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You better watch out!

After the Hivemind took over in issue 41 we are relieved that Warp Rift is back in
control!

With Christmas a couple of days away this issue brings you some great new articles. Be
it from Tom’s Santa Claus vessel (ready your voice) to Moose Musings shoving
blastmarkers and everything in between like the third installment to Solblade. The
concluding article has two more scenarios and the introduction of.... Adeptus Custodes!
Rounding this Javier del Rio, aka Guajirogunpla, shows us his wonderful diorama. Check
his other works here: https://www.instagram.com/guajirogunpla/

This issue sees the start of a serie of tacticas by FunkFuMaster. Starting with the
Imperial Navy light cruisers.

As a part of campaigning through the stars FrO5ty now has the crazy Orks around.
Furthermore, Captain Ardias has started a giant undertaking to refresh the Badab War.
For Warp Rift he reserved a slight adaption of this fleet lists. (And as the chance was
there, I sneaked a Red Corsair fleet list into it at the end).

And most science fiction people know what’s up when someone shouts: “It’s a Trap!”.
Check out Francis’ scenario the Trap!

Che Webster might ring a name with some. In this issue we have a really old interview
with him by Matt Gilson. It was archived as Warp Rift went on hiatus but now it’s here.
And concluding this issue DoublebaseFanatic engineers a Blackstone Fortress and
Italianmoose shoves blastmarkers around!

Lastly, I want to thank Paul Davies, https://www.instagram.com /paulsmallus/ and
James Threlfall, https://www.instagram.com/gothicgarnish/, for lending their images
to this issue of Warp Rift.

Have fun!
Horizon

THE RULES HUB:
https://www.specialist-arms.com /forum/index.php?topic=5203.0

Here you will find all and everything rules related from official and unofficial fan
sources. But also, a digital starter Kkit, tokens, PDF sheets, markers and all the old
magazines.

BATTEFLEET GOTHIC DISCORD
https://discord.gg/W8ZMHKb2bz
Join this great discord to talk about Battlefleet Gothic!

WARP RIFT DISCORD
https://discord.gg/kSKy3Rrtda
A small dedicated discord for this very Warp Rift ezine!

If you want to submit articles or just ask something the best way is to join the
Discord or sent me a mail at: horizonmcr@vivaldi.net

Battlefleet Gothic also has a presence on Reddit, Instagram, Dakkadakka,
Yaktribes, Mastodon and Facebook (the last one is without me). So, check those
out as well.

Cover page is a close up of the titan carrier painted by mwdunning. Thanks!
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What we have for you in this issue of Warp Rift?

+¢ Ships of Legend! (Page 4) You better watch out! Santa Claus is brought to you by
Turbidious Tom!

+»+» New rules & scenarios: Solblades. (Page 6) The third part is here!

+¢ Tyranid Diorama: (Page 12) Javier del Rio made a great diorama featuring
Tyranids. Fitting perfectly with the Solblade series.

¢+ Scholar Tacticus (Page 17 ) FunkFuMaster brings us tactics for the Imperial Light
cruisers!

+« Campaigning through the stars: Orks (Page 23) Fr05ty continues his series of
campaign additions!

+ Fleet of the Badab War: (Page 30) Captain Ardias delves into the history of the
Badab War... and changes it?

¢ The Trap (Page 37) A scenario by Francis.
+¢ Tales from the Old Man (Page 39 ) An old interview with Che Webster

Double’s Hobby Insights (page 43)
¢ The Blackstone Fortress with electrical engineering!?!

Moose’Musings (Page 51)
*»+ Shove those blastmarkers aside!

Have a good article? A scenario you want to share? A story to tell? Tactics?
Nice ships? Remarks? Anything?

Contact me and we’ll get it into a next issue of Warp Rift.

You can find me at the Warp Rift Discord, BFG Discord, Reddit
(horizon_fleet), Instagram (horizonmcr), specialist-arms.com/forum,
yaktribe (horizon) and dakkadakka (horizon).

