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OH MY BLESSED WARP DRIVE!

Double celebrations! Firstly, as this issue is the 20th year anniversary edition of Warp 
Rift and secondly, but by far not less, it is the 25th anniversary of the game we all love: 
Battlefleet Gothic this year!

This special moment warrants an extraordinary issue of Warp Rift. The issue was 
already bound to be filled with articles from several active player around the globe, but 
I also contacted some of the venerated players who might seem less active with 
Battlefleet Gothic these days but keep it in a special place close to their heart. Check out 
the Warp Rift MMIV ɀMMXXIV article of this issue. 

&ÕÒÔÈÅÒÍÏÒÅȟ ÔÏ ÍÁËÅ ÔÈÉÓ ÉÓÓÕÅ ÅÖÅÎ ÍÏÒÅ ÓÐÅÃÉÁÌ ) ÅÄÇÅÄ ÕÐ ÔÈÅ ÌÅÖÅÌ ÏÆ ÁÒÔÉÃÌÅÓȣ 
resulting in a grand total of more than hundred pages!! Like yeah! Battlefleet Gothic is 
alive!

Many thanks to everyone contributing and supporting: DoublebaseFanatic, 
Italianmoose, Turbidious Tom, HuvalC, Battlefleet Galaxy, FunkFu Master,  BleachHawk, 
AC2110, Nachocuban, BFG_Noob, Ray Bell, Bob Henderson, Cybershadow and Andy 
Chambers.

Also, some big thanks to an old friend of mine Erwin Leufkens for the excellent cover; 
James Woodford for his beautiful gallery pages at the end and Christian Schwager for 
that impressive artwork of his (Warp Rift MMIV-MMXXIV).

https://www.instagram.com/anung_un_rama_79

https://www.instagram.com/theartofschwager/

Have fun and Battlefleet Gothic!

Horizon

THE RULES HUB:

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

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

BATTEFLEET GOTHIC DISCORD

https://discord.gg/W8ZMHKb2bz

Join this great discord to talk about Battlefleet Gothic!

WARP RIFT DISCORD

https://discord.gg/kSKy3Rrtda

A small dedicated discord for this very Warp Rift ezine!

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

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

Cover page is the Cybershadow (!) light cruiser, photoshop by Erwin

Page 4 & 5 are by Christian Schwager https://www.instagram.com/theartofschwager/

Page 12 is by James Threlfall  https://www.instagram.com/gothicgarnish/

Foreword

https://www.instagram.com/anung_un_rama_79
https://www.instagram.com/theartofschwager/
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https://www.instagram.com/gothicgarnish/


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

×Warp Rift MMIV -MMXXIV ɉ0ÁÇÅ ψɊ ÒÅÁÄ Ȭem.

× Ships of Legend! (Page 11) The Titan Carrier! Take that Nemesis. ;)

× A fleet overview (Page 15) Tom and I had a go.

× Facebook painting competition 2023 : (Page 30) All so good!

× The Tobari ! (Page 38) a refresh of the article in Warp Rift 11! 

× Scholar Tacticus (Page 42) FunkFuMasterbrings us tactics for the Chaos Light 
cruisers! Yes, heresy it is.

× Campaigning through the stars: Tyranids (Page 46) Fr05ty continues his 
series of campaign additions!

× The Tyrant challenge: (Page 52) HuvalC goes all in.

× Event Horizon (Page 55 ) A ship of horrors in this scenario. 

× Dark Mechanicum fleet : (Page 59) Turbidious Tom shows his newest fleet. 

× The Warp Rift ɉ0ÁÇÅ ϊφɊ 2ÁÙ "ÅÌÌ ÅØÐÁÎÄÓ ÕÐÏÎȣȢ 7ÁÒÐ 2ÉÆÔÓȦ

$ÏÕÂÌÅȭÓ (ÏÂÂÙ )ÎÓÉÇÈÔÓ (page 65)

× Celestial Phenomena and more! 

