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Ȭ%ÒÅ ×Å ÇÏȦ

Blasting in with two battle reports! One of them being not about Battlefleet Gothic but 
ÉÔȭÓ ÐÒÅÄÅÃÅÓÓÏÒȡ 3ÐÁÃÅ &ÌÅÅÔȦ #ÈÅÃË ÏÕÔ ÈÏ× ÔÈÅ ÏÌÄ ÇÁÍÅ ÐÌÁÙÓȢ )Ô ÉÓ ÂÒÏÕÇÈÔ ÂÙ 
Secondeditionwargaming who you can also check on youtube:
https://www.youtube.com/channel/UCwf2oKkCCHWFPE7wLCfUTKA

The  second battle report is a between Bleachhawkand the very editor of this 
magazine: me! We played the Cold Passage scenario from Battlefleet Gothic magazine.  

Another throwback to Spacefleet is the Ship of Legend in this issue!

We continue with the next three-character ship winners of the Facebook competition. 
In issue 40 we will see the last two winners.

DoublebaseFanatic and Italianmoose wrote up some fun articles in their own sections.

Have fun!

Horizon

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.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 by me, featuring a Helian Dreadnaught

Foreword

https://www.youtube.com/channel/UCwf2oKkCCHWFPE7wLCfUTKA
https://www.specialist-arms.com/forum/index.php?topic=5203.0
https://discord.gg/W8ZMHKb2bz
https://discord.gg/kSKy3Rrtda


Index

What we have for you in this issue of Warp Rift?

× Ships of Legend! ɉ0ÁÇÅ ψɊ 4ÉÎÎÕÔ ÃÒÅÁÔÅÄ Á ÇÒÅÁÔ (ÉÖÅ 3ÎÁÉÌȣ ) ×ÅÎÔ ÆÏÒ ÓÏÍÅ ÆÕÎ 
rules.

× Battle Report: Cold Passage. (Page 7) BleachHawk made an excellent write of 
the game we had against each other.

× Battle Report: Spacefleet! (Page 18) From Secondeditionwargaming we have this 
awesome battle report of Eldar versus the Imperial Navy.

× Facebook Character Ship Competition Winner series. (Pages 15, 24 and 27) 
The next three category winners.

× Summus Ballistae (page 32) short story by Hexagrammaton.

$ÏÕÂÌÅȭÓ (ÏÂÂÙ )ÎÓÉÇÈÔÓ (page 33)

× Corsair Eldar Advanced Starter Kit Fleet.

-ÏÏÓÅȭ-ÕÓÉÎÇÓ(Page 44)

× Reload ordnance and an update to Low Orbit.

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

#ÏÎÔÁÃÔ ÍÅ ÁÎÄ ×ÅȭÌÌ ÇÅÔ ÉÔ ÉÎÔÏ Á ÎÅØÔ ÉÓÓÕÅ ÏÆ 7ÁÒÐ 2ÉÆÔȢ

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

Or mail me at horizonmcr@vivaldi.net

BFG Discord: https://discord.gg/TScZjbwefG

Warp Rift Discord https://discord.gg/VbMSzs6W

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 ɀincluding content, design and images ɀare 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 
ȬÂÏÒÒÏ×ÅÄȭ ÏÒ ÒÅÐÒÏÄÕÃÅÄȟ ÁÎÄ ÎÏ ÁÒÔÉÃÌÅÓ ÏÒ ÒÕÌÅÓ ÓÈÏÕÌÄ ÂÅ ÃÏÎÓÉÄÅÒÅÄ ȬÏÆÆÉÃÉÁÌ ÉÎ ÁÎÙ 
way.

mailto:horizonmcr@vivaldi.net
https://discord.gg/TScZjbwefG
https://discord.gg/VbMSzs6W


Ships of Legend



The Snail of Horrors

Type/Hits Speed Turns Shields Armour Turrets

Battleship/14 10cm Special 4 5+ Prow/6+ 4

Armament Range/Speed Firepower/Str Fire Arc

Chooseonedorsal(thorax) weapon

Pyro-Acid Battery 45cm 6 Left/Front/Right

Bio-Plasma Discharge 15cm 4 Left/Front/Right

Prow Heavy Gunz 15cm 4 Front

Chooseoneprow weapon

FeederTentacls Contact Special x2 Front

Massive Claws Contact Special x2 Front

LaunchBays Fighters/Assault 6 Front

Pyro-Acid Battery 45cm 8 Front

Bio-Plasma Discharge 15cm 4 Left/Front/Right

Old & Wise: The Snail of Horrors is wise and cunning but also greedy. Therefore it has a 
leadership value of 9.

Layer upon layer : The Snail of Horror counts as being on brace for impact against damage 
(per Kraken rules).

Slick of the Snail: Turning: In order to turn the Snail of Horrors must execute a successful 
Burn Retros Special Order.
Furthermore, when on Burn Retros special orders the Snail may also move backwards (keep 
heading the same!) up to 5 cm (half speed per usual).
When on All Ahead Full Special Orders the Snail rolls 4D6 dice on top of its usual speed. Now 
the Snail may decide to move this speed full speed forwards but it may also use the speed 
rolled from the dice to make a backwards move, including a ramming attack with its thick 
shell! 
Example: the Snail of Horrors successfully goes on All Ahead Full Special orders and rolls a 
3,4,5 and 6 giving an additional speed of 18cm. Now the Snail moves forward 10cm base 
speed and can decide to move backwards. Move the snail back 18cm (effectively ending 8cm 
before the position where it started the turn) if an enemy ship is in its path it may make a 
ramming attack per usual rules!

