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WELCOME TO

TESHAM

Welcome to Tesham, a city where shadows dance and
every corner hides secrets. Here, the clash of
factions shapes the fate of its inhabitants.
Enter this labyrinthine realm and encounter a
spectrum of characters—heroes driven by quests,
sinister foes with dark motives, and everything
in between. The Cult of the Dark weaves its
malevolent threads through the city’s underbel-
ly, while cunning guilds vie for dominance in
the labyrinthine catacombs. The bourgeoisie,
cloaked in their own web of intrigue, maneuver
through the opulent quarters. In Tesham, power
is a game, and every alley, every faction, plays
its part in the ever-shifting balance.
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Erah, a witch from the secretive Coven of the
Veil, roams the outskirts of Tesham. With her
orange cat by her side, she is both feared and
respected. Knowledgeable when it comes to the
Curse of the Dark, she often offers her aid to
afflicted citizens - though always for a price.
Her coven works to keep a watchful on the Cult of
the Dark and its predicators, studying the Curse
and striving to end the shroud of corruption the
city’s faces. Though her motives seem cryptic, she
quietly resists the malevolent powers lurking in
Tesham’s shadows.

«OH, POOR THING. I SENSE THE CURSE UPON YOU.
YOU WON'T SURVIVE IT LONG WITHOUT HELP.
BUT I NEVER OFFER MY HAND FOR FREE.»

She savs. With a smurk on her face.

Hex of Fading Light 106+2 / Curse of
Withering Roots 108 / Phantom Claw
I04 / turnabased: Veil of Shadows
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Demera, a spirit wielder adorned in esoteric
tattoos, commands spectral forces. She works
for a guild of thieves that plunders graves,
operating from their lair in the labyrinthine
catacombs beneath Tesham. These catacombs,
connected to the city’s sewer system, provide a
hidden network for their nocturnal escapades.
Her tattoos, glowing faintly in the darkness,
are conduits for her spirit magic, enabling
her to navigate the shadows and manipulate the
otherworldly to aid in their daring heists.

«THE SPIRITS WHISPER SECRETS THROUGH THESE TUNNELS;
FOLLW THEIR GUIDANCE, AND THE TREASURES WILL
REVEAL THEMSELVES.»

She says. As her eves start glowing a green hue.

Spectral Chains 106+2 / Wraithwalk
108 / Phantom Strike 104 /
turnabased: Haunting Visions
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In the district of Tesham known as Ebonreach, a dire
outbreak has turned the living into the undead.
The area is under strict lockdown; no one is
permitted to leave as the disease spreads un-
controllably. Shock troops, heavily armed, are
deployed to eradicate the hordes of the living
dead, battling to reclaim the streets and halt the
epidemic’s spread. Desperate cries and the dis-
tant clash of combat echo through the quarantined
district, a grim reminder of the city’'s struggle
against this relentless plague.
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MATERIALS

BUILDING : - Structure : Cardboard
- Wood : Polymer Clay (Super Sculptey)
- Beams & Frame : Balsa Wood
- Lime : Plaster & Sand
- Tiles & Bricks : XPS Foam Board
- Windows & Rivets : 3D Printing
- Grass : Grass Tufts (GSW)
- Leaves : Birch Fruits
- Miniatures (Voe Victis Miniatures)

PAINTING : - Sealing XPS (Mod Podge + Black)
- Black Primer Undercoat (Citadel)
- White Zenithal Highlight (Citadel)
- Airbrush : Speedpaints (Army Painter)
- Weathering - Agrax Earthsade™ (Citadel)
- Moss & Grime - Weathering FX (Vallejo)
- Coagulated Blood (GSW)
- Highlights - Acrylic Paints (GSW)
- Frame Stain - 0il Wash

SOOI

full tutorials, at
www.thegrimperchtc.ch
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IMPRESSUM

Hey you, thank you for reading, hope you liked it.
I hope TGP will continue. hehe. *goblin noises*

IMPRESSUM

Concept, design & illustrations : Rouiller Thomas
Lore : Rouiller Thomas

Vocabulary / Spellcheck : Google Translate / ChatGPT

PRINTS

Printer : Brother MFC

Paper : Sky Premium 128g/m2 White

Prints : 18-ish copies (might be reprinted)
Date : October 2824%

FONTS

3xpyre
Sickagain
Remedy667
Pangram Pangram
Thunder Studio

THANKS

Timon Van Wynsberghe : Emotional Support / Critique
Mom : For putting up with my BS.

Vaoe Victis Miniatures : Awesome Sculpts. TY you two!

INSPIRATIONS
Jakub Rebelka / Mork Borg / 28mag / Gardens of Hecate /
Mordheim / Vae Victis Miniatures

LINKS
Websites : www.thegrimperchta.ch (WIP) / www.thomasrouiller.ch
Instagrams : @thegrimperchta / @tribal.industries
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