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2023!
Here we are again! Issue 37 of Warp Rift has hit the void.

In December two fine expansions have been released: Book of the Voigd Phe
Xenos Tide and Dark Mechanicum. Of the latter we have the Arks of Omen in
this issue.

Italianmoose has brought forward to set to solo play Battlefleet Gothic with a
fleet of your choice against the Tyranid Hiveswarm. For those days when no
opponent isavailable or if you are up for a challenge. As an extra it combines
with the SpaceHulk boardgame!

Also bringing Top Gun to the Battlefleet Gothic rules!
HuvalC brings us an extensive Adeptus Mechanicus overview.

The cover is byAurelien Ceccaldi(Elias_Minis on Instagram,check link below)
who turned the two prize winning entries from the French BFG\cademy (also,
link below) into a stunning wallpaper. Later in this issue you can see both
winning miniatures.

Enjoy the following pages made possibly by the community of Battlefleet
Gothic! (aka: you! Thanksll!)

Horizon

https://www.instagram.com/elias_minis/
https://www.instagram.com/bfg_academy/

Some quick notes on Battlefleet Gothic:

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 kit, 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.ga/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 by Aurelien Ceccaldi (http://www.studioloparis.com )



https://www.instagram.com/elias_minis/
https://www.instagram.com/bfg_academy/
https://www.specialist-arms.com/forum/index.php?topic=5203.0
https://discord.gg/W8ZMHKb2bz
https://discord.gg/kSKy3Rrtda
http://www.studioloparis.com/

What we have for you in this issue of Warp Rift? Have a good article? A scenario you want to share? A story to tell? Tactics?
Nice ships? Remarks? Anything?

x BFG Academy winners! Check out the great winners from this Instagram

painting competition. #1171 OAAO I A ATA xA611l CcAO EO ETOI A 1TA@O
x Top Gun Maverick! A fun short article by Rin and Hexagrammaton You can find me at the Warp Rift Discord, BFG Discord, Reddit
(horizon_fleet ), Instagram ( horizonmcr ), specialist -arms.com/forum and
x Solitaire Campaign. Take on thehivefleetusing rules to play solitaire. dakkadakka (horizon).

Or mail me at horizonmcr@yvivaldi.net

x BFG Facebook annual 2022 winners. All the winners from 2022!.

x Adeptus Mechanicus Overview. HuvalC guides us through the Ships of Mars. BFG Discord: https://discord.ga/T ScZjbwefG
Warp Rift Discord https://discord.ga/VbMSzs6W

x Arks of Omen. TheBalefleetshave arrived Anda really big Ark. Of Omen.

N - : : ]
Painting tutorial. DoublebaseFanatic guidds create a planet model. e e Nexilk péblishing fouse

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 imagesare 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
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way.
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Image byAurelienCeccaldihttp://www.studioloparis.com)




BFG Academy Winners

In 2023 the BFG Academy from France hosted a painting competition on Instagram. This competition was won by Doublebaselrdritias78.
Hereare the links to Instagram of both skilled painters:

https://www.instagram.com/doublebasefanatic/ https://www.instagram.com/siras78/
Andasan award they received the custormade wallpaper as you can see on the cover of veis/issueof Warp Rift. DoublebaseFanatic already had it printed and framed and now

it hangs proudly in his house.

Siras78 Grand Cruiser



https://www.instagram.com/doublebasefanatic/
https://www.instagram.com/siras78/

Siras78 Grand Cruiser




DoublebaseFanatic Grey KnighBattlebarge




DoublebaseFanatic Grey KnighBattlebarge







Top Gun

By Rin (rules) and Hexagrammaton (intro)
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squadron of your respective and your carriers. We want you to be better.

Here you will fly harder, faster, longer, and hit targets deadlier than you can
possibly imagine, we are looking for a select few to spearhead an attack against
a target never attempted.

You will not all make the cut, and those of you who do will likely not come back.
A0 OOCEOAA OPh AT A xAl Al I A -@WingLeddA 30i
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Standard crew refit: highest firearm

One ship with launch bays in your fleet may replace one launch bay with a
Top Gun Squadron. Top Gun squadrons can launch as fighters or bombers.
This upgrade is available for Imperial Navy, Chaos and Tau.

A Top Gun Squadron acts as a resilient fighter when engaging other ordnance
however opposed to other resilient craft it does not stop and as such may

move further and engage a second marker. The speed of a Top Gun fighter
squadron is 35cm.

When launched as bombers they may fll attack dice when rolling for how
many attack tuns are being made. A Top Gun bomber squadron has a speed of
25cm.

This upgrade costs +10 points.
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speed bump for the attack craft.




Just before Christmas last year Book of
the Void 2 saw its release!

In the previous issues of Warp Rift we
have shown some previews of the
fleets and ships in this expansion but € PRELtn el
iTx EO EO AiiplAOAA &I O OEA 2AEGS' 11 O " vyuycandownload it here:

more vessels have been added for : - ,
example.