From the depths of space, millennia old. 

The Snail of Horrors arrived. 

It had been there before.

It had devoured dozens of planets before.. 

Then travelled into unknown depths of space. 

Seeking for a calling beyond our knowledge.

But woe is upon those old foes of old times. 

For the Snail of Horrors has returned. 

Once more it shall feed upon them, once more they shall succumb in fear. 

For the Snail of Horrors has returned.

BFG Discord member Tinnut (you can find his creations on Cults3D) created these 
great looking Tyranid snails using the art from the old Spacefleet game as a mighty 
inspiration.

And with that I just had some fun trying to come up with some unique rules for this 
special Hiveship: the Snail of Horrors was born.

- horizon
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The Battle for Cold Passage
Battle Report

The battle of the 
Cold Passage

Written by BleachHawk 7



Prologue

Hello everyone! Today, horizon and I bring to you a battle report of the classic scenario from Battlefleet 
Gothic Magazine - Issue 13: The battle of the Cold Passage.

For Warp Rift 35 I wrote an article about my interpretation of the Invincible Class Fast Battleship, that 
came to be in this exact scenario. So now, almost exactly a year later, horizon and I decided to finally 
play it and of course I had to command the Imperials.

I hope you enjoy reading this account of our fleets clashing!

BleachHawk

The battle of the Cold Passage occurred as part of a determined effort by Battlefleet Bakka to combat 
the prolific Chaos raids throughout the segmentum. The Chaos Desolator Class Battleship Frozen Sun, 
led by Lord Reznard, had mounted a series of raids into Segmentum Tempestus.

The battleship was easily able to overwhelm standard convoy escorts and local orbital defenses of 
provincial worlds. It left a trail of destruction that stretched the resources of Battlefleet Bakka to the 
limit. Old battleships were recommissioned to escort convoys and a series of battleship hunter groups 
were formed.

One of these groups consisted of the Victory Class Battleship Baro Carusand the Invincible Class Fast 
Battleship Saydlitz, led by Vice Admiral Constans. This group was allocated a quiet sub-sector, Formis, 
as its patrol area, well away from the predicted course of the Frozen Sun. 

Battle Report ðCold Passage

Chaos fleet led by Chaos Lord Khurzon Reznard aboard the Frozen Sun.

Imperial fleet led by Vice Admiral Tiberius Constans aboard the Saydlitz.
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Imperium Turn 1

The traitor flotilla was within sight. Vice Admiral Constans gave a short speech to his crew and the accompanying 
Baro Carus, emphasizing the importance of their mission, before issuing his first orders.

The Baro Carusslowly turned to port in order to bring her frontal nova cannon to bear. Despite there still being a 
surplus of tech adepts on board, in the process of finalizing calibrations and canticles to the targeting system's 
machine spirit, the massive projectile found its mark. The Frozen Sun's powerful shields shivered but managed to 
hold.

Around the same time the Saydlitzunleashed her port weapons batteries and dorsal lances at the enemy battleship 
which now was too much for her shields, bringing them down. Upon realizing this, the Vice Admiral tried to signal the 
Arbitor to also concentrate her fire at the now defenseless target but alas, she had already fired her potent lance 
battery at the escorting Heart of Darell, scoring no hits.

Battle Report ðCold Passage
9

In truth, the flotilla was barely combat worthy. The Baro 
Caruswas a recently converted ship that had not completed 
a single tour of duty. Many of its crew were inexperienced 
and its primary weapons had not been properly tested. 

Against all expectations, the Frozen Sunwas detected by the 
light Cruiser Arbitor , that had been sent from Battlefleet 
Charadon. The Arbitor shadowed the Frozen Sunand her 
escort, the Repulsive Class Grand Cruiser Heart of Darell, 
from a safe distance. Skillfully staying in their plasma wake 
to avoid detection as the Astropaths broadcast the flotilla's 
path.

Upon the bridge of the Frozen Sun, alarm signals shrieked. 
Multiple contacts were reported to Lord Reznard and after 
verifying that there were two battleships and a light cruiser 
in the area, he immediately knew he had to attempt a dash 
to the warp gate. 

Maybe his ships would be able to beat the Imperials, but 
that was not his objective. And although he had the 
initiative, he preferred to wait for now, eager to exploit any 
×ÅÁËÎÅÓÓ ÉÎ ÔÈÅ )ÍÐÅÒÉÁÌ &ÌÅÅÔȭÓ ÍÁÎÅÕÖÅÒÉÎÇȢ



Chaos Lord Khurzon Reznard, satisfied with his ships weathering the Imperial fire, now ordered his 
flagship's gunnery officers to take aim while heading his ship towards the warp gate at full speed. 
However, despite being locked on to the Baro Carus, only a single hit could be scored.

The Heart of Darellon the other hand changed course, to fire a salvo of torpedoes at the Imperial 
battleships, and lightly damaged the pursuing Imperial light cruiser with her starboard weapon batteries.

