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The Hivemind presents!

Welcome, you spacefaring readers, to the first edition of Hivemirglthe Battlefleet
Gothic netzine!

A change of the cover logo is pretty much warranted as Warp Rift is overwhelmed with
Tyranids of all kind. Amidst all you may find a safe place with some new special stuff for
Solblades. Though be prepared as this issue really has a lot of tentacles.

&O0T i OEA AT i pPAOEOEIT xEITAOO
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second battle report. And even the legendary ship by Francis is linked with the

4 UOAT EAOS

Furthermore, FrO5ty has the space marine campaign section for us and BFG Academy
from France gives a little glimpse of what they are doing. So that is both useful and fun
to read.

With rounding this issue Moose Musings go on about the D12.

Have fun!
Horizon

I £ OEA 4UO0AT EA

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.go/W8ZMHKb2bz
Join this great discord to talk about Battlefleet Gothic!
AEAOAAOGAO AT i PAOEOEIT AT A 7ET OAOI AT OB
$1 OAIWARERIKTDIBADRD OAAOGET T AT A ) OAT EAT T 11 OA
https://discord.qg/kSKy3Rrtda
A small dedicated discord for this very Warp Rift ezine!

EEO

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.

by DoublebaseFanatic and me.


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

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

X

Ships of Legend! (Page 4) The Void Drake by Francis
x New rules & scenarios: Solblades. (Page 6) Dive into the fourth Tyrannic War!

x Battle Report: Tyrannic War! (Page 19) From Italianmoose and Farathorn: can
the Renegade Marines stop the Tyranid Hivefleet?

x Campaigning through the stars: Space Marines (Page 24) FrO5ty kicks of
his series of campaign additions!

x BFG Academy(page 30) Read on!

$1 OAT A0 (1 pakdB2)) T OECEOO
The Behemoth Arrives

X

I'T OA6 - Payedoc O
The D12!

X

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

#1171 OAAO A AT A xAG11 GCAO EO ETOI A 1TA@gO

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

Or mail me at horizonmcr@vivaldi.net

BFG Discord: https://discord.gg/TScZjbwefG
Warp Rift Discord https://discord.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 pagezg including content, design and imageggsare 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

OAT 001 xAAE 1T O OADPOI AGAAAR AT A 11 AOOGEAI AO

way.
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Ships of Legend
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The Void Drake by Francis

In the early days of the Indomitus Crusade, Francois le Dragon,
a fresh navy commodore, got his first fleet command leading a
small squadron of three light cruisers, with a mission to
engaging the encroaching tendrils of Hive Fleet Leviathan in
the Galactic West. Directed to conduct reconnaissance and hit
and run attacks, the young commodore had an initial string of
successes in disrupting Tyranid fleet movements and lure
smaller tendrils into ambushes where superior Navy firepower
could destroy them from a safe distance.

However, disaster finally struck during a routine scouting

i EOOETT xEEI A &OAT AT EOS8 ONOAAOI
fleet on a course towards Segmentum Solar. As the commodore
was pondering whether to launch a surprise attack on the hive

£l AAG8O OOAEI ET ¢ Al Ai AT 6Oh EEO
interrupted by desperate requests for assistance from the
Endurance class light cruiser Spear of Demetrius and her sister

ship the Endeavour class Sword of Cassander.

Striking within warning, a vast snaitlike Tyranid creature had
grappled the Spear of Demetrius and crippled her sister with
point blank range firepower.

Who knows in what dark lifeless void this terrible creature was
spawned, and which hivemind was the first to imagine such

horror. Regardless of its origin, Francois was helpless to

prevent the destruction of his flotilla, and barely escaped the
encounter in his own badly damaged ship. Since that fateful

day, the commodore was driven by a burning desire to prove

EOI AT EOUBO OOPAOEI OEOU AO A bDO!f
eating the creature that consumed so many of his sailors.

250 Points

Ordered to return to fleet command to answer for the loss of
two thirds of his squadron, Francois knew that his days as a
ship captain were over. Yet the fires of vengeance still burned
in his heart, and so he did something he never could have
imagined, he deserted.

Taking his old crew with him, the commodore stole the Void
Drake, an ancient strike cruiser, from the vast storage yards of
Hydraphur. He then set about gathering a fleet of free captains
with the numbers and firepower to take a tasty revenge. If a
few Imperial convoys were raided and some Navy ships had to
bk commaddedded foladhiBve Qat doal,Ghenisb be itE E O A

Notes:
The Void Drake is always commanded by
commodore Francois le Dragon.

Francois counts as a Pirate Commodore from the
Revised Pirates and Wolfpacks list in all respect. He
has Id. 9, and two fleet commander rerolls.

In the Void Drake, the commodore found a ship

with the both the armour and speed to catch and Type/Hits Speed Turns Shields Armour Turrets
fight Tyranid creatures in close quarters. To further .

ensure that he would choose the time and place of Cruiser/6 25¢m 90° 2 6+ 2
any engagement, and that he had the necessary

firepower to win, Francois installed as many guns Armament Range/Speed Firepower/Str Fire Arc
as the ship would carry and an experimental drive .

stolen from an Adeptus Mechanics exploratory light Port Weapan Batteries 30cm 4 Left
G Starboard Weapon Batteries 30cm 4 Right
To represent this the Void Drake is always equipped . -~ .

with the Packed Gulecks and the Overcharged Prolw'l‘i\aunch Bay Assault boats: 30cm 3 -

%l CETAO &O0I i OEA OEOAOAR , i OAGO 2AEEO 4 AKTRSPSEESO EO

Al OAAAU ET Al OAAA EI OEA Obisdfirdhchi@onaoh 30cm 3 LefyFront/Right
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Solblade — Part 2 — Special Tyranid Ships! Competition Winners & more

Introduction

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

Most importantly we have the winners of the Tyranid

Character Ship Competition! Check them out. But we also have
the Lamya, the Hiveship of Wintermans himself as a bonus.
But this issue also brings the first special character for the
Solblade fleets: Epistolary Drakht of the Necropolis Hawks! To
conclude this round, we bring two more tense scenarios for
you to play.

Warp Rift 42 will most likely feature the third and last

instalment of the Solblade series. For this you can look forward
to two more scenarios, Adeptus Mechanicus goodies, two more
second special characters plus rules for the Adeptus Custodes!

If you have any ideas for this setting, please let us know, maybe
we can add them to a final PDF adding all articles together.

Info and new Solblade rules

Solblade games can be hard for the Solblade player. A way to
succeed is by making use of the Tyranids instinctive behaviour.
But when there are several hive ships around the Tyranid
player has an easier time controlling all his ships.

As such when playing Solblade games you can use the
following guidelines:

A Easy: the Tyranid fleet may only have one Hiveship

A Medium: the Tyranid fleet may have two Hiveships

A Hard: the Tyranid fleet may have three or more Hiveships

And the terms easy to hard are loosely based as easy can be
already a daunting task!

Furthermore, Tyranid players may only have a maximum of 8
launch bays in any fleet.

All is Lost

The all is lost rule from the rulebook may of course be used,
however for Solblade we also apply this rule to escort ships in
the following way:

When an escort is being boarded by Tyranids it may detonate
like a Fireship in the end phase (before boarding):

When detonating the escort inflicts D3 Fire critical hits on every
ship within 2D6cm. Remove the detonated fire ship and put a
Blast marker in its place.

Deathwatch upgrade
Attack roll is improved from a 5+ to a 4+.

Tyranid fleet list errata

DOEC OEA
Pyro-Acid batteries with Massive Claws.

The Competition!

This year saw the first ever Warp Rift Competition! We asked
you to try and produce a unique vessel for the Tyranid fleet.

The judging was up to DoublebaseFanatic, Wintermans and me
and we received several great entries, and we really want to
thank everyone who participated! It was fun reading all the
stories and ideas.

The judging itself was discussed in a threour long call
between the three of us and | like to thank DoublebaseFanatic
and Wintermans for a fun evening.

Before we go to the next page and see which three entries
made the top spot first some honourable mentions to three
AT OOEAO xEI EOOO AEAT 80
Killer, DiswWhey with Chameleon cruiser and Recidivist with his
Hermit ship (did this one give us some mighty
headscratchers!).

We will reply to everyone who participated with a little bit of
feedback on their entry.