-ÏÏÓÅȭ-ÕÓÉÎÇÓ(Page 81)

× 3ÔÒÉËÅ #ÒÕÉÓÅÒÓȣ

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

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

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

Or mail me at horizonmcr@vivaldi.net

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

Warp Rift Discord https://discord.gg/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 ofsuch a usage, including the use of 
these words, phrases and images without the appropriate symbols of copyright. 
Additionally, these pages ɀincluding content, design and images ɀare copyright (except 
where copyright should infringe other such rights). Licensed names, images and logos are

copyright their respective companies or authors. No part of these pages may be 
ȬÂÏÒÒÏ×ÅÄȭ ÏÒ ÒÅÐÒÏÄÕÃÅÄȟ ÁÎÄ ÎÏ ÁÒÔÉÃÌÅÓ ÏÒ ÒÕÌÅÓ ÓÈÏÕÌÄ ÂÅ ÃÏÎÓÉÄÅÒÅÄ ȬÏÆÆÉÃÉÁÌ ÉÎ ÁÎÙ 
way.

mailto:horizonmcr@vivaldi.net
https://discord.gg/TScZjbwefG
https://discord.gg/VbMSzs6W
https://specialist-arms.com/bfg/warprift/
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Andy Chambers

'I'm delighted to be able to offer my heartiestcongratulations to Warp Rift on its 20thanniversary, 
an amazing achievement and a credit to the vibrant community it has built and fostered for all that 
time. Working on Battlefleet Gothic remains one of my fondest memories from my time at Games 
Workshop; the art, miniatures and words came together so naturally, and the reception was so great 
I'm proud to have been a part of it. The original release of BFG was 25 years ago, and Games 
Workshop consigned it to the cold void five years later. Ever since then Warp Rift has lit its own 
Astronomicon to guide captains everywhere, and now with the advent of 3D printing there's been a 
resurgence in interest for Battlefleet Gothic that no game has a right to expect after two decades out 
of print. As I opened with - that's a truly amazing achievement and something for all the dedicated 
contributors of Warp Rift to take pride in. Per ardua ad astra indeed.ô

Lord Admiral Andy Chambers +++MMXIV



Battlefleet Gothic - A look back.

I find it hard to believe that Battlefleet Gothic is a quarter of a 
century old. Perhaps even more noteworthy is that the game as 
a miniatures game was essentially discontinued in 2013 as GW 
walked away from the Specialist Games entity and the original 
designer, Andy Chambers moved on to other venues 
(Blizzard/Activision) although he has occasionally returned to 
miniatures rules with among others, Warlord. 

It is a testament to the community that not only have the fans 
kept the Specialist Games lines alive in terms of play, but that 
loyalty appears, hopefully, to have convinced GW to bring back 
those lines although BFG seems perpetually "someday soon".

I was pretty much a pure PC gamer until I saw a copy of the 
game in the window of a local shop and was fascinated. Sure 
enough, the miniatures were awesome and the rules with a few 
odd clunks (cough Eldar) were smooth and very flavourful with 
the "fluff" really fitting well within the 40K universe that I was 
familiar with from my kids 40K armies.

Looking back, I remember some highlights/lowlights/semi-
lights that still resonate.

Nova Cannons - The original guess the range was unfortunate 
for the 80% of players without that range estimation skillset so 
after a certain wailing a gnashing off teeth from the 20% that 
were deadly, enter the scatter die. That should have been the 
end but when we started having some tournaments, some 
Imperial players showed up using all Nova Cannon fleets which 
up until Necrons probably felt the most "broken" but the rules 
were robust, and all Nova fleets were often clobbered by 
terrain and fast closing fleets such as Chaos.

Eldar - I must confess to never liking Elves in any way shape or 
form (pointy eared twits) whether in trees or spaceships, but 
the models were gorgeous. The initial movement rules never 
really captured the shoot and scoot aspects of the fluff but very 
specifically, the work by the fans in Warp Rift (note: Warp Rift 
issue 10)have offered better solutions in the move-shoot-move 
mechanic even if they are still pointy eared twits.