Imperium Turn 2

The Imperial battleships moved forward, intending to cross the Chaos flotilla's T. The Baro Carus still was in 
position to fire another nova cannon round at the Frozen Sun, this time only glancing her shields. Her port and 
dorsal armaments fired at the Heart of Darell, taking out her shields and damaging the ancient vessel.

Saydlitzand Arbitor , this time managing to combine their fire, again collapsed the Chaos battleship's shields but 
did only superficial damage. 

Meanwhile, the Chaos torpedoes reached Baro Carusand the inexperience of her captain and crew first showed, 
when they overestimated their ships' turret defense, taking 3 torpedo hits! The crew was shaken but still eager to 
fight and quickly followed the damage protocols.

Battle Report ðCold Passage

Chaos Turn 1
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Battle Report ðCold Passage

On Heart of Darellthe crew cheered, as multiple explosions were detected on the enemy battleship and the 
torpedo tubes were quickly reloaded. Her powerful weapons batteries and dorsal lances also continued to 
pummel the Arbitor , whose crew braced for impact and barely managed to save the ship.

The Frozen Sun, still steaming for the warp gate, launched her massive torpedo salvo at the Saydlitzand 
opened fire on the already struck Baro Carusto her starboard side. This time, it were the mighty shields of 
the Imperial battleship who took the beating and overloaded but protected the ship from any further 
damage.

Chaos Turn 2

Imperium Turn 3

Detecting the massive wave of enemy torpedoes, Vice Admiral Constans gave order for the Saydlitz to burned 
retros in order to avoid being struck. Unfortunately, the Baro Caruswas now foolishly crossing in front of her, 
intending to fire at the closing Frozen Sun. 

Constans, furious that his torpedoes couldn't be launched at the main target, now was forced to only fire the 
dorsal lances. He waited for the Baro Carusto lose her port and dorsal weaponry, as well as the Arbitor to 
weigh in what lances were still operational and then gave order to fire as well. Again, the Chaos battleship's 
shield held, although this time her commander was forced to order brace for impact.
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The Heart of Darellnow saw an opportunity to lock on to the moving away Baro Carus, her 
combined weapons batteries and lances weakening the enemy's shields.

Meanwhile, the Frozen Sunused her speed and denied the enemy crossing her T and instead 
moved in front of the closing enemy capital ships herself. At close range she took out the Baro 
Carus' shields again and did light damage, despite still being on brace for impact order.

The battle was developing favourably for the Chaos flotilla, as it had only suffered insignificant 
damage and the Frozen Sunwas closing in with the warp gate fast.

Chaos Turn 3

Battle Report ðCold Passage

Imperium Turn 4

The Baro Carusfound herself passing in front of the imposing enemy battleship at extremely close range, her bridge crew was able 
to make out the blasphemous ship with bare eyes. Had her crew not been scrambling to man battle stations and re-route power 
after the brace for impact order, this would have been an amazing position to ram the enemy ship. For now, there really was nothing 
the Baro Caruscould do.

The Saydlitzon the other hand managed to lock onto the Frozen Sunand passed directly behind the enemy battleship, almost 
equally as close.

This surely would be a turning point in the battle! Her immense starboard weapons battery and dorsal lance array taking aim and 
impatiently waiting for the order to fire, the Imperial Fast Battleship maneuvered into position. When the order finally cameto
unleash the inferno... the Chaos gods themselves must have been protecting the chaos battleship, as its shields still were on half 
strength ! 

The Arbitor had also locked on to the main target but only managed to, again, overload the enemy shields. 

Even the fact that combined weapons fire was able to damage the Chaos Grand Cruiser couldn't comfort Vice Admiral Constans, as 
their main target increased the distance between them.

12



Chaos Turn 4

The Chaos capital ships now maneuvered behind and abeam of the Imperial ships. 

While Frozen Sun's weapons were firing at Baro Carusto keep her at bay, Lord Reznard was informed that the 
shields of Saydlitzhad been weakened by debris. Using this to his advantage, he ordered Heart of Darellto target 
her, lightly damaging the ship and taking out critical systems in the process.

Preparations were now made aboard the Frozen Sunto take the final leap towards the warp gate. Escape was 
within reach.

Battle Report ðCold Passage

Turn 5

The distance between ships now increased as the battle slowly concluded.

Still, the Imperial ships scrambled to muster enough firepower to overwhelm Frozen Sun's shields as she went onto 
All Ahead Full! and was now almost upon the warp gate. Multiple broadsides were fired as the Baro Carustried to 
come around, readying her nova cannon for a final shot.

The gallant crew of Arbitor , barely able to maneuver but unwilling to disengage, still aimed their lances at the 
distant behemoth when withering fire from Heart of Darellfinally managed to score enough hits and turned her 
into a drifting hulk.

Once again, the crew of Heart of Darellcheered while Lord Reznard readied his flagship for the warp jump.

13



Turns 6 and 7

One last chance.. The Baro Caruswas now ready and in position to fire her nova cannon. Her captain clenched his fist when he gave the order to fire, moments turned into aeons 
while the projectile made its way to the distant Chaos battleship.

All was in vain as the Frozen Sunslipped away through the warp gate, only lightly damaged.

