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EDITORIAL
HELLO. As has become tradition, let
me explain and apologise for the
delay in getting this one out.
This issue was meant to appear at the
end of April. Then I said that it would
come out in May and now we're in the
second week of June... Sorry about
that.
There are a lot of reasons for the
delay, but the main one is that when I
started this zine I was literally
unemployed and doing fuck all every
day of the week.
Now, largely due to the people I have
met through putting this zine together,
I have a shitload of work to do and so
I have struggled to ﬁnd the time
during the week to devote to it in the
same way I once did.
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THE RULE OF LAW
WHAT'S HOT AND WHAT'S NOT IN THE NON-STOP TABLETOP HOTPOT
(BASICALLY OUT-OF-DATE NEWS)
I have an announcement to
make about the future of SIX
IN THE HEAD and, as this
zine is one of the most
important and loved aspects
of the tabletop gaming
community, I've decided to
take up these entire three
columns making it.
SIX IN THE HEAD has been
going since (believe it or not)
the end of 2018 and recently
I've been doing some
thinking about its future and
some possible changes that
could be made to refresh it. A
lot has been learnt along the
way and it's about time that
those things were put into
action.
This one is #9 and, as this
has been coming out bimonthly, that's around about
18 months now that we've
been doing things like this
i.e. making each issue as a
PDF and publishing it online
on the website for free
download. One of the
problems I've had with that is
that the shitty website
provider I use can't tell me
how many copies have been
downloaded each time. This
is a bit of a pain when you
are trying to lure in huge
sponsors like McDonalds
and Monster Energy.

After having conversations
with a few others from both
the zine and hobby worlds, I
have decided to change two
key things - the publication
schedule and the format.
One thing I do want to stress
is that SIX IN THE HEAD is
not going anywhere. I like it
and I think it's necessary and
as far as I'm concerned that's
good enough reason to keep
on doing it.
I know for a fact that it has
bought new people into the
hobby, reinvigorated interest
for some and, because of the
inclusion of music interviews
and its 'irreverant' and
unusual approach, has
generally introduced tabletop
gaming and miniature
painting to a lot of people who
otherwise wouldn't have
come into contact with it.
The bi-monthly publishing
schedule is to be dropped,
although I will still attempt to
stick kind of closely to it... But
basically the issues will come
out whenever they are ready
to come out.
The biggest news is that the
next issue after this, issue
number 10, will be available
in hard copy only.

Loosening the publication
schedule and moving to hard
copy means a few things. It
means that I can spend more
time on each issue and ﬁll it
with improved content. It
means that each issue will
be a nice little thing to own, it
gives it an actual physical
presence in the world and it
means that I will have a
better idea of exactly how
many people read it and
want it and care about it and
to what corners of the world
it actually reaches.
The SIX IN THE HEAD
website will remain, although
there will be some changes
made to it. Importantly,
because I won't have to
worry about sticking to a
certain date (and thus
mentally beat myself up over
meeting it or rather not
meeting it) I will be able to
take more time to do all the
other things I want to do to
expand the SIX IN THE
HEAD empire. All the while
doing the other 'day job' work
that I now do that I
mentioned in the editorial.
I hope all this makes sense
to you and there will be more
updates to follow in the
coming weeks. Much love
and thank you x

THE RULE OF LAW

Warhammer Age of Sigmar Dark Elves Sorceress painted by Simon in Andalusia, Spain

CONGRATULATIONS!
YOUTUBER, BLOGGER AND SIX IN THE HEAD CONTRIBUTOR

STORM OF STEEL WARGAMING

HELLO Alex. Obviously, congratulations for
winning. It must be a nice bit of recognition for
all the hard work you’ve been putting in over
the last few months?
Thanks, I don’t know what to say to be honest. I
was absolutely over the moon just to have been
nominated in the :irst place, for two of the
categories, and then to have actually won one was
totally against my expectations!

"[Little Wars] are
probably one of the
biggest historical
wargaming YouTube
channels out there."
For those who don’t know, what is Little Wars
TV? They’re kind of a big deal in military
wargaming right?

YouTuber, wargamer, hobbyist, content machine,
all round great guy and frequent SIX IN THE HEAD
contributor STORM OF STEEL WARGAMING
recently won an award. So that basically means
that we won an award. Woohoo! We're awesome!
But we're also very humble, so we thought we'd
let him take the credit for it and say a few words...

Little Wars TV is a YouTube channel that has run
for a few years now. It’s a group of American
gamers who have their own club and decided to
turn their hand to producing historical wargaming
content for YouTube. They have a good number of
videos, split into seasons and covering a huge
range of historical periods and rules sets. On top of
this they also produce rule reviews and tutorials
for people just getting into the hobby. They are
probably one of the biggest historical wargaming
YouTube channels out there. I was also invited to
do a voiceover for one of their recent videos, in
which they were showcasing their new set of free
Dark Ages rules: Ravenfeast.

CONGRATULATIONS! STORM OF STEEL WARGAMING
Were you disappointed that you didn’t win Sexiest
Male?
My wife tells me that I win that every day…
What video in particular was it that scooped you
the gong?
I was in the running for two categories, the Best
Painting Tutorial Video and Fan Favourite YouTube
Channel. I won the former with my 15 Minute Painting
challenge video, in which I showed that even painting
for only :ifteen minutes a day can achieve a lot of
output. I basically timed myself and painted a group of
British World War Two infantry over nine :ifteen
minute sessions. People say they have no time to spare,
but if you set your alarm :ifteen minutes early and get
some painting in before work, or just before bed, you
can achieve a huge amount.

"I won with my 15
Minute Painting
Challenge video ...
People say they have
no time to spare, but if
you set your alarm
ﬁfteen minutes early
and get some painting
in before work, or just
before bed, you can
achieve a huge
amount."
What do you think it was about it that video that
stuck out and got the nomination?
The videos were nominated by Little Wars viewers, so
what appealed about it for those that nominated it I
really couldn’t say. Maybe it was just the fact that I was
able to demonstrate that you can get loads done even
with an otherwise busy schedule. I’ve just looked and
it is not even my highest viewed video, it’s somewhere
in about seventieth position for views! People do like
tutorial videos, and ones that I put out always get a
positive response, so maybe it was that factor as well.

CONGRATULATIONS! STORM OF STEEL WARGAMING
Did you have to pay many people off to sway the vote or was it all above
board Ha ha, if I did pay people off I wouldn’t have got many votes as I am only a
poor archaeologist… In all seriousness the votes were done in two ways. For the
majority of the categories the Patreons of Little Wars had a vote for their favourite
of the three nominations, then it went to a panel of judges from the wargaming
world and that’s how that was decided. The Fan Favourite category was a public
vote, anyone could just go to the Caesar Awards website and cast a vote, so I
shared that with my chums on Facebook and on Twitter and elsewhere. I did :ind
out much later that you could cast multiple votes on that system and had I the
tech knowledge I could have built a bot to keep voting for me. But I guess they
would have :igured something out if I ended up with millions of votes, ha ha ha. In
the end the well deserving winner of the Fan Favourite was Tabletop CP, an
excellent channel and one that your readers should check out!