Orcs - Always fun, very difficult to be competitive without a 
Hulk, at least until the battleships appeared. These were 
models that really felt orcish and the random behaviour nature, 
while mostly hard to play, felt fun even while getting stomped. 
Building a completed Hulk was, as a modeler, very satisfying 
while emptying the bitz box.

Chaos- Certainly along with the Imperials, Chaos were the 
other core fleet. Great models, lots of lances, good speed and 
two of the real unusual models in the game in the form of the 
Planet Killer and the Blackstone Fortress. The Planet Killer 
model looked great, sucked to assemble and absent some luck, 
really wasn't the table monster it initially appeared to be. The 
Planet Killer was a beast but a beast that was very expensive 
and could be crippled. The Blackstone Fortress made a great 
scenario centrepiece and certainly belonged in every Chaos 
collection. Personally, I always though the Chaos cruisers were 
simply some of the best ships in the game for cost and 
effectiveness and there was rarely an issue with them amongst 
the players.

The Tau - A tale of two fleets. The early mercantile Tau fleets 
and models were clever and were consistent with the fluff, but 
the models were big, clunky and the ships were fairly poor 
performers on the table. The latter primarily Forgeworld ships 
were gorgeous, nastier on the table and all in all, a much better 
fleet but as with most things Forgeworld, very pricey.

Space Marines - Gorgeous if limited models initially. I still 
think the Forgeworld Space Marine Strike Cruiser was the best-
looking model ever and an appropriately liveried Space Marine 
fleet with the Forgeworld Thunderhawks and Forgeworld 
Marine escorts was my personal favourite for sheer looks. I 
always found the Marines a bit harder to play as their ranged 
weapons really weren't all that tough but up close, they were 
the equal of pretty much everyone else.

Grand Cruisers - Not really a great point investment but they 
filled a niche kind of like the Battlecruiser in WW1 navies and 
as a later addition to the fleets, added some nice options.

Necrons - Ugh. I do not recall a longer set of testing, 
arguments, and general dissatisfaction with a fleet They were 
good and nasty but fixing balance problems by jacking up 
points and Victory Conditions never really felt right. Killing a 
Scythe or a Tombship really felt like an accomplishment but 
usually the other fleet was shredded in the process. The models 
were a real challenge to paint well but worth the effort when 
finished although the rules never really ended up with them on 
the table that often.

Bob ñMod-PatriarchòHenderson



Dark Eldar - Socially unpleasant elves with a bad attitude and 
a cool colour scheme couldn't really make up for rules that if 
Eldar were hard to truly capture a feel, Dark Eldar never really 
felt right. In part this was because a stand-up fight wasn't ever 
their thing but rather hit, run and hide with the spoils.

Demiurg - Yup, they were space squats in my opinion. 
Interesting additions to another full fleet but my experience 
with the models involved very warped resin.

Adeptus Mechanicus - Just sad that the support dried up just 
as these great models were coming out.

The Tyranids - Probably the best model refresh any BFG race 
received including the Tau. I was OK with the mutant potato 
hiveships and their tadpole escorts, but the refresh was 
brilliant. While the spores as shields is a bit of a complex 
mechanic, the flavour of the fleet is excellent and just my 
opinion, the new rules really worked. I found them a bit hard to 
play effectively but potentially very nasty.

Blast markers and all that - In any set of rules there are 
always fiddly bits. How blast markers affect varying special 
circumstances are always going to be an issue but common 
sense versus a narrow reading should solve most special 
issues.

In summary, I haven't thought to really reflect on BFG in years 
and was fairly surprised to realize it has been a quarter of a 
century since that first Devastation was assembled and painted 
and my first string of ripe Anglo-Saxon expletives were uttered 
as I rolled a twelve and lost my freshly painted Retribution.