Have fun reading and feel free to give
feedback! &)

oo ooy more T8 BIIIIK nr THE VoID 2-
this fine PDF together. : 'I'HE XEan 'I'“]E
| : A.fan made suApplcmcnt for Games Workshop's Battleflect Gothic. ' Z R

This volume provides all the rules you need to add the Mercantile, Demiurg: -Commerce, Rak'gol, Battleﬂccx W A %IFT

Helian and Hivefleet Devourer fleets to your games of Battlefleet Gothic. ‘THE BATTLEFLEET GOTHIC NETZINE

You can give feedback directly on
the BFG Discord:



https://drive.google.com/file/d/1KDRuHZ07_4u9CQuwpyN9nzNFFU0Bvy-T/view?usp=drivesdk
https://discord.gg/uR6wvGn67A
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Battlefleet Gothic Solitaire Campaign
By Italianmoose

A Tyranid Hive Fleet attacks a solar system. The defender must stop the
incoming horde!

The intent of this campaign is to be used with 1st Edition Space Hulk (SH)
rules and any version of Battlefleet Gothic (BFG). Solo play rules for Space
Hulk can be found in the Deathwing expansion, while a modified form of the
Instinctive Behaviour chart is used in BFG. Forces for Space Hulk missions are
selected from the Terminator Force List, with maximum points values as
described in the difficulty section. Other factiorappropriate lists are

available.

If you prefer to use some other skirmish battle system, more power to you! Let
me know if anything works well in a singleplayer mode.

Tyranids start with a set number of hive ships. They lose at any point if they
are all destroyed.

Defenders start with a large regular fleet and a smaller "elite” fleet, neither of
which can replenish losses apart from special circumstances. The Elite fleet is
required to trigger offensive space hulk games. The defender also starts out
with a set number of "terminators” or equivalent for space hulk games. If all of
these are lost, the defender reverts to an infinite number of regular troops

this makes the Space Hulk missions much harder.

For example, once all Terminators are lost an Imperial player would revert to
basic guard troopers! If all elite capital ships are lost, no offensive space hulk
games can be played. They are automatically lost.

Battlefleet Gothic missions are expected to have substantial points imbalances
towards Tyranids. Escorts and cruisers are infinite for Tyranids, only hive ship
damage is carried over (critical hits are repaired between missions). In
Battlefleet Gothic scenarios Tyranids are deployed with hive ships as far from
the Defender deployment zones as possible and surrounded by escort drones.
Other escorts and cruisers are uniformly spread throughout the deployment
zones. Where divisions are used in deployment, Tyranid ships and squadrons
are randomly assigned via dice roll, coin toss, etc.

The intent of this campaign is that it's very hard to win, and the defender must
AA AAOAEOI AADPITUET C &£ OAAOG8 /1 AA OEAUGS

Imperial Cruiser on the run.



Modifications to Instinctive Behaviour A Brace for impact when the total firepower being fired against the

ship/squadron can cripple it. Once crippled, hive ships always brace for

The instinctive behaviour rules need some tweaking for this to work impact. For example, a squadron of six vanguard drones would brace when

effectively. Listed below is a new logic flow: six dice are being rolled against them (combined lances and weapons
batteries). A cruiser with full shields would brace against 5 dice or more.

A If > 60 cm and front arc, AAF towards enemy.

A If in doubt, turn and move half speed towards closest enemy
A If <60 cm, turn and move full speed & attempt to board closest enemy if
possible. Speed can be reduced to facilitate boarding.

A If guns will be in range after normal move straight ahead, lock on. Difficulty Options
Ay £ 1T OOOEAA T £ A OET CI A 0060180 Al CIl Adasy#4. ( AT A 11 O0A EAI £ j AGAT OO0 AOTTAO 11¢
full) speed towards enemy if escort (full speed is too evil for most escorts 4 Hiveships, 40 Terminators, all damage is repaired on defenders. 50 points

with a 180-degree turn!). Capital ships turn towards enemy and try to make  max in Space Hulk missions.
full move. Hive ships burn retros to turn if blast markers will prevent it.
Medium
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ships launch fighters up to their standard launch capacity and then reload +1 (i.e., not crippled). Norcrippled defender ships are repaired to full health.
(rolling for reload ordnance) ready to launch assault boats for the i OEEPO xEEAE AI1860 OAEA PAOO ET A [ EOOE
remaining launch capacity (i.e., the doubling they get). Any fighters lost are  points max in Space Hulk missions.
relaunched as soon as possible. Crippled hive ships only launch fighters for
self-protection. Hard
8 Hiveships, 20 Terminators. All defender hull damage carried over; crits are
A Ignore celestial phenomena other than warp rifts, in which case move away repaired. 20 points max in Space Hulk missions.
from and burn retros if movement would cause impact. Otherwise move
through the phenomena. Celestial phenomena have their normal effects,
however Tyranids only move towards a planet by default in a planetary
assault scenario. If within 10 cm of planet, ships move into high orbit and
start scoring assault points.



