Featured model manufacturers; Diehard Miniatures, 
Gripping Beast Ltd, Warlord Games, Foundry 
Miniatures Ltd, Warmonger Miniatures, 
Goblinmaster Limited, Lucid Eye Publications, Mantic 

Shadows of Centralis is available for purchase via Amazon, 
Gripping Beast Ltd, Diehard Miniatures, and Lucid Eye 
Publications. 

Amazon: www.amazon.co.uk/dp/B09W5FTJYL 
Gripping Beast Ltd:  www.grippingbeast.co.uk 
Diehard Miniatures: www. diehardminiatures.com 
Lucid Eye Publications: www.lucideyepublications.com 
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Shadows of Centralis, the new tabletop wargame, out now! 
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EXCLUSIVE SHADOWS OF CENTRALIS MINIATURE BY 

LUCID EYE PUBLICATIONS 

Available exclusively from Lucid Eye Publications is a special 

Shadows of Centralis miniature, R’lyeh, Acolyte of Rooth. 

Based around Ruth Moreira’s painting which features on the 

Shadows of Centralis book cover, this 28mm white metal 

model has been sculpted by the legendary Steve Saleh. 

Co-owned by father and son Steve and Joe Saleh, founded in 

2018, Lucid Eye Publications are a UK model soldiers 

company that produce a wide and varied range of superbly 

detailed 28mm scale fantasy and science fiction models. 

Incredibly prolific and centred around the sculpting talented 

of Steve Saleh, Lucid Eye have a large selection of figures 

available for collectors, painters, hobbyists and wargamers. 

The Lucid Eye model catalogue includes the following 

collections: Savage Core, Ziggurat, Ghost Plastic 

Miniatures, Blades and Souls, Toon Realms, Toon 

Terrors, Toon Supers, The Plot Device, The Beast of 

Birchwood, Julien Delval, Treasures From The Cosmic Vault, 

and The Red Book Of The Elf King. Further to this, Lucid 

Eye also have license agreements with Jim 

Fitzpatrick and Frank Frazetta, which sees the Nottingham-

based company produce yet more fabulous miniatures. 

Given his reputation as a prolific sculptor of superb, 

characterful historical, fantasy and science fiction miniatures, 

and the countless models he has produced over the past four 

decades, when the opportunity to have Steve Saleh sculpt 

the official Shadows of Centralis miniature arose, we leapt at 

the chance! 

https://www.lucideyepublications.com/
https://www.lucideyepublications.com/
https://www.lucideyepublications.com/
https://www.lucideyepublications.com/savage-core
https://www.lucideyepublications.com/ziggurat
https://www.lucideyepublications.com/copy-of-plastic-figures
https://www.lucideyepublications.com/copy-of-plastic-figures
https://www.lucideyepublications.com/blades-souls
https://www.lucideyepublications.com/toon-realms
https://www.lucideyepublications.com/toon-terrors
https://www.lucideyepublications.com/toon-terrors
https://www.lucideyepublications.com/toon-supers
https://www.lucideyepublications.com/the-plot-device
https://www.lucideyepublications.com/the-beast-of-birchwood
https://www.lucideyepublications.com/the-beast-of-birchwood
https://www.lucideyepublications.com/julien-delval
https://www.lucideyepublications.com/treasures-from-the-cosmic-vault
https://www.lucideyepublications.com/the-red-book-of-the-elf-king
https://www.lucideyepublications.com/
https://www.lucideyepublications.com/
https://www.lucideyepublications.com/jim-fitzpatrick
https://www.lucideyepublications.com/jim-fitzpatrick
https://www.lucideyepublications.com/frazetta-death-dealer
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Steve Saleh: We’ve had a number of exchanges with John 

over the last few years, so when he presented this project 

fully formed, we were most impressed. There’s often a lot 

of talk about projects which never seems to come to 

fruition, but John is someone who gets things done, we like 

that a lot. Once we looked at it, we saw the potential for 

the collaboration immediately and John was most 

amenable.  

Following a brief discussion of the project, we understood 

that the lead time was somewhat tight, so, after some 

inspection of the preliminary artwork we set to. The brief 

was fairly loose, so I settled on an heroic action pose, with 

heroic rock, big axe, a barbaric figure, wrapped in furs. I 

love the mixture of textures when sculpting, smooth metal, 

rivets, fur, etc. It makes the figure ‘pop’ as they say these 

days.  

Like all new projects, there's an element of “let’s try it and 

see,” so there’s always a possibility (of producing further 

official Shadows of Centralis miniatures). It's certainly a 

broad enough setting to accommodate further investigation 

which will only add to its depth, so it’s not out of the 

question. 

Available directly from Lucid Eye Publications, R’lyeh, Acolyte 

of Rooth is the official Shadows of Centralis miniature, and 

can be purchased as part of a special bundle, which includes 

the Shadows of Centralis book. For those who already have 

the book, the miniature can also be purchased separately. 

To read an in-depth feature on Lucid Eye Publications, visit 

www.shadowsofcentralis.com and head to the ‘Interviews’ 

http://www.shadowsofcentralis.com/


 
18 

page. Further to this, fans of Lucid Eye Publications will find 

regular articles on the company and their miniatures each 

month, here in Shadows of Centralis Monthly Magazine. 

 

‘Shadows of Centralis: R’lyeh, Acolyte of Rooth’, the official Shadows of 
Centralis miniature, sculpted by Steve Saleh and available exclusively from 
Lucid Eye Publications.  

Lucid Eye Publications 

Website: www.lucideyepublications.com 
Facebook: www.facebook.com/LucidEyePublications 

 

http://www.lucideyepublications.com/
http://www.facebook.com/LucidEyePublications
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Shadows of Centralis: R’lyeh, Acolyte of Rooth’, the official Shadows of 
Centralis miniature, sculpted by Steve Saleh and available exclusively from 
Lucid Eye Publications.  
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R’lyeh, Acolyte of Rooth 

Unflinching and determined in the implementing of their 

goddess Rooth’s bloody and anarchic teachings, the Servants 

of Extinction are a tireless war machine seemingly without 

conscience. With the lives of others deemed insignificant, it is 

the absolute eradication of order, religions, and all other 

cultures that the Servants of Extinction pursue as they look to 

serve Rooth. In the belief that a life of eternal peace and 

fulfilment awaits them should they follow the path laid out 

by their deity, the Servants of Extinction are widely 

considered by the Orb’s other inhabitants as a psychopathic 

fringe of the human race. 

Populating a series of bleak and austere islands off the 

southern coast of Infernum, the Servants of Extinction board 

fleets of slender and swift, clinker-built warships as they 

navigate the seas of the Orb. Much more than opportunistic 

marauders of the seas, the Servants of Extinction have a 

fearsome reputation for military doctrines centred around 

lightning-fast attacks and the razing of coastal regions.  

Typically veteran warriors with vast experience of warfare 

and military campaigns, each Servants of Extinction force is 

led by an Extinction Warlord. With a fervent belief in Rooth, 

and fuelled with a desire for their place alongside her in her 

heavenly realm, the Palace of Solace, these ferocious fighters 

are prolific killers who have no hesitation in following the 

words of their goddess, no matter how extreme the 

destruction may be. 

A highly astute military strategist, charismatic leader, and 

architect of the macabre, one of the most infamous Servants 
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of Extinction Warlords is R’lyeh, Acolyte of Rooth. Fearless, 

brutal, and an inspirer of great fear, R’lyeh is noted for 

nailing slain and captured enemy warriors to his ships’ (often 

referred to as death ships) masts, resulting in their flaxen 

white sails coloured a gory, nightmarish bloodred.  

Using the Unit Profile below, Servants of Extinction players 

can choose to field R’lyeh, Acolyte of Rooth as their army’s 

General unit.  

R’lyeh, Acolyte of Rooth 

 M A H-
t-
H 

S M
g 

C W D VP 

R’lyeh, 
Acolyte of 
Rooth 

5 4/ 2 4+ 5+ - 4+ 2 7+ 60 

Equipment: Wearing light armour, and carrying a shield, R’lyeh, Acolyte of 

Rooth is armed with a crossbow and axe. Special Rules: R’lyeh, Acolyte of 

Rooth has the Inspiring and Fear special rules. 

 

Full background information on the Servants of Extinction, 

along with a complete Army List can be found in the Shadows 

of Centralis book.   

