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ohn Blanche, Games Workshop's

legendary art director, has been the

source of so much of the incredibly
dark and gothic imagery of the
Warhammer worlds. Now, with the
release of the Inquisitor game, his
arcane visions have reached a new level
of inspiration and intricacy. Here for
the first time is a glimpse into the
development of a new game world, with
John's original concepts taken directly
from his infamous sketchbook —
including many ideas that did not make
it into the finished release. This lavish
full-colour book includes an intro-
duction from Inquisitor’s designer, Gav
Thorpe, and annotations from John
himself.
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.\TCI—{ _—ﬂ’ C:\a 6’//0 RE ) liberating. I have been producne skeiches for more than ten years, but usually the

:> I ﬁ/ & KN\O W /\\ . T | concept skeiches, The Gothie & the Eldriteh. | have siaried to pay more attention to
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nquisitor was the first game project I have worked on in whach | w=s re=liv

ﬁ involved with John Blanche at the earliest conceptuzl stage. Rich: From e cutser

we were aiming to do something a bit different 1o what our gzmes had dore Befors
i and to really delve into the nature of heroes and villains in the Warf=mmes 20,000
i -':: universe. When John brought in his first concept sketch. the Impenizl o=t Veieran
& it was clear that even existing archetypes were going to benefit from = thoroush
| going-over. ‘ ._
& [t started with a list of titles — different names like the sroofi=s=lant TeSol=r .
b priest and the sycophantos. I wrote two or three lines fleshins e=c5 of Sese !:EES.
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out, while John started doing sketches and paintings. As I s2w wizt joim wes corc B 8 /.’

the broad concepts were honed down into distinctive characier types 2t =ven S0 e

cific named characters, while some of what I was Writing in the Ingussor s o - © ‘-—%T Lb = ‘D |€ cOUR WOK
duced elements which John built upon in“his art, such as the ides of coems = < ‘ = C

Deathwatch Space Marine rather than the Grey Knight we haC orsmaliy 5e=n k=== : \\\—OﬂPLCﬂ

on.

the fifteen miniatures we had the resources to mzake as 2 main ranse. 2o Seeve =
it wasn't an easy process. Obviously there were key fisures thas simply e 0 52

Priest of some variety, and so on. These were zll figures from the fear of the cosins
imagery of the Imperium and the Warhammer 40,000 s=me The re=l oifficuity came o
in deciding which new characters to introduce 1o the backeroanc since =ll had e —1:9\5-(‘ 5 ;)0#\\ é’ i
merits. In the end, we chose the characters we felt wers Dased wpon The sronessst : e
and most diverse archetypes, mixed with no small zmoun: of person=l Evouniiism
for my part as much inspired by the actual picaures john had procaced =s the tnder-
lying concepts themselves — as you will see in this fine D00k
Of course, perhaps the greatest achievement of Inquisitor w=s 1o cxpiam 2l

Designér of the Inquisitor game
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think thar'whenever one develops a new world, or part of
a bisger world, there is a real opporiunity to try some-
thing new. 1he development of the Inquisitor game allowed
us 1o focus on some aspects of the Warhammer 40,000 universe that had always been
there. but never properly developed —such as the rogue traders and the Adeptus
o Mechanicus. We were also able to introduce characters who were not soldiers, but had
» - their part 10 play 2s denizens of the wider 40K background. | was particularly interest-
- ed in the more medieval and arcane characters like cultists, redemptionists and !
" = = " B amazing new concepts like the arco-flagellant. That particular character’s genesis i /

actually sizriec with Alan Merrent. who produced a wonderful list of provocative titles:
« words like arco-flagellant, "dzemonhost” and ‘chrono-gladiator’. !
THC,’\ 6:\/6 Z/ These served 10 inspite my oni@inal concept drawings; Gav responded to them with iy ’
L;f S H A U_ q more background noses, and = tm | responded 1o those. Beyond that, though, there E '
_/( Was N0 Set patem 10 Cevelopine these characiers — if you define the brief too rigidly, (Y
H\ Mf(.ﬁé . if's easy to lose that mexplicable spark that brings a character to life.