The Scenarios

Scenario BFG1

BFG: a small elite scout force needs to perform a teleport attack on an outpost
surrounded by Tyranids ships and escape. If successfull, pl&y1. If failure,
move on to the next mission.

1000 pts of Tyranid escorts and cruisers vs. 500 pts of elites. (No hiveships)

Terrain is generated using the outer reaches generator. The sunward edge is
OEA $AEAT ARAOSO OEI OO OAAT A AACA8 4EZ
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and cruisers and does not contain hiveships. The Tyranid ships are deployed

in the zones shown. All Tyranid ships are deployed in lines between the long
table edges with each ship facing the Defender table edge, forming several
walls of ships between the Defenders and their objective. After this the

defender fleet is deployed in the zone at the other end of the table.

After the defenders have performed a hit and run attack on the outpos|l of
their ships must disengage but can only do so past the halay mark of the
table edge or via a warp rift if present. Ships which disengage outside of this
zone do not count for victory.

Play until all defender ships are destroyed or have disengaged. The defender
wins if a teleport or hit and run attack is performed on the outpost and the
ship which performed the hitand-run disengages in the defender table half.
Ships which disengage roll a d6. On a 1 the ship goesadlrse or is

otherwise lost for the duration of the campaign, returning too late to be of use.
30AO00AADO ¢ mOIT I OEA Of11l1
table and subtract 4 if the ship flew into a warp rift to disengage.
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Defender half of the table -
Defenders can disengage past this

10 cm .
point

—_—

30 cm 30 cm

20
cm

Other
escorts

Cruisers
and Escort
Drones

Defender
Deployment

Scenario SH1 (Offensive)

Space Hulk: The team delivered to the outpost in the previous mission needs
to recover sensor recordings and exfiltrate. Play Mission Book Mission 3:
Rescue. If the missiﬁ is.a success, the ers will get.same re%ular
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Scenario BFG2

BFG: The incoming Hive Fleet threatens the system. The defenders need to
evacuate the outer system Play Scenario 6: Convoy run. If successful, the
Tyranids will need more assault points for the planetary assault scenario.
Then play SH2.

Scenario SH2 (Offensive)

Scenario BFG4

BFG: The Defenders perform a fleet engagement to try to blunt the assault

(the objectlve is to hit the hive shlps and cause as much damage as possible).
OEAE A &£ Oi AGETT AAAE OA Oi111ETI Qthdh Ag
Tyranids deploy in a Sphere, 3: Wedge, 56: Cross

1500-point fleets are used on both sides. Then play BF%5

Space Hulk: As part of the evacuation, the defenders need to extract a VIP. Play Scenario BFG5
Mission Book Mission 5: Decoy. If successful, the defenders get more planetary BFG: The defenders must protect the main planet from the hive fleet. Play

defencesin the assault scenario. Then play BF&

Scenario BFG3
BFG: The defenders perform a surprise attack as preparation for an
engagement. Play Scenario 3: The Raiders with the Tyranid fleet as the

Scenario 7: Planetary Assault.

1500 pts each (or whatever is left of defenders). If SH was won, gain
+3d6x10 points of new ships in the regular fleet. If Si2 was won, gain
+2d6x10 points of planetarydefences Tyranids need to park in high orbit

defender. 750 pts of defenders vs. 1500 pts of Tyranids. If a hive ship is hit and within 10 cm of the planet edge to score assault points unless the low orbit

run (or teleport attacked) by an elite ship, play SK8 after the game if the hive
ship survives. If SH3 is won, the Tyranids lose this hive ship posgame. If the
BFG game is lost the Tyranids can do repairs on their hive ships (+d6 hull
points per hive ship as they munch on the matter).

Play BFG4 (after SH3 if SH3 is played)

Scenario SH3 (Offensive)
Space Hulk: A strike force is tasked with planting explosives within the hive
ship. Play Mission Book Mission 4: Cleanse and Burn.

table is used. If BF& was won by the defenders, the Tyranids lose 2 assault
points.

If defender wins (i.e., full victory) play SHb, else (if the Tyranids get more
than 2 assault points) play Skb. If Tyranids get more than 6 points, play SH.

Scenario SH5

Space Hulk: The defenders must hunt down any Tyranids that made it to the
planet surface. Play Generator Scenario 6: Search and Destroy. If won,
defenders win! If lost, play SHb

Al



Scenario SH-6

Space Hulk: some key synapse creatures Genestealercults have been
discovered on the planet. Play Generator Scenario 4: Raid twice. If 1 or more
of the 2 playthroughs are lost, play BF&. If 2 of the 2 playthroughs are won,
defenders win.