Amazon: www.amazon.co.uk/dp/B09W5FTJYL 
Gripping Beast Ltd:  www.grippingbeast.co.uk 
Diehard Miniatures: www. diehardminiatures.com 
Lucid Eye Publications: www.lucideyepublications.com 

  

http://www.lucideyepublications.com/
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Casting a steely, unblinking eye across the foamy, white-laced waves, with 

salty sea air stinging like a swarm of hornets his bruised and lacerated face 

and hands, R’lyeh, Acolyte of Rooth considered the absolute destruction he 

and his warriors had left behind. It had been without mercy or hesitation 

that the Servants of Extinction had slain those before them, saving only a 

few dozen soldiers who were later nailed to his ships’ masts; their deaths 

painfully drawn out, they were gruesome, crow-pecked decorations 

designed to instil a nauseating fear in future enemies.  

Not content to simply defeat the defending force of the Konstrato Empire 

in combat, R’lyeh wanted to crush the enemy, to remove all traces of 

them, and had ordered the complete razing of the coastal outpost. Such 

was the intensity of the flames, fuelled as much by fanatical enthusiasm for 

the cause as the use of many barrels of oil, plumes of thick black smoke 

served as a message for miles around of R’lyeh’s intentions to wreak havoc 

in neighbouring lands.  

It had not been without costs of his own that R’lyeh had achieved victory, 

his Servants of Extinction troops had suffered casualties, too. Below deck, 

in chambers misted with incense and the murmuring of prayers, many 

warriors were being treated by apothecaries. Of those who had made the 

ultimate sacrifice, R’lyeh felt a strange sense of envy; his fallen warriors 

had now transcended the limitations of physical form and had ascended to 

Rooth’s Palace of Solace. Now with their goddess, with soul purified and 

mind cleansed, and with their committed atrocities forming no part of 

their memories, the slain Servants of Extinction warriors now lived a 

supernatural life of eternal fulfilment.  

Returning to his sleeping quarters, R’lyeh drank deeply from an ornate 

green glass bottle which had been resting on the floor of his bedside. As 

the vinegary tones of the papaver somniferum-based wine washed down 

his throat, R’lyeh lay back on his bed, closed his eyes and entered into 

strange, euphoric dreams. Until he himself entered through the gates of 

the Palace of Solace, such dreams would be his consolation.  
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ROOTH (Goddess of Extinction) 

“Spare none. Destroy all. Ascend to paradise.” Doctrine of Extinction. 

nherently nihilistic, and with her teachings centred 

around anarchic practices, the goddess Rooth believes in 

the absolute extinction of order, society, and religion. She 

views the other deities as futile puppets to their own selfish 

desires. Other than her own followers, she considers all life 

on the Orb to be insignificant; that their lives are essentially 

meaningless and without purpose due to the ‘false gods’ they 

worship. To her own followers, upon the carrying out of her 

plans, Rooth promises a life eternal within her spiritual 

sanctuary, the Palace of Solace, free of the trappings of 

desire, the burden of responsibility, and a life of toil. 

Resting upon calm turquoise seas, with skies a constant 

shade of deep orange, Rooth’s otherworldly floating palace is 

a vision of peace and tranquillity. With minds untroubled by 

worries, wiped clear of the atrocities committed in order to 

reach this point, those within the palace enjoy an eternity of 

fulfilment. For Rooth and her ascended, enlightened 

followers, her palace is the one place of sanctuary within a 

universe of chaos.  

On the Orb, typically human, the followers of Rooth are 

known as the Servants of Extinction. From their austere 

domain, armies march to eradicate all before them. With no 

sense of compromise, and a focused determination to follow 

the teachings of their goddess, the Servants of Extinction 

dismiss alliances with all other forces.

I 
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DIEHARD MINIATURES: A TALK WITH TIM PROW 

 

Formed in 2014, with an emphasis on ‘Oldhammer’ 

aesthetics and metal models, Diehard Miniatures was 

created by hobby veterans Tim Prow, Chaz Elliott and Drew 

Williams. Over the years, Diehard Miniatures has grown to 

include the talents of artists and concept designers Richard 

Luong, Chris Walton, Johan Egerkrans, Kennon James, and 

Jody Siegel. Including both fantasy and science-fiction genres, 

the UK-based company has an expanding range of superb 

28mm miniatures to choose from. 

Kindly taking time out from his busy schedule, Tim spoke to 

Shadows of Centralis Monthly Magazine about his career in 

miniature painting, and how this developed into sculpting, 

and the subsequent forming of Diehard Miniatures. 

https://diehardminiatures.com/
https://johnwombat.wordpress.com/2020/05/19/the-original-bad-un-a-talk-with-chaz-elliott-part-1/
https://diehardminiatures.com/
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Tim Prow: I was born and bred a Nottingham lad, I grew up 

in a small village called Moorgreen and could hear the pit 

whistle at lunch time going off when I was a kid. D.H. 

Lawrence country, I went to his school when I was in the 

infants and strangely enough when Games Workshop 

moved their factory to Hilltop it was only a mile from where 

I lived. I had a pretty average childhood, not too crazy, two 

older brothers that influenced my musical tastes at an early 

age, which when I hit my teens took me into heavy metal. I 

got into miniatures when I was thirteen, mostly collecting 

and painting them with a small amount of gaming (I didn’t 

have many friends that gamed back then). I used to hang 

out at the Nottingham GW store and was able, through the 

manager’s help, to work my Christmas holidays in the GW 

studio as a figure painter at the age of fifteen, a very eye-

opening experience. I left school at sixteen and had a 

couple of jobs but nothing that stuck, but I still had contacts 

at GW and managed to join the ‘Eavy Metal team when I 

was seventeen in 1989. I was part of the team for four years 

and worked through the golden age of GW. 

I was in awe of the guys when I joined the team, remember 

I was only seventeen, and at that point the youngest full-

time worker in the studio. Phil Lewis took me under his 

wing, along with the other members of the team, and I 

began to hone my skills and learn. I'd like to also thank John 

Blanche, for without him helping me join the team, I 

wouldn't be where I am today.  

To see my work in White Dwarf was crazy, my early work 

didn't deserve to be in there, but as my skills and 

confidence grew, I became very proud of the work I 
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achieved. That team back in the day had some of the finest 

painters GW ever had, and I was honoured to be a part of 

that. I think being given the Reaper Aspect Warriors to paint 

was my chance to shine, having those figures alongside 

Mike McVey’s Eldar on that back page was amazing (not 

sure which WD it was, but it was when the figures were first 

shown). 

 

Diehard Miniature’s mission control. Copyright: Tim Prow. 

We used to rip in to each other so much in the ‘Eavy Metal 

team it limits a lot of what I’d say, don’t want to upset old 

friends! Starting as the youngest member of the team and 

with so much to learn and prove, a lot of the less fun figures 

would end up on my desk as well as having to empty the 

'slop bucket'. We had a bucket in the spray room that would 

receive all the paint water, undrunk cups of coffee and old 

milk, once the bucket was full it was the turn of the new lad 

to take it down the stairs to empty (we didn’t have a sink in 

the painters’ area, so it had to go down the drains). It 

sounds as grim as it smelt! Gradually I worked my way up 

the ladder, but I’ll never forget the bucket!  
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‘Abraxa The Foul – Swamp Dragon’. Copyright: Diehard Miniatures. 

I remember with fondness play testing games during our 

lunch breaks. I was there for Space Hulk, which came out 

while we were at Enfield Chambers. Later, when at the 

Castle Boulevard site, we played Epic Space Marine, Mighty 

Empires, and 3rd edition Blood Bowl. I'd paint up my own 

armies or teams in lunch breaks or at home and play 

whenever we had the chance. I still have my Epic Nurgle 

army, as well as my Blood Bowl team (and also an early 

print out of the Blood Bowl rules). When Gary Sharp Young 

joined as the manager of one of the metal bands, I painted 

up some figures for him, in return he got me backstage 

passes for Megadeth. For a young lad into his metal, that 

was awesome, and I’ll never forget meeting the band (once 

at the NEC after either Games Day or Golden Demon which 

was also held at the NEC that weekend, and once in London 
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at Syon House when they met with reporters to plug their 

new album).  

