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As well as being a top 
player and dedicated pipe 
collector, Swedish gentleman 
Jacob Scott has a habit of 
producing some very nice 
looking armies. We originally 
stumbled across him in 2005 
at a tournament in Sweden, 
but he’d been converting, 
painting and winning awards 
for years before that. In issue 
2 of Unseen Lerker, Jacob and 

his Tomb Kings featured in the battle report, and after 
a plethora of eager emails we were sequestered into 
bringing him and his army back for a much closer look.

How long have you played Tomb Kings for? What was it 
that originally drew you to them?

I’ve been playing Tomb Kings since 2007. It was more or less 
a coincidence that I started playing them. A friend gave me a 
large amount of Skeletons, because at the time I was building 
two VC armies! From there is seemed natural to start building 
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Army Showcase:



BATTLE REPORT: 

If you go into the 
woods today…
ISAAC ALEXANDER (EMPIRE) vs CHRIS FITZSIMMONS (WOOD Elves)
Unless you’ve been living under a rock recently 
(metaphorically or otherwise), you’ll no doubt be aware 
that Warhammer 8th edition has just been released to 
the masses.  New toy syndrome has every gamer’s eyes 
a-feverish and their hearts a-hammering; excitement is 
crackling in the air (or is that the sorcery?), and anyone 
who’s anyone is jumping out of their skin to give this 
new game thingy a spin.

So we thought we would!

Using a very complicated selection process (involving 
mystery, names and a hat) two members of the Unseen 
Lerker team were released from their holding cells 
and allowed out into the sunlight to play the game for 
this issue’s battle report. Chris Fitzsimmons was given 
command of the Wood Elf army, since he’s played 
them for so long we’re not sure he knows how to play 
anything else. His opponent on the other hand, the 
infamous Isaac Alexander, was deemed too dim-witted 
to competently command anything short of a bog-
standard Empire army.

2400 points seemed to be a good sized game for our 
capable report-monkeys to play, and should make 
the maths a bit easier when it came to divvying up 
percentages and whatnot. Rolling to see what kind 
of game would be played, the combatants were gifted 
with the final scenario from the new rulebook – The 
Watchtower. (Details can be found opposite.)

Disclaimer: At the time of this report being played the 
promised army-specific FAQ documents have not been released. 
As a result there may be things in the report which may seem 
incorrect in light of the new erratas. Any other mistakes are 
due to pure incompetence from the participants, and all blame 
should be directed at them.



The scenario dictated that the Empire should go Þrst, 
and Bobo launched into his Þrst movement phase with 
an odd sense of glee. The central infantry made it their 
mission to get clear of the forest as soon as possible, 
since it turned out to be the kind of forest that likes to 
eat people. Meanwhile the Knights advanced in unison, 
careful not get overextended from the rest of the line. 
The Empire fast cavalry, meanwhile, had made good use 
of their Vanguard special rule and advanced into position 
to Þre upon the enemy Wild Riders and Alter Noble, 
respectively. Unfortunately for Bobo he completely 
forgot about the rules for the Sinister Statue, which 
turned its bale gaze on the Outriders and killed two of 
their number at the beginning of the turn! 

Magic kicked off with the Empire wizard failing to 
channel despite the aid of the magic circle. The Arch 
LectorÕs re-roll spell was dispelled, but the wizard then 
cast what Bobo called the ÔSuper Mega Fire BallÕ with 
Irresistible Force, inßicting four wounds to the Treekin. 

The Out of Control miscast result then killed Þve of 
the wizardÕs Handgunner bodyguard, but they remain 
fast. Shooting saw both Great Cannons home in on 
the Treeman. With no more range guessing they both 
managed direct hits, but Fitz made both 5+ ward saves! 
A similar story followed elsewhere, with the Pistoliers 
failing to kill the Alter despite him only saving on 6s, 
and the Outriders and Crossbowmen only killing two 
Wild Riders.

Fitz responded in true elf fashion, darting into the 
(Poisoned) woods with the Dryads, advancing up the 
centre with the Treeman and Treekin (who remained 
very careful not to slip on the scree slope), bombing 
the Alter forward, and preparing to open up with his 
archers. At the start of the turn the Sinister Statue once 
again shot laser beams at the Outriders, wiping them 
out and causing Bobo to grumble about old age and 
forgetfulness. FitzÕs magic opened up with the ever 
useful Throne of Vines spell, protecting him against 
future miscasts and boosting the effects of his remaining 
spells. With too few dice to stop it, Bobo let it through. 
This was then followed by a Flesh To Stone spell on the 
nearest Dryads, making them Toughness 8!