Or mail me at horizonmcr@vivaldi.net

BFG Discord: https://discord.gg/TScZjbwefG
Warp Rift Discord https://discord.gg/VbMSzs6 W

You can download previous issues of Warp Rift here:
https://specialist-arms.com/bfg/warprift/

From the Nexus Publishing House:

Warp Rift is not endorsed, nor does it endorse, Games Workshop, and it is not an official
publication of Games Workshop. Any words, phrases or images are used without
permission and no challenge is intended as a result of such a usage, including the use of
these words, phrases and images without the appropriate symbols of copyright.
Additionally, these pages - including content, design and images — are copyright (except
where copyright should infringe other such rights). Licensed names, images and logos are
copyright their respective companies or authors. No part of these pages may be
‘borrowed’ or reproduced, and no articles or rules should be considered ‘official in any
way.
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Ships of Legend
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Santa Claus — Jingle Bells by Turbidious Tom

Now everyone sing along, you know the words!!! Torpedoes launch, novas charge,
Emperor's wrath in space,
(Verse 1) Oh, what fun it is to serve

The Imperial Navy, with grace! Hey!
Through the nebulas we navigate,

Chasing chaos fleets, our righteous fate, (Bridge)
With macro-cannons roaring bright,
We'll rule the stars with our naval might! Dashing through the warp,
In an Astartes Thunderhawk,
(Chorus) O'er the fields we go,

Blasting all xenos, oh what a show!
Jingle bells, lasgun cells,

Emperor's light ablaze, (Verse 3)
Oh, what fun it is to cleanse
The galaxy in His grace, hey! Purge the heretics without remorse,
In the Emperor's name, of course,
(Verse 2) Oh, what fun it is to sing

A hymn of war, for the Imperium's king! Hey
Among the stars, where warp storms brew,

Blackstone Fortresses, secrets anew, (Chorus)
Oh, what fun it is to spy, Warp jumps swift, void shields lift,
On chaos plots that multiply! Emperor's fleets engage,
Oh, what fun it is to claim
(Chorus) Victory in His name!
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Solblade — Part 3 — Adeptus Custodes and Ultramarines!

Introduction

In this issue of Warp Rift, we bring you more for the Solblade
article from Warp Rift 40 and 41!

Let’s kick it off right away!

Adeptus Custodes

Note from horizon: Last few years several people asked if there
are rules for Adeptus Custodes in Battlefleet Gothic. And as far as
I know non have been made for them in all those years. Maybe
there has been, but [ haven’t seen them (feel free to point me to
them if they exist!).

The background for the Adeptus Custodes fleet is rather sparse
but we know they have some specialties and strong weaponry. A
direct translation of that little info would make them seem a
fleet akin to the Adeptus Mechanicus with their upgraded
Imperial Navy ships. But I had little interest to create a similar
fleet. Another point was that no one knew how Custodes ships
would look like.

But when Italianmoose released a couple of frigates I suddenly
had an idea: why not make the Custodes out of these? A distinct
design. So, lets add two smaller vessels to Solblade. And if people
like the concept we can always add more new stuff for the
Adeptus Custodes.

Adeptus Custodes Special Rules

The Adeptus Custodes follow all Space Marine rules.

Adeptus Custodes Weaponry & Upgrades

Custodes Beam lance

This highly specialised version of the lance weaponry functions
as a normal lance but ignores shields and spores. Holofields
function as usual.

Phase shield
after each round of fire: roll a D6, on a 4+ the blastmarker is
removed.

Veilbreaker pattern teleportarium
This ancient teleportarium allows for teleport attacks even if
the enemy ship has active shields (or equivalent) + 10pts

Godstrike Pattern teleportarium

The Godstrike teleportarium doubles the range of a teleport
attack to 20cm. It also disregards the size of the enemy ship
+10pts.

Adeptus Custodes Solblade
The Adeptus Custodes have the following options for Solblade.

Adeptus Custodes Light Cruiser 140 points
This ship may add +1 shield for +25 points
Adeptus Custodes Frigate 060 points

This ship may add +1 shield for +15 points

Adeptus Custodes Command
Custodes commanders may only embark on Custodes ships.

Adeptus Custodes General Captain 025 points
The emperor finest give a +2 modifier when boarding. When
conducting a hit and run attack roll the dice per usual with
the +1 modifier. The Custodes player may now pick any result
between 1 lower and 1 higher of the result. The General-
Captain has a leadership of 10.

Adeptus Custodes Upgrades

Veilbreaker pattern teleportarium 010 points
May only be taken once per Custodes ship
Godstrike Pattern teleportarium 010 points

May only be taken once per Custodes ship



Solblade — Part 3 — Adeptus Custodes vessels

Adeptus Custodes Light Cruiser 140 Points

These vessels came as somewhat of a shock to the Imperial Navy and discussion is tense on
how the Adeptus Custodes Acquired these advanced vessels. Their design and power
distribution has been attributed to an unknown ancient STC. Which forge world may be
responsible for this is also unknown.