"I did ﬁnd out much later that you could
cast multiple votes on that system and
had I the tech knowledge I could have
built a bot to keep voting for me."
What are you working on/playing at the moment?
Currently my painting desk is full of 15mm Napoleonic :igures for Sharp Practice
by the Too Fat Lardies, it’s their Black Powder-period skirmish game and I :inally
bought a copy at the start of the year. This, despite promising myself never to fall
into the rabbit hole of 15mm Napoleonic wargaming… But here we are. As for
gaming, I have played a single game of Sharpe Practice so far, but have been
concentrating on the new Reisswitz Press ‘O’ Group rules, which is battalion level
WW2 gaming. This level is my preferred level of gaming and this set of rules :ills
the gap I’ve been looking for since I stopped playing Rapid Fire. As we are still in
the lockdowns, I’ve been playing it solo and :ilming the after action reports for my
YouTube channel.

CONGRATULATIONS! STORM OF STEEL WARGAMING
I know you’ve started streaming fairly recently.
Was that just for a bit of fun or is it a calculated
plan to increase the audience?
A bit of both, to be honest. I was able to rescue an
old laptop recently and set it up in my 'war
room' (the loft) with a webcam as an experiment for
streaming live. I’d seen others doing the same, and
just thought I’d give it a go. It is early days but the
people who join to watch seem to be enjoying it and
it is a good way to engage with the audience as well.
I’m thinking of including guests in the future to spice
things up and make sure people don’t get bored with
just me waf:ling on alone. I’m conscious of not
turning it into a podcast, as there are already plenty
of great ones of those out there, but it’s something
I’m enjoying so I will stick with it, as it also helps me
knuckle down and do some actual painting rather
than watching reruns of Brooklyn Nine-Nine all night.

"[The streaming]
helps me knuckle
down and do some
actual painting
rather than
watching reruns of
Brooklyn NineNine all night."
What’s coming up for the next couple of months
in the YouTube video pipeline?
I’m always working with a schedule that is about
two months ahead, so I know what I will be
releasing over the next few weeks. I don’t want to
give too much away but I have more ‘O’ Group AARs,
including a new campaign following the Malayan
Campaign of 1941/2, some Sharpe Practice, some
more Chain of Command (which is a staple on the
channel), along with some painting videos, tutorials
on making scenery, the continuing Introduction to
Historical Wargaming series and some military
history! Phew! It sounds like a lot… I usually try to
have about twelve videos lined up, that way I can
relax sometime and not have to worry about
creating content for the channel and still have
enough material to release in the long term.

Anything else you want to add?
Thanks for the interview, I really appreciate it as
well as the congratulations. If people are interested.
Then have a look at my channel over on YouTube,
just search for ‘Storm of Steel Wargaming’ and you’ll
:ind it with no problems. There is a lot on there that
people may :ind interesting and it is regularly
updated and now has some live streaming!
Cheers mate and congratulations again. Very
well deserved!

SEARCH FOR 'STORM OF
STEEL WARGAMING' ON
YOUTUBE AND FOLLOW ON
TWITTER: @SoSwargaming

MERCHANDISE NOW AVAILABLE

SEARCH 'STORM OF STEEL WARGAMING'
ON REDBUBBLE.COM

TWO WAR STORIES MINIMUM: AN
OLDHAMMER BATTLE REPORT
DARK ELDAR VS. TYRANIDS
In this epic segment of foggy memory and heavy embellishment, MICHAEL VAN
GORE of Anatomy of the Heads (interviewed in Issue 8 of the zine) tells SIX IN
THE HEAD of a most glorious time, when the Dark Eldar faced a devouring Tyranid
swarm in a 2000pt game of 3rd Edition Warhammer.

THE two armies clashed in the deﬁnitive standard mission of the era - Death
Match, where two armies deploy in a 'hammer and anvil' position and there
are no points, no primaries, no secondaries, no command points, no tactical
card mumbo jumbo - nothing - just the eternal glory of a death match!
Whoever kills all the minis in the opposing army ﬁrst wins (although a victory
by submission is also possible).
For the uninitiated, let me sum up what these two armies are all about. Lore
wise the Dark Eldar are tragically hedonistic space pirates that, after
millennia of orgies, need to enslave and torture others to replenish what little
is left of their dark souls from being consumed by demons. On the table they
are the deﬁnition of a glass hammer. They can dish it out like the best of
armies, but they cannot take anything and fold like cardboard when hit by the
rain. Their only defense is their mobility and high initiative that makes them
strike ﬁrst in close combat.

"The Dark Eldar are tragically hedonistic
space pirates that after millennia of orgies
need to enslave and torture others."
The Tyranids, on the other hand, are a body horror from beyond the galaxy
with no individual minds to speak of. There is only the hive and its hunger for
biomass, which is why this faction is also known as the great devourer. On
the table they are a horde army with some giant monsters that are as tough
as they come. They rush the enemy and decimate them in melee combat.

"The Tyranids, on the other hand, are a
body horror from beyond the galaxy with
no individual minds to speak of. "
That being said, both armies mix as well as oil and water in lore as well as
on the table. Since Tyranids feel no pain and can't nourish the twisted
desires of the Dark Eldar, while the Dark Eldar are too few and far between
to make a good meal for the Tyranids. Equally, a horde facing up against a
glass hammer can go either way with no clear advantage, so it is up to clever
game play and lady luck to determine the outcome. Now that we're all up to
speed, let's begin our tale of love, lust and bloodshed.

ROUND ONE
The armies were set up on a goblin green grassland table with some
sparing industrial scatter terrain and a giant crater in the middle of the
board. I knew from the beginning that Round One was going to decide my
fate. If I seized the initiative, my Dark Eldar could unleash hellﬁre on the
Tyranids. If the Tyranids seized the initiative, I would suffer crucial losses
to the Biovore (imagine living weapons shooting spore grenades) artillery.