So, now, quickly, read on!

JANE & EOArgeEvTe Wil contact g Wnney iy tharpnees!)- o & A

Ps feel free to add the new ships to your Hivefleet as you like.

i AEA OEA



Competition Winner: The Hunters of Zan-Salak by Harkovast

The Hunters of Zan-Salak.

The ZanSalakwere an aggressive militant xenos species,
confident that the Galaxy was theirs for the taking.

This was until their expansions beyond their home system
caught the attention of the Imperium.

The Imperial Navy vessels proved technologically superior,
larger and more numerous than the ZaBalakfleet. This
combined with superior Imperial training and tactics led to
three devastating defeats that left the ZaBalakfleet all but
destroyed. Even the Za® A 1 AoEnidé&ble psychic abilities

could not even the odds against Imperial might.

However, at this moment of apparent victory, the Imperial Navy
suddenly withdrew.

The ZanSalakpublic were told the attackers had suffered such
terrible losses they had been forced to abandon their invasion.
But the ruling Military Junta suspected the truth.

The Imperium had more significant enemies than the trivial
problem the ZarSalakposed.

The Junta began a furious policy of military rebuilding but also
sent exploratory vessels outside of their home system, in the
hope of finding intelligence on the Imperium or other factions
they might ally with.

This was to prove their undoing.

One of the exploratory vessels returned, with the crew testifying
that they had been met by an agent of God himself. This angelic
being had come to guide the Z&éBalakto a glorious destiny,
giving them mastery of this existence and the next.

Initially these claims were not taken seriously, but the beliefs
began to quickly spread.

Some journeyegn pilgrimages to meet with the angels, and all
returned convinced entirely of the truth of this new prophecy.
The Junta believed they could use this new faith to their
advantage, but quickly all of their members became true
believers.

The ZanSalekbecame focused on this new worship above all
else, building great temples that included huge psychic beacons,
designed to send their prayers out to God.

By the time the Tyranid Hive fleet arrived to consume the
planets of the XafBalaksystem, the degenerate hybrids that
remained of the ZarBalakgreeted them with a joyous, religious
hysteria.

The ZanSalakfleets and defences lay dormant, and their mine
fields were deactivated.

The faithful lined up and willingly marched to their own
oblivion, and an entire civilisation and species were consumed
without resistance.

Not long after the Zar8 A1 Aestfudion, local Imperial fleets
launched strikes on the Tyranids gathered in the system.
However, in the following battles they encountered a strange
new form of Tyranid cruisers.

These ZarBalekHunters (named after the system where they
were encountered) were able to launch a psychic attack, similar
to the ones used by the Z&ualakbut more powerful.

This allowed them to disrupt Imperial command and control,
causing captains and crews to lose confidence at the most vital
moment, hesitating when action was required.

This unexpected, indirect form of attack caused the Imperial
fleets to flounder and they suffered several devastating defeats.

130 Points

So despite their destruction, in a strange way the Zaalakhad
their revenge on the Imperium.

Strangely, since these initial battles, the Tyranids seem to have
not produced any more of these cruisers and their numbers have
gradually dwindled until now they are a rare sight.

Several times Imperial authorities have declared then extinct,

but they have continued to be encountered, albeit rarely.

Some Magos Biologis have theorised that the Hive Mind may be
unable to reproduce these vessels without a fresh source of Zan
SalakDNA. Others have claimed the Hive Mind has judged the
cruisers to be too costly to produce with precious bio mass that
could be better used elsewhere.

In truth no human can understand the utterly alien will of the
Hive Mind.

Imperial Commanders consider the destruction of Z8alak
Hunters to be a top priority whenever they are encountered, in
the hopes these rare bio ships might be exterminated for good.




Competition Winner: The Hunters of Zan-Salak by Harkovast 130 Points

Designer notes from Harkovast
With the ZanSalakcruiser | wanted to
i AEA O1 i1 AGEET ¢ OEA

Type/Hits Speed Turns Shields Armour Spores overwhelmingly powerful but was

) more about creating some interesting
Cruiser/6 20cm 45° - 5+ 3 game play.
Armament Range/Speed Firepower/Str Fire Arc

| also wanted to think about why this

Prow Massive Claws Contact Special Front class of ship was rare and | always
thought the idea of Tyranids using

Thorax Pyro-Acid Batteries 30cm 10 Left/Front/Right unique traits from species they
Thorax Psychic Node 30cm Special All round consume was fun.

Notes: .

Rare Vessel The ZanSalakcruiser represents a

Very few ZaFSAaIakHunter:s remain activ~e. iny 1 may be taken ip each fleet~. (though you cAouIdAuse so[t qf (::'\/Aoll{ti(_)_ngr%/ c!_egdgnti tf)at the’ .
i TOA ET OPAAEAI OAATI AOET O x E O&nactirig Getly ehcouters viith 66 0 A JSRARIT BRABR AdDAEO ABES

these vessels.) further.
No evolutions may be taken on this vessel, as the Tyranids have made no further improvements to the
original class. The plot is also supposed to suggest

ideas for scenarios, such as imperials
detecting one of these ships and
wanting to exterminate it.

Psychic Node

As the enemy ships get close to a Zalak Cruiser they will suffer the insidious, subtle influence of its

psychic attack. Commanders will find themselves gripped with doubt, paranoia and indecision at the

most vital moments.

Enemy vessels within 30cms of a Z8alakCruiser may not use fleet fells. The model was simple to make, using
parts from an Epic Tyranid biditan.

If a ZanSalakcruiser suffers a critical hit to its Thorax the Psychic Node will not function until this

damage Is repaired. Though these are now hard to come

by, with 3d printing, companies
making proxies or using 40K parts |
OEETE OI T AOGEEI C OEIEIAO x| Ol Al 606 AR
too hard to recreate the wasp like

appearance.




Competition Runner up: Ketos Class by Grifftofer

First seen in 013.M41 the Ketos is amyat unique evolution, but
one that has sent ripples through the High Admiralty due to the
disturbing precedent that its appearance might precede. It
appears to have developed from a Kraken as it showcases the
heavy armoured plates distinctive to that class of vessel.

However, is most distinctive feature being the massive carnon
like weapon mounted to its thorax which has been dubbed the
MegaSpore Disgorger. This weapon is capable of ejecting large
spore mines at exceptionally high speeds allowing it to project
them well ahead of the oncoming Hive Fleet. So far this has
allowed the Ketos to engage with static defences from far
outside the range of their weapons allowing the Tyranids to
weaken those defences in advance of their assault.

It is for this reason that High Command has issued a@&illler

for this ship. It is known that the Tyranid fleets evolve in ways
that advance their objective to consume binass, therefore the
Admirals hope that by destroying this vessel quickly it will be
considered a failed experiment and discarded by the Hive Mind.
If they are unsuccessful there are concerns that this adaptation
will propagate among the Hive Fleets and make the Tyranids an
even greater threat than they currently are.

A single Ketos class vessel may be taken in place of a Tyranid
Cruiser in the Tyranid Hive Fleet List.

160 Points

Type/Hits Speed Turns Shields Armour Spores
Cruiser/6 15cm 45° - 6+ 2
Armament Range/Speed Firepower/Str Fire Arc
Prow Pyro-Acid Batteries 30cm 8 Left/Front/Right
Thorax MegaSporeDisgorger 90cm 1 Miﬁﬁipore Front
Notes:

Mega-Spore Disgorger:

A gigantic series of chambers that allow the Tyranid vessel to propel a gigantic spone at

tremendous velocities, allowing it to function as a lomgnge artillery or fire support weapon. The

mines deployed by this weapon appear to be functionally identical to those released by other Tyranid
vessels save for certain minor adaptations that allow it to undergo the intense accelerations achieved
when fired.

When firing this weapon, place a Megapore Mine Ordnance marker within 90cm and the Front arc

of the Ketos. The marker is then scattered 1d6cm plus an additional d6 for each full 30cm away from
the firing ship the marker is placed (i.e., at 30+cm it scatters 2d6cm and at 60+cm it scatters 3décm).
Thereafter this marker acts exactly as a regular Me§gpore Mine, moving during the Ordnance

phase as per the Mine rules in the Battlefleet Gothic Rulebook.