The unclassified vessel has been seen to travel at a very high speed, outrunning the Imperial
Dauntless Class. Its forward focussed weaponry seems to be of a much higher sophistication
as enemy shields seem to be not working when hit by the frontal lance weapon.

This ship is perfect to infiltrate deep into Tyranid held territory.
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Type/Hits Speed Turns Shields Armour Turrets
Cruiser/6 30cm 90¢ 1 5+ 3
Armament Range/Speed Firepower/Str Fire Arc
Port Starboard Batteries 45cm 3 Front
Starboard Weapon Batteries 45cm 3 Front
Dorsal Beam Lance 30cm 1 Left/Front/Right

Designs from Italianmoose

Adeptus Custodes Frigate 60 Points

From the onset of the Tyranid invasion the Adeptus Custodes sent out their frigates for
reconnaissance and intelligence. And their frigates raised the same question as their larger
counterpart the light cruiser: how did the Adeptus Custodes acquire these agile frigates?

Their frontal armament appeared to be a devastating dual lance array. A frigate that excels
at sweeping at the edges of the Hivefleet and luring the xenos after them. Only to quickly
dart behind them engaging Hiveships at full speed.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 35cm 902 1 5+ 2
Armament Range/Speed Firepower/Str Fire Arc
Prow Lance 30cm 2 Front

8



Solblade — Part 3 — Severus Agemman, Captain of the Ultramarines 1st Company

During the Fourth Tyrannic War, Agemman was rapidly Solblade Agemman Special Rules
dispatched to Segmentum Pacificus to lead a Solblade against Captain Severus Agemman 25 points
the forces of Hive Fleet Leviathan. Battling the tendril Agemman has a Leadership of 10 and 1 re-roll, Any Solblade

Grendy]lu§ i_n the_ Bastior Sul')-sectm.', hi_s knowledge on vessel within 15cm may use the Leadership of Agemman.
Tyranid-killing given onto him by his friend and brother Ortan Furthermore, roll a D6 after each successful hit and run or

Cassius proved invaluable boarding action. On a 4+ the Biologis found a temporary

Tyranid weakness: in the following turn the ship may ignore

The Ultramarines Solblade forces of First Captain Agemman D3 successful Tyranid attacks (player’s choice which one).
came to the aid of Ahbtospar’s Folly and are now defending its Agemman can only be taken once.

spaceport from Leviathan's Tyranids. The Space Marines seek
to hold the Xenos off long enough for Folly's priority
personnel to escape the world.

Accompanying First Captain Agemman on his assaults
are his veteran warriors - Terminators, Librarians
and Sternguard to name but a few. One weapon at his
disposal, however, is the Apothecary Biologis, taking
samples of the new Tyranid bio-forms so that more
can be learned about them, and new ways to kill them
can be found. In this war, information is crucial.

Solblade vessels of the Ultramarines
They have access to the following vessels
Space Marine Strike Cruiser
Space Marine Solblade Light Cruiser
Dauntless Class Light Cruiser
Nova Class Frigate
Gladius Class Frigate
Firestorm Class Frigate
Sword Class Frigate

presented in Warp Rift 40.

Ship created and painted by Paul Davies https://www.instagram.com/paulsmallus/

145 points
115 points
110 points
050 points
045 points
040 points
035 points

Ultramarines may choose the upgrades as
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Solblades — Scenario Five: Ahbtospar’s Folly

Rescue

Solblade Agemman must reach the besieged world to set-up an
escape route for priority personnel.

FORCES

The Solblade player may choose up to 250 points. (Historically
seen one should use the Solblade Agemman list from the
previous page but feel free change this).

The Tyranid player must choose a fleet of 1500 points. A
maximum of two Hiveships may be chosen.

BATTLEZONE

This battle can take place in the Primary Biosphere. Place a
medium sized planet on the table as shown on the map (30cm
away from a short table edge). The planet has a 5cm thick gas
ring at 10cm distance of the planet’s edge. Set-up further
celestial phenomena according the rulebook or in mutual
agreeable fashion.

SET-UP

1000 Points of the Tyranid fleet is set up in a corridor 90cm
away from the planet. The fleet is facing one of the long table
edges. Roll a D6 to see in which part they are setup. 1-2 = A, 3-4
=Band 5-6 =C.

The remaining 500 points is setup 45cm away from the planet
facing the planet.