Fitz: “You’re a twit.”
Bobo: “Yes. Yes I am.”

Turn 1
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Scenario outline
The Watchtower scenario is fairly simple. There’s a 
watchtower, y’see, and both sides want it. Told you it 
was simple. Unfortunately we didn’t have a watchtower, 
so instead we settled for a small group of low buildings, 
situated deep in a sinister forest… The Empire Arch 
Lector has clearly heard of some religious bauble in the 
village that he wants to get his hands on, and decides to 
seek out the treasure with his faithful posse. The Wood 
Elves, hostile at the best of times, sally forth to repel the 
foul invaders and drive them from their sacred grounds.

* insert blank battlefield map / photo *

The scenario is much like a normal game of 
Warhammer, with the key difference being that the 
only way to win is to control the objective at the end of 
the game, by being inside (or nearest to) the settlement 
when the random game length says “stop!” (which it 
can do from the end of turn 4 onwards). This means that 
victory points are completely irrelevant, and can lead to 
players doing some rather odd things!

A – Hill with scree slope
Pretty much a regular hill, but one side 
counts as Dangerous Terrain unless you 
walk very slowly over it.

B – Misty Marsh
Very Dangerous Terrain. In addition models 
must take Initiative tests while in it or risk 
being lost in the mist.

C – Sinister Statue
Which shoots laser beams from its 
FREAKING EYES if you approach within 6”.

D – Mysterious Forest
No one knows just how mysterious until 
you walk in…

E – Mystic Magic Circle
Allows wizards inside it to channel up to 
four times instead of one, with an added 
risk of their brain leaking out their ears.

F – Large Impressive Obelisk
Yep, it’s a rock. Don’t try to climb it.

D
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Deployment

‘Oh I’m a lumberjack and I’m okay…’

Empire:
Empire Wizard 
(Lore of Fire): Fireball, 
Flaming Sword of 
Rhuin

Wood Elves
Wood Elf 
Spellweaver 
(Lore of Life): 
Awakening of the 
Wood, Flesh To Stone, 
Throne of Vines, 
Regrowth

MAGIC
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As I’m penning this article for the pages of Unseen 
Lerker, I know many of you good readers are fanatical 
Warhammer Fantasy players. And why shouldn’t you 
be? Games Workshop has created one of the most 
visually stunning massed miniature combat games 
ever conceived by man. It’s an amazing hobby game 
that allows the clash of massive armies on battlefields 
filled with large units, hails of arrows, huge monsters, 
flying dragons, and blasting trumpets.

But we all know that after our 150th game with 
Tomb Kings we get the urge to try something 
new. Usually this takes the form of painting up a 
new army for our favourite game. However I’d 
like to humbly suggest that the next time you get 
such an urge, you take a look at expanding your 
gaming experience to a whole new game. Not 
something to replace your current passion, but 
rather complement it. You know, like chocolate and 
peanut butter. Mmmm...

Where was I? Oh yes! I can think of no better 
complement to a massed army game than a skirmish 
game, and one of the best skirmish games available is 
Warmachine. Warmachine has all the advantages of 
a typical skirmish game: low model count = less to 
buy = less to paint. In addition, Warmachine has the 
three cornerstones required for a great hobby game: 
Imagery, Mechanics, and Quality.

Imagery
Let’s start with arguably the 
important corner stone: Imagery. 
For a hobby game to even 
deserve our consideration 
the imagery must captivate. 
The artwork in the books 
must inspire you to read on 
and absorb every detail of 
the story. The models must 
beg you to paint them with 
dynamic poses, fantastic figures, 
and overwhelming detail. 

WARMACHINE
Steam Powered Skirmish
Words: Russ Wakelin
Photos: Andrew Galea

The Dark Side is a brand new column in Unseen Lerker, created with the intention 
of broadening our readers’ horizons. We are all enchanted with our beloved game, but 
there’s a whole big hobby world out there, waiting to be discovered. For our first article 
we managed to rope in Russ Wakelin of the D6 Generation Podcast to talk about his 
favourite pastime – Warmachine!