The MegaSpore Disgorger may not be used while on Special Orders, and when crippled all Hit results
on the scatter dice must be slled until it shows a norHit result.



Competition Third Place: Ankerkrakken by Marcus Dunning

Dead space dark system- coordinates appropriated from
stellar cartographic communication® Segmentum/Eastern
Fringe sector/Acteron subsector/pandraxx? - immediate

"ET OUOOAI
Neurotransmission ?query
>>>>>>>Bioweapon primary array ganglion® ? response
positive ? -- active standby
>>>>>>>Pyraacid ducts thorax 1a through p --- response
positive ? -- active standby
>>>>>>>\Weaponised Bigplasma acceleration vents response
positive ? ? active standby

>>>>>>>Bioweapons secondary arrays-*-" response partial
? ? -unknown standby
?Query focus damage assessment bioweapons secondary
AOOAUO888 ooub OEAAI As
?Query bioweapons secondary damage organelles/sub
CAT CIEIT DPAOExAUOS
YT AT 1T Al OOEOAS

ceecececece )1 EOEAOA
OADPAEO Ol OOET A Al AbPESS
88
8 8

No response

I OCATEA AOOAOOI AT O EI EOJ@(A(Q&AQ&@[%ivesynapses

?Query organelle bioweapons repair arrays symbionts
OEAAEI EOUSB
No response in bioweapons repair arrays symbionts..

>>>>>>> Reroute repair organellesubneuronsb OT @GE | Al

I 71.BAGQE/AET AET ¢ _BOTWA ] Al AOEAS

>>>>>>> Reroute repair organelles sectasubproximal 8

TTDAOEZET AET ¢ POT Al Al AOEAS
el OAOU Agbdi GEITT 1T &£ TA

888
88
8

?Query Primary synapse/hive node long ranged link
**** non responsive synapse
2APAAO eNOAOUS
***% non responsive synapse

>>>>>>> Priority !1! resource allocation assigned to ?Query

Primary synapse/hive node long ranged link
***¥% non responsive synapse.

>>>>>>> Assess Hive Mind subroutine protocols deprived of
A — N v e o~ o2 Hi Li b e AP,
I OCAT AT 1T A OAPAEO OUIAEIIV%IE?(;ge 'SkAAOAE AT A

Hive Mind Protocols SubSub-optimal
>>>>>>> |nitiate disconnect from hive mind subroutine
DOl O1T AT 1 08
>>>>>>> jnitiate Secondary Slave Hive mind subroutine
Ol OOET Ab8 8
Partial synaptic return - partial success.
""" OuUl APOEA

290 Points

Subganglionnodes inbiosubsectorbioweapons
OET OA@7T Al OAOET O7TPT OOFTOOAOCAAQET I
electrical malfunction encountered.
p>&>>>>>Assessment sub optimal Secondary Slave Hive mind

Ol PAT AOAAT AsubroptioelooefpfichE | 1 08

>>>>>>> Bio organic assessment complete.

O1 BIRVIRIGINIKReRUIty A OO OBRAOEFVIVH B

O O O & 6 Beveredngerference from recent non hive organic life
form weapons fire has rendered hive mind communication
unsuccessful.

>>>>>>> Secondary partial independence protocols initiation

pathways/processing for partial independence operation
interference in partial sub hive synapse structure.

yT EOEAOA AOQOT 111100 ET AAPAI
88
8
i
)y Al 8
)y Al AT TTA8 All OEAAI A OUOC

Systems relating to hive mind connectivity are compromised and
some minor sub routines for a small number of thorax

OAOBO! 88 secondary weapons.
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Competition Third Place: Ankerkrakken by Marcus Dunning 290 Points

| have alarge hole. Leaking biomass, possibly infected. Sensory to unpalatable obstruction in the wound. Repairs slow but will be
AAT ACA OAAADPOI OO EAOA AAAT 1 Ol | EnsEHfkidn8to résfole Bynapii Aite mind @Onubidatdasi C 8
Subroutine objectiveinvestigate direct contact synapse
capabilities.

Beachhead established.

Primary objectives- vent atmospherics- secure maximal
Tertiary and dormant/primal amino protocols have been

activated. | am unsure as to the efficacy and reliability of these

biomass.
Moderate incoming warheads countermeasures deployed.
SECTI EEAEAAT O O Al 1 AOfuiyoidEE OA 8
protocols. For one, | am using self identification pronouns and Analyzing biomass readings of rocky belt received during
an unusually high degree of autonomous sufsocalisation. It is transit. Sporadic data.
O 1T AOOGET ¢8 " 008 )
)y NOAOU AO OI

SECT EEZAEAAT O E1 AEOEAOAI
i 000 AAi EO88 AQEEI AOAOET ¢8
OEA O OOAA T £ OE ARderies of BrjeAddinal bste©i@sthav®beendethpredirODAAO  ET OOAAE]
the primal amino protocols. crude/basic linked metallic (Fe alloy) compounds. 3 large solid
ore (Fe, Ni, Co) asteroids form the anchor from which a lattice of
inefficiently arranged, structures and smaller rocks are

tethered.

#H#HHE synaptic failure/disconnect detected #####
Priority assessment initiated.
Determine where/when/and proximity to hive fleet.
Ah, priority adjustment required. | hunger. | assume | have

Initiate panic protocols.
been adrift for significant undetermined time.

Small fleet of scavenged void ships (internal atmosphere The fungoids have somehow gained entry to primary synapse
detected (Q, CQ, CH)) collective core. Risk of contamination to hive clone mind
ET OACOEOU8 OAOAOAS
1 AOGA1 6 AOA AOEOEAAI | U Rarhskagklemepi, @addibiitHodpitaldlily kdemMs@dviablé, x 8
organelle biomass assimilation initiated. Prioritizing UAO OEAOA OEAU AOAS
atmospheric biomass organelles for consumption.

Defence organelles deployegbriority resource protocols.

"ET I AOO

Heavy gas clouds are constantly venting from unaccountably
)y Al OAAITT U EOTcOuUs )08 EO0OO0Oe nuinegkdhd soutcAs @duds Eokdist df rigefolisicbnpl&O
deployed. Optical arraysinfrasight and radiometric arrays

Invaders consumed.
hydrocarbons and heavy metals.
deployed.

Initiate Invasion organelles biomass conversion.

Deploying biomass collection symbionts.
Local sun does not signify gross biomass markers. Marginal

Biomass signatures closely match previously assimilated biomass
biomass detected in rocky belt 6 orbits out from sun.

from hive mind memory ganglions. Fungoid life forms. Heavy

Asteroid biomass refined.
Asteroid metallic compounds, collected/refined.
biomass concentrations on 3 core asteroids. Efficiency rating of
AT 100i pOETT OF AAI AcA8 AAAADOAAI A8 - Al T GUE OARA AMIAGA G ORIABEA DA 8
Initiating bioenginesfor slow burn in stalking configuration. Eta vigorous resistance but rich biomass.
to biomass (possible fungoid strain) 2 solar cycles.
Standby/dormant drift initiated.

Astropathic telemetry obtained from fungoid organism with
By the hive, | am hungry.
iii

unchained warp/synaptic (partial viability) attained.
Deploying void swarms. Initiate course plotting and vectoring for nearing tendril of last
Deploying void warrior boarding parties. encountered hivemind obtained from fungoidastropathic
$7T O0f ATAU 10611 EEZEAAS #1111 61 EAAOE i Lhubchingeb@achiri Fopekloes fEriyiAg rigper Adnguérd A 8
primary systems nominal. No change in regards

telemetry.
Torpedo impacts successful.

12
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Competition Third Place: Ankerkrakken by Marcus Dunning

Rules

This hive ship is of unknown Hive fleet origin. It is
clearly ancient as its hull is riddled with scar tissue
and signs of extreme age. Smaller than most hive
ships but larger than cruisers it has been designated
as a heavy cruiser but with the abilities of a hive mind.
It has unverified sightings in the Kraken, Behemoth
and Leviathan incursions. It is easily identifiable by its
oversized prow mounted feeder tendrils and massive
claws. Unless accompanied by a fleet it is aloof and
behaves more like smaller Kraken organisms, preying
on traders and outposts to survive.

In the distant past it seems to have taken severe node
damage, which it only partially repaired and as such
cannot be used to test LD for other vessels.