The Solblade enters the table from the short table edge furthest
away from the planet.
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FIRST TURN
The Solblade takes the first turn.

GAME LENGTH
The game continues until the Solblade successfully lands on the
planet or the Solblade is destroyed.

VICTORY CONDITIONS

The Solblade player must reach the planet with at least one
ship. The number of success is dependent on how many points
of the Solblade fleet made it: 0-100 make a Leadership test
with a -1 modifier to see if it is a success. 101-200 make a
Leadership test without modifier and between 201-250 make
the Leadership test with a +1 modifier.

The Tyranid player wins if the Solblade is destroyed.

Campaign ideas
In a campaign this scenario could be used to play a variant on
Blockade Run for example or even a Planetary Assault variant.

In a dedicated Solblade campaign this game should ideally be
followed up by games of Kill Team and Warhammer 40k! To
see if the Captain Agamann succeeds in the crucial evacuations.

10

Ship created and painted by Paul Davies https://www.instagram.com/paulsmallus/
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Do not falter!

As the evacuation is commencing three Solblades join forces to
hold of the Tyranid Hivefleet for as long as possible.

FORCES
The Solblade player may choose up to three Solblade forces of
250 points each. Thus, in total 750 points.

The Tyranid player must choose a fleet of 2000 points. At least
one Hiveship must be included. This fleet arrives in three
waves.

BATTLEZONE

This battle can take place in the Primary Biosphere. Place a
medium sized planet on the table as shown on the map (15cm
away from a long table edge). The planet has a 5cm thick gas
ring at 10cm distance of the planet’s edge. Set-up further
celestial phenomena according the rulebook or in mutual
agreeable fashion.

SET-UP

The Solblade player places his Solblades facing any direction no

further than 30cm away from the planet’s edge.

The Tyranid player deploys 750 points of his fleet anywhere
alongside the opposing table edge with a maximum of 15cm
onto the table.

FIRST TURN
The Tyranid fleet takes the first turn.

15cm l TYRANID FLEET

SPECIAL RULES

With the start of turn two the Tyranid player rolls a D6: on a 4+

the second wave arrives. The Tyranid player moves the next
750 points of his fleet from his starting table edge.
If the roll was failed next turn the roll is made on a 3+.

As soon as wave two has entered the Tyranid player starts
rolling for the third wave in subsequent turns. Again, starting
with the needed 4+ to see if the wave enters the table.

GAME LENGTH
The game continues until either the Tyranid fleet has been

destroyed or the Solblade plus defences have been destroyed.

The maximum number of turns is 8.

Image by Wintermans

Solblades — Scenario Six: Do not falter!

VICTORY CONDITIONS

The Solblade player should last as long as possible. For each
100 points of Tyranids reaching the planet a planetary assault
point is scored. Check the table to see the effect:

» If the Tyranid player scores 0-7 points the Solblades have
done enough, and the evacuation is a success.

» Ifthe Tyranid player scores 8-14 points the battle on the
planet will be long and heavy and only a part of the
evacuation was a success.

» Ifthe Tyranid player scores 15-20 points the planet is
overrun and the Solblades utterly failed.

Campaign ideas

There are many ways to incorporate this idea into campaigns.
Just like scenario five games of Warhammer 40 or Epic
Armageddon (yes, the old one ;) may feel the effect of the
results.

You could even think of an additional scenario where some
transports need to escape the tentacles and massive claws.
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Tyranid diorama
by Javier del Rio

THE BATTLEFLEET GOTHIC NETZINE




It's a pleasure to be doing this write up on my piece for Warp
Rift. I thank all who have taken an interest in my work; it is
simultaneously humbling and validating. Cheers and happy
painting!

I've been an avid fan of Warhammer 40,000 since roughly
2003, halfway through middle school. While I wouldn't put
paint to plastic--let alone even own models--until late 2019, I
immersed myself in all aspects of the lore, devouring any
reading material I could get a hold of. My first actual tabletop
experience was Battlefleet Gothic, by way of my brother-in-law
who would let me use his models when list-building fleets for
our games. Back then, I only played the Imperial Navy against
his Chaos, Eldar, or Necron fleets. The game has always held a
particularly special place in my heart, and while I cannot claim
to be an avid player, the factions' ship designs and depictions of
space battles have always remained one of my favourite things
about the Warhammer 40,000 universe.