THE DARK SIDE
U N S E E N  L E R K E R 9



THE HOBBY CORNER Joe ‘KITTENS’ Sturge 

A Bwush With Destiny
They say the pen is mightier than the sword, but where does 
the humble paintbrush rate in this array of artistÕs armaments? 
The most qualiÞed person to answer this question seemed to be 
professional painter Joe Sturge, who we enticed out of his cave 
with a tasty biscuitÉ

But will it make toast?
So, you want to transport paint from 
point A (the pot), to point B (the toy 
soldier)? An admirable goal, to be sure. 
Oh, so you want the paint to be on the 
right parts of the model, in reasonable 
quantities? With highlights, shading and 
stuff too? Ok, I suppose that’s a perfectly 
reasonable too. If only there was an easily 
available and affordable range of tools to 
accomplish this radical redistribution of 
pigment...

Can we get on with the 
article please...
So, a good paint brush is effectively a 
means to an end. However, different 
brushes are good for different things: a 
£10 double-zero fine-tipped Artistic Tool 
should probably not be used to stir a pot 
of PVA glue, while using a drybrush to 
highlight eyeballs may lead to frustration. 
And mime (which is often the same 
thing). I tend to classify my brushes into a 
number of general categories of usefulness: 
Drybrushing, Basecoating, Detailing and 
Misc. Oh yes, Misc!

Brushes used for drybrushing (on bases, 
textured surfaces such as fur, etc), should 
be flat and durable. They’re gonna take a 
real beating, and having almost-dry paint 
on a brush can frequently be followed 
by having actually-dry paint on a brush, 
which is Not Good For The Brush. 
I therefore try not to shell out top-
dollar (yen, yuan, rouble, groat, etc) on 
drybrushes, but beware any really cheap 
ones which won’t last five minutes.

Basecoating brushes are for applying nice 
even layers of paint. Having a fine tip is 

useful here as nobody likes going over 
the lines (quiet in the back, Mr Dali), as 
is the capacity to carry a lot of paint. If 
you’re just trying to cover the surface 
area then having to go back to the pot 
for more paint every fifteen seconds can 
lead to frustration, swearing and excessive 
M&M consumption.

When looking for brushes to apply 
fine detail, the point of the tip is very 
important: a nice sharp tip gives you 
more control over the paint. The 
firmness of the bristles is also something 
to look out for: how stiff or supple they 
are will affect how the brush performs. 
These brushes don’t necessarily have to 
carry enormous amounts of paint (but 
a big carrying capacity is always nice), 
but if the end splits, the tip curves or 
they spontaneously burst into flames 
then that’s not so useful. This is where 
lady luck can come into play, as it’s not 
possible to know how any brush will 
respond to repeated use: you can treat a 
brush as roughly as you like and the tip 
may stay perfect and sharp for months, 
or it could fray and split after only a 
few days of painstaking care. Generally 
speaking, the higher the quality the more 
reliable the brush.

Of course, not all brushes can lead a 
glorious life applying stunning glazes, 
scintillating highlights or harsh, dramatic 
shading. Paint needs to be mixed and 
PVA needs to be applied to bases, so rest 
easy that any brushes which become too 
old, battered or frayed for any other use 
can still be put to good purpose for any 
number of nasty, bristle-destroying tasks 
(up to and including creating a scale 
model of the Sydney Opera House made 
entirely of discarded Size-2s).

U N S E E N  L E R K E R 13



Special Characters

Jacek  
Jedynak 

The European Team Championships (ETC) began in 2005 when 
a bunch of Warhammer players from Poland decided to visit some 
gaming friends in Denmark. Many fun games were had, and the 
Danes were invited to Poland for a revenge match. Then a lightning 
bolt of fate struck the minds of the players Ð what if they invited 
other countries too? From there the idea grew and grew, and now 
once every year dozens of teams from all over the world descend 
upon central Europe to compete in the largest multi-system teams 
tournament in wargaming history. In the dark depths of Poland we 
managed to track down one of the prime instigators of the whole 
thing, head WHFB organiser Jacek Jedynak, and using only sharp 
objects and our imaginations, managed to get some answers out of him.

Jacek, why donÕt you start by telling us a bit about 
the history of the ETC? How has it grown over the 
Þve years since its inception?