"Round One was going to decide my fate. If
I seized the initiative, my Dark Eldar could
unleash hellﬁre on the Tyranids."
As luck would have it I made the initiative roll. With childlike glee I moved
the few things that were able to move. Since I decided to spam as many
dark lances as possible, my army was quite immobile for a Dark Eldar
army. Even so, with this setup there were some crucible moves to be done
in the movement phase. I had one mobile squad of Warriors (the common
foot soldier of the Dark Eldar) with anti-infantry weapons that was on the
mission to move as close as possible towards the Hive Tyrant (an Alien
Queen© but without the egg sack) and its bubble of monsters to drop a
webway portal so that the Archon (an ancient arrogant guy with a whip)
and Incubi (armoured warrior monks with sci-ﬁ halberds) could emerge
from the webway and kick some ass.
In order for that to work they would need the protection of a screen of
ﬂesh-crafted monstrosities. The basis for this wall of ﬂesh was a few
Grotesques (abominations made from the twisted ﬂesh of slaves and
something that is straight out of a Hellraiser© movie). In this edition of
40K, Grotesques are invulnerable towards anything below strength six,
which renders them invulnerable to the horde of Hormagaunts (the bugs
from Starship Troopers©) they would likely encounter. But they are also
stupid, which made them unreliable movers as you have to pass a test for
them to move without a supporting character. Hence, the need for a
Haemonculus (basically a Cenobite©).

"In awe and terror I made, drank and
enjoyed a cup of coffee as the millions
of Hormagaunts moved six inches."
To make the wall of ﬂesh even more durable as well as to add some
ﬁrepower, I threw a Talos into the mix (a sentient mobile torture chamber
in the shape of a scorpion). Lastly, I put the Wytches, (gladiatorial space
elves that provide the unwashed masses with the spectacle of pain and
agony) on the Raider (an open-top ﬂying pirate ship) and manoeuvered
into a position that enabled them to ﬂank the horde of Hormagaunts and
deliver the death blow to them once they would be thinned out by the ﬂesh
priests. Then it was shooting time. Seventeen dark lances searched for a
target. As much as I wanted to tackle the bubble of monsters at the end of
the table, I had to get rid of the Biovores, whose artillery weapons were
the bane of all squishy infantry troops. With that many dark lances it was
no problem at all. Also, the Talos as well as the splinter weapons of the
Warriors squads scraped off some Hormagaunts, here and there, but the
giant horde would prevail for many more rounds. As effective as my turn
was, the swarm of alien monstrosities marched on unaffected. The hive
tyrant and her entourage of copyright infringements made up of two
Carnifexes (imagine the spawn of The Hulk© being facehuggered), and
six Warriors (basically mini hive tyrants) moved towards me like
clockwork. In between the blob of Hormagaunts and the monster bubble
was a squad of Genestealers (literally Alien© but with four arms and a
less penis-shaped head), but the whole army would need another two
turns to dish out any real damage in close combat. In awe and terror I
made, drank and enjoyed a cup of coffee as the millions of Hormagaunts
moved six inches.

The opponent's strategy was clear. Use a cheap horde of Hormagaunts to bind as many of
my units as possible in melee combat to give the second wave of heavy hitters time to
advance and wipe the table with me. This type of glorious melee combat would be
unavoidable, but I had to buy as much time as possible to soften them up. As predicted the
Lictor (the Predator© if he would be a worm) popped out behind the five squads of Warrior
to distract some dark lance fire. Then, all the venom cannons emptied their loads of
bioplasm upon the Ravager (an open-top pirate gunship), and with a few more than lucky
dice rolls the vehicle was destroyed. Finally, the Lictor went to work on the first heavy
weapons team who offered little resistance to its rending claws, and I knew that depending
on the situation, I would have to make strategic sacrifices to the Lictor in order to keep up
the pressure on the monsters.

ROUND TWO
This was it. First contact. At the end of this turn I would engage the ﬁrst wave of
Hormagaunts with the Wytches and Hellraiser© units. I moved the wall of ﬂesh aggressively
forward, the Wytches disembarked from the raider and emptied their ineffective splinter
pistol ﬁre into the mob. Even though, with a bit of luck they would be able to dish out ﬁve
attacks each when attacking, the size of the swarm made every dead body count. The
webway portal team fell behind and got ready to stay out of close combat and circumvent
the large brawl that was about to take place in the crater. The Lictor was still busy with the
last six survivors of the warrior squad and would probably chew its way through the rest of
the warrior squads in the next few turns - a sacriﬁce I was willing to make as long as I could
knock off as many monsters as possible.

"The only thing left to do was to watch the
Lictor devour the last two warriors of the
ﬁrst unit it had attacked. This time there
would be no coffee..."
So this time twelve dark lances went into the two Carnifexes and the monster turned into the
type of primordial soup they were made out of. Also, some more Hormagaunts died because
of splinter ﬁre, but the sea of bodies that ﬁlled up the table knew no end. And just like that all
the shooting was done. The Talos, Grotesques and Homunculi, as well as the Wytches,
declared a charge against the Hormagaunt mobs. At this point it must have been still
seventy or eighty models that ﬁlled the crater in the centre of the table. The Wytches
knocked off another ﬁfteen Hormagaunts, the Talos got lucky to get four attacks and the
Haemonculus brought the body count up to twenty with some very unfortunate rolls on his
scissor hand. But overall the blob of bodies was reduced by half at this point. The only thing
left to do was to watch the Lictor devour the last two warriors of the ﬁrst unit it had attacked.
This time there would be no coffee... Everything went by swiftly and brutally. The monsters
moved towards the brawl and focused all of their venom cannon ﬁre on the second Ravager
and blew it up, which meant that only eight dark lances were left.

"I only managed to take
another ten Hormagaunts out
before the sheer number of
their imbecilic attacks took out
half of the Wytches."
Another two would be tied up by the Lictor. By this time every single shot counted. But of
course the main event was the giant melee brawl. Without the charging buff the damage
output of my units drastically went down, and I only managed to take another ten
Hormagaunts out before the sheer number of their imbecilic attacks took out half of the
Wytches. However, the Hellraiser© units stood boldly and impervious, and I was conﬁdent
that they would eventually burn through all the termagant bodies. Meanwhile, the Lictor
gorged on another four Warriors...

ROUND FIVE AND BEYOND
From the blood of one hundred Hormagaunts rose a glorious melee brawl that has since been
ingrained into my memory and is the sole reason for this tale; three of the tyranid Warriors,
twelve Genestealers and the hive tyrant vs. ten Incubi and an Archon. The webway portal had
successfully dropped and everything had died. I was the one who could charge and dished
out thirty-eight attacks that ignored any armour. The warriors died and the hive Tyrant took as
much damage as possible to protect the many attacks of the Genestealers that were enough
to cut through my forces. When these attacks came down, a particularly poor dice roll
together with the might of the hive tyrant lead to the destruction of all Incubi, but the Archon
was still unscathed. The Archon hit back and wiped out half the squad of Genestealers in
retaliation. Then there were no more bodies left to protect the leader of my army. His shadow
ﬁeld would be tested to its limits.