In November of 2019, I finally started collecting and painting
models of my own; specifically, [ went about starting an army.
After some deliberation I went with Tyranids, as I'm absolutely
enamoured with their role as an undeniable existential threat
to practically everything but themselves, as well as feeling that
they grant me the most creative freedom to experiment with
colours and form. Since then, I've been collecting and painting
an ever-expanding army of Tyranids with a deliberately
involved scheme, patiently churning out alien horrors when I
have the time. The army is just one facet of an ongoing long-
term hobby project: a homebrew splinter fleet with
thoughtfully-crafted lore accompanied by high-quality 2D
artwork--both commissioned and my own--arranged into a

Tyranid Diorama

hardcover custom codex, thematic display pieces, and a
dedicated tabletop board featuring permanent terrain.

I began work on the diorama at the start of February, 2023. It is
a depiction of a forward element of my splinter fleet devouring
the last, defiant remnants of a Navis Imperialis patrol that was
unfortunate enough to cross paths with it. While the piece

would evolve in scope and scale as | progressed through it, the
aforementioned description has always been the core of the
narrative. | started with three pieces of wood that would act as
the bases. I originally went with three because a backdrop was
not part of my initial vision for the diorama, accounting instead
for an intentionally modular design that could be displayed
asymmetrically. | marked where I intended ships and asteroids
to be placed, then drilled tight-fitting holes into the wood. After
priming the wood black, I set about painting it with a
combination of acrylic paint, washes, and inks. The asteroids
were made from several wine corks that I tore apart with my
fingernails to get nice, irregular chunks. I then took paperclips-
-the ones that sport a plastic coating

over the metal frame, straightened them out, and cut them in
various lengths to use as flight stands for the asteroids. Even
after finishing the wooden plates, I would go back and fill in
holes from defunct placements or make new ones to fit new
asteroids periodically throughout the piece. While I hope to
make a sloped backdrop painted to match the base in time for
Adepticon 2024, the rest of the diorama is effectively finished.

I made it a point to only use bioship designs that have been
depicted in official material, as I wished to aesthetically root
the diorama in canon as much possible; several of the ship
designs are taken from Battlefleet Gothic: Armada 2, which
feature my favorite Tyranid designs and what I believed would
be the most recognizable. [ was able to find files for them on
Thingiverse and--thanks to a good friend who generously
agreed to my request--print them out. [ gave him the URLs of
the files I'd like to see printed and in a few weeks, he got back
to me with what he printed. After fiddling about with the
scaling, he handed them off to me along with all the 'failed’
prints and bits that came out of the whole endeavour. Even the
bioships that were considered successful prints came in pieces
that needed to be joined, with some bioships having different
scaling across their constituent parts. In truth, every Tyranid
vessel in the diorama required a moderate to significant
amount of epoxy putty to get pieces to fit snugly and overcome
shortcomings from the 3D printing process. The bioships I
asked to be printed were the Vanguard Escort Drones,
Devourer Cruisers, the two Hive Ships, about a dozen or more
Tyranid mines and boarding craft. Sadly, many of the boarding
craft would not make it into the final piece as so much as a
wayward glance proved enough to disintegrate them. Despite
the casualties, four boarding craft managed to make it into the
diorama and fill out the space in a meaningful way.



About halfway through finishing the vessels I had planned for
the diorama, I began to question if my original configuration of
the ships flowed properly and began to experiment with
different placements for them. It is at this time when I started
to take a closer look at the rejected prints to see if I could put
them to use. From one such print came the inspiration for the
duel between the 'Firestorm' variant of the sword-class frigate
and the Vanguard Escort Drone. The intention was to depict
both ships in their death throes: a frigate firing a final,
retaliatory shot at an escort drone as its frame is finally

Tyranid Diorama

buckled from the impact of the pyro-acidic battery hammering
into it. For this, I selected a drone that was almost perfect but
smaller than intended and turned its minor deficiency into
battle damage using epoxy putty to mimic ichor spewing from
a severed limb. The pyro-acid splashed all over the hull of the
Firestorm is a combination of PVA, super glue and epoxy putty,
with the core of the gout connecting the two ships to each other
being formed from a straightened paper clip. The turret on the
frigate was sawed off and glued back on facing the drone. The
muzzle flash, round, and point of impact is epoxy putty.

