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Issue 40?!? And it features many tentacles. THE RULES HUB:
https://www.specialist -arms.com/forum/index.php?topic=5203.0

Who would have believed that! Issue 40 of Warp Rift is upon all of you. Thanks again for Here you will find all and everything rules related from official and unofficial fan
the nice comments on previous issues and continuous support for this community sources. But also, a digital starter kit, tokens, PDF sheets, markers and all the old
efforts. magazines.

Last months have seen the release of the ®@dition of Warhammer 40k, bringing us BATTEFLEET GOTHIC DISCORD

the fourth Tyrannic War. The background story introduces us to the Solblade fleet and https://discord.gg/W8ZMHKb2bz
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Gothic.
WARP RIFT DISCORD

https://discord.ga/kSKy3Rrtda
A small dedicated discord for this very Warp Rift ezine!

Furthermore, we have the last two winners of the Facebook character competition. All
in all, an inspiring competition this was with a lot of fun ideas and stories by the
participants.

If you want to submit articles or just ask something the best way is to join the

And to have some more Tyranids going around Italianmoose and Farathorn have a 750 Discord or sent me a mail at: horizonmer@vivaldi.net

points battle report for us between the Imperial Navy and the Tyranids.

Battlefleet Gothic also has a presence on Reddit, Instagram, Dakkadakka,

And from the game of Darktide BleachHawk, master of kit bashes, brings us the Yaktribes, Mastodon and Facebook (the last one is without me). So, check those

Mourningstar as a Ship of Legend.

out as well.
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The hand drawn art on pages 8 and 13 are frotdharneth , the ones on the page 10,
Have fun! 11and 14 are fromWintermans .
Horizon

The cover page of Stellar Wars is byhe NoMercian, check his Instagram here:
https://www.instagram.com/thenomercian



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

What we have for you in this issue of Warp Rift?
x Ships of Legend! (Page 4) The Mourningstar by BleachHawk
x New rules & scenarios: Solblades. (Page 6) Dive into the fourth Tyrannic War!

x Battle Report: Tyrannic War! (Page 20) From Italianmoose and Farathorn: can
the Imperial Navy stop the Tyranid Hivefleet?

x Campaigning through the stars: Tau (Page 25) FrO5ty kicks of his series of
campaign additions!

x Facebook Character Ship Competition Winner series. (Pages 17 and 31)
The last two categories

x Stellar War over Meroe (page 34) short story by CaptaiArdias

$17 OAT AB3O (1 hpadne) 1 OECEODO
Ork Advanced Starter Kit Fleet.

X
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The Avenger, torpedo bombers and commerce raiders update

X

Solblade Extras
x From page 48 on: gallery, swarm base diagram and paper cutouts

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

BFGDiscord: https://discord.gg/TScZjbwefG
Warp Rift Discord https://discord.ga/VbMSzs6W

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 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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Ships of Legend
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Darktide — The Mourningstar by BleachHawk

The Mourningstar 60 Points

is the vessel of the Rogue Trad&hipmistress Brahms. It is
from there thatInquisitor Grendyl and his warband operate to
assist in containing the heretical Nurglavorshiping

O'AiTTTEOGEI T8 AOI 6 AEAAOOAOEI ¢ EI

Prime.
A variant of the Firestormclass from the Imperial Navy, it is
considered a Frigate class ship.

Today, coming from the videogame Darktide, we have the
Mourningstar. | really like the game's setting and atmospheric
environments and of course, the ship serving as the player hub.
Aboard the Mourningstar there are quest givers, merchants
and so on and the players, starting out as convicts and then
serving as inquisitorial operatives, start their missions to fight
the vile chaos cult on Atoma Prime from here.

Having a small and discreet escort, rather than an inquisitorial
cruiser was interesting to me as well and soon | thought about
kitbashing my own miniature of it.

| built it from a Firestorm and a Sword (both recasts as the
amount of cutting and rasping would have been a pain with
original pewter), a converted bridge from Battlefleet Galaxy
and random bitz.

When that was done, a natural followup were rules for BFG.
Seeing as the ship is a humble frigate and her mission is strike
team operations, rather than fleet actions, the rules had to
reflect that, and | realize she might not be something to write
home about in a game of BFG. Well maybe, if you can make her
single-wave assault boats count.

She may also be interesting to use in a custom scenario or you
could try her out in the Privateer setting from Fanatic Magazine
02 and Fanatic Magazine 07 where she might be a more

decisive asset.
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anyone using it in a game!
BleachHawk

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 25cm 90° 1 5+ 2
Armament Range/Speed Firepower/Str Fire Arc
Prow Torpedoes 30cm 2 Front
Weapon Batteries 30cm 2 Left/Front/Right
Launch Bay Assault boats: 30cm 1 -

Roll for the leadership of the Mourningstar on the Imperial Navy table.
Shipmistress Brahms grants +1 to the rolled value, as well as orelt¢hat may be used on
leadership tests of the Mourningstar.

The Mourningstar applies +1 to her Hit and Run attacks.

The Mourningstar may be taken as part of an Inquisition, Imperial Navy or Rogue Trader
fleet and may be fielded alone or as part of an escort squadron.
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The Solblades of Terra

The Fourth Tyrannic War began in M42, when the largest
invasion of Leviathan yet began after it invaded the Western
Reaches of Segmentum Pacificus. This was done by three
separate massive tendrils, which the Imperium named Nautilon,
Promethor and Grendyllus.

When the true extent of the threat the tendrils posed was
discovered, the Imperium began a massive mobilising of its
forces to stop them. However, this would take time, as the vast
majority of the forces sent would be Astra Militarum Regiments.
However, the Imperium's more elite armies could attack at once
though and most of these strike forces were organised into
Solblades, which were named after their commanders. Besides
being told which tendril to attack, the Solblades were given huge
strategic autonomy, but often numbered no more than two or
three warships in each fleet.

Though because of their small sizes and low manpower, the
Solblades were forced to utilise kitnd-run tactics against the
massive Nautilon and Promethor tendrils. The Imperium hoped
however that despite this, the Solblades would be able to move
more swiftly against the tendrils, than larger Imperial
formations that might become entangled amidst the Xenos'
swarms.

Many of the Solblades that were deployed, often came from
Space Marine Chapters whose commanders were either
Captains, Lieutenants, Librarians, Chaplains or in a rare few
cases even Dreadnoughts. Their fleets and military forces were
drawn from their commanders' Chapter and typically centred
around a Strike Cruiser or squadron of frigates. Some would also
include forces from other Chapters, the Deathwatch and even
from the Militarum Tempestus.

Well known Solblade commanders are for example Chapter
Master Kayvaan Shrike of the Raven Guard and Epistolary
Drakht of the Necropolis Hawks

The Adepta Sororitas also sent many Solblades, with the Convent
Prioris on Terra sending numerous Canonesses and Palatines to
command them. Those dispatched from Prioris were drawn from
many Orders, including the Ebon Chalice, Argent Shroud and
Sacred Rose. Though they often drew other warriors of faith to
them, which included the Black Templars and shiploads of
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Solblades - The Fourth Tyrannic War

fanatics and flagellants. As a result of this, the Adepta Sororitas
Solblades were noted for being the most zealous and containing
the largest fleets

Other forces of the Imperium sent their own Solblades as well.
This included the Astra Militarum and Adeptus Custodes, with
CaptainGeneral Valoris commanding one, aboard the Manifest
Judgement, himself. The Knight Houses also took part and House
Taranis supplied a score of Barons to command their Solblades,
with each containing a lance of their Imperial Knights.
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Introduction

As the tenth edition of Warhammer 40,000 introduced us to

the fourth Tyrannic war, the largest attack yet, | was really
captivated by small elite squadrons trying to disrupt the

masses of the Tyranid Hivefleet. To reflect this in Battlefleet
Gothic this required some adjusting to the setting. Usually, one
would see fleets of equal point values pitched against each
other or at most that a fleet half the size of the opponent should
try to do a blockade run for example but trying to design a
scenario of a single strike cruiser and a frigate against a fleet of
1500 points was something different!