The Heart of Darellwas now facing the Imperial battleships alone but had accomplished her mission. 
She was crippled but had covered the Frozen SunȭÓ ÒÅÔÒÅÁÔ ×ÈÉÌÅ ÁÌÓÏ ÃÁÕÓÉÎÇ ÍÏÒÅ ÄÁÍÁÇÅ ÔÈÁÎ ÁÎÙ 
other capital ship throughout the engagement.

DIRECT HIT! Constans was impatiently awaiting the updated augur readings but to his horror.. the hit had caused 
only minimal effect.

Battle Report ðCold Passage

Chaos had won the day. Lord Khurzon Reznard escaped with the Frozen Sun and would be able to continue to wreak havoc among Imperial supply routes and fringe worlds. (Note of editor: har har har!)

The Imperial Battleship Group had survived lightly damaged. But initial doubts about its combat worthiness had proven right, Vice Admiral Constans ultimately failed the Emperor in his mission and 
surely would be relieved of command.

Conclusion
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'ÁÌȭ,ÅÁÔÈSientific -Ïȭ4ÒÕÏÎÇȭ3ÏÎÇby DoublebaseFanatic

In tranquillity lies energy

Since the great rift, the Cicatrix Maledictum, the 4ȭÁÕ
conducted many experiments to ensure the prosperity of 
their society. While some results were disastrous, other 
approaches brought more success. Under the supervision 
of !ÕÎȭ/'ÏÅÌȭ$É, the 4ȭÁÕrefined their genetic and 
planetary engineering to create hospitable planets for the 
4ȭÁÕexpansions. Even more important to the Aun, this led 
to enhanced influence on other life forms...

After inspecting several potential planets, !ÕÎȭ/'ÏÅÌȭ$É
decided that the one named 3ÈÁȭ+ÁÅȭ$ÅÓwould fit best for 
his purposes. This calm planet was inhabited by several 
non-speaking, humanoid life forms. Within several moons, 
the 4ȭÁÕexpeditionary fleet arrived in the orbit and 
prepared for the first phase of genetic engineering.

The cause of the catastrophe is still widely discussed 
among the 4ȭÁÕscientists. However, within a short period 
of time, the first species showed some kind of genetic 
defect and slowly perished from these mutations. With 
every life form that got extinguished, the problem that 
caused the genetic defect seemed to spread more and 
more through the air, and soon the entire flora and fauna 
on the planet came to an abrupt and agonising end.

Surprised by the events, Aun'OGoel'Diordered the 
complete destruction of the planet's surface and subjected

it to a radical terraforming. Moreover, he made it his life 
goal to reconstruct and even improve 3ÈÁȭ+Áȭ$ÅÓto make 
up for the disaster. 

Designed by the honoured ship's engineer Dou'Tian, the 
specially modified 4ȭÁÕ'ÁÌȭ,ÅÁÔÈwas placed under the 
command of Aun'O'ÏÅÌȭ$Éand the veteran +ÏÒȭ/(ÁÅȭ+ÅÌ. 
The weapons of this explorer-class ship were removed 
and replaced by biohabitat domes.

Both set off on their journey to travel the void and collect 
suitable breeds of animals and plants for genetic 
engineering to repopulate 3ÈÁȭ+ÁÅȭ$ÅÓ. The goal was to 
resume experimentation and make the planet what it was 
initially intended to be: a resort for the glory empire.
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DŀƭΩ[ŜŀǘƘSientificaƻΩ¢ǊǳƻƴƎΩ{ƻƴƎby 
DoublebaseFanatic

About me
My name is Chris (aka. DoublebaseFanatic), I am 36 years young, and I have been fascinated 
by Warhammer since I was 18. The first time I got in touch with Battlefleet Gothic was when 
Games Workshop announced that it would no longer be available on the market.  However, 
home 3D printing brought me back to Battlefleet Gothic around 2.5 years ago.

Notes: This ship may be used as an add-on to any (official or unofficial) 4ȭÁÕfleet list.

The model
)ÔÁÌÉÁÎÍÏÏÓÅȭÓExplorer Class model served as the base model. For the hull, I used a 3D editing 
program to modify the bow to a rounded shape and included a recess for transparent 
Christmas tree hemispheres. I used the modified bow for the hull parts. Inside the domes the 
habitat was created with sand, resin, 3D-printed whales and Iceland moss.
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Battle Report
Spacefleet!

Thisbackground image is by UntaKilat and KanekoLumi



Imperial Convoy vs Eldar raiders by Secondeditionwargaming

Mission: Scenario 2 from WD 141, convoy 
mission.

Victory conditions: At least two of the three 
Imperial support ships must exit via the Eldar 
board edge for Imperial victory, otherwise, 
victory to the Eldar.

Deployment: Standard Space fleet deployment, 
minimum of 6 squares from the middle of the 
board.

Imperial fleet:

Squadron 1: 1x Gothic battleship

Squadron 2: 2x Thunderbolt cruiser

Squadron 3: 4x Cobra destroyers

Objective squadron: 2x Goliath factory ships & 
1x Galaxy troop ship with 2 Stalwart defence 
ships per support ship.