Working on the duel opened my mind to the possibility of
adding to the configuration, and I began scouring the internet
for iconic Tyranid bioship artwork once more. [landed on two
older designs; a 'Stalker' Escort Drone from one of the early
publications of White Dwarf and a nameless one that makes a
singular appearance in a piece of 5th edition artwork, though is
often attributed to being a possible depiction of a Tyranid
Narvhal. Both of these vessels lent themselves well to what |
had available from both the failed prints and my own collection
of bits. For the Stalker Drone, I attempted to work a bit of the
new aesthetic direction into the design, particularly the
concentrically layered double set of flagella found at the rear of
most bioships for motility. In all other aspects, I attempted to
match the most appropriate bits I had as closely as I could to
the original design. The piece features bits from the hive guard,
warrior, carnifex, and venomthrope kits. Almost no epoxy putty
was involved in this one; the bits were largely conjoined and
reinforced using sprue goo--Tamiya plastic cement mixed with
sprues from used kits, with cut paper clips forming the wire
skeleton that held it all together. Staying true to its narrative as
an aggressively territorial drone that swarms around the larger
hive ship and lashes out in a frenzy to anything that draws near

it, I had it firing a double payload of pyro-acidic batteries at the
dying Dauntless Cruiser despite its obviously forlorn fate; the
payloads being made from stripped paperclip and epoxy putty.
I placed one of the larger asteroids close to the drone and
employed OSL to tie the model narratively to the board in some
capacity. The second ship; what I originally deemed to be the
Narvhal, features bits from the hive guard, venomthrope,.
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hormagaunt, and warrior Kkits. The triplicate claws on the front
are bits leftover from mangled escort drone prints. The mass of
writhing tentacles at the "mouth” of the ship was sculpted with

epoxy putty.

The BFGAZ2 hive ship clutching the dying Dauntless-class
cruiser is inspired by 'The Ancient One', an enormous Tyranid
mothership that appears in the game and is known for being
notoriously difficult to defeat. The colossal tentacles at the
mouth of the bioship are toxicrene tentacles I shaped by
leaving in boiling water for a short amount of time and bending
in the direction I wanted. The hive ship was originally
completely hollow on the inside and needed to be filled in with
epoxy putty. the largest bio-ship of the diorama is modeled
after an old but iconic design first featured in a supplementary
expansion to the tabletop version of BFG: 'Battlefleet Gothic
Resources - The Harvest Fleets: Necron Vessels'. The ship was
printed in two halves that had to be sanded down and joined
together using epoxy putty, though not much else was
necessary prior to painting.

Both the Imperium ships present in the diorama are the
original pewter ships from the old line; the very same ones my
brother-in-law allowed me to use in my earliest games and
now graciously donated to my passion project. Given my
fondness of those halcyon days, stripping them of their original
Gothic livery and deliberately maiming them gave me a touch
of melancholy, admittedly. I decided to go with the battlefleet
colors depicted on the original box art, which I believed at the
time to be Battlefleet Koronus or Battlefleet Ultima, though was
informed later on that it closely resembles Battlefleet
Armageddon as well. Battle damage from pyro-acidic batteries
was sculpted by covering the area in question with PVA glue,
then placing drops of super glue on the PVA--this will cause it
to shrink and deform.

Tyranid Diorama
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Scholar Tacticus - Lesson 305: Light Cruiser Strategy and Tactics

++ SChOLAR TACTICUS GOTHIC ++

++FLEET WARFARE COMMMAND COURSE++
++SESSION 4120+M41.345+PORT MAW++
++TACTICAL DOCTRINE — BFG: REMASTERED++
++FLEET INTELLIGENCE DATABASE — BFGXR++
++LESSION-305++RECORDING TRANSCRIPT++

++LORD ADMIRAL PELLEW PRESIDING++

Commodores, Captains, good evening. Now that we have
concluded with ships of the line manoeuvring and firing
patterns, it is time we faced the realities of fleet campaigning
and sorties.

The hard truth of campaigning in any segmentum, and in
particular the Gothic Sector, is that you as fleet commanders
will never have the ideal resources and force elements you
require in order to meet your objectives. Cruisers are
expensive and time consuming to construct and maintain, and
with the limited allocation to task group commanders for any
one mission (points cost) you will not always have every class
of ship you desire in your force. Battleships are an even rarer
commodity and must be apportioned very sparingly and
suitably protected to justify deployment.

Conversely, escort squadrons for all their tactical value, which
will be covered in another module, do not have the endurance
and defences to survive on the battle line and remain combat
effective under sustained fire.

This is where the necessary paradigm of the light cruiser has
emerged. Notably cheaper and simpler to produce than their
larger siblings, they none-the-less have far more resilience
than their equivalent in escorts.