Okay, onto sculpting work. Well, during my time at GW I got 

into tinkering with figures, cutting heads off, filling in gaps, 

adding tentacles, etc. So, you get used to using the putty 

(mostly green stuff). We all had the basic tools (I still have 

and use my original Wax 5 from way back in ‘89), it wasn't 

until my last year or so at the company that I really started 

to push my skills in this direction, after speaking to Rick 

Priestley I knew I’d hit the highest rung of the painters’ 

ladder and it was time to see if I could branch into sculpting. 

Both myself and Kev White were sculpting at lunch breaks 

and in the evenings. They were kind enough to press our 

first figures and there are a couple of copies floating around 

out there. The figures were rough, but I knew this was what 

I wanted to do. At this point things were changing in the 

company, and I don’t think the bosses were interested in 

letting us pursue our sculpting any further, and so with a 

heavy heart I left the company and started as a freelancer 

for Heartbreaker Games.  

Phil Lewis had left just over a year before and had been 

sculpting for Bob Watts, and with an introduction I became 

a sculptor for them. Oddly enough, I spoke to Alan Merrit at 

the last BOYL meet and we talked about the past, he said it 

was a regret he had that he'd never allowed my sculpting to 

continue at GW and to become a sculptor for them, this 

touched me and affirmed the fact that the efforts I took 

after leaving the firm to pursue my sculpting career was the 

right move. 
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‘Snot Lugg – Troll’. Copyright: Diehard Miniatures. 

Diehard Miniatures came about after a group of sculptors 

got together and decided it was about time we took charge 

of our own sculpts and cut the middle man out. This was 
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easier said than done. Getting a bunch of creatives to share 

in the work equally while being all over the world was hard. 

I'd hoped that with having Chaz Elliott aboard he'd be able 

to manage the team, but I was asking too much of him, we 

also lost one sculptor early on as he was not the right fit for 

the group. Having said that, we brainstormed for ideas and 

with the help of Richard Luong, our artist, we produced art 

and a direction for Diehard to become a real thing.  

Myself, Chaz, and Drew Williams all had three factions, and 

we all sculpted a wizard, warrior, beast and familiar for 

each. Richard did the concepts with my guidance (when we 

got to this part, I felt I had become the reluctant leader of 

the project). We did well with our first Kickstarter, but I 

realised after, that to cover all costs and make it viable, I 

would have to continue the project by myself. I've 

continued to use sculptors and artists through the following 

Kickstarters but only as freelancers while I do most of the 

work both in the Kickstarter campaigns and the running of 

the webstore.  

The future is bright, though the road is long and winding. 

Over the last year I have been able to ween myself off 

freelance work and I now work solely for Diehard 

Miniatures. Between the Kickstarters and the webstore I’m 

starting to make enough to cover my bills and keep my wife 

happy! I will continue to run at least one Kickstarter per 

year and once a campaign ends the released figures join the 

Diehard range on the webstore, so new releases are 

constantly topping up each faction. Diehard’s first small 

game came out in the Wizard Kickstarter which went down 

well with the backers, and I hope we can produce more in 
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the future as the company grows. Other than that, I just 

want to keep adding to the Diehard world, I’ve got tons of 

ideas and am only limited by how much sculpting I can do 

per week. 

 

‘Loki – Goblin Caster’. Copyright: Diehard Miniatures. 
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‘Krug – Troglodyte’. Copyright: Diehard Miniatures. 
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‘Bog-Blood Scout Lizard Rider’. Copyright: Diehard Miniatures. 
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‘Emilia Firestorm – Promethean Sorceress’. Copyright: Diehard Miniatures. 
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‘Beechspur – Treeman’. Copyright: Diehard Miniatures. 
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'Jarvikk - Dark Elf Sorcerer'. Copyright: Diehard Miniatures. 

For those who finding basing their miniatures a chore, or for 

those who simply prefer to have things prepared for them, 

Diehard Miniature have introduced a selection of sculpted 

and pre-prepared bases to their range of products. Available 

in packs of 10, these resin bases come as 30mm round bases 

or 50mm cavalry bases. 
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Diehard Bases 

• Burning Sands Cav Bases (Chamfer Profile) 

• Rusty Hulk Round Shouldered Bases 

• Eru-Kin Ruined Temple Round Shouldered Bases 

• Burning Sands Round Shouldered Bases 

Available here: https://diehardminiatures.com/product-

category/diehard-bases/  

 

‘Rusty Hulk Round Shouldered Bases’. Copyright: Diehard Miniatures. 

Given his decades of experience, insatiable creative zeal, and 

enviable skills with both brush and putty, we asked Tim if he 

could share some tips and advice with regards to painting 

and sculpting. 

https://diehardminiatures.com/product-category/diehard-bases/
https://diehardminiatures.com/product-category/diehard-bases/
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Painting tips? Well, I think the painting world has come a 

long way since I was on top of my game, I think maybe I 

could use some new tips myself! I try to stick to what I 

know and adopt things that look like they match my style, 

bit like a Borg assimilation! I'd say keep your colour 

schemes simple, try using three to four colours maximum 

with clothing and armour, base coats followed by an ink 

wash to get you started, then taking your colours up in 

highlights. Get good brushes, that is a must. Try to be clean 

and go back over mistakes when you make them, so you 

don’t forget them. Work on the hardest area to reach first 

because once you are halfway in, it’s no good trying to go 

back to that tricky spot and messing up a finished bit. Take 

rests, it’s not a race (unless you are in a speed competition), 

my eyes get tired now I’m reaching the grand old age of 

fifty, so I take time out to stretch my eyes, quick coffee 

break, check messages, then back to it. I like to have the 

figure already cut off from the tab and pinned in one foot 

before painting (I use a pin vice to hold the figure while 

painting), I paint the figure and base separately and only 

stick them together after both are painted and varnished. I 

also like to go back over a figure and gloss bits of armour, 

gems, and eyes (if they are big enough), a bit of gloss on 

entrails and gribbly stuff is also fun! 

Sculpting tips… Well, pinch out a good armature, get some 

reference pictures and try to find a cool pose you like. Once 

you have the pose sorted, put the armature on your cork 

and get your base putty (bulking) on, it doesn’t have to be 

pretty but the more accurate you are at the early stages, 

the better. A mistake not taken care of early will stand out 
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more and more as the sculpt continues. I work from the 

bottom up, I don’t attach the wire for arms until the bulking 

is complete and I’m happy with the pose. If you are not 

confident enough to make a sculpt then try converting a 

figure, all my experience started with conversions, making 

figures look cooler with head and arms swaps, puttying in 

gaps and adding small details. 

Led by Tim, with a growing range of superb, fantasy and 

science fiction metal miniatures, Diehard Miniatures provide 

many models which can be fielded in your games of Shadows 

of Centralis. From the Konstrato Empire to the Servants of 

Extinction, the Damned to the Lords, given their widely 

diverse range of figures, all armies within Shadows of 

Centralis allow for the inclusion of the fabulous collections 

offered by Diehard Miniatures. 

 

 

 

Diehard Miniatures 
 
Website: www.diehardminiatures.com 
Facebook: www.facebook.com/DiehardMiniatures 

http://www.facebook.com/DiehardMiniatures
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SHADOWS OF CENTRALIS: ARMIES SNAPSHOT 

Each with their own unique aspects, allowing for varying 

game playing dynamics, there are a choice of fifteen different 

armies for players of Shadows of Centralis to consider. 

 

The Damned… Worshipping the god T’Zor from their 

cavernous realm of Sanctuarium Ultionis, the Damned are a 

sickly and mutated horde of vengeful fighters. Led by a 

supernatural Harbinger of Damnation and lavished with all 

manner of gifts from T’Zor, the Damned look to right the 

wrongs they have suffered. 

Dwarfs… Though they are now a much-splintered people, 

with warring clans refusing to reconcile their differences and 

unite against the common enemies that surround their lands, 

a Dwarfs army can still be a formidable force. 
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Elves… Much like the dwarven race, the elves of the Orb are 

in a state of continual decline. Having lost many of their lands 

to the planet’s other forces, it is from their mountain-strewn 

island homes to the north west of Coelum that elven lords 

set sail aboard their fleets of crystal ships, determined to 

serve their goddess Dagnr. 

Fiends… An unholy fusion of human and animal, Fiends come 

in many oddly bodied forms. Some Fiends have a bovine 

appearance, others resemble rodents or goats, some are 

fishlike, others are feathered. Differing in countenance, all 

Fiends share evil and savage characteristics, and fight with 

extreme ferocity. 