Scenario SH-7 (Offensive)

Space Hulk: The Tyranid forces that made it to the planet are growing in
strength and the defender forces must evacuate the planet. Play Generator
Scenario 5: Breakout. If lost, the elite fleet is lost. In either case, then play BFG
6.

Scenario BFG6

BFG: The planet has been overrun and the defenders must evacuate, taking as
much with them as they can and spreading the news. Play Scenario 5:
Blockade Run. 750 pts of defenders (or whatever is left) vs. 1500 pts of
Tyranids. If won, play BF&/ . If lost, defenders lose as the system goes silent
without explanation.

Scenario BFG7

BFG: The defender must prevent the spread of the Hive fleet beyond the

system which is already lost. Play Scenario &xterminatus. A new defender

1500 pt fleet (all damage is repaired on existing ships and the fleet is

OAET £ OAAA O1T OOOAT COE xEOE OEEDPO I £
Tyranid fleet.

If the defender wins, they scoreRhyrric victory as the system is lost but the
Hive fleet cannot claim any more systems.

If the defender loses, the system and the reinforcements are all claimed by the
Hive Fleet leading to a complete defender loss.

Tyranid fleet by AC2110
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Bondsman Award - Best Overall Entry
(Community Vote)

This outstanding up-scaled Lunar Class Cruiser
entry from all the way back in the first
competition of the year. This entry was from
Admiral Paulsmallus We maybe hearing from
Paul in a little bit, but you can find Paul on
instagram if you would like to see more of his
amazing work.

Painted in the classic gothic fleet scheme litas
to be one of the best paint schemes the BFG
community has ever seen. A truly worthy
winner of the 2022 overall winner. Fantastic
work Paul, congratulations.

Make sure to check out the complete article
at:

https://portinvicta.weebly.com/bfg -
painting -comp/turbidious -painting -
competition -awards -2022

To read the insights of Turbidious Tom and
find out which entries did get special
awards from him, Italianmoose, Battlefleet
Galaxy and Andy Chambers!



https://portinvicta.weebly.com/bfg-painting-comp/turbidious-painting-competition-awards-2022
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By DoublebaseFanatic



ByWarbossEvans By VexarE



By DoublebaseFanatic




By horizon By PaulsMallus



By DoublebaseFanatic By AC2110




. -

. -
Thisbackgrou

A Lo



https://www.tumblr.com/creedomnissiah

The Adeptus Mechanicus Overview

On the following pages Huval@with input from Hexagrammaton and me,
will take you through the vessels of the Adeptus Mechanicuset's just
jump straight into them:

Adeptus Mechanicus key features
A Leadership is better than the Navy counterpart ranging from -B, with a
50% chance of having Leadership 9.

A Standardthere is no reroll for the Arch-Magos (Admirals). Rerolls can
be bought but are relative expensive (50 pts for 1, 125 for 2).

A An Attack rating of 2.

A Weak against boarding actions and hit & run attacks; as attackers may
reroll their dice, Adeptus Mechanicus ships do not have access to
assault boats.

A Can shoot at friendly hulks! Ideal to provoke some more damages and
deny Victory Points to your opponent.

A Every regular Cruiser has a Strength 1, 60cm, shooting left/front/right,
dorsal lance included in its point cost; making it a small Battlecruiser.
Light Cruiser may exchange their prow torpedo for a Strength 1, 30cm
lance for free.

A The fleet has access to the special torpedoes as listed in the rulebook.
A Access to the power ram. Ramming can be a good option as your high

Leadership and armoured prow can enable your ship captain to
successfully ram its target



A +1 turret on Cruisers, Light Cruisers and Battleships as defau(Revised/XR
allows Escorts to buy this upgrade for +5pts per ship). Remember this will
help versus being boarded.

A +Every capital ship has +1D6 repair dice (after modifiers).

A The Nova cannon is available as an upgrade for every Cruiser and the
Retribution Class Battleship.

A Weapon battery range upgrade (from 30 increased to 45cm) available for
every Cruiser and Light Cruiser for + 10pts.

A Quest for knowledge It is mandatory to roll on this table even if not in
campaign. It addssomemore taste to your fleet. ) A bad roll can lead to
some of your ships having suffered damage, leadership drop, or a critical
hit ; use the mimic rules on a shighip (pretty cool though) ; Experimental
equipment.... Nothing too big, not too bad, just some salt and pepper for
fun.

A Gifts of the Omnissiah - Cruisers, Light Cruisers, and Battleships gain a
free refit rolled randomly from a select list (see right). Your Archmagos
picks one extra to apply to the ship BEFORE rolling, if you roll the same refit
as the one you picked you may pick the second too. On a roll of 6 you can
also pick your upgrade. Editor note: if you play homebrew like Revised/XR
these gifts can instead be bought for a fixpdint cos) This will shape your
tactics and deployment as you roll.