BFG got me back into miniatures and since 1999, I've seen a 
number of rules come 

and go but it is quite 

rare to see a set 

developed by the fans 

into a lasting set that, 

fingers crossed, will 

come back fully.

- Bob

Bob ñMod-PatriarchòHenderson

Note: Bob Henderson has been a long-standing member of the 
High Admiralty, the Battlefleet Gothic rules committee. He was 
part of the team in creating the Armada supplement and several 
articles of him can be found in the old magazines. 

He still answers community rules questions for which I am very 
glad. J



Like many people, Games Workshop was my introduction to 
tabletop wargaming, and the release of the original Rogue 
Trader 40K was the start of what would be a lifelong hobby. 
But, through this time, there have always been two games that 
have captured my primary interest and attention - Space 
Marine/Epic, and Battlefleet Gothic.... Well, three really, but 
whenever I start talking about Advanced Space Crusade my 
poor victim starts glancing around frantically for an exit! Even 
now, twenty years later, I am busy starting a brand-new fleet 
for a local escalation system in BFG.

The fact that this fanzine is still going after twenty years is, 
quite frankly, incredible to me. What started as fun project and 
way to keep interest and enthusiasm for the game has become 
something much more. I moved country from the UK ten years 
ago to the other side of the world, and even here there were 
players who had downloaded issues and knew of the fanzine. 
Warp Rift was initially the result of two factors. Firstly, the 
Space Marine players had their own fan publication at the time 
(Incoming) and that provided both a huge sign that this was 
something that could actually be done and a rough template of 
what was achievable. Secondly, at the end of the previous year, 
Fanatic had decided to terminate the individual magazines 
supporting each game, and instead combine them into a single 
publication covering all games. 

This was a sensible move at the time, but still felt that we - the 
BFG community - were losing something. And so, after about 
six months of 'preparation' (aka, trying to find other victims 
who were both enthusiastic about BFG and that I could trick 
into agreeing to a schedule), issue one of Warp Rift was 
launched.

One of the challenges that I faced initially was a name for the 
publication. Warp Rift was perhaps my second choice overall, 
but my favourite - Void Stalker - was linked too closely to the 
Eldar fleet and I didn't want anything that might imply a bias in 
the title. I think that also 'Planet Killer' was considered, but that 
was a little away from a clear space theme, and a bit too 
apocalyptical. (note: and already a GW publication ;) )

My time at the helm of Warp Rift was.... stormy, and only 
actually lasted ten issues. Although I made those ten issues last 
three years! Sticking to a schedule was a challenge, especially 
in the first few issues as people are less likely to put the 
commitment in to an online, free magazine that has no 
established history or reputation. I can honestly say that 
passing the torch over to Roy was one of the best decisions that 
I made regarding Warp Rift. Under his icy gaze (and he clearly 
had more command rerolls than I did!), Warp Rift has grown 
and gone further that it ever would have under me. Not only 
has Roy picked up the duties here and run with them, he has 
also stepped forward as a key member of the BFG community. I 
genuinely believe that the game would not be as healthy as it is 
now, without him.

What of the future of BFG? There are rumours of a new edition 
in the GW future timeline and coming off the fifth edition of 
Epic with Legions Imperialis, that might be a double-edged 
sword! If GW do decide to put out a second official edition of 
BFG, it's highly unlikely that it will have much in common with 
the game that we know and love. Perhaps a new scale of minis, 
perhaps a new scale of engagement and detail, almost certainly 
totally new rules. (Although I really hope that GW does not 
decide to base any new edition on Space Fleet!) 

What I do know is that whatever the future, BFG will long be 
remembered as a key, influential game, both within GW and in 
the wider gaming environment and what it inspired, and what 
keeps it alive and great is the player community.