Followers of the Eye… Coldblooded worshippers of the Toad 

God, Buffo, the Followers of the Eye are a humanoid race 

whose physical appearance bear exaggerated reptilian and 

amphibian characteristics, as well as strange features which 

bring to mind a myriad of sea creatures and oversized 

crustaceans. 

Goblins… Along with elves and dwarfs, goblins are one of the 

oldest races of the Orb. Unlike elves and dwarfs, whose 

realms have suffered greatly, and whose people are now 

much diminished, goblins remain widespread across the 

planet, with three established kingdoms within the Coelum 

region. 

Hag Elves… The antithesis of their once virtuous roots, 

crazed, drug-fuelled hag elves are evil-hearted warriors who 

revel in the bloody carnage of war. Quick of pace and expert 

killers, an army of Hag Elves is a fearsome force. Evidence of 

their frequent drug use, many Hag Elves units come with 
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special rules including Chicoi Stimulants, Confidence 

Enhancers or Dutch Courage. 

Konstrato Empire… The pious and crusading Konstrato 

Empire stretches across dark waters as it encompasses 

sections of both the Coelum and Infernum regions. With the 

devout realm bestrewn with temples and shrines, worship of 

the god Endovelicus forms the structure of Konstrato society. 

With religion driven laws mingled with tones of 

indoctrination, citizens of the land range from the most 

faithful to the most fearful. 

The Lords… Worshippers of the insane god Berossus, the 

Lords are a technology obsessed, breakaway faction of the 

human race. Technologically, mirroring their deranged god, 

the Lords are both highly advanced and highly regressive. 

Meanwhile, though an army of the Lords cannot boast the 

most capable of soldiers, it does have the greatest access to 

the Orb’s most advanced weaponry. Also, be it through drugs 

or mental conditioning, most of the army’s units are 

impervious to fear, too. 

Orcs… Worshippers of the gluttonous Pig God, Sus, orcs are 

extremely violent and destructive creatures who hold 

territories in both the Coelum and Infernum regions of the 

Orb. With a natural tendency to become lost in a sea of their 

own rampage, a tactically astute orc general will control his 

warriors with the use of disciplined leaders. 

Order of Ophelia… Offering their dark praises to the witch 

goddess, Ophelia, the Order of Ophelia is a witch-led, 

matriarchal society in which magic is linked to the forces of 

nature and the power of the elements. 
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Samurai… With solid Foot Troops and Mounted Troops units, 

along with access to flying units and ranged war machines, as 

well as powerful wizards, a Samurai player can construct one 

of the most balanced armies of all the Orb’s forces.  

Servants of Extinction… Considered by many to be a lunatic 

fringe of the human race, setting sail aboard their clinker-

built warships, the Rooth-worshipping Servants of Extinction 

are an uncompromising, anarchic force of brutal warriors. 

Undead… With their ranks of reanimated skeleton fighters, 

rotting zombies, cannibalistic ghouls, ancient mummies, 

bloodthirsty vampires, and dark necromancers, an Undead 

army is the quintessential legion of horror. 

Yalif… Fielding a Yalif army offers players the opportunity to 

construct a barbarous force centred around brutal warriors 

who excel in hand-to-hand combat. A highly mobile army, 

with steeds including horses and camels, a Yalif player also 

has different cavalry options, too. In addition, though most 

Yalif units are melee focused, the army’s missile troops do 

offer some ranged fire power. 
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BEAST MASTER: CATCHING UP WITH TRISH CARDEN 

Trish Carden (Morrison) has been sculpting fantasy and 

wargaming miniatures for more than three decades. Included 

within her bulging and highly impressive CV, Trish has 

produced hundreds of wonderful sculpts for Games 

Workshop and Marauder Miniatures. Since going freelance in 

2018, she has also produced a range of fascinating and 

exciting sculpts for Lucid Eye Publications and Footsore 

Miniatures and Games.  

Detailing her career and discussing many of her works, I 

wrote a four-piece blog feature on Trish back in 2020 (this 

article can be found on the Shadows of Centralis website, 

www.shadowsofcentralis.com). Setting down her beeswax 

putty and sculpting tools, kindly allowing me some further 

time from her busy schedule, it was nice to catch up with 

Trish as she spoke to me about her current creative projects. 

Trish Carden: At the moment I’m working on some figures 

for my own range. They will be produced and sold by 

Footsore Miniatures and Games and should be released 

around the end of the summer. I already have quite a few 

figures ready which I’ll show over the next few weeks on 

my Facebook and Instagram pages. I enjoy being able to 

share works in progress and ideas now that I’m sculpting 

my own figures. I’m planning on a mixture of my usual 

larger creatures as well as some 32mm figures, too. I’ve 

begun with a small range of Beastmen. Some of them will 

be influenced by my own artwork. I see them inhabiting the 

forested world I’m creating, and it seems a natural 

progression to begin fleshing out this world in 3D. Others 

http://www.shadowsofcentralis.com/
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will have an ‘Oldhammer’ vibe as that is something I have a 

lot of affection for.  

Based in Nottingham, headed by hobby veterans Mark Farr 

and Andy Hobday, Footsore Miniatures and Games produce a 

wide variety of superbly detailed 28mm metal miniatures. 

With the company’s models ranging from medieval to 

modern to mythical, Trish has previously supplied her highly 

sought-after sculpting talents to Foot Sore Miniatures and 

Games’ Mortal Gods: Mythic collection. Prolific in her 

creations, when it came to producing her own range of 

fantasy miniatures, Trish immediately considered Footsore 

Miniatures and Games as her manufacturer. 

Trish Carden: The collection hasn’t got a name yet. The 

figures will be in both metal and resin. We hope to be able 

to provide a choice for a lot of them. I haven’t shown my 

favourite figure yet, so that will be a surprise! I collaborated 

with Footsore for a couple of reasons. Their moulding and 

casting are really high quality, and the finished figures look 

fantastic. I also made some figures for their Mortal Gods: 

Mythic Kickstarter and was really happy with the way they 

turned out. Mark Farr and I go way back to Marauder 

Miniatures days, and I consider him a friend, there’s no one 

I’d rather work with to be honest. As far as future 

collaborations, I’ll be concentrating exclusively on my own 

range sold through them, so the relationship will continue. 

Well-known for her cryptozoological, as well as straight-out 

fantastical, creations, it will come as no surprise that Trish’s 

upcoming releases with Footsore Miniatures and Games will 

include models such as a Treeman and Minotaur.  
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“The minotaur armature is made and bulked up with Beesputty to get all 
the shapes in place. He’s going to be chunky and powerful. Minotaur (in 
progress shot). Copyright: Trish Carden. 
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Minotaur (in progress shot). Copyright: Trish Carden. 
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Minotaur (in progress shot). Copyright: Trish Carden. 
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Minotaur (in progress shot). Copyright: Trish Carden. 
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Minotaur. Copyright: Trish Carden. 

Expanding on her sculpting and artwork, Trish described how 

her miniature sculpts sometimes develop from her concept 

drawings, other times inspiration can come as she starts 

sculpting from a blank canvas, with the model taking on a life 

of its own through the sculpting process. 



 
51 

 

Treeman. Copyright: Trish Carden. 

Trish Carden: I sometimes begin from concept art I’ve 

drawn but other times I just have a starting vision in my 

mind that evolves as I begin to sculpt. I imagine I may do 

full illustrations of some of them as well. My art is 

something that I’m really enjoying. Working with colour and 

a different medium is really refreshing and takes me back to 

my Art College days. I’ve had concepts in my head for a long 

time that I want to explore and flesh out. After so many 

years working for GW, I’m now enjoying having the time to 

explore my own ideas and just have some fun with it all! It 

will be very much a part-time thing as I’m also enjoying life 

in general with family and friends… a good balance of both I 

think!  
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Treeman (in progress shot). Copyright: Trish Carden. 
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Treeman (in progress shot). Copyright: Trish Carden. 

As far as art influences and interests go, it’s a wide range 

that includes a lot of old GW buddies. John Wigley, Paul 

Bonner, John Blanche, Mark Gibbons, Adrian Smith, all are 

artists I admire greatly. In the wider world, I’m a huge fan of 

Iris Compiet, Stephanie Law, Natee Himmapaan, John 
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Sibick, Brian Froud, Arthur Rackham, Allen Williams, Patrick 

Woodroffe, John Howe, and many more. There are so many 

talented artists out there with many different styles, and 

nowadays there are so many places to see the art and 

appreciate it. Then, of course, there are the Pre-

Raphaelites, one of my first loves, alongside native art from 

many cultures. One look at my many bookcases would see a 

vast, eclectic mix of people and styles! 