The first bit | wrote were the Solblade fleets themselves;
adjusting the approach a little in how to select the ships |
settled for rather straightforward one with a limited ship
selection. The key being using the upgrades as they are
presented.

With that | also realised | needed some newld rules to reflect
the nature of these missions. From the old Fanatic Privateer
article by Matt Keefe, | copied the rules for damaged escorts
and from an old working file from the Khareshi Expanse |
added the Silent Running rules.

Secondly it was time for the Tyranid fleet. A major concern was
the fact that if | have a single ship on one side but thirty ships
on the Tyranid side; the downtime for theSolblade player

would be significant. In order to go around this | had the idea of
the classic movement tray, as | called it now the Swarm Base.
With excellent input and help from DoublebaseFanatic we
think that we created a good addition to the Tyranid rules in
using these swarm bases. Some things need a little adjusting
and even the Instinctive behaviour chart saw an extra step.

Solblades - Introduction

The third step was to create some engaging scenarios for this
setting. While the classic blockade run or perhaps the Bait
would still work, we wanted to reflect the big swarm effect of
Tyranids and the elite action the Solblades needed to
accomplish. In this first article we have two scenarios which
hopefully bring some new fun into your games!

It is also noteworthy that you can play these games solo using
the solitary rules by Italianmoose as found in Warp Rift 37.

And, yes, | mentioned the first article. Over the coming issues
we hope to add four more dedicated scenarios, add special
characters for the Solblades and new special Tyranid bio
vessels!

And especially on the latter we would like to receive input from
you! If you have an idea, please let us know and we might get
them into the Solblade setting!

And | really appreciate receiving feedback on the following set
of rules!

Note: for those people who like to try these rules but do not have
the miniatures | have added paper cutout models at the end of
this issue of Warp Rift.

Also: yes, these games are between 250 of Imperial assets versus
1500 points of Tyranids!



Solblades — Special Rules for the Solblade Fleets

Special Rules z the Solblade Fleets
Well prepared
Due to the nature of their missions and great cunning Solblade

vessels do not need to take a leadership test when not shooting
at the nearest target.

Escorts & Squadrons

Due to the smaller battles represented by these Solblade
scenarios, we can assume that escorts are occasionally forced
to operate alone, rather than in their customary squadrons.
Escorts may operate alone and there is no need to maintain
squadron coherency. Escort vessels outside of coherency may
AAARE Al OEAEO 1T x1 3DPAAEAI
leadership value.

Teleport Attacks

In the setting of Solblades Imperial escort vessels may conduct
teleport attacks as well. The restriction that only vessels of
lesser hit points may be attacked is ignored.

Attack Craft

Solblades have somewhat limited supplies and need to treat
their attack craft with care. Per launch bay the Solblade has a
pool of attack craft available: each launch bay carries three
squadrons (markers) of each type they have available.

If a marker is shot down by enemy spores roll a further D6: on
a roll of 1-3 it is removed from the pool. On a6 it manages to
make its way back to the carrier.

Note: this roll is only made after interaction with spores, thus
not after an interaction with enemy ordnance.

/ OAA

Damaged Escorts

Solblades often consisted of frigates without a capital ship.
With these desperate missions we must consider the possibility
that escort vessels are able to go on fighting past the point at
which in larger battles they would be considered entirely out of
action. When an escort vessel suffers a hit which would destroy
it, roll a dice and consult the chart below:

1-3 Out of Action! The vessel is destroyed, or if not suffers
such great damage that its crew cannot possibly hope to
continue the fight and must turn all their attention to saving
their own lives. Leave the model on the table and place a

S e D e

random € start owing movement turns. In
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salvage and is considered destroyed; remove the miniature
from the table and replace it with a blastmarker.

4-5 Damage Control. The valiant crew struggle to bring raging
fires under control, hastily repairing damaged systems. Leave
the ship model on the table. At the start of its next Movement
phase, move the ship directly forwards by a distance equal to
half its speed. After moving the ship, roll again on this chart
adding +1. This bonus is not cumulative, so only a single +1
bonus applies, no matter how many damage control results an
escort may roll during a game.

6 Battles On! A heroic effort by the ship's crew allows it to

fight on through the damage. Place an additional Blast marker
on the ship's base to represent the difficulty of operating such a
damaged vessel, but otherwise the escort remains in the game
and can be used as normal.




Solblades — Special Rules for the Solblade Fleets

Silent Running Ordnance under silent running

Any ship can opt to run silent; a command check is not When a Solblade has launched ordnance and goes into silent
necessary. The player decides this at the start of his movement running while the ordnance is still on the table the player must
phase before special orders are given. This means that they decide what happens after the attack craft made an interaction
cannot be targeted unless detected or if they shoot, move, with Tyranid ordnance or ships:

launch ordnance or do anything. Stay on the gaming board but if they are intercepted after an

attack run, they will be lost for the remainder of the game.

If a ship is running silent from a previous turn the owning Deduct the number of lost attack craft from the ordnance pool.
player may make them fully active at the start of any Return to the ship per usual but silent running is deactivated.

subsequent movement phase.
If the ordnance has yet to make contact, it can elect to stay on

A ship on silent running has its shield value reduced to zero. the field until an interaction happens. A 78 : & ' 8 2 o &
Furthermore, it cannot perform Special Orders, nor can it shoot 3 e
or initiate any action towards an enemy ship. Solblade Leadership

Instead of the usual movement, due the engines being turned Space Marine Strike Cruiser, Nova and Gladius frigates use the

off, the ship drifts 10cm forwards (using its previous heading. standard Space Marine leadership table. The Adeptus

The ship will interact with celestial phenomena as usual. Mechanicus light cruisers use the standard Adeptus

Mechanicus leadership table.
Enemy ships cannot target a vessel which has silent running

activated. Tyranids on instinct behaviour do not sense a ship on Imperial Navy and Adeptus Sororitas table
a silent running, keep this in mind when applying the chart. use the standard Imperial Navy table
However, whenever a Tyranid due movement comes within with a +1 modifier to the

10cm (at the end of its or the Imperial movement) of a vessel Yicdroll

running silent the ship is detected and Tyranids may move

towards it using the chart. _

A Tyranid Hiveship will sense any Imperial vessel within 20 '

cm.

When a Solblade has fired upon or otherwise engaged with a
Tyranid creature, and it decides to go on silent running the
following turn the Hivemind still has a sense where the
Solblade is. On a successful 2D6 leadership test, the Hivemind
leadership may be used if in range), the Tyranid squadron or
ship may move into the direction of the Solblade vessel. In the
second turn after the leadership is done on a 3D6. From a third
turn on they return to normal behaviour.



Solblades

Solblade fleets have access to following vessels. Speed and
Manoeuvrability being a key factor with these.