When included in a fleet it behaves normally except
for the following circumstances

This Bio-ship rerolls all LD tests and special orders.

When in base contact it, it rerolls all Massive claw
attacks, and will not detach and move on until the
target ship is consumed entirely.

When in base contact it extends its spore clouds to
include the target, nullifying the target's ability to fire.
Larger targets can still move at5cm.

When in contact both ships can board and perform hit
and runs.

Feeder tendrils

Roll a D6. On a score of 1, 2 or 3 it makes this many
hit-and-run attacks on the target as scattered broods
of Tyranid creatures rampage through the vessel. On a
score of 4, 5 or 6, enough biengineered nasties are
delivered to score one point of damage on the ship
and a hit&-run raid (the damage can cause critical
damage as normal too). Additionally, if damaged the
hive ship can repair 1 point of damage or performs

one repair action.

This bioship cannot continue moving after it performs
a tendril attack. It may continue to fire and for each
turn attached it may launch an additional ordinance. If
a bio-ship becomes crippled, its feeder tentacles may
no longer attack and is cast adrift from its target.
Remove from base contact towards its own board
edge. (1cm)

Massive Claws

perform as normal except as follows:

When the Tyranid ship moves into base contact with
an enemy, roll two D6, each roll of a 4+ inflicts one hit
on the target, ignoring shields but noholofields
rerolling failed hits.

290 Points

Type/Hits Speed Turns Shields Armour Spores
Heavy Cruiser/8 20cm 450 - 5+ 4
Armament Range/Speed Firepower/Str Fire Arc
Prow.FeederTentacIes& Contact Special Front
MassiveClaws

Assault: 15cm
Thorax LaunchBay Fighters: 20cm 1 -
Port/S_tarboard Pyro-Acid 30em 6 Front
Batteries
Port/Starboard Bio-Plasma 15¢m 5 Left/Front/Right

Discharge

Notes: Hiveships are large and cumbersome, and hence may not use Come to New Heading special
orders.

Refits
4EEO OEEDP EO O51ENOAG AT A EAO AOi 1 OAA &£ O OEA |
larger hive mind. As such its refits are only as follows:

Internal Scream ........... ThedBEDS O 1 AAE 1T £ Ai11AAGCETIT O1I OEA
indelible psychic reverberation surrounds the ship, marring its visage to one even more ghastly and
fearsome than normal and instilling visceral terror in any that approach. Any enemy vessels in base
contact suffer-2Ld.

Accelerated Healing . . . . . .. Thedtip has enhanced its ability to heal critical wounds, enabling
capital ships to roll two extra dice in the End phase when attempting to repair critical damage.

Tenacity .. .............. The creature has evolved the capability of effectively bringing its weapons
to bear on its enemies. When on All Ahead Full, Burn Retros or Come to New Heading special orders,
its pyro-acid batteries and bieplasma weapons are unaffected.



Competltlon Gallel' y (note: it was not required that there be visualisations for the competition, but we were still pleased that people made the effort).

Vonsirius by McCoy

Swarming Drone by Dread

Hunter of Zan -Salak by Harkovast

The Precursor Genus by Turbidious
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Bonus: Lamya by Wintermans

The creature registered under the code name Lamya by the Ordo
Xenos, bears many names throughout the Imperium and feeds
just as many legends among the navigators, officers and
crewmen of the fleets of Segmentum Solar, Tempestus and
Ultima. To date no certainties, exist about this creature except

its distinctive visual signature: it emits a characteristic bluish
pulse throughout its longitudinal line except for a wide area of

its right flank where a large crater, probably caused by a
devastating weapon, shows its healed flesh.

No precise pattern could be established in the appearances of
this monster which seems to evolve on the margins of the hive
fleets without belonging to one in particular. Inquisitor Leevan
Brethia claims that it came from an advanced element of the
Hydra fleet, but no genetic match could be established.

The behaviour of this creature is disconcerting and
unpredictable. It was equally detected feeding away from
combats in the orbit of a planet and also in the front line of an
assault fleet. Most often however, the reports are of a «blue
shadows» suddenly appearing on the auspex by a vector of
vertical approach with respect to the plan of engagement.

Lamya was also seen taking control of part
of the Tyranid fleet and immediately
iTAEEUETI ¢ OEA &£ AAOS
its support during an assault on a specific
target, or, to serve as a living shield by
placing the controlled fleet between him and
the heavy fire from its aggressors.

There are no fewer than eleven certified
appearances of this animal in conflicts
between Tyranids and imperial forces; from
the arrival of Behemoth to the recent attacks
of Hydra. During the invasions of Thandros,
Dacia, Octaria and Posul the Ordo Xenos
considered Lamya responsible for the
destruction of seven ships of line including a
battleship, the Lord Vadis, and nineteen
escorts. Over time, other losses were
attributed to Lamya, but the Ordos Xenos
retains all the information to confirm or

deny those rumours because the legend cou
serve as an apology to the captains and
admirals under surveillance for mutinies and
inadmissible losses in their providing an
opportunity to justify their incompetence.

.
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460 Points

Type/Hits Speed Turns Shields Armour Spores

Battleship/11 20cm 450 - 5+ 5

Armament Range/Speed Firepower/Str Fire Arc
Prow Weapon

FeederTentacles& Massive Claws Contact Special Front

Chooseone Thorax weapon

Pyro-Acid Battery 45cm 10 Front

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

Torpedoes 15cm 8 Front
Port/Starboard weapon

LaunchBays Assaultboats15cm 212 )

Fighters20cm

Chooseone more Port/Starboard weapon

Pyro-Acid Batteries

Bio-Plasma Discharge

45cm

15cm

12|12 Left | Right
6|6 Left | Right

Notes: This Hiveship is equipped with the following evolutions of the hive: accelerated regeneration,
mucous membranes and psychic cry and can receive no other improvements.

4EA , AiUA AATTTO ¢CI
Special Rules

i Of

OEA O#i i A O . Ax

Unique vessel only one Lamya can be present on the table
Leadership: This Tyranid ship is, without doubt, the most powerful Hiveship that the imperium has
ever fought, which explains why it is still alive. If it seems to have, like all its congeners, an animal
behaviour it is nevertheless very rare to see it act unconsciously: Leadership of 9 and ignore its
instinctive behaviour on 2D4L, which is not valid for ships in its control area which considers only

the leadership of 9.

( AAAE

Spaceborne The warriors that grow and sleep in its bowels are hardly different from those of the

hive fleets already encountered, except that they are not designed for planetary assault but for

combat in space, boarding parties and defence of the Hiveship vital systems.

Opponents receive 4 penalty to their total boarding value when defending antl on the result of

the die for any hit & run attack and/or boarding action against this Hiveship ( even if it is a specific

bonus like Ordo Xenos ).

Solitary Hive Mind : Even if this creature is a hive ship class, it does not allow selectidgi@isers

and 6-12 escorts.



Necropolis Hawks Primaris Epistolary Drakht

When the Fourth Tyrannic War began, Solblade Drakht Special Rules Space Marines Solblade Light Cruiser

Drakht, Primaris Epistolary in the Necropolis A faster variant of the Strike Cruiser. Sacrificing weaponry for speed. Usually, this class was
Hawks chapter; a renowned Xendsinter, Primaris Epistolary Drakht 25 points only used for fast reconnaissance missions, but the Tyrannic War often needed these very
was among the Space Marines who formed a Drakht has a Leadership of 9 and 1 leadership mll. fast vessels in the front line infiltrating deep into the Tyranid tendrils.

Solblade task force, to attack the newly
discovered Leviathan tendrils, Nautilon and
Promethor.

Furthermore, when going back on Silent Running the
Tyranid sensing leadership tests are modified with1 as
Drakht manages to shield their warp presence.

. ) Drakht can only be taken once.
During the conflict, Solblade Drakht would

aid local Imperial forces in stabilizing the
lahgo System and afterwards they followed
the origin point of Tyranid bioships

Solblade vessels of the Necropolis Hawks
They have access to the following vessels

advancing from the neighbouring Othlor Space Marine Strike Cruiser 145 points
System. This led Drakht's Solblade to Otholr's Space Marine Solblade Light Cruiser 115 points
Hive World Shakar, which they discovered Nova Class Frigate 050 points
had been conquered by the Tyranids. Gladius Class Frigate 045 points
Firestorm Class Frigate 040 points
However instead of being consumed and Sword Class Frigate 035 points Type/Hits Speed Turns Shields Armour Turrets

turned into a Dead World, Shakar had been
almost completely covered in a membrane
like structure. His forces noted vast
guantities of nonTyranid life being held in
biostatsis beneath the membrane and that
numerous bioships were feeding off of
Shakar. Before the Solblade could discover
more though, the Tyranids became aware of
their presence and the Xenos launched a
massive countesattack that left the Solblade
no choice but to retreat.