= This freedom zlso extended 10 the deliberaie speed and looseness these sketches.

‘3 = f{O’( Inspired by old punk fznmin=s 2nd the spontancous creativity of action painting and

: expressionism, on s project my methodolosy was to deliberately not be too
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precious. The fresdom 1o Ty 30eas. t2ke them wherever they wanted to go, was

games only feature the finished product. However, inspired by Jes Goodwin's book of

#f L them. In these skeiches you c2n see not just the ideas that made it into the Inquisitor
| C{, < ‘*‘\6 WL game but many more besides that. but for this book, would have been discarded.

é | After John had produced dozens of skeiches we then narrowed dows == 5=ic @ ‘HR—‘_ S HE \p?‘ O/?-[L &

included, such as the various new Inquisitors themselves, he Specs M= = Tech- D \ (, (‘@O bJ \ &q OU



Inquisitors are most powerful individuals in Imperium. They are not necessarily the most\
physically strong or have the most dangerous weapons but no door in the Imperium is

4 closed to an Inquisitor. They can go where théy want/need to in order to route out heresy,
/ blasphemy or traitors. They are able to call on the resources of an entire world if it suits

their purpose. Space Marine Chapters, the Imperial Guard, Sororitas, even Imperial
7 . : - )
| Assassins are all at their beck and call. = e T

/Inquisitors are the left hand of the Emperor, the Adéptus Terra and all that 1.3 dsss;‘.)glfated ‘
with it are his right hand. They are monkish.- They have access o, ani__,aW?l_ene 2
things no other humans have. /2% A s ’ :

_ Imperium is a mighty conglomerate of million
distances. Over the eons an extraordin
great edifice. Because of its size and ¢

s of Worlds spread over unimaginably jarg
ary bureaucracy has evovled to try and manage this

es as long as certain.things are done (eg
ve harsh governments who keep the
be barely governed atall. Some planets are

_ ;othei's may
rutal godless worlds. All owe some

2 . 5
an a dim awareness or collection of
S T ) S sl

psykers dealt with, etc). Some planets may ha
populace under the lash, others may
dominated by the Im:

have little awareness of such things.and be desolate b
allegiance to the Emperor even if this is little more th

7

. i indivi bvert or

‘ a'ncié:rf'lcgends. Amongst all this the opportunity for 1r.1{:hv1dﬁ_al<sj anlgi gr(()rt;pi_sg ;c()) :;nce

i i ite numerous. Sometimes this is through :
work against the Imperium are qui 1 : i il

i varice). Sometimes this is throug .

Sometimes through weakness (greed, a _ . ! =1l
fear the Imperiurr? and what it represents for obvious reasons). Somet}mes this is bec
the heretics and traitors are the pawns of other agencies (eg Chaos, z%hens)._

f poli m. All
Most of the Imperium organisations have some element of poilzce (forcle] ab{'):int:: -
intaini i such as i :
status quo and Imperium law
are concerned with maintaining the : . it
However these organisations are sometimes the reason for'the problem og z:)re[ ;?gerof o
3 1 I iT OW / tand ou
i i f i nto their own. They alone can s
it. It is here that the Inquisitors come 1 : £
other organisations.and pass judgements on them. Thte_\ are Lhe. gl;al‘bil e
imperiu?n offering impartial and acute assessments of guilt and offering s o
5 i ighes cial in il la 1 Earth wou
could not be raised from within. Even the highest official in the palace on il
3 T : 5
fear the attentions of an nqxtor Z
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Solar Priest — Worships the sun as an incarnation of the Emperor or. heretically. worships / -
the sun instead of the Emperor. Astronomer/ Astrologer. :
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&= Repeniia — A member of th
3 &0 a Sister Repentia. They are banned from Holy Ser
ot and may suffer other castigations iB the
enforced fasts and confinement. Often Inquisitors will
re “free-thinking

= Repeniia who may be mo

- than her Sisters.
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implants and bionics, most of them inconseguential except 1o im. & hi-f buff for 20K.