Space Marine Strike Cruiser 145 points
upgrades may be taken; no restriction on variants; may only
be taken if Solblade is under Space Marine command.

Adeptus Sororitas Priory Class 150 points
may take any of the variants; may only be taken if Solblade is
under Adeptus Sororitas Command.

Adeptus Mechanicus Light Cruiser 130 points
Defiant, Endeavour and Endurance are available, must take
the Advanced Engine Upgrade (included in cost); may only be
taken if Solblade is under Adeptus Mechanicus command

Dauntless Class Light Cruiser 110 points
torpedo or lance variant are available.
Adeptus Sororitas Chapel Class 100 points

may take any of the variants; may only be taken if Solblade is
under Adeptus Sororitas Command.

Nova Class Frigate 050 points
Gladius Class Frigate 045 points
Firestorm Class Frigate 040 points
Sword Class Frigate 035 points

Solblades — Solblade Fleetlist

Solblade Command

Each Solblade vessel may choose from these command options.

Space Marine 25 points
Often Solblades are under command of veteran Space
Marine captains or members of the honour guard. A vessel
which embarks these battlehardened veterans has a
Leadership value of 10. When participating in a hit & run
attack roll 2 dice and apply the highest result. In a boarding
action they may reroll the dice roll, second roll stands. May
be taken once for each vessel in the Solblade list.

Space Marine Epistolary 10 points

A Space Marine Epistolary grants a reoll to the vessel he is
embarked on. May be taken in addition to other
commanders.

Veteran Captain 10 points
A veteran captain grants a further +1 leadership to the ship.

Adeptus Sororitas Canoness 15 points
When a canoness is embarked on a vessel that ship may
bring up to three Armed Cargo vessels [20], Fireships [10]
or Transports [10] on top of the scenario restriction to a
maximum of 100 points. These flagellants have a standard
leadership of 6.

Magos Explorator 15 points
When a Magos is aboard a vessel that vessel may roll one
extra repair dice in the end phase. On an escort vessel the
out-of-action dice roll gets a +1 modifier. If on an Adeptus
Mechanicus cruiser the repair dice may be used on another
vessel within 10cm.

Solblade Upgrades
Each Solblade vessel may choose from this upgrade list.

Deathwatch 10 points
A vessel with Deathwatch members rolls an additional dice
when attempting a teleport attack or joining a boarding
attack: on a roll of 5+ they inflict an additional point of
damage.

Dreadnought 25 points
These ancient venerated beings grant a further +2 in
boarding actions. Furthermore, they will inflict an extra
point of damage in a boarding action on a roll of 4+.

Tempestus Shock Troops 10 points
Battle hardened, when opponents try to board this vessel, or
they get a-1 modifier on the dice roll.

Black Templars 10 points

This is an upgrade to the Space Marine Command (which
must be taken first and be on the same ship. If embarked
Black Templars use the same rule as the Adeptus Sororitas
Canoness to attract zealot flagellants.
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Solblades — Special Rules for Hivefleet Leviathan

Tyranid Special Rules

The Tyranids use the standard rules from the Battlefleet Gothic
Remastered Fleetbook. Except for the changes noted below.

Instinctive Behaviour

In the chart we replace step 7 with the following:

Is there a planet on the table?
-> YES: No special order. If there is a planet on the table, the
ship/squadron must end its movement closer to it if
possible. Otherwise move at half speed straight ahead.
-> NO: No special order. The ship/squadron will start
circling around the nearest Hiveship. Move them closer to a
Hiveship if possible, when at 15cm turn towards an abeam
angle to the Hiveship.

Fleet selection

For each Hiveship a squadron of 6 to 12 Escort dron@sust be
taken. Furthermore, each Hiveshipnay include 1-12 Kraken or
Vanguard Escorts in the fleet.

From this pool of escort vessels (kraken and vanguard), the
squadrons are formed. Squadrons may be from size 3 to 12.

Evolution of the Hive Mind

As a default, evolutions for the Hivemind are not allowed.

However, if both players agree they can be added. Just keep it

ET AEAOAAOQOAO jAT180 CEOA All O
for speed).

12



Solblades — Special Rules for Hivefleet Leviathan

Tyranid Swarms

In games with Solblades the player commanding the Solblade
will only have a single of a few ships under his command.
However, the Tyranid player most likely have many ships at
their disposal!

To speed things a little up and not have the Solblade player for
a long time the Solblade rule set introduces Swarm bases. A
swarm base can have a diameter of 120mm; a base of 120mm
represents a squadron of 26 escort vessels. Thus, if you have a
12 strong escort squadron you will need two swarm bases.
Using a swarm base does change a couple of things regarding
escort squadrons:

Swarm strength
On top of the base is room for six actual miniatures. Place a dice
on the base to show how many escorts are in the swarm.

A swarm may not have mixed weaponry, so all escorts have the
same loadout on a single swarm base.

If you have two swarm bases belonging to the same squadron
these will benefit from the same leadership diceolls for

special orders and other command tests. When calculating
firepower for direct weaponry or gunnery table weaponry both
swarm bases are added together. When launching boarding
torpedoes two separate swarm bases cannot combine their
strength, thus fire two separate torpedo waves.

Both swarm bases are also treated independently of each other
when it comes to Massive Claws, Feeder Tentacles and
boarding actions

Moving & Shooting with swarm bases

The stem in the centre of the swarm base is used for
measurements per usual. Thus, if the centre stem is in weapon
range the whole swarm is targeted. Blastmarkers are placed
around the base per usual and affect all escorts on the swarm
base (yes, even the ones in the back).

When one of the Tyranid escorts is killed, lower the dice value
accordingly. You can remove miniatures at convenience. If you
are under half strength having less than 3 miniatures on the
base is easy referencing.

When shooting with a swarm measure from the middle stem:
ALL escorts, the whole swarm, will shoot if the target is in
range.

Measurement for moving is also done from the middle stem.

Massive Claws

When the middle stem of the swarm base touches the enemy
base all Massive Claws attacks are resolved. Usually, an enemy
vessel is latched onto if two or more massive claw attacks are
successful, however for a swarm base more than half of the
massive claw attacks must be successful to latch on to the
enemy vessel.

If successful, remove the middle Tyranid escort and place the
enemy ship there.

Feeder Tentacles

The middle stem must reach the enemy base to let the feeder
OAT OAAI AOG8 &EAAAS

Ordnance from and versus swarm bases

When a swarm launches boarding torpedoes, the marker must
be in the front arc as usual. The measurement is done from the
middle stem in the first ordnance phase.

For firing boarding torpedoes, they count as being in based
contact and must combine their strength value of the boarding
torpedoes into a single wave.

When enemy ordnance attacks a swarm base the interaction
starts when the base is touched. A single escort is attacked, and
it gains +3 spores (turrets) from the massing turrets rules. If

the swarm strength drops below 4 adjust the massed spores
per usual.

Boarding and Hit & Run attacks
When boarding with (or against) a swarm base all escorts in

the swarm will take part in the boarding action.

The middle stem must reach the vessel being boarded. Replace
the middle miniature with the
poor enemy vessel for as long a
the boarding action takes place.

When an opponent attacks the
swarm base with a hit & run
attack (teleport attack for
example) the middle stem must
be within 10 cm and spores
(shields must be down per
usual)

See page 6for a Swarm Base Diagram and on page 6¢ o ufiihd d templateto print . Hereyou canfind a STL for the swarmbaseto print:

SwarmbaseSTL
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https://cults3d.com/en/3d-model/game/120mm-swarm-base-doublebasefanatic-2

For some ease of use we have added a couple of example fleet
lists for the Tyranids.