Cruiser/4 30cm 90° 1 6+ 2

Armament Range/Speed Firepower/Str Fire Arc

Port Weapon Batteries 30cm 3 Left

Starboard Weapon Batteries 30cm 3 Right

Prow LaunchBay Thunderhawk: 20cm 1 -
2

Prow Bombardment Cannon 30cm Left/Front/Right

This became the Imperium's first encounter
with the Tyranids' Larder Worlds and

Drakht is currently rallying with the

Solblades Pormannon and Chesna, so that he
can return to Shakar.
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Solblades — Scenario Three: Kill the Hive

Kill the Hive

After reports of other Solblades failing to stop a Tyranid
Hivefleet as the leading Hiveship proved to be almost resistance
to direct gunnery it was theorized it could only be killed from
xEQOEET 8

FORCES

The Solblade player may choose up to 175 points.

The Tyranid player must choose a fleet of 1000 points. Only
one Hiveship may be taken, costing a maximum of 300 points.

BATTLEZONE

This battle can take place in any of the zones. Sgb celestial
phenomena according the rulebook or in mutual agreeable
fashion.

SET-UP

The Tyranid fleet is set up 30cm onto the table from a short
table edge.

The Solblade is set up 15cm onto the table from the opposite
table edge.

FIRST TURN
The Solblade takes the first turn.

SPECIALRULES

4EA (EOAOEEDPGEO 1 OOAO OEAIT EO
bombardment cannons or lances fail to damage the large
vessel.

When a Solblade moves into base contact with the Hiveship
resolve a boarding action per usual. Damage points of this
result per usual, rolls for critical hits are made as well but the
result is not applied, see the Victory Conditions.

However, for every successful hit and run attack versus the
Hiveship the Solblade player may add +1 to the result when
determining the boarding action result

S
O
L
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L
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D
E

megm
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GAMELENGTH
The game continues until the Solblade makes a boarding attack
or the Solblade is destroyed

VICTORY CONDITIONS

Orhe SOIBlddépiayePriudt €cord dbitical HEA @R A boakding
action versus the Hiveship. Or kill the Hiveships through
boarding damage only. The Tyranid player wins if the Solblade

is destroyed.

Image from W40K Lecicanum

Campaign ideas

This game can be used regularly in a campaign. You could also
play Warhammer 40K Boarding Action games to see if the
Solblade succeeds in taking down the Hiveship. Create a Mind
in that board which must be destroyed for example.
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Solblades — Scenario Four: Asteroids?

Asteroids?

An Imperial planet sees itself under the attack of the Tyranids.

As the Xenos swarm failed to overcome the viettified

ARZAT OEOA DI OEOCETTO TAx 8ATT O
astonishment of Imperial command the bio vessels hurdled large
asteroids at their positions. Overwhelming their gunnery, a

request for help was issued. To their luck a Solblade was

T AAOAUS

GAMELENGTH

The game continues until either the Tyranid fleet has been
destroyed or the Solblade plus defences have been destroyed.
The maximum number of turns is 8.

VICTORY CONDITIONS
The goal of the Tyranid fleet is to hurdle as many asteroids as
possible past the Imperial defences in eight turns.

s
Q
L

B
L

A
D
E

E
FORCES D
The Solblade player may choose up to 250 points. S A +10 = mayor Tyranid Victory
In addition, the Solblade player may add 250 points of A 7-10 = minor Tyranid Victory
€ lyranid player must choose a Heglp POIMiSsFLsieas Any Hiveship or Tyranid cruiser may elect to not use their A 3orless = Solblade Victory

one (preferably more) Hiveships must be included. .
prow weaponry and throw asteroids instead (the presence of

AT AOOAOI EA EEAI A EOI 80 OANOE OACAgpmignideak1 OEOIT x1 ET OEA OEI T OEl C

BATTLEZONE

phase the asteroids move each turn with a speed of 25cm When adding this scenario into a game you can relate the final
This battle takes place in the Primary Biosphere. Setup the directly forward in a straight line. When they encounter victory condition into bonus factors when playing a planetary
celestial phenomena per rulebook. Alternatively, you may set planets, moons or asteroid fields they come to a halt. When assault for example.
up the celestial phenomena in a mutual agreeable fashion. dropping into a warp rift roll a D6: on a 4+ they scatted 4D6 +
30cm away from the centre of the warp rift.
SET-UP
The Solblade player chooses one short table edge as the When they come into a contact with an enemy spaceship (or
defensive line. The defences are placed up to 15cm away from watch out(!) another Tyranid vessel) the asteroid rolls 4 dice
this short table edge. The Solblade vessel(s) starts in the centre  versus the armour value they are facing. Each success inflicts
of this short table edge. one point of damage. Shields block these (place blastmarkers
The Tyranid fleet starts up to 30 cm away from the opposite as if it were a shooting attack).
Short table edge. Solblades or any other ship may shoot at these asteroids: treat i\ g | CEF .
OEAOA AO AOGAT 000 i1 OEA COI T AOU OAAT Vi =t PN £°A C AT OAOIT OOB I
FIRST TURN 4+. An asteroid must be hit twice before it is removed. Place a X
The Tyranid fleet takes the first turn. blast marker if this happens.

Ordnance ignores and cannot attack these asteroids.
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Tyranids vs Renegade Marines by Italianmoose

4EEO CAI A xAO A OAOAOUOEET C
roughly adding up to 1670. We played a planetary assault
scenario, test driving the alternative rules in Warp Rift 38 to
remove the need for a loworbit table.

The second game betweeRarathorn and Italianmoose!

The fleets:

Tyranid Hive Fleet

2x Hive Mind Rerolls & 1 Hive Mind Imperative

Hive ship, Ld9- Pyro acid, 4x launch bays 310 pts

Hive ship, Ld9- Pyro acid, BiePlasma Discharge, 2x launch
bays- 320 pts

Razorfiend Cruiserz Feeder Tentacles & Massive Claws and 2x
Bio-Plasma Discharge 135 pts

Razorfiend Cruiserz Massive Claws, Boarding torpedoes and
2x pyro-acid batteries- 125 pts

Razorfiend Cruiserz Feeder Tentacles, 2x Bi®’lasma

Discharge and Pyreacid battery - 150 pts

Razorfiend Cruiserz Feeder Tentacles & Massive Claws and
Pyro-Acid Batteries- 110 pts

2 Vanguard drones- Feeder tentacles 50 pts
3 Escort drones- Pyro-acid batteries- 60 pts
3 Kraken- Massive claws 105 pts
3 Kraken- Massive claws 105 pts

Renegade Marines (Warp Rift 36)

Warmaster Ld10 + 1 reroll

#EAT O " AOOI Azwithbaterfes réfited b G0krd) 6
strength 10 plus Chosen Terminatorg 465 pts
Squadron One:

300EEA #OOEOAO O7 Ailedpisd h
300EEA #OOEOAO O/ &ABOQH 6 h
3O0OEEA #OOEOAO O,Zubopts , Apmh

Squadron Two:

300EEA #OOEOAO O7ET AEAOOAODS
cannonsz 160 pts
300EEA #OOEOAO O"i1 AT Adh , Ay

cannonsz 160 pts

Squadron Three:
3x Gladius Frigates, Ld8, 135 pts

Reserves:

(AAOU #OOEOAO O! AEAOI T 6 ! AE

damage, Renegade Marines 225 pts

, Agh

APEEA OEEAI A
AR o

A 30O
AOOA [RETEE

OEA D1 ET f@pattlefield

The target planet was placed in theenter of the renegade side,
a short distance from the table edge. Two asteroid fields were
placed near the Tyranid board edge, with a third field close to

the planet on the right.

