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The subject of my gallery is the world of Warhammer; a retrospective on how it started, the way it developed, and it's culmination in "The End Times", an event run by Games Workshop in late 2014. Through its 31-year span, Games Workshop created an expansive and detailed world to entice fantasy enthusiasts; now these stories have concluded a reflection on how Warhammer started, the world’s development over time and what influenced the creators seemed appropriate - particularly as this subject matter is rarely displayed in a gallery, often relegated to the tabletop or storefront instead.
Games Workshop has existed as a corporate entity since 1975 (Workshop, 2018), and has evolved significantly from its humble beginnings of selling homemade wooden games in London (Baxter, 2006). Finding success in distributing the popular fantasy game Dungeons and Dragons (Litorco, 2016), the company went on to develop their own gaming systems, starting what would come to be known as "Warhammer Fantasy Battle", along with sister settings "Warhammer 40000" and "The Lord of the Rings". 
The pieces I have chosen to exhibit follow a general theme of what Warhammer Fantasy was - and how it grew. The most obvious evolution can be seen is in the artwork - both promotional illustrative work, and in the quality and detail of the miniatures themselves. With 30 years of continuous production, it would only be natural to see some development and refinement over time - and that is what I aimed to celebrate in this exhibit.
The first two works an audience is intended to note upon entering the gallery space are the works whose impact can be noted throughout the Warhammer Fantasy setting - specifically, Tolkien's Lord of the Rings and Moorcock's Elric of Melinborne. Lord of the Rings casts a wide shadow over fantasy literature and popular culture (Baird, 2018) and Warhammer Fantasy Battle is no different; the social dynamics of haughty elves, stubborn dwarves and ignorant humans, and their interplay between them. 
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Moorcock's work is equally, if not more influential in the creation of the Warhammer World. Elric of Melinborne chronicled the adventures of albino antihero Elric, from which Games Workshop adopted several thematic elements detailed in his work, as (Blake, Moorcock and Kaplan, 2004) puts it, “the world exists in flux between law and chaos; between order and entropy”. Others (S, 2011) have noted these very apparent similarities between Moorcock’s world and that of Warhammer – going so far as to highlight the identical iconography displayed in both
. [image: Weird of the white wolf daw 1977.jpg]
Placing these at the entrance to the exhibit is intended to prepare the audience for what is to come; also, to reflect the foundations on which the stories were developed. Choosing more "dated" versions of the Lord of the Rings book covers is to illustrate what was current at the time Games Workshop began their setting, and in contrast to the more modern Peter Jackson iteration that a younger audience might be more familiar with. 
Opposite these two pieces are two contrasting pieces of art - which are the first ever Warhammer “punk fantasy” (John Blanche, 2004) illustration produced by artist John Blanche for the new system, Warhammer. As (Scott, 2015) details, this was “where it all began”, Games Workshop’s first foray into creating what would become the world of Warhammer celebrated in this exhibition.  
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Adjacent to this early work is a much more recent product to have been released in partnership with Games Workshop. The video game Total War: Warhammer, establishes that both the mechanical gameplay, and perhaps more importantly, the thematic story and art style translate near seamlessly into different media (Starkey. Daniel, 2016), and highlight the fact that Warhammer as a setting has withstood the test of time these last thirty years. The placement opposite the pieces influential to the company is to exemplify the difference between what came before, and what Games Workshop would eventually grow into themselves. Similarly, in placing these pieces next to one another, the audience can clearly see a dramatic shift in artistic quality and tone between them; reflective change from the “sharp , angular characters” (John Blanche, 2004) in style from 1983 that the property would be known by into a more sleek and refined style of the modern day. 
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The final piece in the main exhibit is tangentially related to the Warhammer Fantasy setting. Released shortly after (1987), Warhammer 40000 takes place in the "grim and distant future" in contrast to Warhammer Fantasy's more grounded setting in alternate history Earth. Despite this difference, the two settings do follow a very similar blueprint to one another – as (Duffy, 2015) recounts, “human civilization had expanded across the galaxy, Elves became Eldar… orcs become Space Orks… and Squats were a future take on Dwarves”. In putting this in the same space as the chiefly fantasy inspired works, a viewer is lead to question what caused the bigger changes between settings. 
The piece takes heavily biblical elements into itself – it is even called "The Horus Heresy” and depicts the betrayal of the deific "Emperor" by his favourite son, Horus. Co-founder Priestly has said in interview is just a parody of the fall of Lucifer as described by Milton and that other elements used in Fantasy are definite influences on their futuristic setting (Duffy, 2015)
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The final part of the exhibit required its own space to truly demonstrate the point. Unlike the other pieces in this exhibit, this one has some artistic liberties taken; the figure depicted is a character from the Fantasy setting, Nagash, and illustrates the difference in Games Workshop's product over time. Normally speaking, the models are at a small scale; the average human sized model is a maximum of 32mm, with most averaging around 28mm. In the setting of a gallery, this is hardly sufficient - and so instead sculptures to scale of the miniatures would be here, in their place. 
The size and detail of these sculptures would necessitate them having space dedicated to them; placing them in the main hall, while potentially capturing the eye of a passersby, might cause the exhibit to feel "cluttered", and could prove difficult to move around and appreciate fully. By giving these pieces their own space, they are allowed room for people to move around and appreciate the details from multiple angles. 
In putting these two pieces next to one another, the intention is to demonstrate just how sophisticated Games Workshop's sculpting process has become over time; the earlier model produced in the 1990s was received with mixed approval at best (Dracs, 2014), given it's very dated look even for the time. The newer model, benefitting from the knowledge of another 20 years’ experience, showcases some of the best, most impressive work that Games Workshop has produced in recent times. 
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