The Pyro-! AEA (EOAT ET AB0 &l AAO

Hive Ship, Leadership 8 305 points
Prow PyreAcid Battery, Thorax Pyrécid Battery, 3x Pyro
Acid Battery on port/starboard.

Hive Ship, Leadership 8 305 points
Prow PyroeAcid Battery, Thorax PyréAcid Battery, 3x Pyro
Acid Battery on port/starboard.

Razorfiend 130 points
Prow Torpedoes. Thorax Torpedoes, 2x Ppawd Battery on
port/starboard

Razorfiend 130 points
Prow Torpedoes. Thorax Torpedoes, 2x Ppwid Battery on
port/starboard

Razorfiend 130 points

Prow Torpedoes. Thorax Torpedoes, 2x-Biasma Discharge
on port/starboard

Razorfiend 130 points
Prow Torpedoes. Thorax Torpedoes, 2x-Biasma Discharge
on port/starboard

Escort Drones 120 points
Six drones with PyréAcid Battery

Escort Drones 120 points
Six drones with PyréAcid Battery

Ordnance 110 points

5x Assault Boats and 10x Fighters

Solblades — Tyranid Example fleets

4EA (EOABO 3xAO0I

Hive Ship, Leadership 9 335 points
Prow Feeder Tentacles & Massive Claws, ThoraxHasma
Discharge, 3x Launch Bay on port/starboard.

Hive Ship, Leadership 8 295 points
Prow Feeder Tentacles & Massive Claws, ThoraxHasma
Discharge, 3x Bi?lasma Discharge on port/starboard.

Escort Drones 90 points
Six drones with Feeder Tentacles

Escort Drones 90 points
Six drones with Feeder Tentacles

Vanguard Drones 150 points
Six drones with Feeder Tentacles

Vanguard Drones 150 points
Six drones with Feeder Tentacles

Kraken 210 points
Six Kraken with Massive Claws

Kraken 180 points

Six Kraken with Feeder Tentacles

The Gathering Hive

Hive Ship, Leadership 8 310 points
Prow PyreAcid Battery, Thorax Launch Bay, 3x Launch Bay
on port/starboard.

Hive Ship, Leadership 8 310 points
Prow PyreaAcid Battery, Thorax Launch Bay, 3x Launch Bay
on port/starboard.

Hive Ship, Leadership 8 310 points
Prow PyreAcid Battery, Thorax Launch Bay, 3x Launch Bay
on port/starboard.

Razorfiend 130 points
Prow PyrcAcid Battery. Thorax Torpedoes, 1x BRlasma
Discharge and 1x Pyrécid Battery on port/starboard

Escort Drones 90 points
Six drones with Feeder Tentacles

Escort Drones 90 points
Six drones with Bid’lasma Discharge

Escort Drones 120 points
Six drones with PyréAcid Battery

Kraken 70 points
Two Kraken with Massive Claws

Kraken 70 points

Two Kraken with Massive Claws
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Solblades — Scenario One: The Master Node

The Master Node

A tendril of Nautilon engulfed an Imperial planet and is feeding
upon it to strengthen itself for the next push towards Terra; intel
has learned that a master hive node is on the planet. Killing this
creature will cause a setback in the surrounding fleet. Making
time a little easier for the nearby systems; even if only a little.

FORCES
The Solblade player may choose up to 250 points.
The Tyranid player must choose a fleet of 1500 points.

BATTLEZONE

This battle is most likely to take place in the inner or primary
biosphere of a system. Place one medium sized planet in the
centre of the table. Determine one of the long table edges to be
the sunward side. Furthermore, place DA asteroid fields and
D3-1 gas clouds randomly in each 60cm x 60cm quadrant.
Alternatively, you may set up the celestial phenomena in a
mutual agreeable fashion.

SETUP
The Solblade enters from either one of the short table edges.
The Tyranid fleet is set up around the planet, in a perimeter

creatures are abeam to the planet.

FIRST TURN
The Solblade takes the first turn.

S
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SPECIALRULES
The Solblade must try to reach the planet. If they manage to
land at least two Thunderhawks or Assault Craft on the planet
it counts as a win. In order to do so a Solblade vessel must be
within the gravity well of the planet and launch the attack cratft;
in the ordnance phase they must reach the planet's edge.
For gaming purposes, the Solblade keeps two attack craft on
standby to be launched: there is no Reload Ordnance needed to
activate these.

et A J d e al If the Solblade has no attack craft dro
AAOxAAT onm Ai AT A tuv Al AxAU E%réhhé@@tﬁes;ﬁﬂeﬁda

drop pods, an escort one drop pod To be successful with these
the ship has to touch the planet template.
Then the Solblade needs to roll a dice: on a 4+ the landing has
been a success. For each attack craft or drop pod above the two
first the roll for success is lowered by 1.

.Tyranid deployment

<xum—HzZzm

pods are being used

Mo>r®wron

The Tyranid fleet is feeding upon the planet before moving on.
Every Tyranid squadron and Hiveship must spend one turn on
top of the planet before they can move away. Only a maximum
of three squadrons or hiveships can be fed per turn.

GAMELENGTH
The game continues until the Solblade makes a successful
landing or has been destroyed.

VICTORY CONDITIONS

The Solblade wins if the drop has been a success. It would be a
major victory if the Tyranid fleet failed to reach the feeding
threshold.

The Tyranid fleet wins if the Solblade has been destroyed. For a
major victory it should feed at least 50% of the total fleet value.

Campaign ideas

Solblades can also be part of a regular campaign, tree campaign
or narrative campaign. As an idea you can use the successful
rounds of feeding as a bonus for the Tyranid fleet in the
following game.

Or, if you like to play Kill Team, boarding actions or

Warhammer 40,000k you can let the number of successful
Thunderhawk landings or drop pods have an effect in those
games.

You could also extend the game by having the goal that the
Solblade fleet survivor, after completing the hit and run attack,
must escape from any table edge.
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Solblades — Scenario Two: Let them burn!

Let them burn!

A supernova shockwave has caught a tendril and the Hivemind is

fleeing the blast. A daring Solblade has the task to destroy the
leading Hiveshipso the small creatures are more likely to get
caught.

FORCES
The Solblade player may choose up to 250 points.
The Tyranid player must choose a fleet of 1500 points.

BATTLEZONE

This battle can take place in any Battlezone. Setup the celestial
phenomena per rulebook. Alternatively, you may set up the
celestial phenomena in a mutual agreeable fashion.

SET-UP

The Tyranid fleet starts up to 30 cm away from a Short table
edge.

The Solblade enters from either one of the long table edges.

SOLBLADE ENTRY

SOLBLADE ENTRY

FIRST TURN
The Tyranid fleet takes the first turn.

SPECIALRULES

The shockwave blast enters from turn two on (Tyranid player)
the short table edge behind the Tyranid flact. It will move 15cm
onto the table. At the start of each subsequent movement pnase
(both players) the shockwave moves 15cm forward.

\When a creature or ship is caught in the shockwave it is
destroyed (stem counts for measuring).

Special barrage gunnery : The Solblade vessels may choose
each turn to fire a barrage instead of their usual weapon
batteries. For a capital ship, place a blastmarker up to 15 cm
away, within the respective arc, per point of weapon battery
strength. Escorts will place two blastmarkers per vessel up to
15 cm away.