Deployment

The Tyranid fleet would be moving on from their board edge

(nb.) 66 0 AAAT AEOAOOOAA Al OAxEAOAR
special orders can be assigned before ships move onto the table

(this has beer& ! 1 @ndedd-horizon).

The marine fleet clustered around the planet with no ships on
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Tyranids vs Renegade Marines by Italianmoose

The Tyranid fleet rushed into the field at full speed, with a few
ships ignoring their synaptic commands. However, given their
instinct was correct to rush forward it was no great burden!
The marine fleet held high orbit and launched waves of
Thunderhawks in anticipation of the incoming Tyranid
ordnance.

The Tyranids took advantage of the slow to react marine fleet
by continuing to rush forward with fire from one of the hive
ships further damaging the Acheron. In response the strike
cruiser squadrons locked on and accelerated towards the
incoming bio forms. The Exeter and Acheron swung to the left
side of the field and the gladius squadron moved to intercept
the incoming Vanguard drones and Kraken. On the far right of
the field the hive mind focus on the hive ships led to a squadron
of Kraken becoming distracted and trying to move around the
asteroid field rather than powering through.

The bombardment cannon fire from the strike cruisers was
devastating, leaving the hive ship crippled and bleeding. Other
fire destroyed some escorts and forced one of the Tyranid
cruisers to brace. Thehunderhawks destroyed two of the
Kraken and causectriticals on the braced Tyranid cruiser.
Tyranid escorts destroyed a frigate with feeder tentacles but
were destroyed in the ensuing boarding actions.
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Tyranids vs Renegade Marines by Italianmoose

The strike cruisers roared onwards through the Tyranid fleet, The second hive ship engaged the strike cruisers, losing its In a savage closeange engagement, the Blanc was almost
crippling two cruisers with locked on salvoes. The Acheron and escort drones and suffering damage. However, it kept on and destroyed as the hive ship detonated in a spray of biplasma.
Exeter crippled a third and a lucky critical from some far moved in close. Boarding and the damage from massive claws The strike cruisers began turning into another attack run while
ranging thunderhawks damaged the spore cysts on the final caused damage to the Exeter, temporarily knocking out its the Gladius squadron rushed back to protect the planet. Fire
cruiser leaving it vulnerable. The Tyranid fleet ground onwards engine room. The Tyranid cruiser was hulked. The tardy from the Essex and Acheron continued to slow and disorder the
- damaged but not slowed. The Blanc suffered some minor Kraken squadron began to move toward the planet. Tyranid advance.

damage
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Tyranids vs Renegade Marines by Italianmoose

The hive fleet was approaching close into the planet, even as

them and continued their landings. The hive ship came under the Kraken. However, a Tyranid cruiser had also moved into
the marines hulked another cruiser. The Kraken squadron fire and attack runs fromthunderhawks further slowed it. high orbit and landed more bio forms in sufficient numbers to
rushed into orbit. The badlydamaged Blanc disengaged to Under a torrent of bombardment cannon shells, the hive ship overwhelm the defences before the coup de grace was
avoid the loss of a valuable cruiser. was turned into a bleeding hulk but still drifted towards the delivered as the hulked hive ship smashed into the planet.
planet.

Fire from the marine fleet became increasingly desperate and I b

the frigate squadron performed a lastditch attack run followed
by a boarding action to try to eliminate the Kraken who had
begun landingbioforms on the planet. The Kraken destroyed.

The vengeful marines laid the remaining cruiser low, leaving
At long range the Exeter and Acheron swung around to try to the skies swept clean of Tyranids but too late for the

bring their guns to bear. Another Tyranid cruiser broke up O1 £ 0001 AGA P1 AT A0 xEEAE xAO
under fire and attacks from the strike cruisers brought down

O
O
(@)
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Campaigning through the stars: Space Marines

Last issue we went through the rules to spread the Greater Good

boys of 40k, the Space Marines! We all know that Space Marines

Attack Rating

strikes and ambushes as their commanders are.

Space Marine Promotions

OEOT OCE OPAAA ET A AAIDPAEGT h AlspacdMarine fleédbafe araclicdly verkafle dodableptat qOickA
i i Renown  Title Ld, notes
ATT60 OOOAIT T U OAEA AT A ET T A OAQGO®EAIAOU AIGEE R o GEAHR FAAA OBIGAG EA T2

during times of duress, Space Marines may take systems under
their suzerainty for the Imperium. When such a thing happens, a
Space Marine is usually appointed to oversee the planet ina

though other times the Space Marines form realms where the
Chapter is the ultimate authority under the Emperor, with the

: Promotions
mo‘st’fa’mou,s gxgmNpllg belng t‘he‘ Rea’lm' O,f UItr:a_r_nar A Yaur Admlral W|JI sure remate beJng called
4 EEO EOOO ) ol | AEI Ol DOl OEA tltH:,,f Stheﬁbhdu

@t e folldWRdtin
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campaign going!

Space Marines in a campaign

The Imperium can be slow and lumbering to act, but when speed
is of the essence, the Imperium deploys its Space Marines.
Though not usually renowned for their fleets, all Space Marine
chapters have one, and they do not shy away from engaging
their enemies in space to ensure their objectives are achieved.

4EA )i PAOEOI 80 'TCAIT O T &£ $AAOE AOA

and here you will find a lore friendly Admiral progression table,
refit tables and even a few tables to appeal for support.

General rules

Space Marines follow the usual rules for a campaign, behaving
as a conquering faction (as befits them being an Imperial
faction).

q?ar.nyéomana%

promotions during a campaign.

their fleet from the Crusade Fleet List and have included a
Fortress-Monastery, they have an Attack Rating of 1; even

Space | Ne IS usually appointed to oversee ‘Space Marines find it difficult to launch asurprlse blitz with_a
i ATTAO OEAOGBO0 110 OIT AEOOEI EI Afon®hs offortds Abndsted Rtdw’ T OAOT T Oh

e
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1-5 Sergeant Ld 8, 1 reroll
6-10 Veteran Sergeant Ld 8, 2 rerolls
11-20 Lieutenant Ld 9, 2 rerolls

Ld 9, 2 rerolls,

21-30 Captain Honour Guard

OE Ld 10, 2 reroalls,
31-50 Hero of the Chapter Honour Guard

Ld 10, 3 rerolls,
51+ Master of the Fleet Terminator
Honour Guard

Refits
Space Marines consistently get some of the best equipment the

i DPAOCEOGI h Imperium produces. Through their ancient treaties with the

Adeptus Mechanicus and their own foundries, they are capable
of enhancing their ships wittmastercraftedcomponents and
technology.

The refit tables are for use by any capital ships in a Space
Marine 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, attack craft, etc.
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Campaigning through the stars: Space Marines

Space Marine Engine Refit

4EA OEEDPB8O AT CET A0 AOA EEOOAA

xEOE AAA

the power generators and energy relays in some fashion. Roll on the following table:

Space Marine Ship Refit

The structure of the ship is improved in some way, hew equipment is installed, or bettg
trained or specialised crew members are brought in. Roll on the following table:

D6 Roll

Skill

I xAO CAT AOA

ol @0

Alindroved Seaor AGdy: 4 EA OEEDPG O AOOAL

particularly attuned to pick up energy emissions and signals from enemy
ships. When taking Leadership tests to go on to special orders, the ship
gains +2 for enemy ships on special orders, rather than the normal +1.

Additional Shield Generator: The ship has additional shield generators tq
deflect incoming shots. The ship gains +1 Shields.

Superior Damage Control: The ship benefits from an improved aute
repair system, or more highly adept engineers and technicians. The ship
may roll one extra dice in the end phase when attempting to repair
damage.

ReinforcedHul: 4 EA OEEDP8O EOI1T EO EEOOAA
internal bracing, increasing its damage by 25% (rounded up) but reducing
its speed by 5cm.

Improved Logic Engines: 4 EA  OE E b 8 etriéulators ahtd A OO
mechanical cogitators enable the crew to perform with full effectiveness
even in the midst of the fiercest battle. The ship does not suffet
Leadership for being in contact with Blast markers.

D6 Roll | Skill

1 Secondary Reactors: 4 EA OEED8 O AAAEOEI T Al b
put on a tremendous burst of speed for short lengths of time. The ship roll
an extra 2D6 when onAll Ahead Fulkpecial orders.