 

“These are homemade knives and saw blades that I use to cut up sculpts. 
They’re made from pieces of razor blade, glued into old paint brushes or 
aluminium tubes. The saw blade is made from taking a scalpel and hitting 
along the sharp edge of the razor blade to form tiny teeth… it works really 
well.” Copyright: Trish Carden. 

 

Tools of the trade. Copyright: Trish Carden. 
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Treeman. Copyright: Trish Carden. 

I do sell some prints and originals in my Facebook shop at 

the moment, and now I’ve set up a RedBubble shop where 

my art is available on lots of different items. I will probably 

just sell originals in my Facebook shop at some point in the 

future, though, to keep things simple for me and leave 

more time for the actual art of creating!  
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As far as the future goes, I’m going to keep painting things 

that inspire and appeal to me, mostly watercolours and 

mixed media but also a few digital paintings. The subjects I 

enjoy are pretty obvious from the sculpts I’ve done over the 

years, particularly with Forgeworld, so there will definitely 

be more like that! 

 

Trish Carden artwork. Copyright: Trish Carden. 

Due for release in summer 2022, Trish’s ‘Footsore 

miniatures’ are ideal for your games of Shadows of Centralis, 

with her Treeman perfect for Armies of Elves, and Minotaur a 

superb model for Armies of Fiends. Trish also has a selection 

of humanoid beastly creations that she is working on, 

something that will appeal to Shadows of Centralis players 

who take armies of Fiends to the tabletop. 

Footsore Miniatures and Games 

Website: www.footsoreminiatures.co.uk 

http://www.footsoreminiatures.co.uk/
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Artwork by Trish Carden. Copyright: Trish Carden. 

Trish Carden Miniatures and Design 
 
Facebook: www.facebook.com/TrishCardenminiaturesanddesign 
RedBubble: CreatureTrish.redbubble.com 
Instagram: www.instagram.com/monstergirl_trish 

http://www.instagram.com/monstergirl_trish
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WARGAMES ATLANTIC: HEAD HONCHO HUDSON 

ADAMS 

Founded by Hudson Adams, since launching in 2019, spread 
across their twelve different ranges, Wargames Atlantic have 
produced thirty-one different sets of hard plastic 28mm 
miniatures. Working with both seasoned professionals as 
well as up-and-coming figure designers, coupled with the use 
of innovative design and manufacturing technology, 
Wargames Atlantic’s models are superbly detailed. With the 
versatility offered by their plastic kits providing countless 
conversion options, as well as many of their ranges ideal 
without modifications, the miniatures provided by Wargames 
Atlantic are perfect for games of Shadows of Centralis. 
 
Hudson Adams: We're a relatively new company and our 
first two hard plastic sets were released in June of 2019 - 
the ‘Death Fields’ (sci-fi) Raumjäger Infantry and the ‘Classic 
Fantasy’ Skeleton Warriors. I had always loved hard plastic 
sets since Perry Miniatures and Warlord Games, and before 
them Games Workshop had made them the sort of gold 
standard for 28mm models. But looking around at the other 
companies it seemed like it took a long time between new 
sets, and there were really a lot of things that weren't being 
done in plastic. Wargames Atlantic was created with the 
idea that we could fill in some of the gaps and also start 
whole new ranges, all of which would be in hard plastic.  
 
Going into it, I knew that creating plastic models was very 
expensive and the sets would need to appeal to a large 
number of people. To be safe, I wanted to pick some 
winning topics and also release sets in different genres and 
historical periods so we could reach more people. Especially 
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since wargaming is a niche hobby with lots of little niches 
inside it. To that end, I decided to start with one fantasy 
and one sci-fi set as all the research seemed to show those 
had the potential of being bigger sellers and thus a safer bet 
for a new company. We had also had a sci-fi setting in mind 
and wanted to move toward having enough sets that at 
some point we could build a game around them. This is our 
‘Death Fields’ range which is built around the idea that 
aliens have been coming to Earth for millennia to kidnap 
the best human warriors. These warriors are then formed 
into teams that fight, die, and are resurrected with alien 
technology to fight again all for the amusement of blood 
sports fans across the galaxy. The first team we created was 
the Raumjäger, which were German Fallschirmjager from 
WWII abducted from the bocage of France. The second 
team are Les Grognards, which combines a variety of French 
nationals (from Napoleon's Guard, WWI, and the French 
Foreign Legion).  
 
‘Classic Fantasy’ is just what it says on the tin, a range that 
covers iconic fantasy races. We started with Greek-themed 
Skeleton Warriors and followed those up with Halflings. 
These aren't your silly, pot-bellied, rolling pin-wielding 
types but a gritty, battle-hardened militia that fights off the 
very real and very dangerous threats to their homeland - 
the undead, goblins, trolls, giant spiders, bad humans, and 
the occasional dragon. We will continue to release sets for 
the ‘Classic Fantasy’ range on a regular basis with a long, 
long list of topics that should appeal to both D&D players 
and fantasy wargamers. 
 
For historicals, we've started up with one set in each of four 
ranges, and this is where it gets a little different from what 
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others are doing. Unlike other plastic model companies, we 
have a blank slate and at the same time those companies 
have a lot of existing ranges that typically only cover the 
core troops with a lot of gaps. As we are starting out, we 
are going to start filling some of those gaps and establishing 
ranges that will then have additional sets added on a 
regular basis. We've also identified several periods that 
have nothing in hard plastic and that we think deserve it!  
 

 

‘Boxers’. Copyright: Wargames Atlantic. 
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Wargames Atlantic are an unashamedly ambitious company 
who already boast twelve different ranges of models, 
something which is set to be further expanded moving 
forward. One needs only to view the company’s release 
schedule for evidence of their prolific creativity and future 
plans; among the many new sets in the pipeline are 
Conquistador Cavalry, Early 20th Century Japanese, and 
Classic Fantasy Trolls. Hudson detailed a little about some of 
the ranges, and described the design and manufacturing 
process involved in producing Wargames Atlantic’s 
miniatures. 
 
 

 
‘Afghan Tribal Cavalry’. Copyright: Wargames Atlantic. 
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Collection of Wargames Atlantic boxed sets. Copyright: Wargames Atlantic. 

Hudson Adams: ‘First Empires: From the Rise of Akkadia to 
the Fall of Alexander’ - this range will cover a wide swath of 
time starting with the first civilizations of the eastern 
Mediterranean through to the conquests of Alexander. Our 
first set for the range are Achaemenid Persians.  
 
‘Blood Oaths: After Rome Falls Who Will Conquer?’ - our 
Dark Age range covering from the fall of the Western 
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Roman Empire through to the early Medieval period. The 
first set for this range is Dark Age Irish.  
‘Imperial Conquests: Battles in the Age of Empire 1815-
1914’ - we will focus at first on the late 1800’s and have 
started with Afghans then Boxers.  

 
‘Boxers’. Copyright: Wargames Atlantic. 

‘The Great War: The War to End All Wars 1914-1918’ – no-
one has tackled WWI in 28mm hard plastic, so this is a real 
leap of faith. Our first set is Late War Germans (1916-1918) 
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and if those are a success, we will do more for Late War, 
starting with French. If those then are successful, we will go 
to the other fronts and/or push backward to Early War 
sets.  
 
The plan is to add to each of these ranges on a regular basis 
going forward while introducing others. The hope is 
that Wargames Atlantic is a going concern for many, many 
years and each range becomes comprehensive over time. 
We hope to be innovative and a little surprising in our 
releases while providing wargamers with some great new 
models for their armies or skirmish gaming or just to paint 
up and enjoy! 
 
Regarding how we make the figures, we work with a 
number of sculptors, both established pros and up-and-
comers. Designing for plastics can be a bit of a challenge as 
there is more to take into account than just how the model 
looks. Metal injection tools are quite unforgiving when it 
comes to even the slightest undercut and even when it 
comes to the angle of the parts inside the mould, so each 
piece, whether it’s a full body or a tiny grenade, has to be 
run through a variety of software to get them just right.  
 