M T TGk
ﬁ Techno-cultist — a technophile, real cyberpunk nutter who just swanis mose and more
Has a flying skull for a walkman!

1 ’ Mechanicus Acolyte — The equivalent of the verger in the Tempies of the Mach 2-God.

( Just starting his career as a Techpriest (not actualiy aliowed fo becalled a Techpriest yet). \
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Slave Runner — Trading in slaves is not against Imperial Law, though it is banned by
some Imperial Commanders. Alien slaves can be more valuable than human slaves t00.
Although the Slave Runner does not care about the misery and abuse heaped upon his

charges, he does want them to stay in the best physical condition for the best price, and so
is well versed in medicinal skills and first aid. <> e e
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Pirato-renegade — Adventure and booty are this character’s goals. If you can pw_\/
he’ll take it. Interesting twist is the Pirato-grafter who steals body parts and organs from
his victims and has them grafied on o his own body-
Desperado — Down-trodden and 2 fagitive. the Desperado will hire his guns and blades to
the highest bidder. No job too small or dirty: back-stabbing, cold-blood killings, patricide
and infanticide. all are missions he’ll take, if the price is right. In fact, his grandmother is
for sale right now at a bargain pnice.
Gunslinger — He's the to beat Flashy, and fast, he wants to carve himself a
reputation across the whele sector as the you face at your peril. Calm, imposing and
deadly accurate, the gunslinger isn't adverse to do a little enforcement work, or doing
good deeds if his overgrown machismo is appealed to.
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Cyber-berserkers
Chrono-Gladiator — Fitted wit
gladiators have pre-set se
battle, so they thirst for bari
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Calculus Logi — A human computer (also known as 2 lexmechanic). very good 2t
calculating trajectories and firing angles. and predicting encmy movemenis.

Hich Srquiy epuipieor oo Bifs due
Cow 0SE Ats IKeT AT Higy SPESD
T Covpled WITH syt MeoTal

Lol M S (o MaKE
N OHeRous comyle calio AT 0w
SivollevecvsLy
e

/
F—

G

TR A e R A

R e Sk Rl 2




TTal TURS & GAMWT - A isidE s

NoBle FA-mMicd — DRkssey

Astropath Astrotelepath, capable of using the warp 0 €0
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irato-renegade — Adventure and booty are this character’s goals. If you can pillage it,

"Il take it. Interesting twist is the Pirato-grafter who steals body parts and organs from
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Arco-Flagellant — The Ecclesiarchy may enlist the services of the Adeptus Mechanicus to
turn a notable Heretic into an Arco-Flagellant. Implanted with frenzy-inducing chemical
dispensers and emotive pattern regulators. the Arce-Flagellant can be turned into a mass
of boiling hatred and anger, his muscles super-charged with adrenal fluids, causing him
(o run amok untli he collapses from exhaustion. * N =2 7 :
- — : ‘ %
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ohn Blanche’s art work has

been a driving force in the

appeal of Games Workshop's
games and miniatures for over
twenty years. He continues to
devote his time to further
developing the dark and gothic
imagery of the world's most

popular tabletop games, hoth in

his own paintings and sketches,
and as the inspirational Art
Director of GW's Design Studio.

av Thorpe works for

Games Workshop in his

capacity as Warhammer
Loremaster, whatever that is.
Something to do with making
stuff up and designing games,
apparently. He has written a
clutch of short stories for
Inferno!, and people constantly
nag him for more novels featur-
ing the Last Chancers to follow
13th Legion and Kill Team. You
may be worried to learn that,
when he is thinking really hard,
he has a tendency to talk to the
mechanical hamster with which
he shares a flat.
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