Gifts of the Omnissiah

1. Emergency Energy Reserves [EERY If crippled, ship stats are reduced by 25% rather
than 50% (note that the dorsal lance will remain 1 whatever the reason Shield will rema
1 on light Cruisers and 2 on Cruisers!).This option can be interesting as the capital ship
leading the charge can remain in place to provide good fire support for some turns.

2.Advanced Engines [AE]: +5cm to standard movement and +1D6 to the roll on All Ahead
Full. Increased movement allows resistance to blast markers impacting turning speed 0
larger ships, and on Light Cruisers can turn them into a surprising threat to Escorts. Car
interesting in a wolfpack if several ships get this upgrade.

3.Repulsor Shielding [RS] : Ignore negative modifiers from Blast Markers for movement,
Leadership and repairing. Useful, notably for Emperor and Oberon class ships, but will
help with any Cruiser, particularly when that Command Check is really needed.

4. Fleet Defense Turrets [FDT]: The ship can lend up to 2 turrets to an ally ship for the initi
dice roll Vs ordnance within 15cm- Note this does not stack with the ship's turrets for the
purpose of bombing runs. Interesting depending on enemy ordnance position but can
significantly reduce the efficiency of a wave, perfect for ships in Fleets without a launch
capacity.

5. Gyro-stabilized Targeting Matrix [GTM]:  75% firepower when in movement orders,
rather than the standard 50%. Typically, better on ships with higher weapon values to
make the most of the additional attack dice. The higher values will also help just keep yc¢
weapons a threat on ships like the Lunar where at 75% you still get 5 batteries and 2
lances per side, plus the unaffected dorsal lance, rather than 3 ahdespectively.

6. Augmented Weapon Relay [AWR]: The most appreciated offensive upgrade for most
ships. A left shift for weapon batteries counteracts the right shift if firing over 30cm or
through blast markers, which is a nice boost to the number of dice; and lance hits on rol
6 inflict 2 damage rather than one taeally smashhome against your opponents.
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Adeptus Mechanicus ship review

The ship list available to select your fleet from is essentially a restricted
combination of the Gothic and Bastion Fleet List. There is no access to
Battlecruisers or Grand Cruisers. This is mostly down to the additional
weapons equipped to all Adeptus Mechanicus Cruisers as standard; which
turns them into pocket Battlecruisers and removes the need for heavier class
ships being fielded.

Note from Hexagrammaton This does tend toward investing upgrades in ships
to make them more inline with regular Battlecruisers, but the additional point
cost can rapidly work against you.

Note from horizon Agreed, if you play with the Adeptus Mechanicus be
prepared to be outnumbered in most games as your core capital ships are quite
expensive compared to other fleets.

Battleships

Mechanicus battleships are not that different from their Imperial Navy
counterpart, though upgraded with theMechanicus special rules (turret, gift).
They do not gain the dorsal lance as cruisers do.. Only the Retribution can
swap its prow torpedoes for a Nova Cannon.

Ark Mechanicus (Unique): An up-gunned Retribution with nova cannon, and

2 native Gifts which cannot be altered (AWR & RS!). The left shift for weapon
batteries, a 6 for lances are double hits, no movement, leadership or repair
penalty when being in contact with blast markers/gas clouds! An upgrade on
the Retribution, but this comes with a cost as you must take the most
expensive Archmagos, this for a total of 515pts. | would advise you to keep it
for larger games. but if you can field it, you will be a really pleased Magos due
its firepower and disregard of blast markers.

Note from HuvalC The Ark also has an option to switch its broadside lances for
launch bays. | would keep lances and maintain heavy firepower to make best use
of the AWR upgrade.

Retribution : A speed 20cm/6+ prow/9 torps Battleship that can have
strength 12 left shift Weapon Batteries at 60cm and lances to match. The
Retribution is probably the best offensive choice without investing in the Ark
Mechanicus, as it is cheap and can provide a lot of damage while keeping up
with your Cruisers. The additional Adeptus Mechanicus turret boosts the
Retribution to 5 dice against ordnance waves, making it surprisingly tough
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expensive Archmagos. A great benefit is that cheap Magos is not required to
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second gift is a fun thing. So, you look at a 430 vessel, 85 points cheaper than
the Ark Mechanicus. Often needed points to get in an additional vessel.

Retribution Class Battleship by horizon



Emperor : A solid choice in every fleet, it is a great ordnance platform and a
good support ship with a weapon battery at 16 strength broadside. But as a
fleet the Adeptus Mechanicus does not require a huge quantity of ordnance
and with 400 Points it is quite an investment, lacking the assault boats is a
pity for the Mechanicus fleet. With good upgrades it is a more than a decent
flagship, and the possibility to be aggressive with ordnance against a single
Cruiser with a mixed wave of 4 fighters and 4 bombers averaging®attack
dice.