These blastmarkers may not overlap or touch each other.
Furthermore, these blastmarkers cannot be removed in the
following endphase, in every endphase after they can be
removed like a regular blastmarker.

GAMELENGTH
The game continues until either the Tyranid fleet has been
destroyed or escaped.

VICTORY CONDITIONS

The Tyranid fleet wins if it manages to escape the shockwave
with at least 50% of its fleet value.

The Solblade wins if they can prevent this.

Campaign ideas

You can also turn this into a running scenario in which the
Tyranid fleet starts in the mercurial zone and must traverse
each zone until it reaches deep space. The Solblade gets an
attempt at each stage. You may consider starting with a 2500
point Tyranid fleet!

You could also add the idea that the shockwave moves faster in
the zones closer to the sun and slows down the further away
the zone is. Parallel let the Solblade add reinforcements in the
Outer Reaches and Deep Space zone.

16



Facebook 7~
Characs&mip , ®&R - ¥
Competition: A 2% 7
Community C (' i\

aaaaaaaaaaaaaaa



A Cradle in the Dark

Among the thousands of Imperial Navigator Houses, there are
some that are no longer a part of the nobility who reside in the
Navigator's Quarter of Holy Terra. They might have lost their
power in a great trade war, slowly fading away to nothingness.
Or they might have angered the Inquisition with or without
justification - and are being hunted and exterminated. Some
leave Terra for one reason or the other and form nomadic
fleets. Some say these void born are the maskillful

Navigators known to the Imperium.

House Cerephon is one such Nomadic Navigator House. It
broke its ties with the NavisNobilite in late M39 when a small
family of a much bigger house was outcast and had to flee from
Holy Terra. Against all odds the family managed to survive for
over twelve centuries and formed its own house. Roaming
every Segmentum, providing navigators to Imperial sector

fleets, Rogue Trader dynasties and some even say Renegade or
Pirate fleets, in exchange for resources, supplies and void ships.

Within the house, manyrivaling sects emerged and perished,
making the small fleet a microcosm of its own.

The fleet's core consists of the Auct, a heavily converted
Imperial Cruiser of unknown class and a handful of armed
escorts.

In addition, there is a wide variety of small ships like loading
sloops, lightly armed cutters, repair barges, modified civilian
clippers and so on. Each one not only serving a logistical or
defensive purpose but also housing part of the fleet's sects. At
one point the house also owned a few bigger bulk freighters
and tankers but those have since been lost.

The Auct by BleachHawk

To make up for the lack of heavily armed vessels, the house
tries to travel alongside other fleets whenever possible. Most
void faring factions gladly accept their company as they are
second to none in navigating space and warp. Quite a few
Imperial worlds under attack could be aided in time, because of
the exceptional navigational skills of House Cerephon.

When and how exactly the Auct was acquired by House
Cerephon and what class of Cruiser it originally resembled is
now unclear. Over the centuries it was converted to provide
extended repair and logistical capabilities as well as an
increased number of secure docking points for smaller vessels
incapable of warp travel.

Most weapon systems it once might have had are long gone and

replaced with housing units, hydroponic halls, storage spaces,
fabrication complements and repair bays. The major sects built
and rebuilt extensive palaces along the upper spine to exhibit
power and backup their own claims to lead the house.

Meanwhile the decks below are even more crowded than
Imperial Navy ships. The claustrophobic corridors, lined with
sleep-alcoves and the complex halls full of machinery, working
areas and commercial districts are brimming with lower
members of the ship's own society as well as crews of other
currently docked vessels. Visiting fleet officials, traders or
delegations of Imperial worlds have been known to take days,
trying to make their way up from the vast hangar bays to the
command and ceremony decks.

The Auct is the beating heart of Hous€erephon'sfleet and is
protected at all cost, trying to avoid any hostile action in the
first place.

Leading the fleet fromAuct's bridge is Syreena Ort, the current
Novator. A powerful navigator herself, she has ruled the house
for over 6 decades. Keeping the order between the sects and
cunningly negotiating with other factions to keep the house
alive and on its way,

for to rest means to die.
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The Auctz 230 Points

Type/Hits Speed Turns Shields Armour Turrets
Cruiser/8 20cm 45° 2 5+ 3
Armament Range/Speed Firepower/Str Fire Arc
Starboard LaunchBays Fighters: 30cm 2 -

Prow Weapon Batteries 30cm 5 Left/Front/Right
Port Weapon Batteries 15cm 3 Left
Starboard Weapon Batteries 15cm 3 Right

Novatar: House Cerephon is led by its Novator and powerful Navigator Syreena Ort aboard
the Auct. Syreena Ort has a Leadership of 9 and adds +2 on Leadership tests to disengage the
Auct.

Cradle of the void born: The Auct is the main homestead of House Cerephon. As such it is
excessively crowded and instead of a wide array of weapon systems, the bulk of the ship is

made up of hangars, housing and repair facilities. It suffers a malusl afuring boarding The model L . . . .

actions, but critical damage is repaired on a 5+ instead of a 6. | started by stripping the colours off a secotidind Imperial Cruiser. Using leftovers from another project,
mainly Battleship parts, | started to reshape the spine, bridge and wing sections, making sure to include a

Escort Armada: The ship is always accompanied by a large amount of small void craft. While lot of spires and other vertical bitz. | then replaced the prow with a Helian one from Vanguard Miniatures

most of these vessels are unarmed, some do provide short ranged weapons battery fire as well and used parts from Battlefleet Galaxy to fill in most of the side modules. Finally, | added some tiny

as additional point defence (included in the profile). accompanying ships from aforementioned manufacturers using optical fibre.

In addition, once a game at the end of a friendly movement phase, a Squadron of 2 Sword

Class Frigates OR 2 Falchion Class Frigates may be placed within 30cm of the Auct. Roll on the

standard table for the Squadron Leadership, when it is placed (point cost included in the About me o o L L o T

profile). y6i xo UAAOO T1Ah &OIiT ' Aoi ATU AT A EEOOGtarquestas ET O1

. o L ) . L ~___itwas called here) around 1993, which featured Spaceships quite prominently. From 2005 to 2008 | was
.1 OAd 4EAOA 001 A0 xAOA xOEOOAT OOEI C 3101 OEAOI AlindodRedwitk BFG ahd vhen |sanfe Bach b it thldhuatyfo2021, 1AaasrAdidurpdskdito find an active
XR rulesets in mind. If your opponent agrees, the Auct may be used with any Imperial and growing community.
(LG SUls fa:jcgonsi ort();hatots e L'Stt\.’v'thom rﬁ.str'ct'o'?'l-rhf Auct counts as an ally of I've always been very interested in the fringes of 40k lore and the leksewn Imperial organizations
convenience and Is not subject o any faction specific special rules. specifically, which coincides with my love of converting and kitbashing models. So naturally this project was
a lot of fun to me.
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Tyranids vs Imperial Navy by Italianmoose

An Imperial versus Tyranidbattlereport! | had the pleasure of The battlefield:
my friend Farothon visiting from Germany, and he brought his Small planet in the centre near the Imperial deployment area.
magnificent kitbashed:Fyranid, fleet with;hims Two asteroid fields in the Tyranid half on either flank.

This is the report from the first, small, battle. A 750 points
clash, we were pretty free and easy about fleet composition
Tyranid fleets normally need a lot more escort drones.