Eldar fleet:

Squadron 1: 1x Wraithship

Squadron 2: 2x Shadow hunter

Squadron 3: 2x Shadow hunter

No planets, moons or asteroid fields. Solar 
wind determined before deployment. 
Deployment of fleets recorded in secret and 
placed simultaneously.
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Imperial Convoy vs Eldar raiders by Secondeditionwargaming

The first turn saw both the Eldar and Imperial fleets push forward with the imperial 
ships sticking close to the slow-moving convoy and the Eldar vessels making fair 
speed with the solar wind bearing on their right. Both fleets beyond weapons range.

Turn two

4ÈÅ #ÏÂÒÁ ÄÅÓÔÒÏÙÅÒÓ ÆÏÒÍ Á ÓÃÒÅÅÎ ÔÏ ÔÈÅ ÃÏÎÖÏÙȭÓ ÌÅÆÔ ÁÎÄ ÐÒÅÐÁÒÅ ÔÏ ÅÎÇÁÇÅ ÔÈÅ 
lone Wraithship once weapons range is achieved. The Thunderbolt cruisers vector 
right to engage the closest Shadowhunter squadron. A Plasma torpedo hit from the 
Wraithship results in the destruction of a Cobra destroyer with a second Cobra being 
missed by its laser batteries. On the other flank laser battery fire from the

Shadowhunters causes a magazine explosion on the leading thunderbolt cruiser 
resulting in enough damage to cripple the ship. The result on the crippled table has 
the Cruiser moving at full speed ahead, until repaired. Return Vortex torpedo and 
laser fire result in only one point of damage from a single hit to the closest 
Shadowhunter, due to its holofield.

Turn three 

The remaining Thunderbolt cruiser and the Gothic Battleship hold position expecting 
the Eldar to close the distance. The convoy goes full ahead and the Cobra destroyers 
overshoot the wraithship taking it out of their firing arc. The Wraithship evades right, 
bringing it closer to the convoy and both Shadowhunters vector right bringing the 
Imperial fleet into their forward arc. Laser battery fire from the Shadowhunters 
reduce
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Imperial Convoy vs Eldar raiders by Secondeditionwargaming

ÔÈÅ ÒÅÍÁÉÎÉÎÇ 4ÈÕÎÄÅÒÂÏÌÔȭÓ ÆÒÏÎÔ ÓÈÉÅÌÄÓ ÔÏ ÚÅÒÏ ×ÈÉÌÅ Á ÐÌÁÓÍÁ ÔÏÒÐÅÄÏ ÃÒÉÔÉÃÁÌ ÈÉÔ 
on the Gothic battleship results in the destruction of the ships shield generator. 
Return laser battery fire from the Gothic and the Thunderbolt destroy the leading 
Shadowhunter as its slow speed manoeuvre made the holofield less effective. On the 
left flank the Wraithship attempts to hit one of the convoys Stalwart defence ships 
but due to range the ships blindfield causes the shots to miss their mark. The 
crippled Thunderbolt fails to repair and continues full ahead.

The Cobra destroyers kick turn right bringing them around 180 degrees lining them 
up for an attack on the wraithship in the next turn. The Wraithship manages to 
destroy a Stalwart defence ship on the rear most convoy vessel and the complete 
3ÈÁÄÏ×ÈÕÎÔÅÒ ÓÑÕÁÄÒÏÎ ÉÎÆÌÉÃÔÓ Ô×Ï ÄÁÍÁÇÅ ÔÈÒÏÕÇÈ ÔÈÅ 4ÈÕÎÄÅÒÂÏÌÔ ÃÒÕÉÓÅÒȭÓ 
shield less stern. Return fire saw the Thunderbolt miss due to Eldar holofields but 
ÔÈÅ 'ÏÔÈÉÃ ÂÁÔÔÌÅÓÈÉÐȭÓ ÂÒÏÁÄÓÉÄÅ ÃÁÕÓÅÄ Ô×Ï criticals on the lone Shadowhunter, 
destroying its holofields and reducing its speed by damaging its sail. Another failed 

ÒÅÐÁÉÒ ÆÏÒ ÔÈÅ ÃÒÉÐÐÌÅÄ 4ÈÕÎÄÅÒÂÏÌÔ ÁÎÄ ÆÏÒ ÔÈÅ 'ÏÔÈÉÃȭÓ ÓÈÉÅÌÄ ÇÅÎÅÒÁÔÏÒÓ.

Turn four 

The Wraithship banks left bringing the convoy into its forward arc and putting the 
solar wind behind it. On the other flank, powersliding left and right against the Solar 
wind brings the Shadowhunters either side of the Gothic battleship and closer to the 
convoy. The convoy continues full ahead while the Gothic and Thunderbolt veer right 
and sideslip left hoping to catch the Shadowhuntersas they draw level. 