In their patrol duties light cruisers can operate far afield
independent of support, however it’s their utility in fleet
engagements that we will focus our discussion today.

The available light cruiser types available across our Lord
Emperor’s fleets are varied, however largely fall into two broad
categories based on their characteristics and utility.

SQUADRON LEADERS

Designed to keep pace with escorts ranging into the flanks of
an engagement, the ubiquitous Dauntless class is a common
sight in every fleet. Our comrades from Battlefleet Bakka also
make use of the legacy Siluria class gun cruiser.

With speed and manoeuvrability equal to our Frigates, both
can lend their firepower to an escort squadron’s strike runs.
Sublight drives have been significantly enhanced, allowing for
bursts of velocity to enable flanking positions.

It is unfortunate that our command structures prevent a light
cruiser from integrating directly into an escort squadron,
however coordinated attacks are still very effective if timed
accordingly.

Dauntless are particularly apt in delivering significant
ordinance salvos into a target or striking the killing lance strike
after supporting escorts have knocked down shields. Their side
armaments are lacklustre at best however so frontal vectors
are preferred unless operating in a squadron.

s i -

The Siluria class THEBES knocks down the defences of the condemned
heavy cruiser INJUSTICE, as Firestorms line up the killing lance strike.
(image: FunkFuMaster)

Siluria on the other hand are pure gunships, able to bring a
weight of shot equal to a Tyrant class onto one broadside. They
excel at whittling down target defences, allowing lance armed
escorts to strike at unprotected hulls. Encircling manoeuvres
are best on the flanks of the escort squadron. Conversely to the
Dauntless, this class struggles against frontal targets with only
small portion of its armament in a turreted configuration.

Both platforms are also capable of limited teleport strikes,
preferably at targets already weakened in the coordinated
attack. The risk however is that this exposes them to close
range counter fire for which their lighter armour and shields
are less able to deflect.
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The manoeuvrability of these classes comes at a cost however,
with the heavy prow armour that the battle line relies upon
being sacrificed for the additional velocity. As such stationing
in the battle line for frontal assaults should be avoided, or at
the least on the flanks, where they would not be the priority
target, and they can potentially use their speed advantage to
pincer.

Turret defence is also lacklustre, as such they are vulnerable to
strike craft and torpedo strikes, unless they are closely
protected by supporting escorts or squadmates.

These classes operate exceptionally well when squadroned
together, either in like pairs or mixed. Paired up, they can
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torpedo run against a Ork Battlekroozer

concentrate broadside attacks and a Dauntless squadron’s
frontal lance attack or combined torpedo salvo can be
devastating. A full broadside from a pair of Siluria class can
match a battleship for weight of shot.

CRUISER ESCORT

If the Dauntless and Siluria can be considered oversized escorts
in their role, the other subclass can be considered an
undersized ship of the line.

The Endeavour class and her variants are an ancient design,
harking back from Segmentum Solar and the great crusades. In
comparison to their lighter siblings, this family of designs boast
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Dauntless cruisers from the 67 Patrol Group execute a lethal

(image: FunkFuMaster)

frontal armour equivalent to a full cruiser, at the cost of
reduced velocity and manoeuvrability.

(Horizon'’s note: in the official rules the Voss Class Light cruisers
can choose to have either a 6+ prow and 45 degree turns or a 5+
prow and 90 degree turns).

This reduction reduces their utility in independent action;
however, it lends itself well for close escort of cruisers and
battleship who share these characteristics.

This class is suited to provide defence in depth to battleships,
drawing fire and harassing potential threats to those precious
few behemoths.

However, assigned as close escort to a particular cruiser for an
engagement is where this class excels. With similar command
configurations, light cruisers and cruisers can integrate into ad
hoc squadrons, closely coordinating all aspects of manoeuvres,
fires and orders.

Common to all three variants, the light torpedo armament is
lacklustre by itself, however when in close escort to a torpedo
armed cruiser can notably enhance the salvo. The heavy prow
armour affords the class a place on the battle line during
frontal charges. The light dorsal weapons emplacement can
also lend its fire to any broadside salvo of its parent.