Oberon: The cheapest of the Battleship options, a balanced mix of batteries,
lances, and ordnance. It lacks the prow armour, but it does give a boost to
Leadership while your enemy is on Special Orders in the same fashion as the
Emperor. It does suffer from range compared to the Emperor with most of its
weapon batteries being limited to 45cm, but it gains supporting lances which
can do the extra damage.

Within the Adeptus Mechanicus fleet its versatility is more useful than in a
regular Navy fleet. There is a balance to be made with regards to its own
special orders, when launching smaller waves of ordnance, you might want to
Reload but the ship benefits more from Lock On at closer ranges; which
essentially reduces its effectiveness by removing a weapon slot compared to
the Retribution. Combined with 15cm movement, which makes it vulnerable
to blast markers, the choice of the Arch Magos Gift is split between Advanced
Weapon Relays or Repulsor Shielding, for damage or consistent
maneuverability.

Note from Hexagrammaton | use the Oberon as my standard Battleship,
upgraded with Repulsor Shields from my Archmagos. | find it a nice self
sufficient ship with enough turrets and weapons to be a threat to almost
anything, and with the shields it can always turn without Special Orders. The
reduced cost when compared to the other Battleship options allows for a bit
more flexibility in the rest of my list.

Note from horizon- For me, the Retribution is the choice of Battleship in this
fleet. Having those 3 lances in addition to the dorsal lances of the cruisers is a
great asset. And with a good heading 12 batteries on top with a left shift to drop
some shields. And it has a 20cm speed. Ya

Ark Mechanicus by DoublebaseFanatic



Cruisers

Adeptus Mechanicus fleets have access to a reduced array of Imperial Navy
Cruisers:the Lunar, Tyrant, Gothic and Dictator Class Cruisdisey all benefit
from the Adeptus Mechanicus special rules (+1 turret, dorsal lance, and Gift).
Justas in a regular Imperial Navy fleet they will (usually) make the bulk of the
battle line, though they are a bit more expensive than the Navy versions.
Increased range upgrades to weapon batteries and availability of nova
cannons instead of torpedoes make up for the lack of diversity.

Dictator : While expensive, these can be upgraded to become Marannabes
and give you access to some solid ordnance defense against fleets using both
attack craft and torpedoes. And unless you are confident, a usual and common
choice in your fleet if you have the Mechanicus Ark or Retribution Battleship
leading your fleet.

Lunar : Again, the range increase on batteries can almost turn the Lunar into
an Armageddon, the lances remain limited, but the increased weapon range is
situational. In smallest games the Lunar is perhaps the best choice as its
versatility of weaponry is a real boost. Especially with the dorsal lance adding
that extra punch to a broadside.

Gothic: Already a fantastic support vessel, the dorsal lance boosts the
broadside to 5, a very credible threat for most ships. It can also take a nova
cannon to make it an even more fearsome support vessel as it now fields
ranged weaponry as well. Easy to use and never goes wrong if you have some
weapon battery ships around to fire first. Excellent support as ever.

Tyrant : Benefits less than other ship classes from the AM upgrades as it
already had an equivalent in its Imperial Navy versions, but with the
Dominator not being available the additional range makes a solid choice. If
you take it make sure this and the Gothic are having blasts at the same target.

Light Cruisers

Adeptus Mechanicus can require the service of all "Vogmttern" Light

Cruisers (Endeavour, Endurance and Defiant class). As owner of the STC the
Adeptus Mechanicus may have any number of these ships without
restrictions. In the Adeptus Mechanicus fleet, where ships are expensive, the
Light Cruiser will often perform the role of support ship when squadroned to
regular Cruisers. While the Voss type Light Cruisers has less speed compared
to the Imperial Dauntless Class the flexibility of its weapon options and
upgrades to the hull give them a wide operational range. Either as small
squadrons hunting Escorts, flanking, or acting as armoured shields for bigger
Cruisers with the 6+ prow upgrade.

Furthermore, there is the option on the Endeavour and Endurance to swap
their prow torpedoes for single dorsal lance at (range 30cm); this enables
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providing for a total weapon battery strength of 10 and 4 lances.

Endeavour : This gunboat is boosted significantly by the additional range to
batteries, making a solid 8 strength broadside at 45cm. Perfect for fighting
alongside a Gothic cruiser to strip shields for a mere 135pts, or run a pair as a
squadron and hit heavy targets or Escort squadrons with a horrible surprise,
especially if you get the Advanced Weapon Relays!