The first ETC, held in Gorzow, had 16 teams of 8 
players in attendance. We were super impressed with this, 
and thought we had reached the pinnacle of wargaming. 
This year there are 32 WHFB teams, 26 40k teams, plus 
around a hundred non-playing officials like captains, 
coaches, referees, and cheerleaders. There is also a 
separate 160-player side event going on, but with over 
600 people in the hall already we have had to move the 
side event to being two days earlier, since there simply 
isn’t enough space!

As well as the accelerated attendance levels, the ETC 
is growing in other ways too. The democratic (“gens 
una sumus”) structure is becoming more and more 

professional, and every year we introduce new things 
like committees, chairmen, spokespeople. This year we 
have an official podcast (Bad Dice), an official website 
(RankingsHQ), an official sponsor (Maelstrom Games), 
and an official magazine covering the event (hey wait, 
that’s us! –Ed.).

What has been the most uplifting thing about the 
event from your point of view as an organiser?

The spirit, the camaraderie of the players. Courageous, 
adventurous, generous. The rest – doesn’t matter.

How long have you been involved in the hobby and 
running events, and how does the ETC differ in 
comparison to running a ÔnormalÕ event?

Six years. There is very little difference. I worried at 
first about different rules interpretations in different 



THE TEST DUMMIES
Shuuro

Greg: I’ve spent a few days 
trying to work out why Shuuro 
will probably not be on my 
list of board games to buy. I 
was struggling to pin point the 
specific reason when all of a 
sudden it came to me – well, 
actually, they both did.

Firstly there is no emotional connection – no ‘fluff ’, 
no story – and I was amazed at how much this affects 
my gaming experience, from the overriding reasons 
for battle to the individual moments in a game.

The second reason is the lack of random element. 
There are no dice or card mechanics involved in chess 
and I have only just realised exactly how much I enjoy 
this aspect of gaming. We all complain about those 
moments when the dice screw you over, but those are 
also the crowning moments that we remember and 
talk about for years to come. 

These two crucial aspect that chess lacks are, 
admittedly, exactly what appeals to most chess players. 
It’s a pure game, with one mind against another, no 
luck involved to skew the outcome, and Shuuro 
retains all of that. The larger board does take some 
getting used to as you can find yourself focusing on 
area only to miss the blindingly obvious in another 
but this is simply one more tactical challenge for the 
players to overcome. 

Given all this, I think a fair question is will chess 
players enjoy Shuuro? And I think yes, they will. The 
board size, terrain and army selection don’t detract 

from the basics of chess. The terrain works as a way 
not only to balance the knights against the other faster 
pieces but allows the player to use them as protection 
or to lay traps, another tactical ‘layer’ if you will. 

The army selection allows the player to tailor his/
her force and develop different play styles, in our first 
game Dan chose to go elite with 3 queens that took 
up over a 3rd of his points in just those pieces while 
I chose to fill up on knights, bishops and rooks with 
a strong wall of pawns in front. This allowed me to 
crowd out Dan and meant any trade off in pieces was 
going to be in my favour, as we are both mediocre 
chess players this gave me a huge advantage but I can 
see a good player being able to compete using an 
‘elite’ force.

Riverhorse have the next generation planned called 
Turanga which allows 2-on-2 games and there is 
talk of variations in terrain to suit other pieces and 
multiple players. All of this shows commitment and 
indicates long-term plans, which bodes well, and it 
will be interesting to see what other ideas come out 
from these guys. 

The gamers I have talked to that play chess are 
excited about Shuuro and rightly so in my opinion. 
It certainly fits into a hole in the market, but your 
enjoyment will certainly be based on your enjoyment 
of (and ability to play) chess. Personally I can’t play 
chess to save myself, so it will not be making it onto 
my shelves. This is through no fault of the game itself 
and I can see many people enjoying Shuuro, so if it 
sounds like your thing I definitely recommend giving 
it a whirl.

Dummy #1: Greg Dann

Producer: River Horse Games
No. of players: 2+

Type of game: strategy board game

ÒShuuro is the core of a new system of abstract war gaming, which merges 
the precision and rigour of chess with the creativity and variety of wargaming. 

Differently from traditional chess, you are not forced to Þeld a given set of pieces 
on the board, but can choose which pieces to Þeld, based on your skill and 

tactical preferences. The innovative gaming board features terrain elements that 
change position every time you play, so that each game introduces a different 

challenge.Ó 

--River Horse Games, creator of Shuuro
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DonÕt forget to check out Unseen Lerker Issue 5,  
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the European Team 
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