Typically, we will start by identifying a topic, doing loads 
and loads of research to make sure we're getting it right in 
the case of historical sets, then creating a comprehensive 
sculpting brief that covers each part and provides 
references for the sculptors. Then there is a back-and-forth 
with the sculptor that typically includes a number of 3D 
prints to check sizing, part fit, and just the overall look of 
the models. Once we are happy with them, the files go to 
the factory where they do their magic to take digital files 
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and turn them into a metal injection mould. This involves 
not only preparing each file, but also doing a layout of what 
the final sprue will look like. Many times we find that we 
either can't fit certain parts or have some extra room to add 
parts, and we'll then have to make some decisions or go 
back and have the sculptor add to the set. This can be a bit 
tricky, and we always agonize over these choices. Hopefully, 
as we do more of these sets, each will get a little bit better 
than the last.  
 

 
In progress design shot. Copyright: Wargames Atlantic. 
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We’ve also launched an Outsource arm to help others 
navigate the challenges of plastic production. The first folks 
we helped out were RGD Gaming, which did Faun and 
Centaur sets. We’re working with a couple other 
companies, too. We really strive to create plastic kits that 
give you 1. a lot of value 2. cover as much as possible for 
the given topic, whether that means extra heads or weapon 
choices to help the set cover more ground and 3. try to 
design the figures to make assembly and painting a joy.  
 
With their model kits providing a plethora of creative 
choices, to date, spread across their twelve ranges, 
Wargames Atlantic have produced thirty-one different sets of 
hard plastic 28mm miniatures.  
Details of upcoming releases can be found on the release 
schedule section of the Wargames Atlantic website, 
www.wargamesatlantic.com/pages/release-schedule 
 
 
 
 

 
‘German Infantry (1916-1918)’. Copyright: Wargames Atlantic. 

http://www.wargamesatlantic.com/pages/release-schedule
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Collection of Wargames Atlantic boxed sets. Copyright: Wargames Atlantic. 
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Death Fields: 6 sets 

• Raumjäger Infantry 

• Les Grognards 

• Einherjar 

• Les Grognards Command and Heavy Support 

• Cannon Fodder 

• Bulldogs 

Classic Fantasy: 6 sets 

• Skeleton Infantry 

• Halfling Militia 

• Giant Spiders 

• Lizardmen 

• Goblin Warband 

First Empires: 1 set 

• Persian Infantry 

Decline and Fall: 2 sets 

• Late Roman Legionaries (1): Lorica Hamata 

• Goth Warriors 

Blood Oaths: 1 set 

• Dark Age Irish Warriors 

Renaissance: 2 sets 

• Conquistadors 

• Aztec Warriors 



 
69 

Napoleon’s Wars: 2 sets 

• British Riflemen 

• Prussian Reserve (1813-1815) 

Imperial Conquests: 2 sets 

• Afghan Warriors 

• Boxers 

Great War: 2 sets 

• German Infantry (1916-1918) 

• French Infantry (1916-1940) 

World Ablaze: 3 sets 

• Partisans (1) French Resistance 

• Panzer Lehr Division 

• Italian Infantry 

Iron Core: 2 sets 

• Eisenkern Stormtroopers 

• Eisenkern Panzerjäger 

General Accoutrements: 2 sets 

• 25mm Dual Use Bases 

• Horses 

Wargames Atlantic 
 
Website: www.wargamesatlantic.com 
Facebook: www.facebook.com/wargamesatlantic 
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Adding to their already bulging collections, Lucid Eye 

Publications have just launched a brand-new range of metal 

miniatures; ‘Rome: And The Wars Of The Middle Sea’. 

Possessing the Lucid Eye hallmarks of superb detail and 

exquisite character, this new range provides both collectors 

and historical wargames alike a wonderful selection of 28mm 

metal models. Stemming from sculptor and company co-

owner Steve Saleh’s enthusiasm for this period, the range is 

set to be greatly expanded over the coming months. There is 

also talk of other historical periods being looked at, too… 

Steve Saleh: There’s lots more to come! I’ve always had a 

deep affinity for the period and, in some ways, avoided it 

until I felt I could devote the time it deserves. Now that it's 

in production, it’s benefitting from a long gestation period 

in my head. All things being subject to modification, of 

course, but I see a complete treatment of the whole of the 

Classical period presented in a rational format sympathetic 

to existing rulesets… We want to cover every subject, time, 

and place! This is why we initially set up Lucid Eye. When 

something new and interesting comes along we get excited 

all over again. 
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‘Cornicen and Standards’ (top) and ‘Triarius III’ (bottom). Copyright: Lucid 
Eye Publications. 
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‘Triarius I’ (top) and ‘Velite II’ (bottom) . Copyright: Lucid Eye Publications. 
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Out now, available from Lucid Eye Publications, ‘Rome: And 

The Wars Of The Middle Sea’ blisters… 

https://www.lucideyepublications.com/new-releases  

• Roman Consuls 

• Cornicen and Standards 

• Velite 3 

• Velite 2 

• Triarius 4 

• Triarius 3 

• Hastatus 6 

• Hastatus 5 

• Phalangite Mid Pike 1 

• Phalangite Mid Pike 2 

• Phalangite Low Pike 2 

• Phalangite Low Pike 1 

• Phalangite High Pike 2  

• Velite 1 

• Phalangite High Pike 1 

• Hastatus 4 

• Hastatus 3 

• Triarius 2 

• Princeps 2 

• Triarius 1 

• Princeps 1 

• Hastatus 2 

• Hastatus 1 

 

 

https://www.lucideyepublications.com/new-releases
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HORROR FIENDS: H.P. LOVECRAFT 

Taking inspiration from the likes of Edgar Allan Poe, Lord 

Dunsany, Arthur Machen, and Algernon Blackwood, amongst 

others, while developing his own style of writing and shaping 

further his ideas, H.P. Lovecraft fashioned his own mythos of 

which many of his stories were born. Later referred to as an 

author of ‘weird fiction’, a cornerstone of Lovecraft’s writing 

is the theme of cosmicism. Linking alien and supernatural 

aspects, it is this theme, the idea of human life serving as no 

more than a superficial layer atop a vast, monstrous, and 

seemingly unfathomable reality, which sees Lovecraft 

prompt the reader to contemplate human existence on 

galactic and cosmic levels. Further emphasis on man’s 

insignificance and inability to prosper beyond the most 

material nature is evidenced in Lovecraft’s descriptions of 

declining human civilisations. Transcending physical, as well 

as typical mental, restrictions, dreams and their transportive 

paths to other realms play an important part of the writer’s 

work, too. 

Using insular landscapes and often exploiting one’s fear of 

the unknown, in addition to pointing to the relative fragility 

of mankind both physically and mentally, Lovecraft’s writings 

tend to be viscerally textured and cultivate feelings of dread. 

To read Lovecraft is to enter a world in which horror is far 

more nuanced and blended with a growing sense of menace. 

Primarily using pulp magazines such as Argosy, Weird Tales 

and Astounding Stories, and their respective editor’s 

associated circles as a vehicle for publishing his own short 

stories, aside from the cult following this garnered him, 
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writer H.P. Lovecraft was generally underappreciated as an 

author of horror and teller of fantastical tales during his 

lifetime. Indeed, within many literary circles, pulp 

publications and stories falling into fantasy or science fiction 

genres were snobbishly considered with much derision. 

However, some decades following his premature death in 

1937 (a victim of intestinal cancer, he died aged forty-six) a 

wider appreciation of Lovecraft began to unfold, and the 

American author is now widely considered one of the 20th 

century’s most important writers of horror fiction. 

 

‘Pickman’s Model’ by H.P. Lovecraft, taken from ‘Weird Tales’, October 
1927. Illustration by Hugh Rankin. 

Born into a family of comfortable wealth in Providence, 

Rhode Island on August 20, 1890, Lovecraft’s early life was 
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one of wealth and material abundance. Such a luxurious life 

was not to last, though, as his father was deemed mentally 

unbalanced and institutionalised when Lovecraft was still an 

infant. Committed to Butler Hospital, his father never 

returned to the family home, and died five years later. 

Throughout his life, Lovecraft played down the reasons 

behind his father’s mental struggles, typically pointing 

towards sleeping issues and exhaustion from overworking, 

and avoiding mention of more probable neuropsychological 

issues, which possibly held syphilitic roots. 