So, thank you, to Andy Chamber and the GW design team, the 
original High Admiralty that pushed the game forwards, the 
founding group of the Specialist Games forums who 
contributed so much, to Roy and the Warp Rift team and to 
everyone who submitted an article or picture to Warp Rift, who 
championed the game and introduced it to their friends, and 
played and enjoyed it. BFG is a game that I will forever keep on 
hand, no matter what the future holds.

All Ahead Full!

Iain / CyberShadow

Iain ñCybershadowòWerry



Thinking Back on BFG

)ÔȭÓ ÈÁÒÄ ÔÏ ÂÅÌÉÅÖÅ ÈÏ× ÍÕÃÈ ÔÉÍÅ ÈÁÓ ÐÁÓÓÅÄ ÓÉÎÃÅ ) ÓÔÁÒÔÅÄ 
playing BFG. I can recall getting interested in the 40k universe 
soon after college while playing Dawn of War with friends. That 
kicked off what is now a twenty-plus year love of the hobby 
when I made an order for the Maccraggestarter set. Eventually 
I got curious about Epic and BFG and purchased some of the 
models. I remember thinking how much cheaper it was to get a 
good force for those games compared to the 40k armies and 
how much faster I could paint things up. Once I got started, the 
rest, as they say, was history. 

Back when I started forums were the primary ways we talked 
about the hobby and shared ideas. Port Maw or Warseer or 
Tactical Command were the go-to hubs where we worked out 
what the best lists might be for competitive play, learned about 
how others played different fleets, and talked about what we 
wanted to change about the game to make it more fun. In those 
days most models could be sourced directly from Games 
Workshop which made it easier for a time to get a fleet. I still 
×ÉÓÈ )ȭÄ ÈÁÄ ÍÏÒÅ ÆÏÒÅÓÉÇÈÔ ÔÏ ÐÉÃË ÕÐ ÓÏÍÅ ÏÆ ÔÈÅ 8ÅÎÏÓ ÆÌÅÅÔÓ 
before GW cut us off!

A lot has changed over the years since then. Forums have given 
way to Discord channels, GW has stopped producing BFG, and 
the 2010 FAQ was produced to polish the core rules. Through 
that time, Warp Rift has been the Astronomicon beacon for BFG 
players and I was privileged to have been the editor for a time 
ÕÎÔÉÌ ÌÉÆÅ ÇÏÔ ÔÏÏ ÂÕÓÙȟ ÁÎÄ ) ÈÁÄ ÔÏ ÓÔÏÐȢ /ÖÅÒ ÔÈÅ ÙÅÁÒÓ )ȭÖÅ ÓÔÉÌÌ 
been a part of the BFG world, just more silent than before. 

)ÔȭÓ ÂÅÅÎ ÁÍÁÚÉÎÇ ÔÏ ÓÅÅ ÐÌÁÙÅÒÓȟ ÂÏÔÈ ÎÅ× ÁÎÄ ÏÌÄȟ ÉÎ ÔÈÁÔ ÔÉÍÅ 
keeping the game alive. When GW stopped production, players 
picked up the slack and with the rise of 3D printing and 
Vanguard Miniatures and BF Galaxy, fleets could truly look the 
part of different forgeworlds and hand-crafted cathedrals to 
ÔÈÅ ÍÁÃÈÉÎÅȢ "ÅÙÏÎÄ ÔÈÅ ÉÎÆÌÕØ ÏÆ ÎÅ× ÍÏÄÅÌÓȟ ÉÔȭÓ ÂÅÅÎ 
exhilarating to see them painted up and on the table with each 
AAR that shows up on Discord. 