Deployment:
The Imperial carrier squadron deployed behind the planet to
protect themselves. The Imperial escorts and the Wren

The fleets: deployed left of them.

Tyranid Hive Fleet

Hive ship- Pyro acid, Boarding torpedoes and 3x launch bays
315 pts

Razorfiend Cruiser- 2x massive claws and Bio plasma
discharge- 110 pts

2 Vanguard drones- Feeder tentacles 50 pts

3 Escort drones- Pyro-acid batteries- 60 pts

Razorfiend Cruiser- Feeder tentacles, Massive claws and Pyro
acid battery - 110 pts

3 Kraken- Massive claws 105 pts

The Tyranid escorts in the main deployed on the flanks, with
the cruisers inboard of them and the hive ship in the centre.

Imperial Bastion Fleet

Fleet Admiral with one additional re-roll: 75 pts. Aboard the

East Lake

$EAOAOI O Al AOO AOOEOAPZROMMAOD
$AEEAT O Al AOO 1 ECEO AOQm@ARO O
%l AAAOT OO Al AOGO AOOEGAMMsO7 OAT
3x Firestorms (Victory pattern). Leadership 9.- 120 pts

3x Swords (Mars pattern- previously mothballed). Leadership

8. 105 pts
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Tyranids vs Imperial Navy by Italianmoose

The battle:

The Tyranid ships charged towards the Imperial fleet, the

asteroid fields not slowing them at all. The Imperial carrier
squadron deployed fighters and swung around the planet,
shielded by the Wren and the escorts, which all locked on.

The Imperial fighters nullified the Tyranid ordnance and
locked-on fire battered the Tyranid cruisers and forced them to
brace. One cruiser was crippled. The kraken swept down upon
the imperial left flank, one trying to use its massive claws to
board the Wren which fought off its attack. Another destroyed
one of the swords.

The firestorm locked in combat was abandoned by its fellow.
Heavy fire from the Tyranid ships caused major damage to the
Wren which was also boarded by several escorts.

Tyranid return fire and boarding attempts caused the firestorm
squadron to brace. The Imperial fleet now concentrated its fire
onto the hive ship, overloading its spores and causing
substantial damage with a torpedo salvo. The escort drones
boarded the firestorm squadron, destroying one and locking
another in combat. The hive ship moved in close to board the
East Lake, damaging it. Tyranid ships swarmed in behind the
Imperial fleet.
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Tyranids vs Imperial Navy by Italianmoose

The crippled Wren with its weapons disabled and Tyranid
bioforms swarming the ship sacrificed itself in a vast explosion
when its captain detonated the plasma drives, destroying most
of the remaining Tyranid escorts, leaving a single escort drone
and a resilient kraken. The engaged firestorm was destroyed
by boarding creatures from the escort drone.
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The surviving Imperial escorts destroyed the remaining
Tyranid escorts and combined fire from the other ships
crippled the hive ship. With space superiority the Imperial
attack craft proceeded to ravage the Tyranid capital ships.

Tyranids vs Imperial Navy by Italianmoose

Bio-plasma from one of the Tyranid cruisers destroyed one of
the two swords while the other cruiser moved in close to the
Imperial carriers. The lone firestorm moved in behind the hive
ship to take advantage of its instinctive behaviour. The
surviving sword did the same to one of the cruisers.

Bio-plasma from one of the Tyranid cruisers destroyed one of
the two swords while the other cruiser moved in close to the
Imperial carriers. The lone firestorm moved in behind the hive
ship to take advantage of its instinctive behaviour. The
surviving sword did the same to one of the cruisers.
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Campaigning through the stars: Tau

7A80A All AAAT OEAOAh CAOOET ¢ ®hAckds OT AT 1T NOAO A 1T Ax OUOOAI
our race, and suddenly we check the campaign rules only to Your Admiral will surely appreciate being called by their

notice that everything is Imperiacentric. Why would an Ork proper title, but just to make sure that even their enemies
Ai11Tx Al )T DAOEAT | AT EOAI 80 D Qho@ @raQr@yEdrelwizthouT Haling to ledir the TauEaAguahd O

EAOA OAEEOO AAT OO ' Al 1 AO &EAI A&eR §4RRE & EQ R Ul b OA AIERAR AOQATOA A EOE 01 AoOs

even you Imperial admirals) with the full complement of rules during a campaign.

Ul 661 1 1 AA App@priateCekp@rierice i youdr A

campaign! From getting the prope©rkyway to progress to lead Tau Empire Promotions

a massive, sectedestroyingWaaagh to new appeals for other

sorted! First up in the line is the youngest race in the 40k BFG

landscape, the Tau! 1-5 +1 06 4 i(Gomraaddkr) Ld 8, 1 reroll
Tau in a campaign 6-10 + 1 Oaptain) Ld 8, 2 rerolls
4EAOA8O Al EAATTTcu OEAO OEAII o A
bring all into the light of civilization and purpose, the Greater 11-20  +1 OO0 4(ReamcAwshiral) Ld 9, 2 rerolls
Good, and its torchbearers are the Tau, beacons of progress in a o Ld9. 2 rerolls
desperate and hostile age! The Greater Good shall not be 21-30 + 1 O(Bdmiral) 1 créw SKill '

contained, and here you will get a lore friendly Admiral
progression table, updated refit tables and even a couple of
tables to appeal for support.

3150  +1 O3 4High ddmiral) Iidcrlg\;vzsliﬁrons,
Ld 10, 2 rerolls,

General rules 51+ + 1 OO0 (Sapdeme Admiral) 1 crew skill, 1 refit

Tau follow the usual rules for a campaign, being capable of
behaving as a conquering faction (as the Imperial and Chaos
players are said to be in the original rulebook) or as a pirate
faction (as the Eldar and Ork players are said to be in the
original rulebook), though in both cases that must be
announced when the campaign starts.
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Refits

The Tau are constantly evolving their technology, producing
better and more powerful systems. In the process of
developing technology and field testing it, many ships are
chosen as testbeds for new technology or marked for
improvement.

The refit tables are for use by any capital ships in a Tau fleet. It
is not for use by escorts. Ships that cannot use the refit rolled
for whatever reason may reroll the result, such as not being
equipped with weapon batteries (or railguns), attack craft, etc.
Tau do not have access to the special torpedo refit table, though
they may use Torpedo Bombers and Orbital Mines.

Campaigning through the stars: Tau

TAU EMPIRE ENGINE REFIT

4EA OEEDSO AT CETI AO AOA AEOOAA xEOE AAAEOETI
generators and energy relays in some fashion. Roll on the following table:

D6 Roll

Engine Refit

1

Burst Compensator: A realignment of additional thrusters and refining of the
Gravitic Sheath allow much more control over acceleration at greater speeds. Whe
on All Ahead Full'Special orders, you may move a distance up to the dice rolled
instead of having to move the maximum rolled.

Evasive Jets:The hull of the vessel is studded with powerful shorburn engines
which allow it to drastically turn to avoid incoming fire. At the start of the enemy
shooting phase, the ship may take a Leadership test. If it is passed, the ship may
make a single 48 turn immediately. However, the ship may not go on to special
orders during the next turn.

Manoeuvring Thrusters: The ship has thrust vanes down the length of the ship
almost looking like scales on a fish. The ship reduces the distance it needs to movg
before turning by 5cm.