Turn five

The convoy plods ahead while the Cobras close with the Wraithship which has 
banked left to run parallel with the convoy. One Cobra ends up on the same square as 
ÔÈÅ 7ÒÁÉÔÈÓÈÉÐ ÂÕÔ ÄÕÅ ÔÏ ÔÈÅ #ÏÂÒÁȭÓ ÓÐÅÃÉÁÌ ÁÂÉÌÉÔÙ ÔÈÉÓ ÄÏÅÓ ÎÏÔ ÒÅÓÕÌÔ ÉÎ Á ÒÁÍȢ 
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Imperial Convoy vs Eldar raiders by Secondeditionwargaming

The Gothic Battleship holds position, again hoping to bring its broadside to bear on 
the passing Shadowhunters and the Thunderbolt cruiser corkscrews left, turning it 
180 and bringing it up behind the pair of Shadowhunters, whilst the lone 
Shadowhunter vectors right bringing it to the rear of the Gothic. First to open fire is 
the Wraithship, ignoring the Cobra destroyers, it inflicts two damage on the rear 
Goliath factory ship through its undefended flank. Both Shadowhunter squadrons 
manage to inflict one more damage point on the rear Goliath and destroy the second 
Goliaths right side Stalwart defence ship. Returning fire, the Imperials only manage 
to knock off one front shield on the Wraithship with holofields keeping the other 
Eldar vessels safe. No successful repairs on either side.

powerslide left and vector right to bring themselves close behind the advancing 
convoy. The Gothic battleship turns left with a view to broadside the lone 
Shadowhunter while the Thunderbolt goes full ahead at speed two in an attempt to 
attack the pair. On the far side of the convoy the Cobras kick-turn left in pursuit of the 
Wraithship. The Wraithship hits the rear Goliath with a plasma torpedo, resulting in 
a plasma fuel leak of four Megatons, further damaging the Goliath and destroying 
another Stalwart defence ship in the blast. Both Shadowhunter squadrons inflict two 
ÐÏÉÎÔÓ ÏÆ ÄÁÍÁÇÅ ÏÎ ÔÈÅ 'ÁÌÁØÙ ÔÒÏÏÐÓÈÉÐȭÓ ÕÎÓÈÉÅÌÄÅÄ ÒÅÁÒȢ 

The Gothic Battleship broadside finally destroys the lone Shadowhunter but the 
holofields of the other squadron keep them safe from the torpedo and lasers of the 
Thunderbolt. The Cobra Destroyers and combined convoy lasers manage to knock 
another three shields off the Wraithship. Again, no successful repairs, with the 
crippled Thunderbolt being destroyed in a spectacular explosion.

Turn six

The Eldar finally fall upon the convoy with the Wraithship banking right bringing its 
nose point blank into the side of the rear Goliath while the Shadowhunter squadrons 
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Imperial Convoy vs Eldar raiders by Secondeditionwargaming

Turn seven

The Convoy and Cobra destroyers both hold position to reform, the Gothic Battleship 
and Thunderbolt cruiser evade left and bank right hoping to bring torpedo and front 
lasers into range.

The Wraithship banks left bringing it into a collision with the centre Goliath in the 
stationary convoy while the remaining Shadowhunters go full ahead at speed four, 
meaning, they over shoot the stationary convoy. Ramming is worked out for the 
colliding Goliath and Wraithship, resulting in the destruction of the Wraithship and 
reduction of the Goliath to half damage. 

The Eldar have no targets in arc, but the combined lasers of the convoy cause one 
damage on a shadowhunter, with all other Imperial weapons missing or out of range.

ships all move into close order with the convoy in an attempt to defend it. The 
Shadowhunters corkscrew left through 180 degrees bringing their front arc to bear 
on the stationary convoy. The Thunderbolt inflicts two damage on the Eldar with 
forward lasers with the remaining Imperial ships being out of range or reloading. 
Return Laser fire from the Shadowhunters destroy a Stalwart and knock a front 
shield off the Galaxy troopship while a plasma torpedo hits the centre Goliath causing 
another Plasma leak. The resulting plasma explosion destroys a Cobra destroyer and 
reduces the leaking Goliath to zero damage, which results in the Goliath exploding. 
The exploding Goliath inflicts enough damage to destroy the neighbouring Goliath, 
which in turn also explodes!

With two Support ships destroyed, victory goes to the Eldar!

Turn eight

Again, the convoy reforms trying to move the remaining Stalwart defence ships 
between the support ships and the Eldar. The remaining Imperial

Check more of SecondEditionWargaming at their youtube channel:

https://www.youtube.com/channel/UCwf2oKkCCHWFPE7wLCfUTKA
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Heraclast Vadrian - Scion of  Argo by Brent Pritchard

Ȱ)Î ÔÈÅ ×ÁËÅ ÏÆ ÔÈÅ 'ÒÅÁÔ 2ÉÆÔȭÓ ÃÒÅÁÔÉÏÎȟ ÈÅ ÈÁÓ ÂÅÃÏÍÅ ÃÏÎÃÅÒÎÅÄ ÁÂÏÕÔ ÔÈÅ 
ÃÏÎÔÉÎÕÁÌ ÄÅÃÌÉÎÅ ÉÎ ÔÈÅ 'ÏÌÄÅÎ 4ÈÒÏÎÅȭÓ ÆÕÎÃÔÉÏÎȢ &ÅÁÒÉÎÇ ÆÏÒ ÔÈÅ %ÍÐÅÒÏÒȭÓ 
safety, Vadrian consulted with Captain-General Trajann Valoris and was given 
permission to seek a solution. After finding a lead that pointed to Morvane, 
Vadrian gathered a band of his finest warriors aboard the Cruiser Scion of Argo, 
ÁÎÄ ÓÅÔ ÏÆÆ ÔÏ ÆÉÎÄ ÔÈÅ ÌÏÓÔ )ÍÐÅÒÉÕÍ &ÏÒÇÅ 7ÏÒÌÄȢȱ

- A quote from the 8th Edition Codex: Adeptus Custodes, 6ÁÄÒÉÁÎȭÓQuest has 
only begun.