Endurance: These little ships pack a surprising punch when the torpedoes
are swapped for an extra lance, capable of stripping shields before unleashing
almost a full Cruisers worth of lances at point blank range. And as the
Endeavour likes the Gothic the Endurance likes the Tyrant.
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Defiant : The oddball of the Voss Light Cruisers to start with, it does not have The choice should be made depending on your needs in the fleets, if you can

access to either the lance swap or the extra range available to most other ships A £&£1 OA OEA | OOAOOAOG OAOEAT O Uil 6811 AATA
in the fleet. it can be made a bit tougher with the prow armour while

sacrificing turning speed. Swords/Gladii : Cheap extra weapon batteries for raid flanking and Escort

Where the Defiant comes into its own is the application of high Leadership destruction. A squadron of these are fast and pack a punch to scare most

ordnance capacity. 130pts for 2 launch bays and 2 lances is not efficietta capital ships.

glance however combined with the overall high cost of other carrier ships in
the Adeptus Mechanicus fleet list and the overall high Leadership chart, taking Firestorm/Nova ¢, , ECEO AAOOAOEAO AT A A 1 AT AAh E
two of these in a squadron gives a 50% chance of Leadership 9 carriers. Even like the Adeptus Mechanicus Cruisers are giving you enough 4+ to hit, these

added singly to another Cruiser it can provide consistent torpedo defense Escorts fill the gap wonderfully. The L/F/R arc of fire on the Nova make it a
with CAP and still add some last minute and often forgotten lance shots into a real threat with Lock On with even two or three having enough firepower to
weakened target. threaten Cruisers.

Note from horizon- probably me but as soon as | removed the Defiant from my Cobra/Hunters : Perfect for fast torpedo salvoes with large threat ranges if
fleet | started winning. lol your Cruisers have given up their torpedoes in place of nova cannon these
cheap and always useful Escorts will fill in the weapons gap and keep your
Note from HuvalC | do believe Defiants can do well, but not as standalones. If enemy from playing nice neat lines.
you are ordnancdight the better would be to squadron it/them to other
cruisers that often reload so that they can launch fighters for CAP, while Falchion : Again, a bit of an odéball ship from the Bastion fleet. Like the
providing 2 lances to the cruiser the escort. A dictator with 6 launch bays and 2 Defiant it lacks an obvious use, with a bit less firepower than Swords and only
lances is interesting. While squadroning light cruisers (at least in 1000+ games) a single torpedo. And tk latter is the key in the Mechanicus fleet: these single
you really lack a second shield. torpedoes are useful at removing larger enemy waves or CAP fightérbey
can also be added to squadrons of Swords and Firestorms to give some
Escorts weapons variety..

Adeptus Mechanicus have access to all Imperial Escorts, including the Astartes Note from HuvalG | personally like Gladii for the speed and toughness they

(at a discount, as they don't benefit from Spaddarine rules). bring, and hunters for the 65cm torps range they bring (even more All Ahead
Full"). I believe lance Escorts are a bit below as you should already have enough
You will want to take Escorts in your fleet. All your capital ships being more I ATAAO 11 Ul 60 AAPEOAT OEEDRdvadAO® CE A UI
expensive, a decent sized Escort squadron will bring enough punch in the their LFR lance.
battle with the mobility the rest of your fleet lack. With the extended range of Note from horizon- choice of escorts is personal, | know many love the Nova
batteries and 60cm lances from Cruisers can support them. frigate for its Left/Front/Right lance, but the Gladius and Hunter are my staple

choices as well.



Reserves

As a part of the Imperial Navy, Adeptus Mechanicus fleets can take reserve

from said Imperial Navy fleets, Space Marines, Inquisition and Rogue Traders.

As a reserve to other fleets, Adeptus Mechanicus ships have special rules
forcing them to disengage when crippled, which might lead to some tricky
situations in games (or a campaign) but will also add that extra fun risk.
The Battlefleet Bakka fleet list has the option to use Adeptus Mechanicus
cruisers as battlecruiser choices in their list. This may add some flavour to
your fleet, and it is a good way to include attack craft you lack on regular
Cruisers.

Note from Hexagrammaton | have never used Reserves, preferring to run a
fleet from a single roster, the Adeptus Mechanicus list allows a very complete
fleet with massive variability. They should make good additions to other fleets
Al O £ AOT 60h AOGO )
run as a whole fleet.

Note from horizon- When | started collecting and had to go into a 15@®int
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Tactics

With Cruisers being rather expensive compared to their Navy equivalents,
they tend to hit harder, although less than a battlecruiser. This leads to you
being outnumbered in almost every game, so you may want to bring Escorts
rather than lean heavily into all the fun but costly upgrades.

Note from Hexagrammaton | used to run Cruiser and Battleship only fleets at
1500pts, with only 5 ships. While possible, it does not make for a relaxed playing
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exploring the flexibilities of Escorts and Light Cruisers to open my playstyle.