Aron ñVaaishòDickey

While none of us knows what the future holds, I hope to see 
BFG thriving when we look back in another ten years. I know 
for me; my kids will finally be old enough to pull out the fleets 
ÁÎÄ ÂÁÔÔÌÅ ÉÔ ÏÕÔ ÏÖÅÒ ÓÎÁÃËÓȢ 4ÈÁÔȭÓ Á ÄÁÙ )ȭÍ ÌÏÏËÉÎÇ ÆÏÒ×ÁÒÄ 
ÔÏ ÁÎÄȟ ÉÎ ÔÈÅ ÍÅÁÎÔÉÍÅȟ )ȭÌÌ ÃÏÎÔÉÎÕÅ ÔÏ ÌÕÒË ÉÎ ÔÈÅ ÓÈÁÄÏ×Ó 
ÕÎÔÉÌ )ȭÍ ÓÕÍÍÏÎÅÄ ÏÎÃÅ ÍÏÒÅȢ



Warp Rift 20th anniversary

That is quite something! Somewhere last year it dawned to me 
that it had been quite a while since Warp Rift saw the light of 
day. To be precise it was March 2004 that the first issue of 
Warp Rift was released! 

Warp Rift: the brainchild of Cybershadow; an online magazine 
to fill the gap when the Games Workshop published BFG 
ÍÁÇÁÚÉÎÅ ÃÁÍÅ ÔÏ ÁÎ ÅÎÄȢ ) ÔÈÉÎË ÈÅ ÈÉÍÓÅÌÆ ×ÏÕÌÄÎȭÔ ÈÁÖÅ 
expected to see Warp Rift still being an active magazine twenty 
years later. For a game that lost its official support about eleven 
years ago. 

Cybershadow, together with community veterans Chris French, 
Ray Bell, John Webber and Todd Kess,  delivered us a great run 
of ten issues. 

During 2005 or 2006 Cybershadow asked me to take over 
organising the yearly GothiComp painting competition and for 
ÈÉÍ ÔÈÅ ÎÅØÔ ÌÏÇÉÃÁÌ ÓÔÅÐ ÆÏÌÌÏ×ÅÄ ÓÏÏÎȡ Ȱ(ÅÙ ÈÏÒÉÚÏÎȟ ) ÔÈÉÎË 
you should take over the torch and be the new chief of Warp 
2ÉÆÔȦȱ 

ȣȢ !ÎÄ ) ÄÉÄȠ ÓÔÁÒÔÉÎÇ ×ÉÔÈ ÉÓÓÕÅ ÅÌÅÖÅÎȟ ÆÒÏÍ -ÁÒÃÈ ςππχȟ ) ×ÁÓ 
at the helm! During the years I was responsible for Warp Rift 
you can see an ezine that constantly evolved in layout. As I was 
ÎÏÔ ÐÒÏÆÅÓÓÉÏÎÁÌ ɉÁÎÄ ÓÔÉÌÌ ÁÒÅÎȭÔɊ ×ÉÔÈ ÌÁÙÏÕÔ ÁÎÄ ÅÄÉÔÉÎÇ ) 
learned each issue something new. It started in Word and at 
one point I was able to use InDesign and level up the quality. 
Mainly thanks to Vaaish who gave valuable tips in that regard. 

It was in 2010, after issue 29 and real life asked other stuff 
from me at that point it was an easy question to ask Vaaish if he 
would take the helm of Warp Rift. To be the third chief of the 
fan magazine. 

And truth to be told issues 30-33 are the by far most 
professional looking issues of Warp Rift till this very date. 

That Vaaish only did four issues was a combination of factors: 
the forums started their slow decline in usage and that Games 
Workshop dropped support on Specialist Games. It was kind of 
felt in the community. We did create a Warp Rift internet page 
where we could still add articles but somehow that never 
landed in such a way as the magazine did.

And as such the Warp Rift run came to an end in January 2012.

Though the story never truly ends.

It was in the latter months of 2021 I realised that people were 
still doing great stuff. That the community was being back 
creative again. The resurgence of Battlefleet Gothic (which 
would be a whole article on its own) was happening. And I also 
noticed that ideas fastly got buried in the faster social media 
ÔÏÏÌÓ ×Å ÈÁÖÅ ÔÏÄÁÙȢ !ÎÄ ×ÈÁÔȭÓ ÂÅÔÔÅÒ ÔÏ ÃÁÐÔÕÒÅ ÔÈÏÓÅ ÉÄÅÁÓ 
in time in a PDF. To have a reference and not have things lost. 
The idea of bringing Warp Rift back from its hiatus was born.