The Scion of Argo left the Sol system with its flotilla of Strike Cruisers and Falchion Class 
Frigates for Morvane with a speed unheard of for a fleet of its size. They were headed 
towards the Segmentum Obscurus, straight thru the Cicatrix Maledictum. The reports of the 
location of the Forge World Morvane were vague, at best. The Adeptus Mechanicus lost the 
world during the time of the Horus Heresy, more than 10 millennium ago. The Mechanicus 
of Mars has also sent one of their Gothic Class Cruisers to the flotilla in an effort to reclaim 
the forge world for their own and learn its secrets.

Vadrian, being a master of fleet warfare and tactics is a feat even among the Custodes 
themselves. He is given absolute respect and awe from his naval officers and the Sisters of 
Silence who make up the Vigil of Argo aboard his command cruiser. The Scion of Argo, a 
new design known as an Akrasia Class Grand Cruiser, is better equipped than even others of 
the same class. Vadrian insisted that the Mars Mechanicus outfit his vessel to the utmost of 
their ability so as to combat whatever evil awaits them on the other side of the Great Rift.

The Akrasia Class Grand Cruiser owes its inception from the mothballed reserves of 
Avenger Class Grand Cruisers. Imperial Regent Roboute Guilliman, came to the realization 
that if he wanted the help of the Custodes as part of the long-term goal, he was going to need 
ÔÏ ÐÒÏÐÅÒÌÙ ÏÕÔÆÉÔ ÔÈÅÍ ×ÉÔÈ Á ÄÅÄÉÃÁÔÅÄ ÆÌÅÅÔȢ "ÅÌÉÓÁÒÉÕÓ #Á×Ì ×ÁÓ ÔÏÌÄ ÔÏ Ȱ-ÁËÅ ÉÔ ÈÁÐÐÅÎȱȟ 
and thus took the Avenger Class and completely refitted them into this new class by 
replacing the aging prows with heavily modified Space Marine battle barge prows and 
retuned the engines for utmost speed. The gun decks were replaced with more devastating 
Bombardment cannons. What was once thought a dying and aging ship class is now the 
ÎÅ×ÅÓÔ ËÉÌÌÉÎÇ ÍÁÃÈÉÎÅÓ ÆÏÒ ÔÈÅ %ÍÐÅÒÏÒȭÓ ÆÉÎÅÓÔ ×ÁÒÒÉÏÒÓȢ
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Scion of Argo, 
Akrasia Class Grand Cruiser ɀ440 Points

Type/Hits Speed Turns Shields Armour Turrets

Grand Cruiser/10 25cm 45º 4 6+ Front/5+ 4

Armament Range/Speed Firepower/Str Fire Arc

Prow LaunchBays
Thunderhawks: 

20cm
2 -

Prow Torpedoes 30cm 6 Front

Keel Lance Battery 60cm 2 Left/Front/Right

Port BombardmentCannon 30cm 12 Left

Starb. BombardmentCannon 30cm 12 Right

Port Weapon Batteries 45cm 8 Left

Starboard Weapon Batteries 45cm 8 Right

Heraclast Vadrian ɀCounts as a Fleet Master with Leadership 10 and 2 Rerolls. 

Vigil of Argo ɀA detachment of Sisters of Silence specifically handpicked to aid Adeptus 
Custodes Shield-Captain Heraclast Vadrian. Scion of Argo and all allied ships within 15 cm, 
are immune to all effects of Chaos. (I.E. - Marks of Chaos, Spectral Demonships, Forces of 
Chaos) 

Adeptus Custodes ɀA gathered fearless band of the finest warriors of the Imperium formed 
into a Shield-Company. Add +3 to boarding actions, +1 to Hit&Runattacks, and ɀ2 from 
enemy Hit&Runattacks. May make an additional Hit&Runattack. This attack rolls 3d6 and 
ÁÐÐÌÉÅÓ Ô×Ï ÒÅÓÕÌÔÓ ɉ0ÌÁÙÅÒȭÓ ÃÈÏÉÃÅɊȢ

Akrasia Class Grand Cruiser ɀ260 Points

Type/Hits Speed Turns Shields Armour Turrets

Grand Cruiser/10 25cm 45º 4 6+ Front/5+ 4

Armament Range/Speed Firepower/Str Fire Arc

Prow LaunchBays
Thunderhawks: 

20cm
2 -

Prow Torpedoes 30cm 6 Front

Port BombardmentCannon 30cm 12 Left

Starb. BombardmentCannon 30cm 12 Left

Adeptus Custodes ɀA gathered fearless band of the finest warriors of the Imperium formed 
into a Shield-Company. Add +3 to boarding actions, +1 to Hit&Runattacks, and ɀ2 from 
enemy Hit&Runattacks.

The model
3D printed using files from 
Soulforge Studio.