"As this situation would have it, I had to
roll twenty-eight dice, one after the other."
For the uninitiated it is necessary to point out what this is. The 3rd Edition rules for Dark Eldar
described it as follows: 'A shadow ﬁeld provides the wearer with a two plus invulnerable
save' (which is like the best armour in the game), but if the save is ever failed then the ﬁeld is
destroyed. As this situation would have it, I had to roll twenty-eight dice, one after the other.
While the attacks of the Genestealers were many, they would only inﬂict one wound but 3rd
edition Warhammer 40K also had a Sudden Death rule that came into effect when the
strength of an attacker was at least twice the toughness of the opponent. Which means, a
wound lost to one of the Hive tyrants attacks wound insta-kill the Archon. Rolling ones was
not an option and I rolled all these dice one-by-one and succeeded. After the twelfth
successful dice roll my opponent began to become frustrated and shouted “DIE! DIE! DIE!”
with every roll I made... By the time I rolled over twenty successful invulnerability saves a
small crowd had gathered around the table to see where this was going and how much
damage the Archon could absorb until tragedy or triumph. The Archon survived, and ﬁnally
took out the rest of the Genestealers.
Now it was mano a mano with only the damaged hive tyrant clawing at the Archon, and again
I passed all six wounds. Everyone was invested and smiling; it wouldn’t matter who wins
because the build-up was so epic and the ﬁnale so razor-thin. The crater was ﬁlled with dead
bodies and hip-high blood, but apparently that is a turn off to lady luck, who, ﬁckle as she is,
left the table and the Archon failed to do any damage. The Hive Tyrant struck back and my
ﬁrst roll was a one. Everybody groaned and that was it: I had lost... But it was a damn cool
match-up.

Michael Van Gore
@AoftheH

LEARN TO PLAY

It's been a while since a Learn To Play feature has appeared in the pages of this zine. That's
because we don't play very often... But here's another one. PAUL PMZ shows you how to
play TANKS: The Modern Age. An excellent game that took him so long to get around to
playing that it's now dead. Tanks for nothing.

ANYONE who immerses themselves in the
approximately one million tabletop gaming
livestreams you’ll :ind on YouTube these
days (and even those who play video games)
will be familiar with the concept of a “dead
game”. One no longer supported by its
creators with either new rules or content,
that subsequently languishes in an odd
limbo after many drop it and move onto
something newer and more popular. Despite
the fact that – in most cases – it is still a
perfectly playable and enjoyable way to pass
a few hours.

"As with all the miniatures games I
receive it took me a hell of a long
time to get around to opening it..."
TANKS: The Modern Age by Gale Force Nine
Games came out a few years ago and I
received it about a year ago (I think) after
asking for it as a birthday gift. I should have
researched and remembered all the exact
details, but I haven’t and you’re just going to
have to live with that.
As with all the miniatures games I receive, it
took me a hell of a long time to get around to
opening it, painting it and beginning to think
about trying to play it. I did :inally get all of
that done a few months ago though and had
an absolute blast with it (no pun intended),
despite that fact that due to lockdown I was
playing it on my own.

LEARN TO PLAY: TANKS THE MODERN AGE
I reached out (hate that phrase) to Gale
Force Nine to ask them a few questions
about the game and you can imagine my
disappointment when, full of excitement, I
was told that it was no longer being
supported. It had in fact been replaced by
World of Tanks. A very similar miniatures
game, but one tied into the video game of the
same name and most importantly one that I
don’t own. Bollocks.
C'est la vie… Anyway, I’ve painted it now and
taught myself the basics and it’s one of the
most fun experiences I’ve had with a
tabletop game so far (I’ve not had many tbf),
so I’m buggered if I’m not going to get an
article out of it.

"I reached out to Gale Force
Nine to ask them a few
questions ... and you can
imagine my disappointment
when, full of excitement, I
was told that it was no
longer being supported."
If there is a moral to this story then it’s this –
a fun game will never stop being a fun game.
If it’s been discontinued or nobody plays it
anymore then so what? Maybe you’ll be able
to pick up all the stuff you need for it for
much cheaper than if it was still going
strong. Who’s laughing now right? Yeah. Me
that's who.

"If there is a moral
to this story then
it’s this – a fun
game will never
stop being a fun
game."
Anyway, here is an article on how to play
TANKS: The Modern Age, a dead game, while
on your own. Sounds really depressing
doesn’t it? Hopefully it won't be.

LEARN TO PLAY: TANKS THE MODERN AGE
THE SET-UP
TANKS: The Modern Age is primarily a game based around tanks in the
modern age. I could have researched all this too but obviously I
haven’t. Anyway what do you want to know? They’re tanks and they
blow shit up. Shermans, Panthers, Tigers, Spit:ires. I know that
Spit:ires aren’t tanks but I’m not a military historian for crying out
loud. You get the general idea.

"What do you want to know? They’re
tanks and they blow shit up."
I own the starter set that comes with 2 x Shermans (Allies) and 1 x
Panther (baddies). You also get inside the box a 20-page Rulebook, 12
Dice, 16 Movement/Destroyed tokens, 4 Objective tokens, 2 Measuring
Arrows, 40 Tank Identi:ication tokens, 2 Cardboard Forests, 4
Cardboard Houses, 22 Tank Cards (with stats for all the tanks you are
able to purchase – or were able to purchase - for the game), 16 Crew
Cards, 7 Hero Cards, 16 Upgrade Cards and 32 Damage Cards. So, a lot
of bang for your buck (again, no pun intended) as I think it cost around
30 quid.
The rulebook contains everything you would expect a rulebook to
contain, including a number of different ways to play the game; Panzer
Ace, King of The Hill, Free-For-All and more. In this instance we will be
re:ighting the battle of Barkmann’s Corner – where (according to the
book) Ernst Barkmann, a German tank commander of the Waffen-SS,
‘almost single-handedly stopped columns of American tanks with his
Panther, then somehow nursed his stricken vehicle back to the
workshop’.

"The rulebook contains everything you
would expect a rulebook to contain."
The book shows you how to set up the table, with all the houses and
forests etc, the German/s in one corner and the Americans in the other.
Easy. Next is the dif:icult part, where I try to remember how to play.
The game follows this sequence – Movement Phase, Shooting Phase,
Command Phase. In the :irst phase you obviously move your tanks
where you want them to go, or not. In the second you obviously shoot
and in the third you resolve any effects that have incurred in the
previous turns and get ready for play to start over. The game repeats
this cycle until whatever objective you’ve set in the scenario you’re
playing has been reached.
In the Barkmann’s Corner scenario, it is stated that the German orders
are to delay the American tanks for as long as possible. While the
Yanks (if I am allowed to say that) have been tasked with attack and
destroying with as much vengeance as possible. For both sides, you use
their corresponding stat card, but here the Panther also has the Ernst
Barkmann ‘hero’ card (or whatever it’s called) added on. This doesn’t
matter much as during the game I will probably forget that I’m
supposed to be using it.