 

‘The Curse of Yig’ by Zealia Bishop and H.P. Lovecraft, taken from ‘Weird 
Tales’, November 1929. Illustration by Hugh Rankin. 
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During his teenage years, a time in which he began to focus 

in earnest his efforts in writing (some of his essays were used 

by the United Amateur Press Association), Lovecraft began to 

suffer bouts of crippling headaches and insomnia, as well as 

various nervous conditions which punctuated his time at 

school. There have been reports that some of his behaviours 

resembled symptoms of the neurological disorder St Vitus' 

dance, a condition of which artist Andy Warhol suffered as a 

youth. Much conjecture can be applied to the true cause of 

Lovecraft’s mental struggles, though it would be fair to 

attribute some level of depression.  

Social awkwardness coupled with a struggle to find common 

ground with his peers, Lovecraft found himself more and 

more settled in his own company. Reclusive and introverted, 

Lovecraft often sealed himself in his bedroom. With heavy 

curtains drawn, and the outside world excluded, he spent his 

hours writing or reading. In addition to his literary zeal, other 

interests for a young Lovecraft included astronomy, biology, 

and chemistry. Such was his enthusiasm for astronomy, 

Lovecraft was a regular visitor to the nearby Ladd 

Observatory, and he penned a number of articles for local 

newspapers. 

Meanwhile, the affluent lifestyle Lovecraft had once enjoyed 

was now fast eroding, in no small part due to the death of his 

grandfather some years earlier, and the family’s subsequent 

inability to turn the financial tide. Though practical difficulties 

weighed on his mind, Lovecraft continued with his writing. 

Notable Lovecraft works of this time include the short stories 

The Beast in the Cave, The Alchemist, The Tomb, Dagon, and 

Beyond the Wall of Sleep. 
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Pencil drawing of Pickman’s Model by H.P. Lovecraft, 1934. 
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‘The Colour of Space’ by H.P. Lovecraft, taken from ‘Amazing Stories’, 
September 1927.  
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‘Weird Tales’, December 1936. Cover artwork by J. Allen St. John. 
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‘Weird Tales’, January 1942. 
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Pencil drawing of Cthulhu by H.P. Lovecraft, 1934. 
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First published in the November 1916 issue of United Amateur, one 

of Lovecraft’s first stories, The Alchemist, served as inspiration for 

the rock group Blue Oyster Cult’s 2020 song of the same title. It was 

not the first time the band had looked to the works of Lovecraft. 

Music producer, poet, songwriter, and long-time Blue Oyster Cult 

collaborator, Sandy Pearlman’s appreciation for Lovecraft was a 

key component in the band’s 1988 album Imaginos. 

Among the many other musicians Lovecraft inspired, notable 

mentions include founding member of The Cramps, Beast, and The 

Dials, guitarist Bryan Gregory. Others creatively fuelled by 

Lovecraft’s works include Black Sabbath (evident in their 1970’s 

song Beyond the Wall of Sleep), as well as the 1960’s band H.P. 

Lovecraft, who named themselves after the American writer. 

Soon after his mother followed his father, and was also 

institutionalised, entering into a stay at the same Butler 

Hospital, in the early-1920’s Lovecraft met Sonia Greene. A  

business-savvy milliner, Sonia was also a keen amateur writer 

of fiction, as well as an active supporter of pulp magazine 

production. Sharing an interest in supernatural fiction and 

horror stories, the two soon struck up a friendship which 

developed into a romantic relationship, and the couple 

married in 1924. During this time, Lovecraft wrote what is 

widely considered to be the first story of the Cthulhu Mythos 

(a term created by writer and friend of Lovecraft, August 

Derleth, following Lovecraft’s death), The Nameless City, 

inspired by Lord Dunsany. 

First published as ‘The Invisible Monster’ in the November 1923 

issue of Weird Tales, ‘The Horror at Martin’s Beach’ is a short story 

penned by H.P. Lovecraft and Sonia Greene. 
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Now married, Lovecraft resided in New York, as he moved 

into his wife’s Brooklyn home. As Greene’s business affairs 

began to suffer, resulting in her closing her hat store, with 

Lovecraft unable to secure regular employment, she worked 

a demanding schedule to support them both. Often away 

from Lovecraft for prolonged periods of time, travelling for 

her work, Greene later become ill. With the relationship 

having been under strain for some time, Lovecraft and 

Greene parted. With no ill feelings on either side, the couple 

later agreed to divorce.  

Lovecraft returned to Providence, Rhode Island, first living 

with his aunts at their home in Barnes Street, before setting 

up home on his own at an address on Prospect Street. It was 

during this time, which would turn out to be his final years, 

that Lovecraft penned what would later be considered some 

of his most significant works, including The Call of Cthulhu, 

The Case of Charles Dexter Ward, and The Shadow Over 

Innsmouth.  

“I am essentially a recluse who will have very little to do with people 

wherever he may be. I think that most people only make me 

nervous - that only by accident, and in extremely small quantities, 

would I ever be likely to come across people who wouldn’t.” H.P. 

Lovecraft, 1926. 

Having an aversion to doctors, Lovecraft avoided seeking 

medical advice during a time of sustained illness, as a result 

by the time he sought professional treatment his cancer was 

at an advanced stage. He was hospitalised, and died soon 

afterwards. Published in the December 1936 issue of Weird 
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Tales, The Haunter of the Dark is believed to be Lovecraft’s 

final work. 

Though during his lifetime Lovecraft failed to gain recognition  

beyond a cult following, the legacy he left behind has 

inspired many notable writers of horror and supernatural 

fiction, including Stephen King and Alan Moore. Further to 

this, Lovecraft’s writings have served as key inspiration for a 

range of tabletop and video games, including the Shadows of 

Centralis character R’lyeh, Acolyte of Rooth. His influence has 

also served as a fundamental component in both the world 

of music and television.  

 

‘The Call of Cthulhu’ by H.P. Lovecraft, taken from ‘Weird Tales’, February 
1928. Illustration by Hugh Rankin. 
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In addition to his hundreds of fantastical stories and poems, 

Lovecraft also penned a number of scientific and 

philosophical papers, as well as many and much varied 

miscellaneous articles. A voracious writer of letters, who 

wrote such messages with a fluid conversational pace to the 

likes of Robert E. Howard, Robert Bloch, Samuel Loveman, 

Henry Kuttner, and August Derleth, it is believed Lovecraft 

wrote up to one hundred thousand pieces of correspondence 

during his lifetime. Such is the extent of his works, we look 

forward to featuring Lovecraft again in future issues of 

Shadows of Centralis Monthly Magazine.

 

‘Beyond the Wall of Sleep’ by H.P. Lovecraft, taken from ‘Weird Tales’, 
March 1938. Illustration by Virgil Finlay. 
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ARMY FOCUS: THE DAMNED 

Led by a Harbinger of Damnation, worshippers of the 

vengeful and embittered god T’Zor, the Damned are a legion 

of tortured and shunned souls. Disfigured carriers of a 

multitude of plagues and diseases, backed by scores of 

mutants, all bearing extra limbs and toughened hides, as well 

as horns and parodical wings, an army of the Damned is a 

sickly but determined force. 

A player considering fielding a force of the Damned has many 

strange and unusual creatures to choose from. The General 

unit of the army comes in the form of a Harbinger of 

Damnation, a blessed supernatural being who can be taken 

on foot or mounted on a giant rat. With a Hand-to-Hand 

Combat (H-t-H) value of 4+, Confidence (C) value of 3+, 

Wounds (W) value of 4 (5 is mounted), as well as possessing 

the Telepathy, Poison and Regenerate special rules, a 

Damned general is solid leader. 

With the option of taking up to two Champions units, a 

Damned player has access to a Key of Damnation on foot or 

mounted upon a giant rat, as well as Damned Demon. While 

Keys of Damnation benefit from the Poison special rule (and 
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also have the option of taking the Battle Standard special 

rule for an additional +5 Victory Points (VP)), a Damned 

Demon has the Inspiring and Fly special rules. 