Rules
For use with Battlefleet 
Gothic Remastered
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"ÏÓÓ :ÁÇÄÒÕÂÂ 'ÉÔÆÉÓÔÁÓȬ ÍÁÒÉÔÉÍÅ ÓÅÌÅÃÔÉÏÎ ÏÆ ÓÈÉÐÓ ÂÙ Tilo Dornbusch

On the Orc World of Octarius, there was an Orc boss named Zagdrubb. During the 
confrontations between the Octarius boys and the hive fleet Leviathan, Boss Zagdrubb, at 
the time the commander of a small fleet of escorts, recognized the possibilities of engaging 
enemies in a swarm, taking advantage of every ships speciality. So he started to apply his 
knowledge of the maritime world of Octarius on ship designs and ordered the Mekks to start 
building ships. Here are three of a variety of lite krooza variants known to the Imperium of 
man:

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 15cm 45º 2
6+ Front/5+ 

Sides/4+ Rear
1

Armament Range/Speed Firepower/Str Fire Arc

Port Gunz 30cm D3 + 1 Left

Starboard Gunz 30cm D3 + 1 Right

Prow Gunz 30cm 2 Front

Prow Heavy Gunz 15cm 4 Front

Special rules: Tusks of doom, during a ramming attack, Da Waaaaghlrusdoubles his attack 
D6 if it is the ramming ship

Da Waaaaghlrus - 90 Points Da Eeeeeel - 90 Points

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 25cm 90º 1
5+ Front/5+ 

Sides/4+ Rear
1

Armament Range/Speed Firepower/Str Fire Arc

Port Gunz 30cm D3 + 1 Left

Starboard Gunz 30cm D3 + 1 Right

Prow Gunz 30cm 2 Front

Prow Heavy Gunz 15cm 4 Front

Special rules: Shokk attak, once per own shooting phase, Da Eeeeel can launch a shokk attack, 
destroying EVERY ordnance marker in 15 cm on a 4+. Escorts, capital ships and defences take 
one damage on a 6. This damage can be saved by the targets shields.

About the author: 
Came to Tabletop in the mid-nineties, BFG about the time it got released. Sadly, 
almost no one played it then. So after 20 years of a hiatus and much time during 
the pandemic, I ordered all ahead full on the system and got involved. 
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"ÏÓÓ :ÁÇÄÒÕÂÂ 'ÉÔÆÉÓÔÁÓȬ ÍÁÒÉÔÉÍÅ ÓÅÌÅÃÔÉÏÎ ÏÆ ÓÈÉÐÓ ÂÙ Tilo Dornbusch

Da Swarm

I follow da ovvas

The point cost for every ship is 90 points, however, if you decide to include all three ships in 
your fleet, the cost is reduced to 200 points in total, giving each ship a point value of 66,66.

Wat are da ovva gits doin?

Every time the three ships of the swarm are in base contact, you can re-roll their leadership 
and or command checks up to two times. 

ȬÅÒÅ ÙÏÕ ÔÁËÅ ÄÉÓ

If the swarm is under brace for impact orders and you fail a 4+ roll, you can choose by which 
ship of the swarm the damage is taken. 

The swarm needs to be intact for this rule to apply and they need to be in base contact. Also, 
you can not roll the brace for impact again if you apply the damage to another ship.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 20cm 45º 1
6+ Front/5+ 

Sides/4+ Rear
1

Armament Range/Speed Firepower/Str Fire Arc

Port Gunz 30cm D3 + 1 Left

Starboard Gunz 30cm D3 + 1 Right

Prow Gunz 30cm 2 Front

Prow Heavy Gunz 15cm 4 Front

Special rules: Sun collectors, during the movement phase: if Da Sunfish is positioned abeam to 
the sunward edge of the table, collect one sun counter on Da Sunfish, up to three sun counters 
can be held. If one ship of da COMPLETE (all three ships) swarm gets targeted by an enemy 
weapon that uses the firepower table, reduce the amount of dice up to the desired number of 
sun counters. The sun counters on Da Sunfish are reduced by 1 the amount of dice you reduce 
that way. 

Da Sunfish - 90 Points

$ÅÓÉÇÎÅÒȭÓ .ÏÔÅȡ
Well, Orc ships are perfect for scratchbuilds. For Da WaaaghrusI used a Corona rapid 
test container that came without fluid in it and built the ship around it, giving it a 
round appearance. A variety of pieces is used, for example an Epic Orc Stompasbelly as 
ÔÈÅ ÕÎÄÅÒÓÉÄÅ ÏÒ ÁÎ /ÒÃ ÎÏÂȭÓ powerclawas tusks. For Da Eeeeel, pretty straight 
forward build. Glue three strips of plasticardtogether and glue parts on it, done. Da 
Sunfish is my masterpiece (IMHO). I used and empty tipp-ex roller and glued different 
ÓÔÕÆÆ ÔÏ ÉÔȢ 7ÁÌÌ ÁÎÃÈÏÒÓ ÁÓ ÅÎÇÉÎÅÓȟ Á ÂÒÏËÅÎ Ȱ×ÉÎÇȱ ÆÒÏÍ ÁÎ ÉÍÐÅÒÉÁÌ ÃÒÕÉÓÅÒȟ ÃÁÂÌÅ ÔÉÅÓ 
etc. Most structure came from a Panther Tank from Flames of war.
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