LEARN TO PLAY: TANKS THE MODERN AGE
FIRST MOVEMENT PHASE
Tanks move starting with the ones with the lowest initiative, moving up to the
highest. The Panther has 7 and the Shermans have 6, so they move :irst. I decide
they are going to try and :lank the Panther from either side (a high-level military
strategy that you needn’t worry yourself about). You may move one length of the
Measuring Arrow, or two. The faster you move, the harder you will be to shoot, but
the harder it will be for you to hit your target. As the American orders are to waste
no time I am going to move both the Shermans twice and place a ‘2’ Speed token
next to them. I’m sending one straight to the target tank and one is going to go
through the houses to provide a bit of cover. Again, this is very high-level military
strategy that you needn’t trouble yourself with.
The Panther decides to head straight towards the forest in front of it, where it will
be granted some protection.
With the :irst Movement Phase complete, we can move on to the shooting phase.

LEARN TO PLAY: TANKS THE MODERN AGE
FIRST SHOOTING PHASE
Unlike the Movement Phase, tanks shoot starting with the highest initiative moving
to the lowest. So the Panther gets to shoot :irst. You choose a target, determine line
of sight and then roll the relevant amount of Attack Dice according to the stat card
and any upgrade cards. Each result of 4 or 5 scores a Hit and each 6 scores a Critical
Hit. The Panther can roll 5 Attack Dice, but it has some additional info regarding
whether or not it shoots successfully on its Ernst Barkmann upgrade card. We’ll
come onto this if we need to. Hopefully we won’t.

"The Panther can roll 5 Attack Dice, but it has some
additional info ... on its Ernst Barkmann upgrade card.
We’ll come onto this if we need to. Hopefully we won’t."
The Panther rolls a 3, 4, 4, 4 and a 6. So that means three hits and one critical hit.
Now the Sherman it was shooting at has a chance to defend itself with a Defence
Roll. For this, it rolls a number of Defence Dice based on the Defence number on its
card (1), with an additional die for each time the shooting tank moved (1), each time
it moved (2) and if the defending tank is in cover (it’s not). This gives the Sherman 4
Defence Dice. That pool can then be reduced based on whether the shooting tank is
within one Measuring Stick of its target (it’s not ) and if any part of the shooting
tank’s hull is behind the front of the target tank (it’s not, I don’t think... I don’t know
what the hull is to be honest). So let’s roll 4 Defence Dice for the Sherman. A tank can
never roll more than 6 Defence Dice.

"That pool can then be reduced ... if any part of the shooting
tank’s hull is behind the front of the target tank (it’s not, I don’t
think... I don’t know what the hull is to be honest)."
The attacked Sherman rolls a 2, 3, 3 and a 5. Each result of 4 or 5 cancels a Hit or
Critical Hit chosen by the Shooting Player, while each 6 cancels a Hit or Critical Hit
chosen by the Target Player. Each uncancelled Hit deals one point of damage and
each uncancelled Critical Hit means that one Critical Card needs to be drawn which
means... (cont. on next page)

Just a photo of what my painted tanks look like because why not.

LEARN TO PLAY: TANKS THE MODERN AGE
The Panther obviously chose to cancel one of its Hits (4s) with the only decent die
the Sherman rolled (5). The 2, 3 and 3 are worthless, meaning that the Panther still
has a 3, 4, 4 and a 6 – which is two Hits and one Critical Hit. The Sherman takes 2
points of damage off the 4s and draws one Critical Card for the 6, which
unfortunately for him is named ‘Lucky Hit’ and adds a further two points of damage,
bringing it up to 4. Bearing in mind that its stat card shows that it has a Damage
Capacity of 6, this is not good news for Billy Bob.
The good news though for the Americans is that it’s now their turn to shoot and both
of their tanks have line of sight (although the woods the Panther are partially in will
give it some cover). Will they be able to do any real damage here? As I’ve already
established the rules of the game, I’ll cut to the chase…

"Bearing in mind that its stat card shows that it has a
Damage Capacity of 6, this is not good news for Billy Bob. "
The Shermans can roll 4 Attack Dice each. The one heading straight for the Panther
rolls a 2, 3, 4 and a 6 while the one attempting to make its way through the houses
rolls a 2, 2, 5 and 6.
The Panther of course gets its chance to defend itself against both attacks using the
Defence Dice method outlined above. Although, the Sherman tanks have the ‘Gung
Ho’ perk on their stat card, which means it is seen as having made one less move
than it has when making these calculations.

"I’m not going to explain why, just take my word for it."
Against the :irst barrage The Panther rolls 1, 2, 3, 6 and 6. Against the second it rolls
3, 3, 4, 5 and 6. When all is said and done this means that the Panther receives no
damage at all because everything has been cancelled out. I’m not going to explain
why, just take my word for it. And with that, the :irst Shooting Phase comes to an
end. Bad for the Americans but the sneaky, hiding German is off to a very good start.

Der Sherman (rechts) nimmt ziemlich schweren Schaden.

LEARN TO PLAY: TANKS THE MODERN AGE
FIRST COMMAND PHASE
In the Command Phase, you essentially tot everything up. You mark any tanks
that have been destroyed, check for victory, apply anything you may have on any
special cards and remove all movement tokens from the table so you’re ready to
go again.
Just as the Shermans had the ‘Gung Ho’ attribute, the Panther has the ‘Blitzkreig’
attribute, allowing it to make a single move in this phase. I choose not to use this
and keep it where it is, half in the forest.

THE REST OF THE GAME
Now that I’m approaching 2,000 words and have outlined the basic rules I'll just
provide you with the outcome. Hopefully we’ll get to play together one day and
we can go through each turn together in even more excruciating detail then.

"Hopefully we’ll get to play together one day
and we can go through each turn together in
even more excruciating detail then."
To summarise, the Shermans continued with their initial plan. One heading
straight for the Panther while the other made it’s way through the houses to stay
in cover and eventually surprise it.

THE END
Ultimately the Panther stayed put for the entire game and ended up duking it out
with one Sherman.
On the last few rolls of the game the Panther rolled a 1,2,5,5,5 to attack, while the
Sherman rolled a 1 and 6 to defend. The 6 cancelled out one of the 5s, leaving two
5s – two hits. Six damage points. Finito, as they say in Germany. Although the
American did have a chance to use its 'Final Fury' to shoot. It rolled 3,4,5,5 and
the Panther responded with a Defence Roll of 3,5,6 - cancelling two of the
Sherman’s hits, including the Critical, but leaving one point of damage – bringing
it up to 3. So the Panther ended the game half destroyed, but both the Shermans
were dead.