Note from horizon 9 AOh w OEEDPO EO8 OAAI T U A AEAx8
escort squadrons makes it a bit easier. The opponent now needs to choose

between more available targets.
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Though the single dorsal lances are split between several ships, it is possible
to provide long range support from all the fleet on a single target with the
chances of decent Leadership allowing you to ignore those pesky smaller

battle | added a Space Marine Strike Cruiser as a reserve vessel. A much better targets.

choice than a Defiant if you want a light carrier around(!). But otherwise, the
A1 AAO EO O1 11 x EI

though!
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Adeptus Mechanicus capital ship to another fleet can be a fun and solid choice AT AOAET ¢ AT A EEO AT A 00i
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control, but your deployment and terrain will be useful to delay/interfere with
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close, and with your speed upgrades this might work well in youlavour for
ramming with your nice heavy 6+ prow armour and good Leadership values.
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Remember, you have the might of the Omnissiah with you in the form of your
bonus turrets, they are a formidable defense against most ordnance, use the
fighters from your launch bays to intercept assault boats whenever possible o K.
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your weapons to blast at free floating ordnance waves. Sure, you need 6+ to S FoSToS M i 2o ™ > 3 ‘ ‘
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otherwise. And if the opponent is a real heavy ordnance fleet, massing turrets
IS also an option. Every extra turret helps.

A bonus for the Adeptus Mechanicus in this case is with their extra repair dice, * = Sy
it just might repair that damage from an enemy assault boat. r . o _ B “TITHIIT15
$11760 A OCAO O OOA UT OO 1 ECR&VGBOOE > NLLE

All your Cruisers have the standard &trong torpedo wave on the prow as

standard, squadroning these heavy hitters is a real threat if you manage to
force your enemy into a compromising position and you can hit them with a _ AT ¥ A
12200011 ¢C xAOA8 ) A& Ui 680A EEOOET C A #UU — ' i A A E A
of scoring 2 or 3 hits directly and forcing them to Brace! . z »

Alternatlvely, you can crack out the cheese and swap all your torpedoes for
TTOA AATTITT j (A8O v OEED £ AAOQ AT
particularly fun game for your opponent if you blow apart a Cruiser turn one
from the deployment zone. But it is a valid tactic, if risky, you lose even more
ordnance and must position and move very carefully to maximize the
effectiveness of your cannon which when crippled become useless. And if the
battlefield is filled with celestial phenomena, as many players like, line of fire
may become difficult.
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Use Special orders to their fullest with your decent Leadership and make the
most of your upgrades for your expensive and limited number of ships. Rerolls
cost a lot in this list and often the points are better spent on ships to bolster
your limited numbers and simply risk the failed rolls.

Note from Hexagrammaton | tend to use a pair of Tyrants (with extended
batteries), a Dictator, and a Gothic in my base fleet. Squadroning them to meet
my opponents' threats, although normally | keep the Tyrants as a working pair
of massed firepower. The Dictator near some escorts and the Gothic near my
Oberon as a way of ruining people's fun. Because you will normally be
outnumbered by your opponents target priority becomes of high importance.
Where possible | will focus fire on single ships/Escort squadrons as much as
bl OOEAT A O1 OEl OEAUBOA CciTA AAAE OA 11 O0E
spreading damage equally among the enemy. This is less efficient at slowing
them down through blast markers but does remove potential damage much
more securely.

Note from horizon EO OO O 11 0A8 ) 001 iU ' AAPOOO
a squadron. My last game was a 1000 points one with a Dictator, Gothic and

Lunar as the cruiser choices and Gladii plus Hunters as my escort squadrons. The
lances took good care of the Ork prows, and the 4 fighters did their job

effectively enough to render the Orks waves useless. In games of 1500 points the
Retribution will be added to spearhead the fleet. The remaining points could be

an Endeavour or some more escorts. Contrary to my Tau or Marines | keep the
Adeptus capital ships much tighter together (if the scenario permits!) to have

more single focus on key targets.

Note from HuvalG You may want to have a form of kiting by bringing some

nova cannons, enoughlo)@AT CA ¢cOlT 1 Aouh 1T 0 OAOU EAOGO
play my fleet, with the core of the fleet staying altogether. You can as well abuse
ordnance by forcing your opponent to maneuver.

All the possible upgrades (picked or roll) can completely shape your fleet
away from how you intentionally built it (i.e., advanced engine dictator with
nova cannon but-2Ld to reload,...), but it may also enhance the fleet to a very
surprising effect (i.e., Retribution with advanced engines!)
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Some Fleet List examples
(AGACOAI T AOIT 160 , EOO0 AET EAAO

Beginner 600 (A taste of everything the fleet can do)
Lunar Class Cruiser 215

Dictator Class Cruiser 255

Swords Class Frigates x 3 105

Total Point Value 575

Intermediate 1000

Archmagos Explorator 50

Dictator Class Cruiser 255

Endeavour Class Light Cruiser (ER WB) x 2 270
Gothic Class Cruiser 215

Gladius Class Frigate x 3 120

Cobra Class Destroyer x 3 90

Total Point Value 1000

Full fleet 1500

Archmagos Veneratus 50

Oberon Class Battleship 370

Gothic Class Cruiser (Nova Cannon) 235
Dictator Class Cruiser 255

Tyrant Class Cruiser (ER WB) x 2 460
Cobra Clas®estroyerx 2 60

Total Point Value 1430
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