The Endeavour base class is a gunboat similar to the Siluria,
with a significant broadside weight of fire at standard ranges.
Dependant on the threat, it is best paired with either lance
armed classes such as Lunar or Gothic to knock down heavily
shielded opponents' defences. Alternatively, against the
dreaded Xenos of the Eldar, supporting heavy gunships such as
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Tyrant, Dominator or Overlord classes provide devastating
broadside attacks.
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The Endurance class AD LIBEFéAS lends its lance and macro
batteries to the cruiser DOMINION to overmatch the incoming
traitor cruiser KILLFRENZY (image: FunkFuMaster)

The Endurance class, rarer than its sister, sports a lance
armament equivalent to a Lunar class. It is best paired
with macro battery platforms to lend lance strikes whilst
enhancing the main salvo.

Pairing with Gothic is less effective as the lack of
supporting macro batteries leaves the light dorsal
armament sub-optimal. This class is designed for heavily
armoured opponents and employment against the
holofields of the Eldar should be avoided.

The final variant, even rarer, the Defiant is an excellent in
its role escort carrier. On its own, it can range fighter

defence to support convoys and protect other lightly defended
vessels. When attached to another fleet carrier it comes into its
own. Massing its strike craft together, it can form strike
packages of such weight that can threaten even enemy
battleships. It can also complement the shortfalls of the
Dictator and Mars marginal macro batteries. However, if the
parent carrier is Nova Cannon armed the utility of the Defiant’s
torpedo launchers is somewhat negated.

All three variants, in the role of close cruiser escort, can also
lend themselves very effectively to teleport attacks with their
parent cruiser, and also greatly support boarding

An independent squadron of light cruisers, Endeavour, Defiant and

Endurance class (image: FunkFuMaster)

actions enabling close in action on multiple fronts against an
overwhelmed target. They are also well defended against
opposing boardings with their bottleneck design enhancing the
defences on board.

The Endeavour & Endurance class can also operate effectively
when squadroned together, with two able to bring broadside
firepower to bear equal to any cruiser and with greater
defence. The exact makeup of the squadron can be tailored to
the threat, be that macro cannon, lance or a mix for ubiquity.

The Defiant is of less utility in a light cruiser squadron, unless
massed together to provide sufficient strike craft to an attack
wave.

Turret defence is significantly improved compared to the
Squadron leader classes, and when massed together provide a
significant deterrence against all but the heaviest strike waves.

A NOTE ON THE ADEPTUS MECHANICUS

The Explorator fleets of the holy Adeptus Mechanicus also
utilise the Endeavour class and its variants for escort duties to
protect the even rarer and precious cruisers and Ark
Mechanicus. As such, the Tech priests have enhanced the self-
protection defence turrets of the class considerably against the
threat of enemy ordinance.

Several divisions have also been retrofitted with turreted lance
armament in place of their torpedo bays. This synergises well
with the Exlporator fleets propensity for nova cannon armed
cruisers in place of the torpedo launcher of the Navy. With the
lack of Squadron Leader classes, this flexibility frees up the
cruiser escorts to increase the range of defence, not requiring
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to remain in close escort to combine salvos. Combined with the
myriad of unique upgrades that the Mechanicus installs on
their ships, this allows each light cruiser greater tactical
flexibility.

\Explorator fleet Endeavour class

(image BFG: Armada I1)

FORCE DISPOSITION

Tonight, so far, we have covered the tactics that suit the
strengths of the light cruiser and mitigate some of their
weaknesses. With that in mind, you can now better prepare
your force apportionment requests with fleet command to
achieve your mission objectives with greater efficiency.

The current force in being of most sector battlefleets sees a
light cruiser to cruiser order of battle ratio of roughly two to
one. As such you should consider your requisitions in these
terms. Can a detachment of light cruisers better achieve the
objective than a single cruiser?

The flexibility that the enhanced command and control that a
cruiser, even a light cruiser, over an escort squadron has means
that you can alter your force disposition at the opening of
battle easily.

Dependant on the mission and the battlefield you fight, you
may determine whether the light cruisers in your force should
operate independently, in squadrons together in the roll of
squadron leaders, or attached to your primary capital ships as
cruiser escort.

As mentioned previously, a detachment of light cruisers can
even satisfy the force protection requirements that fleet
regulations demand for the safe and effective deployment of
battleships, enabling a more flexible deployment as Light
cruisers can enable the protection of such a precious fleet asset
where normally a division of cruisers would be required.

ADDENDUM: ADEPTUS ASTARTES

As we are graced with the presence of several Ship Masters
from the holy chapters of the Adeptus Astartes, a short treatise
on the integration of the Vanguard class cruiser is in order.
Whilst designated a strike cruiser in line with the mandate of
the codex restrictions, the Vanguard carries an armament more
in