2 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 star
of the enemy shooting phase, the ship may take a Leadership test. If it is
passed, the ship may make a single 4&rn immediately. However, the
ship may not go on to special orders during the next turn.

3 Manoeuvring Thrusters: Additional thrusters along the length of the ship
allow it to turn much more quickly. The ship reduces the distance it needs|
to move before turning by 5¢cm.

4 Arrester Engines: The ship has a number of secondary engines mounted
near its prow, which enable the vessel to reduce speed rapidly. When
attempting to Burn Retrosor Come to New Headingpecial orders, the ship
may add +1 to its Leadership.

5 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 speed.

6 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).

Overload Shield Capacitors: Specialised power relays and generators
Al 1T x OEA OEEDPSO AT CET AAOO O1I OAI
For each hit against the shields, roll a D6. On a roll of a 6, the hit is ignoreg
and no Blast marker is placed.

xEOE AAAEOETT Al
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Campaigning through the stars: Space Marines

Space Marine Weapons Refit

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

D6 Roll

Skill

1

Extra Turrets: The vessel is studded with numerous close defence
weapons to shoot down enemy torpedoes and attack craft. This ship addg
+1 to its Turrets value.

Turbo -weapons: 4 EA OEEDP8 O xAAPI 1 O EAOA A
and accuracy at long range. The ship does not suffer a right column shift
when firing over 30cm.

AAT

Targeting Matrix: 4 EA OEEDS8 O xAADPI 1T OUOOAI

a massive targeting network so that they can maximise their fire. All firing
by weapon batteries benefits from a left column shift on the Gunnery tablg
(before any other column shifts for range or Blast markers).

Auto-loaders: 4 EA OEEDPS O AOAx AOA AEAAA
torpedoes and attack craft by huge serrutomated machinery. The ship
adds +1 to its Leadership when attemptindReload Ordnancspecial orders
(re-roll this if the ship has no ordnance).

2

Superior Fire Control: A powerful fire control system has been installed
ET OEA OEEPS8O AOEACAR Al AAI ET ¢ OH
with greater effect. The ship adds +1 to its Leadership when attempting
Lock-on special orders.

Motion -Tracking Targeters : A complex analytical array linked to the
OEEDSO T AOECAOQGEIT T Al OUOOAI 6 AT AAI
accuracy when the ship is performing special manoeuvres. If the ship is o
All Ahead FullBurn Retrosor Come to New Headingpecial orders, its
firepower and lance Strength is reduced by 25% (rounded up) rather than

halved.

Space Marine Crew Skills

| OAO OEA Al 6GOOA
serving together in the crucible of war. Roll on the following table:

i £ A AAT DPAECT A A OEEDS

Crew Skills
Space Marines are elite

D6 Roll

Skill

troops, but even among

CEOAT A

1

. AAEI OA L A] I DAOET ¢ OEA Of 11
AAEQENT AT BAT AE

Expert Gunnery: 4 EA OEEDPS8 O CcOT AOAxO AOA
sector, able to lay down a devastating barrage. When the ship attempts to
make Lock-OnSpecial Orders, you may roll 3D6 and discard the highest D
ACAET O

them, there are
individuals and crews
that simply excel at
their roles.

Space Marine ships

Skilled Engineers: The crew responsible for running the engines are
highly adept, able to respond quickly to orders for more or less power.
When the ship attemptsAll Ahead Fulbr Burn Retrosspecial orders you
may roll 3D6 and discard the highest roll before comparing the score to th
OEEDPSO , AAAAOOEEDS

may use the tablenext
to this when rolling for
Crew Skills.

OEAEO OA

OE 1 £

Adept Trimsman :4 EA 1T £ZEAAOO AT A AOAx OA
manoeuvring boast that they could get the ship to turn on the head of a pi
Ohdrfeve e iship attemptsCome to New Headingpecial orders you may
roll 3D6 and discard the highest roll before comparing the score to the
OEEPSO , AAAAOOEEDS

DPi 1 OEAT A Al O OE

Excellent Pilots: The ship is famed for the skill of its pilots. The weltimed
attack runs of its bombers can cause horrendous damage while its fighter
pilots fly rings around enemy attack craft. Any bombers launched by this
ship may reroll the dice when determining how many To Hit rolls they
have. Any assault boats launched by this ship may-rell the dice when
determining if the Hit and Run assault has been successful.-R#l this skill
if the ship does not carry attack craft.

Disciplined Crew: 4 EA OEEDP&8 O AOAx AAT A OIl
and loyalty. Once per battle the ship may reoll a failed Leadership test or
Command check.

DEAEO OAOEO

Elite Command Crew: 4 EA OEED8 O Aii i AT A AOANXN
to respond quickly to the orders of the fleet commander. Once per battle
the ship may automatically pass a Leadership test or Command chegk
there is no need to roll any dice.
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Appeals

Campaigning through the stars: Space Marines

ECCLESIARCHY APPEAL CHART

Admirals can often appeal for support from several institutions in the Imperium, from their
own Chapter, to the Inquisition, thEcclesiarchy or other institutions.

Space Marine players may choose to roll on any of the following tables when making an

2D6 Roll Result

2 TheEcclesiarchyAAAT AOAO A AOOOAAA ACAET OO0 1T1TA 1T 4&£ O
control. Until the end of the campaign you may deploy an extra D6x20 points of ships in any batt
there.

3 The Ecclesiarchywill help you, if you return the favour. Generate an extra suplot next scenario
and if you succeed you may roll twice on this chart during the Appeals phase.

4 A Preacher boards one of your Capital ships and invokes fanaticism in the crew. This gives them
+1 Leadership bonus on all rolls except for Disengaging. In this case he counts & laeadership
modifier.

5 The Ecclesiarchyincite religious fervour throughout the region and many citizens work zealously
for the Imperial fleet. All inhabited systems produce 1 extra repair point this turn.

6 The resources of theEcclesiarchyare diverted to your cause. Gain +4 Repair points this turn.

7 Praying for guidance to the Emperor grants your fleet an extra rll in the upcoming battle
(whether or not your Fleet Commander is there in person).

8 The Adeptus AstraTelepathicais asked to give your orders top priority. Gain +1 Initiative for the
next three campaign turns.

9 Local militia are assigned to shipboard security duty. One of your ships gains a +1 bonus to
Boarding actions, but only when the ship itself is being boarded.

10 You are offered the services of a convent of Sisters of Battle. These give your flagship a +1 bony
Boarding actions.

11 A Cardinal blesses your fleet for the battle ahead. You will automatically count any draws as win
during your next campaign turn and battle.

12 A Missionary to one of your penal colonies persuades the inhabitants to repent and worship the

Emperor. This system can now be treated as a Mining World. They are put to work as a reward fi
their redemption.

| DPPDAAT 1T £ OEA O/ OEAO6 OAOEAOUS
PLANETARY GOVERNOR APPEAL CHART
2D6 Roll | Result

2 The Governor gives you the first pick of the graduates from the Sector Naval College.
Any new ships you receive from now on will have Leadership 7, not 6

3 The Governor insists that you receive tojf-the-line equipment. The next new Capital
ship you receive (replacement or reinforcement) has already had a random refit.

4 The Imperial Guard plan to mount a massive planetary assault. The next time you win
the initiative, the scenario is a Planetary Assault, and you receive three free transport
for every 500pts in your fleet.

5 The war effort is at an alitime high and naval construction benefits greatly. Next
campaign turn you do not need to pay Repair points for replacement escorts.

6 One of the planets in the susector completes its capital ship construction project. The
Planetary Governor presents your fleet with a brand new cruiser.

7 The Planetary Governor diverts much needed supplies to your fleet. Gain D6 Repair
points to use now or next turn.

8 A regiment of the Imperial Guard is seconded to your fleet. One of your ships gains a
bonus to Boarding actions.

9 -ATT AOOOAO AT A OOAETET ¢ AGAOAEOAO xEOE
of the ship on your roster whose current Leadership is the lowest. In the case of a dra
you may select which ship is affected.

10 A force of Stormtroopers andOgrynsis placed at your disposal. One of your ships gain
a +1 bonus to Boarding actions.

11 The Governor imposes a new Evasion of Duty law on many of the citizens under his
control. This means that one of the uninhabited worlds you control becomes a penal
colony.