"Finito, as they say in Germany."
LAST WORDS
I hope this write up has given you a right rollicking read and a decent :lavour of
why I like this game so much. I will continue to play and probably buy stuff for it
for some time yet. I don't care that it's dead and I don't even care if I have to keep
playing it on my own. And that my friends is about the highest praise I think you
can give a game.

VISIT THE GALE FORCE NINE WEBSITE FOR MORE ABOUT
THEIR LATEST GAMES: https://www.gf9.com

kieran mahon
KIERAN MAHON is a Sussex-based musician who deals in
drones, loops and echoes. His music is excellent and he talks
about cricket a lot on Twitter. That's pretty much all you need to
know about the man but here's an interview anyway.
Welcome to SIX IN THE HEAD Kieran
McManaman. How’s Steve?
Hahaha - I’m not a fan of his.
What’s been happening?
I am all good. I recently moved house. Enjoying
being very close to the sea and the family are
settling in. All my records and books are in boxes
and I have nowhere to set up my music gear, yet so I am feeling a little bit grumpy about that, but it
will all sort itself out in time.
You live in Bexhill-on-Sea. There seems to be a
lot of people in Sussex tinkering with synths.
Why do you think that is? Is there nothing else
to do?
Yeah, it might be something to do with the
environment. Bexhill is a pretty quiet place by most
measures.
Did you know Bob Marley had his `irst UK
appearance in Bexhill-on-Sea?
I didn’t actually. I can’t believe that they don’t
plaster that up everywhere.
I am really amused to think what he might have
made of Bexhill. I just Googled it and the gig was in
July 1972. It is beautiful here when it is sunny, so
he might have really liked it.
What do you think of Bob Marley? Good or shit?
He seemed like a top bloke. However, nine times
out of 10 I honestly can’t stand his music. It just
isn’t for me. I can see how happy it makes a lot of
people, so fair play to them, but it leaves me cold.
I have tried to work out if it has always been like
that, or if other people have ruined it for me.
There’s only so many times you can witness a
middle class white person with an acoustic guitar
giving Redemption Song a complete hiding before it
starts to erode the power of the original.

kieran mahon

kieran mahon
What sort of music do you make and why?
For the last eight years or so, I have been making electronic music.
The main reason I started making electronic music is that it was
easier to record at home than guitar music. I got into droney music
because of guitar players like Nick Drake, Bert Jansch, John Fahey and
others. All the open tuned stuff.
I started trying to make acoustic guitar music myself and I really
enjoyed it - still do, but setting up recording an acoustic at home is
such a ball-ache and I had no chance of ever getting anything beyond
really basic recordings that just didn’t sound very good to me. I am
never happy with how an acoustic guitar sounds recorded - it is never
how it was when I was playing. Anyway, I got really hung up on this, so
when I started playing with softsynths - which was on iPad at :irst, I
was just over the moon at how I could make it sound good without
messing around.

"I love reading about the thinking behind the
music - often as much as listening to it."
Who (or what) in`luences what you make?
Musically, I always struggle to answer this question. This is a right
pain when promoting things because it is actually helpful to be able to
give listeners or reviewers a bit of a lead on things.
I love The Beatles, Kraftwerk, The Byrds... They don’t have a huge
bearing on what I sound like, but I think that the mentality is in there
somewhere. I love Ornette Coleman, but I don’t make music with any
discernible sound that could be linked to him even though I am
constantly aware of him.
I get a lot of in:luence from books and :ilms and also from art. I am
very much into abstract paintings. I get loads of inspiration just from
thinking or reading about people like Kazimir Malevich and Piet
Mondrian - I really enjoy reading about their process and the kind of
manifesto behind what each of them did. I also feel like this about a lot
of early to mid 20th century classical composers, I love reading about
the thinking behind the music - often as much as listening to it. The
ambient movement that evolved from the minimalist composers is
always a fertile source of inspiration.
How much inspiration would you say you draw from Bob Marley?
One of the :irst times I ever got really, properly, stoned was actually
soundtracked by Bob Marley as it goes. It wasn't in my house, some
older kid.

kieran mahon

kieran mahon
You support Everton yet strangely enough you live in South East England.
How do you explain that?
I should be a Spurs fan. That is the family team and the closest :irst division team
to where I was brought up. However, I had an inbuilt rebellion to that path.
At school in Essex in the early/mid 80s every other kid supported Liverpool. I
couldn’t stand that, so when my step dad pointed out to me that they had a rival
team it just seemed like second nature to go with Everton. It was lucky for me
that they were brilliant at the time, too.
It can feel a bit detached sometimes when you don’t support your local team.
Some people take that stuff more seriously than others.
You should support Liverpool they’re much better.
No, they’re not.

"Sitting in the sun watching cricket
is as good as it gets. You can have a
bit of a sleep if you want and then
have some food and drink."
Football is shit nowadays tho innit?
It has always been mostly shit, you know. It’s just that since the Premier League
and Sky onwards there's been a constant effort to cover that fact up rather than
accept and enjoy it.
You also like cricket. Why?
I have loved cricket since the West Indies toured England in 1988 - that was
when it hooked me. It’s the best sport in the world for me. I like it much more
than football. Test match cricket is the highest level of sport as far as I am
concerned- both for those playing it and for spectators. It’s ALL day!
You’re in another world for the whole day. Sitting in the sun watching cricket is
as good as it gets. You can have a bit of a sleep if you want and then have some
food and drink. I can’t wait to watch some cricket when the doors open again. I
love the history of cricket, too. I used to spend a lot of time immersed in it in my
teens. I also used to love having overseas tours on the radio in bed. Falling asleep
with England batting and waking up to hear what disaster had occurred.

kieran mahon

kieran mahon

How would you describe your music making process?
I will usually capture something live and then let it spark from there.
Sometimes it will be just a tiny element like a drone or a sequence and
I will build on it. Sometimes I record a whole piece live, just seeing
how it goes and then I will either decide it is :ine as it is right there, or
I will cut it up and mess around with it.
On occasion I have an idea in my head before I start playing, but it is
much more often the case that I just see what happens with no
foresight at all. I do :ind that much more interesting. Since I have
started to use more modular equipment over the last year it has really
opened things up. Sometimes the music making process is actually just
:iddling around with something to see how it works.