Inertial Arrestors: Decelerators and Inertial compensators have been integrated
onto the hull. When attempting toBurn Retrosor Come to New Headingpecial
orders, the ship may add +1 to its Leadership.

Auxiliary Power Relays: The rear of the ship is crisscrossed with additional cables
and pipelines, feeding more power to the engines. The ship gains +5cm to its spee

Navigational Shields: The ship is enveloped in lowfrequency shields designed to

shunt aside debris and other impediments as the ship moves. The ship does not

suffer reductions to its speed for moving through Blast markers (this includes gas
and dust clouds and similar effects).

27



Campaigning through the stars: Tau

TAU EMPIRE SHIP REFIT

The structure of the ship is improved in some way, hew equipment is installed, or better CreW_Sk'"S ]
trained or specialised crew members are brought in. Roll on the following table: The Air Caste has adapted to life
: ; in the void of space, but even
D6 Roll | Ship Refit among them, there are
1 Improved Sensor Spines: 4 EA OEE D8 O loAghabdesuA€ydrs afel | individuals and crews that
particularly attuned to pick up energy emissions and signals from enemy simply excel at their roles.
ships. When taking Leadership tests to go on to special orders, the ship gaif Tau ships may use the table to
+2 for enemy ships on special orders, rather than the normal +1. the left when rolling for Crew
2 Additional Shield Generator: The ship has additional shield generators to Skills.
deflect incoming shots. The ship gains +1 Shields.
3 Repair Drone Swarm: The ship has repair drones capable of Note from FrO5ty:

working in the hostile environment of vacuum aiding to repairs. The ship
may roll two extra dice in the end phase when attempting to repair damage

unless it is in contact with blast markers. Hope you enjoy these new

additions for the Tau

4 Crystalline Composite Hull: New materials designed to withstand more campaign experience! Please
punishment are used to replace key bulkheads and entire sections of the HY let us know any feedback you
giving an almost glistening look in space dock, increasing its damage by 10 have, and yes, Syflots will

(rounded up). also come, thouglat a later

5 Blacksun Filter Comms Net: Emergency communications networks and date!
powerful electromagnetic filters, able to work through extreme disruption Thanks to everyone who has
such as solar radiation and plasma storms. The ship does not suffér contributed to this list!

Leadership for being in contact with Blast markers, furthermore, the ship
AT AT 860 OOEEAO AAAE@EbihddffectEF@Ridy Al FOR THE GREATER GOOD
Sunward.

6 Decoy Launchers: Decoy launchers are fitted to the ship, launching swarms| ~ (horizon note: FrO5ty is on the
of smart decoys that obscure the ship and confuse enemy sensors. Whene\ BFG Discord)

the ship takes damage from enemy weapons, you may roll a D6, on a roll of]
the damage isgnored and no blast marker is placed. You must roll against
each individual hit, and Decoy Launchers work even while braced. Decoy
Launchers have no effect against damage caused by space phenomena.




Campaigning through the stars: Tau

TAU EMPIRE CREW SKILLS

I OAO OEA Al OGOOA
serving together in the crucible of war. Roll on the following table:

i £ A AAI PAECTh A OEEDS

D6 Roll | Skill D6 Roll | Weapons Refit
1 Expert Gunnery: 4 EA OEEDPSO ¢OT AOAxO AOA il Tracking Systems: The vessel is equipped with an upgraded computational
empire, able to lay down a devastating barrage. When the ship attempts t suite. The ship gains Tracking Systems with a range of 5cm.
make Lock-OnSpecial Orders, you may roll 3D6 and discard the highest D - s — -
AAEI OA AT i PAOEI ¢ OEA O i1 ACAET O 2 Railgun TargetLock: 4 EA OEED&6 O OAEI ¢cO1 O AOA O
system that locks onto a target and compensates for movement and distance.
2 Skilled Engineers: The crew responsible for running the engines are Railgun batteries receive an additional left shift when firing.
highly adept, able to respond quickly to orders for more or less power.
When the ship attemptsAll Ahead Fulbr Burn Retrosspecial orders you 3 Multi Targeter Control: The ship has a direct link between all gunnery crews
may roll 3D6 and discard the highest roll before comparing the score to th and the bridge via a Multi Targeter Control Centre allowing orders for target
OEEDPS6O , AAAAOOEEDS allocation to be transferred quickly and efficiently. The ship can always choose
- . . T TR ] Y R . _ | which target to shoot at without requiring a Leadership test (If used in a
3 Adept Trimsman: 4 EA T £EEAAOO AT A AOAx OAQDPI T OEATI A A O OEA|sq&il®Behole squadron benefits).
manoeuvring boast that they could get the ship to turn on the head of a pi
Whenever the ship attemptsCome to New Headingpecial orders you may 4 Additional Auto Loaders: Additional loaders and heavyduty drones have
roll 3D6 and discard the highest roll before comparing the score to the been assigned to theships ordnance bays. The ship adds +1 to its Leadership
OEEDPS6O , AAAAOOEEDS when attempting Reload Ordnancspecial orders (reroll this if the ship has no
ordnance).
4 Excellent Pilots: The ship is famed for the skill of its pilots. The wellimed )
attack runs of its bombers can cause horrendous damage while its fighter 5 Supercapacitive Power Discharge: 4 EA OEEDP&8 O xAAPI T O
pilots fly rings around enemy attack craft. Any bombers launched by this with supercapacitors, allowing for a larger energy discharge, though the powe
ship may reroll the dice when determining how many To Hit rolls they they require is taxing. When orlLock Onspecial orders, the range of all weapon
have. If fighters from this ship intercept attack craft or torpedoes, roll a D6 i A@A1 OAET ¢ / OAT AT AAQq AOA ET AOAAOGAA
On a score of 4+ the fighters are not removed as normal but remain in plaj 5cmf.
Re-roll this skill if the ship does not carry attack cratft. ) - T . . o o - - . ]
6 Motion -Tracking Targeters:! AT 1 Bl A@ AT A1 UGEAAT A
5 Disciplined Crew: 4 EA OEEDPS8 O AOAx EAOA Al1 | £ 601 A OEAE|D T EA E|Ravifationdddydlem©Odnabes the gun crews to fire with greater accuracy wher
and act as one, with unquestionable purpose. Once per battle the ship mg the ship is performing special manoeuvres. If the ship is ofll Ahead FullBurn
re-roll a failed Leadership test or Command check. Retrosor Come to New Headingpecial orders, its firepower and lance Strength
- N T - P e . i s reduced by 25% (rounded up) rather than halved.
6 Elite Command Crew: 4 EA OEEDPG&O Ai i i AT A AOAH x1 OE xAll LAG A ALl R

united as onein the service of the Greater Good. Once per battle the ship
may automatically pass a Leadership test or Command chegkhere is no

need to roll any dice.

TAU EMPIRE WEAPONS REFIT

The ship has been upgraded with additional or more sophisticated weapons systems, great
enhancing its battle effectiveness. Roll on the following table:

1 AGAA

EAOA AAAI

OOAU

29

oi Al A
ANG
I1ETEAA G



Campaigning through the stars: Tau

TAU EMPIRE APPEAL CHART

2D6 Roll

Result

TAU AUXILIARIES APPEAL CHART

2

The Air Caste give you first pick of the graduates from the academies. Any new ships
you receive from now on will have Leadership 7, not 6.