Magic Users units for the Damned come in the form of 

Damned Warlocks. As with a Harbinger of Damnation and 

Keys of Damnation, a Damned Warlock can be on foot or 

fielded atop a giant rat. In addition to this, a Damned 

Warlock can also be taken with a Spiritual Retinue. Though 

unable to take more than one Magic Users unit, with a Magic 

(M) value of 5+, along with the Time Travel, Time Travel 

Master and Familiar special rules (and, if taken with Spiritual 

Retinue, the Follow The Leader and Look Out special rules as 

well), a Damned Warlock provides the magical edge to a 

Damned army.
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When it comes to Foot Troops units, the standard foot 

soldier comes in the form of Diseased and Mutants. With a 

Hand-to-Hand Combat (H-t-H) of just 8+, Diseased units are 

subpar fighters, though if they do manage to inflict damage 

on an enemy unit, they have the advantage of the Poison 

special rule. Meanwhile, Mutants, though holding values of 

only 8+ for both Hand-to-Hand Combat (H-t-H) and Shooting 

(S), with 2 Attacks (A) in each, with a little luck in dice rolls, 

can pack a punch. Armed with knives and slings (which have 

a maximum range of 20” and cause a -1 modifier to D10 

Durability Test rolls), Damned Slingers are useful missile 

units. 

Not known for the cavalry usage, available in blocks of 5, 

Mutant Riders are the Mounted Troops choice for the 

Damned. With 3 Attacks (A) in Hand-to-Hand Combat, and 2 

in Shooting, Mutant Riders can often surprise an enemy with 

their combat prowess.  

Making up the Monsters units (of which up to two units can 

be taken) for the much persecuted Damned are Trolls 

(complete with their Poison, Stench, Regenerate and Large 

Target special rules) and the Gigantic Hallucigenia (which 

holds the Regenerate, Poison and Large Target special rules). 

Trolls are solid, no-nonsense fighters, while the Gigantic 

Hallucigenia is an ‘all or nothing’ option; a Gigantic 

Hallucigenia makes one Special Attack per round of Hand-to-

Hand Combat. If the Damned player makes a successful D10 

Hand-to-Hand Combat roll, then the Gigantic Hallucigenia 

inflicts 5 Hits on the enemy unit. D10 Durability Tests 

allowed. 
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Much like their cavalry considerations, the Damned are not 

known for their war machines; Machines of War units (of 

which a Damned army can field up to two)  for the Damned 

include Damned Giant Rat Chariots (which have the Large 

Target special rule) and Damned Ballistae (carrying the 

Poison special rule). 

 

Diehard Miniatures produce a number of miniatures, both of 

the fantasy and science fiction genres, which are perfect for 

Damned armies. Lucid Eye Publications, with their ‘Blades 

and Souls’ and ‘Red Book of the Elf King’ ranges in particular 

are another company that can be called upon when 

constructing an army of the Damned. Particularly with 

Mutants in mind, Goblinmaster Limited have some wonderful 

models within their Orrible Oddities collection. Meanwhile, 

for those who enjoy converting models, the Damned are a 

perfect choice; a blend of Gripping Beast, Mantic, Warlord 

Games and Wargames Atlantic plastic kits can result in some 

wonderful Damned creations. 
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Further information on the T’Zor-following Damned, as well 

as the complete Damned Army List, can be found in the 

Shadows of Centralis book, which is available for purchase via 

Amazon, Gripping Beast Ltd, Diehard Miniatures, and Lucid 

Eye Publications. 

 

 

 

 

 

 

Shadows of Centralis, out now! 
 
Amazon: www.amazon.co.uk/dp/B09W5FTJYL 
Gripping Beast Ltd:  www.grippingbeast.co.uk 
Diehard Miniatures: www. diehardminiatures.com 
Lucid Eye Publications: www.lucideyepublications.com 
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T’ZOR (God of the Damned) 

“He is us. We are Him. Our vengeance is boundless.” Taken from 

‘The Book of T’Zor’ by Master Scribe and Chief Advisor to the Court 

of the Damned, Rupert the Repulsive. 

xisting in a bleak underworld of stygian darkness, with 

its cruel seas and beetling mountains, T’Zor is a 

manifestation of tortured and shunned souls from 

across time and universes. With wild eyes and a maniacal 

grin, T’Zor’s face is one contorted with menace, whilst from 

his sinewy body protrude large, arching, leathery wings. 

Filled with bitterness and rage, and caring only for his 

‘children,’ the Damned, the tenebrous T’Zor plots the 

destruction of all those he judges to have persecuted his 

followers. 

In a state of perpetual change, T’Zor’s kingdom moves back 

and forth between corporeal and incorporeal. Regardless of 

physical state or dimension, T’Zor listens intently for the 

voices of the those suffering on the Orb, and none are 

ignored. Travelling through space and time with his legion of 

otherworldly servants, T’Zor is praised as the hero of the 

forgotten and downtrodden, the saviour of the persecuted. 

T’Zor welcomes many eschewed creatures into his circle, 

though such is their often judgemental and arrogant attitude, 

humans make up the majority of the Orb’s Damned. 

Beatifically welcoming into his flock those tormented with 

physical and mental misfortunes, T’Zor is a generous god 

who lavishes gifts on his followers in the form of anatomical 

advancements, such as extra limbs, wings, horns, and 

toughened scaled skin.   

E 
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SHADOWS OF CENTRALIS: WEBSITE 

From sample Army Lists to downloadable Magic Cards and 

counters, the official Shadows of Centralis website is 

regularly updated with special features which can be used to 

further enhance your games of Shadows of Centralis. Here 

you will also find further background information on each of 

the game’s armies, as well as the other inhabitants of the 

Orb. Visitors will also find reviews, hobby workshops, and 

exclusive interviews with a number of personalities from the 

wargaming world. Bringing together likeminded enthusiasts, 

and offering a platform for their Shadows of Centralis 

projects, the website also provides links to the game’s online 

community.  

Visit: www.shadowsofcentralis.com 

 

‘Shieldmaiden Warlord’. Copyright: Gripping Beast Ltd. 
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MODEL MANUFACTURERS 

Shadows of Centralis can be played with models from any 
manufacturer, below is a list of some of our favourites. 

Diehard Miniatures 
 
Website: www.diehardminiatures.com 
Facebook: www.facebook.com/DiehardMiniatures 

Gripping Beast Ltd 

Website: www.grippingbeast.co.uk 
Facebook: www.facebook.com/Gripping-Beast-196181460427546  

 
Warlord Games 

Website: www.warlordgames.com 
Facebook: www.facebook.com/warlordgames 

Wargames Foundry 

Website: www.wargamesfoundry.com 
Facebook: www.facebook.com/WargamesFoundry 
 
Warmonger Miniatures 
 
Website: www.warmongerminiatures.com 
Facebook: www.facebook.com/warmongerminiatures 
 
Goblinmaster Limited 
 
Website: www.goblinmaster.online 
Facebook: www.facebook.com/goblinmasterlimited 

  

http://www.grippingbeast.co.uk/
http://www.facebook.com/Gripping-Beast-196181460427546
http://www.warlordgames.com/
http://www.facebook.com/warlordgames
http://www.wargamesfoundry.com/
http://www.facebook.com/WargamesFoundry
http://www.warmongerminiatures.com/
http://www.facebook.com/warmongerminiatures
http://www.goblinmaster.online/
http://www.facebook.com/goblinmasterlimited
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Lucid Eye Publications 

Website: www.lucideyepublications.com 
Facebook: www.facebook.com/LucidEyePublications 

Mantic 

Website: www.manticgames.com 
Facebook: www.facebook.com/manticgames 

 
Wargames Atlantic 

Website: www.wargamesatlantic.com 
Facebook: www.facebook.com/wargamesatlantic 
 
North Star Military Figures 
 
Website: www.northstarfigures.com 
Facebook: www.facebook.com/northstarmilitaryfigures 

 
Hobby craft suppliers 

SylCreate 
SylCreate, the online home of Sylmasta’s model making, resin 

casting, craft, art and restoration products. 

Website: www. sylcreate.com 
Facebook: www.facebook.com/SylCreate 

 

 

 

 

http://www.lucideyepublications.com/
http://www.manticgames.com/
https://wargamesatlantic.com/
http://www.facebook.com/wargamesatlantic
http://www.northstarfigures.com/
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NEXT MONTH… 

 

Shadows of  Centralis: Snapshot of the Gods   

Shadows of Centralis: A Closer Look at Magic   

Army Focus: Dwarfs      

Horror Fiends: Trish Carden     

Model Manufacturers      

Plus, interviews, reviews, hobby articles, and more… 

 

 

 

For more information: 
johnwombat.wordpress.com 
www.shadowsofcentralis.com 

https://johnwombat.wordpress.com/
http://www.shadowsofcentralis.com/