"There’s a bowls club just round the
corner from my new house and I am
going to get signed up for that soon."
You’ve got a huge discography and pretty much all of it is
brilliant. It must be really easy for you. Have you ever considered
taking up a more rewarding hobby?
Actually, there’s a bowls club just round the corner from my new
house and I am going to get signed up for that soon. I'm aiming to take
the bowls world by storm. Like that shit :ilm with the Dennis Pennis
bloke in it. I've not seen that :ilm as it goes, but I imagine it will be just
like that. I’ll be the 44 year old young go-getter. Probably turn up
wearing jeans or something. Won’t sing God Save the Queen ahead of
the big :inal - there’ll be uproar, but I will be such a big draw for the
fans that the higher powers will have their hands tied. Pretty much
like that.

kieran mahon

kieran mahon
Would you say your music is better or worse than Bob Marley’s?
I’d say, conclusively, that it is better.
What do you think of miniature wargaming and making models and stuff
like that? Have you ever done it?
I had mates who were into that when I was about 14 or 15. I actually got one of
the Warhammer sets for Christmas that year - I was such a joiner, really - but I
just got bored with it after about 15 minutes. At that age there was no way I
could be doing that. I would have been in the cricket nets.

I see people painting the :igures and making the scenery - it looks really cool.
There’s a level of commitment and patience and skill that I just don’t possess.

"I put it together, smothered it in
black paint and set it on fire. That was
my entire career as a model maker."
One of my very best mates makes model aeroplanes. He is really good at it. I
love looking at them, but I’d glue my hands together. When I was about 12 I got
a model plane. It was some WW2 night :ighter I think. Anyway, the paint job was
black. I put it together, smothered it in black paint and set it on :ire. That was
my entire career as a model maker.

kieran mahon

kieran mahon
What labels have you released on so far and what’s your biggest piece of
advice to any young kiddies out there trying to make it big in the music
industry?
I have recently released on Castles in Space, Somewhere Cold and Airbag
Records. In the last year I have also been associated with Werra Fox, Front and
Follow and others via compilations.
If anyone wants to make it in music I would say that the best way is to make long
electronic pieces consisting of only three or four notes, but make sure you have a
really good concept regardless of what the actual music sounds like. Tell
everyone it was inspired by something proper mad.

"If anyone wants to make it in music I would say that
the best way is to make long electronic pieces
consisting of only three or four notes ... tell everyone
it was inspired by something proper mad."
What’s the recording you’re most proud of?
I released some EPs in quite quick succession a few years back (More Light
through to Psychedelic Lightning) which I am really proud of. This is because I
was still unsure about myself then and was really, genuinely, experimenting with
things. If ever I listen to the music from them I am always surprised by it. I feel
like I was just starting to get onto something back then.
When did you `irst begin to develop your fascination with Bob Marley?
I think it was when I :irst heard a Trustafarian sing Redemption Song.
What you got planned for the next few months?
I am working on a new album at the moment, but it is still a way off. I’ve got a lot
on at the moment with the new house and so I’m resolved to it being a slightly
longer project than usual. Hopefully someone might want to release it when the
time comes, we’ll see. At the moment it is a bunch of live recordings waiting for
some kind of further editing and arrangement.
Could you be loved and be loved?
If you take me to dinner :irst.
All the best mate. Give my regards to Steve.
His name is not like my name!

kieranmahon.bandcamp.com
TWITTER: @kieranmahon1
INSTAGRAM: kieran.mahon.music

kieran mahon

Games Workshop' Blackstone Fortress Traitor Guardsmen and 3D printed bases from Txarli Factory.
Work in progress from DifferentGearTV

PINNEL

PINNEL is Lindsay Duncanson. She uses her
voice to make music, her latest album is about
ﬁsh and she does a lot of interesting cultural
things in Newcastle. Somebody's got to.
Hello Pinnel. Would you like to introduce yourself to the
readers?
Hello! I’m Lindsay, but perform as Pinnel.
Where are you today and what have you been doing?
Today I’m teaching Cyanotypes, but I have just come back
from a tiny trip to see family in the Cairngorms
Living in Newcastle must be awful. How do you cope?
It’s dif:icult.. We work through it
How long have you been making music, how did you
start and what else do you do besides that?
I’ve been in various choirs and have my own choir, and we
create our own score and work based on improvised voice
work. I didn’t make my own music till I downloaded an app
for an iPad (loopyHD) and started playing around with it. I
work as an artist, mostly video and photography and sound.

"I think everyone
does make
music."
Why do you think it is that the North East has such an
interesting "experimental arts" scene?
There are some real champions of the scene here, The Old
Police House, Tusk , TQ... There is a warmth and generosity
and a real cross over between genres that I think sustains
this eclectic mix up.
Do you think anyone should be allowed to make music
or should we have some kind of exam for people before
they can have a Bandcamp page?
HA! I think everyone does make music.
Do we really need 7,000 ambient or electronic albums
on the internet that all sound the same? D’you know
what I mean? Maybe we need to separate the wheat
from the chaff like.
This is tricky as some people are gluten intolerant and chaff
is cute in the wind.

PINNEL
So the majority of your music is made using the human
voice. Is that because you couldn’t be bothered to learn
any real instruments?
I do have a violin… But the sound post fell out..
You do a kind of live looping thing on stage and
presumably in the studio. What equipment do you use
for that and also did you steal the idea from Ed
Sheeran?
Ed is obviously the person I looked to when I started out,
but he’s all about the pedals and I use an iPad/iRig set up...
So we parted ways at that point
Your latest album for TQN-aut, Dreamer, is all about
`ish. How did that concept come about?
I liked the names of some of those deep sea creatures, and
their habits and lives are super fascinating... Also a
hangover from Noizechoir, trying to imagine how things
sound that you can’t hear.

"Ed [Sheeran] is obviously the
person I looked to when I
started out..."
What is Noizechoir?
Noizechoir is an experimental vocal ensemble that I run
with Marek Gabrych, it has been going for 10 years now .
We’ve been pretty quiet this year for noise makers. Perhaps
we are ready to make sounds again.

Animal Wife, 2020

Your work seems to focus almost exclusively on nature
and the elements, the human body etc… Are those
themes an intrinsic part of what Pinnel is about or
might you one day make an album about cities or
computers or calculators or something like that?
We have done work based on architecture with Noizechoir
and I did record a work by a nuclear reactor. I like to make
work that responds to spaces, so I suppose more city-based
work is very possible.
What are your favourite `ish-themed records by other
artists?

Dreamer, 2021

Haha. Erm, probably I spent too much time listening to
marine biology videos trying to listen to the sounds
between the very enthusiastic speaking…. And the Top Ten
unsolved mystery sounds from the deep.