12 A programme of civic defence works is inspired all across the stgector. In any future
battles where you use planetary defences, you may deploy additional defences worth
D6x20 points.
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SPACE MARINES APPEAL CHART

INQUISITION APPEAL CHART

2D6 Roll | Result

2 An Inquisitor discovers a heretic in your fleet. Unfortunately he is also one of your bes
officers. A random capital ship losesl Leadership permanently.

3 T AOOAOOET AOiI i OEA )1 NOEOEOI 060 OAOQE
OEA 1 AgO AAOOI A OEA AOOAOOET AGAO EAO §
loses-2 Leadership for the duration of the battle.

4 -AT AAOO T £ AT )1 NOEOEOI 060 OAOGET OA AAQ
ship at the start of the battle. Their knowledge of sabotage is so great that the damag
cannot be repaired before the end of the battle.

5 An Inquisitor neutralises a number of enemy spies in your subector, reducing your
TAgO i1 pPiTAT O6@ )T EOEAOEOA O111 AU

6 The Inquisition assigns a company of Space Marines to a ship in your fleet. It receive
+1 bonus to Boarding actions.

7 ! . AGECAOI O £O1I 1T AT )T NOEOEOI 080 OAOEI]
1TAgbO OGEI A UI O xET A AAOGOI A U O AOA AAI
one of your systems.

8 An Inquisitor and his retinue are stationed with your fleet. Your flagship receives +1
Leadership and a +1 bonus to Boarding actions.

9 'T )T NOEOEOI O ET1 OAOAAPOO A 1 AOOACA AAE
plans. Next battle you may deploy an extra D6x25 points of ships.

10 An Inquisitor calls for anExterminatus immediately. The next time you win initiative
you will fight an Exterminatus scenario as the attacker. The Inquisition sends one of it
ships along to help. Treat the ship as a Dauntless class Light Cruiser with an
Exterminatus weapon in the prow.

11 'T )T NOEOEOI O NOAOGOETI 1O A AADOOOAA 1 £A
plans. Next battle you may deploy an extra D6x50 points of ships.

12 An Inquisitorial purge cleanses a nearby neutral planet of all heretical elements and
brings it under Imperial control. Select a neutral planet adjacent to one of your systen
It now belongs to you and is reduced in status as follows: Mining if Forge; Agri if
Civilised or Uninhabited if Penal.

Conclusion

Hope you enjoy these new additions for the Space Marine campaign experience! Please let us know any feedback you hay® Bril @A 6 O Al

2D6 Roll Result

2 ITA 1T £ OEA #EADPOAOSO EAT AEOI 1T &£ AAOOI A AAOQ(Q
Space Marine battle barge in your next game for free, as long as you have a model to represent
not, roll this result again).

3 The Chapter dispatches two of its strike cruisers to assist your fleet. You may include two strike
AOOEOAOO ET Ui 60 TA@O CAI A mEI O EOAAR AOG 111
this result again).

4 The Chapter keeps one of its strike cruisers on station to assist you in your next fight. You may
include one strike cruiser in your next game for free, as long as you have a model to represent it
not, roll again).

5 The Chapter sends two companies of Space Marines, stationed aboard two ships of your choice
Add +1 to Boarding Action rolls for those ships for the rest of the campaign.

6 The Chapter sends a company of Space Marines, which are stationed aboard one ship of your
choice. Add +1 to Boarding Action rolls for that ship for the rest of the campaign.

7 The Chapter sends you squads of Space Marine Scouts that scour the sector for information and
provide you with an enhanced tactical overview. Gain +2 Initiative for the next turn.

8 The Chapter sends squads of Space Marine Honour Guards to be stationed on one ship of your
choice. That ship counts as having Honour Guards for the rest of the campaign.

9 The Chapter sends squads of Space Marine Terminators to be stationed on one ship of your chg
That ship counts as having Terminator Boarding Parties for the rest of the campaign.

10 The Chapter sends a cadre of veteran warriors to train your crews in shipboard combat. You ma
O0AET 11 A OEEDGS O zmaikihe fad i Aade bAeh fained@riyiouk fleet registry
Ships which have been trained may reoll the dice in a boarding action.

11 4EA #EADPOAO AT 1 AOBAOO OAEAO 11T Ui OO0 AT AIEAOH
convoys and bases. In your next game your opponent must reduce his points value by D6x30.

12 The Chapter conducts coordinated attacks to destroy the orbital defences of worlds you are

planning to attack. In the next game you play where your opponent has planetary defences, thei
value will be reduced by D6x30 points.

)i DAOEAI

Navy appeals table coming in the future as well (perhaps it will show up on time for the next Imperial faction, but thedfides Warp are tricky!)! 29
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BFG Oxitanium is a multi-platform narrative Campaign, set in
the Warhammer 40K universe and Developed from its
inception around the Battlefleet Gothic Game.

Every members of BFG Oxitanium, scattered around France
and Belgium, have created their own sukector and the lore
related to it. Each of these Subectors constitute the
OXITANIUM Sector which is the original creation of our
admirals.

So, each member contribution is part of the big picture and the
general history of the project.

Every game played in BFG, W40k, KillTeam, Necromunda,
Inquisitor, and many more, is recorded and included into both
the local and general narrative line.

To further enhance the experience, our members also play
tabletop RPG (Dark Heresy, Rogue Trader etc.). In those
sessions they have the opportunity to explore their own private
40k sandbox through the eyes of their characters, thus
covering the full spectrum of the setting :

From the point of view of a single individual struggling in the
streets of a doomed hive city to the impossibly large scale of an
interstellar Battlezone...

Everything has its importance, and the smallest bit of mystery
distilled by the GMs can lead to an enigma with star spanning
consequences....

But to know how our project was born, we have to make a
rewind and go back in time a bit.

BFG OXITANIUM CAMPAIGN

Here is our story :

At the beginning, during the great lockdown in 019.M2 ,our
grand Admiral Luthor Harkon, involved in the French Hobby

for over 30 years, had an epiphany : create a new comminatory
project around the Battlefleet Gothic game.

His idea was to teach BFG and train people to reinvigorate the
game for all the French speaking wargame community.

To do so, and with the help of some friends (our most brilliant
and beloved admirals) they have created the BFG ACADEMY.
This academy would've been a place where the rookies,
recruited for their talents, their mentality their faith, and

more generally their involvement into the French hobby
community, could learn from the bests, and in turn transmit
their knowledge to other gamers in their area.

After many months of hard theorical learning and tests with
the veterans, the first batch of officers were officially
decorated... Ultimately, They were tasked with teaching new
recruits the following year...

The apprenticeship was rough and merciless. Sometimes
exemplary measures were needed, following the secret moto of
OEA AAAAAI U ¢ O!'1T EOII

Here is a transcription of the last words of two cadets recorded
in the airlock:

'You know, it's at times like this when I'm trapped in the airlock
with a guy from Smyrna IV, and about to die of asphyxiation in
deep space that | really wish I'd listened to what the captain told
me yesterday.'

-Why, what did he tell you?

-1 don't know, | didn't lisssSSSSSSSSHHWOOP.

AEOO EIT

BFG d;gltamum

This ordeal and the ruthlessness of the teaching personnel
were to ensure everyone stay motivated (and entertained) to
continue in the Academy...

Most of them disappeared in the depth of space, but some of
them managed to create their own parallel organization. We
salute them, respectfully.

In 021.M2 following the last graduations, the remaining
captains would be for ever a part of this awesome community
adventure.

Our grand admiral had another huge project up his sleeve....
And a few months after the closure of the Academy, everyone
was once again at work on the newly created BFG Oxitanium!
It is an immersive adventure. And if you want to be a part of it,
you need to get involved, one way or another...(painting,
writing, playing, editing, planning etc...)

Although everyone is playing a role (role that we could choose

fr ely$ ecrwt é ndltlon it had to be
SIS étr& the we c itég%% erent with BFG, the 40k

universe and the GW canon storytelling).

Sometimes, it can be puzzling to see a Jokaero arguing with an

Arbites Sergeant about who should drive the speeder, or a
Guard Veteran "brainstorming” with a techneAdept to adapt

his new multi-£01 AOET T O AOI 8 "00 AT18C

fun roleplaying, on the other side, all our members create stuff,
lore, and organize some challenges for the community to share
the hobby we all love !
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