TAU AUXILIARIES APPEAL CHART

An Ethereal boards one of your capital ships. You may add a free Aun'O to your roste

4EA %AOOE #AOOA OBPCOAAA OEA 1T OAEOAI £EA
the system that generates the most repair points). That system will now generate an
extra 1 repair point each turn, additionally, you may deploy an extra D6x25 points of
ships in any battles there.

Water Caste agents manage to disinform or bribe enemy commanders. The next battl
will take place on your conditions! You may select which scenario is used in the next
battle.

One of your capital ships has been heavily refitted by the Earth Caste as a gift for you
actions. You may roll twice on the refit table and apply both refits.

The Ethereal Council is proud of your actions. In the next battle you receive 1 additiorn
fleet reroll.

A Fire Warrior Hunting Cadre is seconded to your fleet. One of your capital ships
receives a +1 bonus to any boarding action rolls.

The Air Caste decides that you need reinforcements. You may add a capital ship to y
roster.

10

The Ethereal Council decide that no Tau ship may be allowed to fall into enemy hand
Capital ships must attempt to seHdestruct when losing a boarding action, by passing &
Leadership test in the End phase. If the test is passed, roll a D6. On&the ship suffers
the catastrophic damage result of plasma drive overload. On a64the ship suffers the
warp drive implosion result instead.

11

The Air Caste introduce a new doctrine of system defence. From now you may add
D6x30 points to defences in one of your systems.

12

The Earth Caste has built and deployed a deep space station. You may add a secret
Uninhabited system with a jump route to a system you control. The system becomes
your secret naval base. Treat it just like a Pirate Base.

2D6 Roll Result
2 A Demiurg Brotherhood signs a new treaty with you to exploit a system. Select a planet in one of
your systems. It is now upgraded in status as follows: Mining if Uninhabited; Forge if Mining. If
OEAOAB80 11 AT ECEAIT A 5TETEAAEOAA 10 -ETETC H
the amount of Repair Points it provides by 1.
3 The Demiurg have joined your campaign. Roll D6:
D6 Effect
1-2 Add a Citadel class Commerce Vessel to your fleet
3-5 Add a Bastion class Commerce Vessel to your fleet
6 Add a Stronghold class Commerce Vessel to your fleet
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5 Your campaign has been joined by O A 8 CRBIBDGA
D6 Effect
1-3 Add a squadron of D3+1 Imperial Escorts to your fleet
4-5 Add an Imperial Light Cruiser to your fleet
6 Add an Imperial Cruiser to your fleet.
Select them from the Rogue Trader fleet list.
6 The Brachyura have exceeded their production targets. Add an extra D6 Repair Points.
U A Kroot warband heeds your appeals. Add a Kroot Warsphere to your fleet.
8 A Nicassar brotherhood has joined you. Add a Nicassar Rig and 4 Nicassar Dhows to your fleet.
9 Your fleet gains the favour of the PohwAAgg. Add +1 to Boarding Action rolls for a ship for the rest
of the campaign.
10 The titanic Vorgh have joined your fleet! All your ships score an extra assault point in Planetary
Assaults.
11 4EA OET OEAA &I AOO OEAEO A&EAI 000 11 Ul 60 AAI
defences in one of your systems.
12 Charpactinadvisors are seconded to you, their powerful emanations make sure that the crew
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campaign.
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The Ascending|Descending by horizon

ASCENDING|DESCENDING

When LodalachMUs first launched itself into the stars to
escape the doom of The Fall, her bonesingers created three
unique and exceptionally powerful warships that would act as
the cornerstones of her defensive fleets. Each more wondrous
and terrible than the last, many a great saga would be written
about these ancient juggernauts. Under their respective
Starfarers, these ships undertook many lonely patrols through
desolate and forgotten star systems, ever watchful for threats
to their Craftworld.

The most illustrious (and perhaps, infamous) of the triumvirate
was the Ascending/Descending. Only gifted to the most skilled
and daring Starfarers, the ship was renowned for being
temperamental and operating with a will entirely of its own.
Additional guidance from seer councils and spirit stones only
proved to be a shortterm solution to its wilful behaviour.

Despite its fractious nature, the vessel was both venerated and
revered by its successive crews. Never to be eclipsed by others,
it could always be found charging into the heart of the enemy.

During the defence against the Tyranid Hivefleet Behemoth,
the Ascending/Descending was pivotal in the destruction of the
largest hiveships. During the cleansing of the Solaritia system
to reclaim two maiden worlds, it single handedly obliterated
the roaming pirate fleets of the Monrkeigh. Despite its glorious
service history, the ship was mysteriously silent during the
Necrontyr assault on the Craftworld. No seer ostarfarer could
rouse the ship to action. Only after the last Necron vessels had
been destroyed or had retreated did the wraithbone core
awaken and the spirit stones become active once more.

It was many cycles ago that the vessel, under the stewardship

of Starfarer Taria Tunirien, departed from LodalachMus on a
quest to find farseer Eriel Erychien. The Seer Council, after

much desperate scrying, had foreseen that she would hold the
i UOGOAOU
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disturbing behaviour. As the search continued, transmissions
from the ship became increasingly erratic until all contact with
it was finally lost. Every effort to find the venerable ship failed
and, with a heavy heart, the Eldar of LodalaeMus were forced
to declare it lost with all hands. As experienced as they were,
however, the Seer Council had not foreseen the momentous

events that would transpire in the Sanctuary system.

As hostilities between the Eldar and the Necrontyr escalated,
the scryers and spirit guides across the Craftworld registered
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seemed to appear and disappear at will. As the intermittent
contact drew ever closer, with shock they were finally able to
identify it...

The Ascending/Descending had come home.

alive and on its way,
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ASCENDING|DESCENDING350 points

Type/Hits Speed Turns Shields Armour Turrets
Cruiser/8 10/15/25¢cm 90° 2/ Holofield 5+ 3
Armament Range/Speed Firepower/Str Fire Arc
Port Pulsar Lance 45cm 1 Front
Starboard Pulsar Lance 45cm 1 Front
Prow Weapon Batteries 45cm 12 Front

Nightwing: 30cm

Phoenix: 20cm 2 )

Keel LaunchBays

KeelSuncannonBattery 45cm 4 Left/Front/Right

Notes:
Veteran of a Thousand Stellar Wars: The Ascending/Descending can repair critical hits on
a dice roll of 4+. Furthermore, it adds +1 Leadership.

Suncannon Battery : Thesuncannonis a unique design for this type of vessel. When it
scores a hit, it needs to roll a 4+ to inflict critical hit on the enemy vessel. Just like
regular Eldar Weapon Batteries th&uncannorgains a left shift on the gunnery table.

Port/Starboard Pulsar Lance : This weapon is front only, but when on Le€ln special
orders the Pulsar Lance may fire Left/Front and Right/Front.

About me

long-time Battlefleet Gothic fan. Started with Battlefleet Gothic when it was

released in 1999 when | was at the age of 21. And very glad about the hobby revival
which started around 2020 so | could reboot the Warp Rift fanzine!

The model

The miniature is the Sword dElissar, which originates in the Battlefleet Koronus book from Fantasy Flight
Games, lovely crafted by Italianmoose. The colour scheme for the Ascending/Descending was heavily
influenced by the artwork of the Tool album Fear Inoculum.

The rules are from the fanmade Craftworld of Lodalatiis ruleset. These can be used in addition to any
kind of ruleset be it official, revised or XR. (So make sure to read that ruleset before to understand the
stats!)