PINNEL
Can you tell us a bit about Star & Shadow? What’s your involvement? What it
does and who it's for?
Star and Shadow is a volunteer-run cinema and venue based in Newcastle. Our
programme is run and created by the volunteers so if you wanna have more drone,
more medieval recorder, more dub, or you need more 3hr Tarkovsky epics in your
life, then get involved. I do all kinds of things, sometimes gigs, sometimes order beer,
sometimes project :ilms.
I guess it has suffered during the pandemic? What, if anything, has been
changed in its operations to give it a better chance of survival?
The cinema is lucky in one sense as we don’t have wages to pay. But I see our
community cut off and without spaces to be in and make work, perform, earn money.
We are readying to re-open the cinema and hopefully soon the venue. We will need
to keep fundraising and making sure we can put :ilms and acts on and keep paying
them, but also keep :inding ways to keep making us more accessible to :ilmmakers,
musicians and audiences.
"Star and Shadow is a volunteer-run cinema and venue based in Newcastle ... if
you wanna have more drone, more medieval recorder, more dub, or you need
more 3hr Tarkovsky epics in your life, then get involved."

What are your future plans for Pinnel and hopes for all the other stuff you’re
doing?
Animal Wife (Lindsay's debut - Ed.) was a larger project of mine called Blue
Topography, which due to the last year has been on hold. I have a book I made,
designed by Debbie Bower, based on the processes of making giant body print
images and using voice in the landscape that I did in 2019. That is all ready to go
and needs releasing. I have some giant blue :lag installations to do over the summer,
and perhaps I could think about a performance which relates to that work .
Lastly, Andy TQ wanted me to ask you about your favourite `ilms and favourite
directors so what should I tell him?
Ah I do love a Tarkofsky :ilm and John Waters (Pecker amongst others). Night of the
Hunter directed by Charles Laughton. That may be a favourite :ilm. Oh and The Shout
directed by Jerzy Skolimowski and written by Robert Graves (Thanks to Sally
Pilkington for that gem).
Anything else to add or any shout outs you want to give to any ‘mint’ people?
Obviously a shout to the lovely TQN-aut who released both my albums which I
would probably not have made.
And my voice queens at the Vocalrooms keeping our larynxes in good order!
Thanks a lot. Keep it mint.
https://lindsayduncanson.bigcartel.com/
https://bluetopography.blogspot.com/
https://noizechoir.blogspot.com/
https://tqn-aut.bandcamp.com/
https://pinnel.bandcamp.com/
@pinnel_lbd / @noizechoir
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MERYL STREEP
Whatever you do, don't read this interview. It's terribly offensive and the music MERYL
STREEP makes is completely horriﬁc. If you've got any sense move on. It's pretty much
the end of the issue now anyway.
Hi Meryl. How's it going and how old are you?
Hello, I'm doing great thanks. My name is Tyler and I'm 42
Is it true that you’re South African?
Yes.
A lot of people think South Africans are rude bastards. Do you
think you’re a rude bastard?
No... Unintentionally perhaps?
Presumably you walk around with a gun on you?
I don't have a gun but I'd like to have one.
What kind of music do you make?
I make shitcore. Shitty grindcore, noisecore etc.
How many people have been murdered on your street today?
Not many. In this year a couple of people have died from heart
attack, suicide and old age.

"I don't have a gun but I'd like to have one."
Why have you got so many aliases and Bandcamp pages? It's
really annoying.
Sorry. Well, I used to have only one band, called I Was Killer's Or
Killer. But then Bandcamp deleted it, for no apparent reason. 400+
releases, lost. I then decided to not keep all my eggs in one basket
anymore - thus hatched Henry Van Tran, Meryl Streep and SAVED
FORGIVEN.
Most of your stuff sounds like a horri`ic racket, although I
hugely enjoy it. Are you like Picasso or Les Dawson and know
so much about your art and music that you can deconstruct it?
Or do you literally not know what you're doing?
Thanks. I am not like Picasso or Les Dawson. However I think that
since most of my stuff sounds the same - often two different songs
are almost exactly the same - it could only mean that I know exactly
what I'm doing.
Do you know who Les Dawson is?
No.

MERYL STREEP
How much do you drink per week and do consider yourself an
alcoholic?
I try to keep it at half a bottle of Jägermeister plus half a bottle of cheap
wine per day, for :inancial reasons. I guess I could stop drinking if I
wanted to.
I suppose you think drinking that much makes you a tough guy?
No I feel rather fragile at times and get the shakes and the sweats.
Have you had a health check-up recently? If not, maybe you should
think about it. Especially at your age.
Nope. Thank you I'll consider it.
Why don’t you make some nice, normal songs about nice things?
It's very hard to make nice, normal music about nice things. Even
though I take shitcore very, very seriously, it's also easier to make and
seems to come naturally to me.

"I sometimes wish I
was Canadian.
English Canadian,
not French."
What are your Top 5 albums of all time? Being South African you
must be a huge fan of Gracelands by Paul Simon.
I don't have a top 5 albums list. Nor do I like Paul Simon very much.
Do you ever wish sometimes you weren’t South African?
I sometimes wish I was Canadian. English Canadian, not French.
Can you give the readers one of your favourite recipes? Being that
you’re South African I expect it’s probably going to be disgusting
but go ahead.
I'm glad you asked. Chicken. Coca Cola chicken and jerk chicken on the
grill. Teriyaki is wonderful.

MERYL STREEP
You asked me to ask you about dirt bikes. I’m not really very
interested in that, but what is it you want to say about them?
Dirt bikes are amazing. I don't own one, don't even want to own one,
just think they're incredible. I'm sad you do not share my fascination
with dirt bikes.

"I think your hobby is
very weird. Board
games are weird too."
What do you think about people who paint miniature `igures and
play board games and stuff? Being that you’re South African I
assume all your board games have been set on `ire.
I think your hobby is very weird. Board games are weird too. I think it
would be cool to set board games on :ire, not because I hate or think
them weird - it would just be interesting visually.
OK bro anything else to say?
Nah man not really. Thanks.
Support Tyler's drinking and gambling hobbies here:
henryvantran.bandcamp.com / merylstreep1.bandcamp.com /
savedforgiven.bandcamp.com
TWITTER: @FrankZok

hream.bandcamp.com

NEXT UP:
ISSUE TEN A.K.A.
SIX IN THE HEAD
GOES HARD
HUGE THANKS TO OUR KO-FI DONATORS: William
(@Cure_4_Madness), Tinywargames (@tinywargames), Grim
(@grim_darkthrone), afterperception (@afterperception),
Daniel Crompton (@danchair), OHSAURUS (@CHDesignChris),
MaddrB (@MaddrBoso), JoJo (@JoJoQ), Pandaemonium
Miniatures (@PandaemoniumM), Alex Attempts Tabletop
(@AlexAttemptsT_T) and everyone else who has remained
anonymous or been forgotten...
Your encouragment and support keeps this mess going.
Stay hobbying. Stay safe. STAY SIX.
SIXINTHEHEADZINE.COM / KO-FI.COM/SIXINTHEHEAD