And the following quote also stuck in my mind, I received this 
from a Warp Rift reader nine years after issue 33:

Ȱ) ÌÏÖÅÄ ÁÌÌ ÏÆ ÔÈÅÍ ÁÎÄ ÅÓÐÅÃÉÁÌÌÙ ÂÅÃÁÕÓÅ ÓÏÍÅÔÉÍÅÓ ÉÔ ÃÁÎ 
ÆÅÅÌ ÌÉËÅ ÙÏÕȭÒÅ ÏÎ ÁÎ ÉÓÌÁÎÄ ×ÉÔÈ ÔÈÅ ÈÏÂÂÙ - warp rift was a 
reminder that there are other people out there who are just as 
enthusiastic about your hobby as you are! Awesome work all 
ÔÈÒÅÅ ÏÆ ÙÏÕȦȱ

In February 2022 Warp Rift stirred the Battlefleet Gothic 
universe and I am so pleased it is still running in 2024. Still 
running to bring this anniversary edition!

In the last two years a couple of people became regular 
contributors like the teams from the past but it is just as much 
fun to receive articles from other people in the community and 
I hope that this will continue in the future as well!

,ÏÏËÉÎÇ ÂÁÃËȟ ÉÔ ÈÁÓ ÂÅÅÎ Á ÂÌÁÓÔȢ 3ÐÅÁËÉÎÇ ÆÏÒ ÍÙÓÅÌÆ ÂÕÔ )ȭÍ 
sure Vaaish and Cybershadow feel the same, it has always been 
great to put the various articles into a nice PDF. It just makes 
all that fun fan work more solid and settled. 

In Warp Rift 10 Cybershadow published the first article I 
helped working on (yes the first incarnation of Eldar MMS) and 
with the Warp Rift 11 the first one with me as chief I 
introduced the Tobari. And to celebrate that fact this 
anniversary edition has an updated Tobari article! Including a 
splash new design for them as well.

I hope that we as a community can go on creating this 
magazine for the time to come. Who knows what the future will 
bring. Will GW release a new version of Battlefleet Gothic or 
3ÐÁÃÅÆÌÅÅÔȩ "ÕÔ ) ÄÏÎȭÔ ÔÈÉÎË ÉÔȭÌÌ ÓÔÏÐ ÔÈÅ ÃÕÒÒÅÎÔ "ÁÔÔÌÅÆÌÅÅÔ 
Gothic community. Yes, it might bring changes but also 
opportunities. Let us look forward to that.

And as a last bit I like to thank Iain, Bob, Ray, Iain, Aron and 
Andy for writing something for this anniversary edition. And of 
course, everyone contributing to this issue and the community.

Enjoy! 

Roy 

horizon

Roy ñhorizonòAmkreutz
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After the joint Imperial Navy and Black Templar forces from 
the Tenebris sector suffered severe losses versus the Tau fleets 
and their drone missiles the high command called for dedicated 
support to reclaim the lost systems.

It was an Adeptus Mechanicus Magos who knew a possible 
solution to the massed ordnance wave attacks: decades ago, the 
Gareox Prerogative was initiated to build great carrier vessels 
as the power of attack craft was believed to be superior.

However, the big gun lobby hampered the project and as the 
Despoiler class subsequently succumbed to the forces of Chaos 
the project was mothballed.

Seeing a new opportunity to push forward the ideas behind the 
Gareox Prerogative the Magos brought forth a couple of the 
humongous Gareox Supremacy Class Carriers! Ships to outclass 
the previous Despoiler class in terms of attack craft command 
and control. 

Equipped with an immense arsenal of launch bays and massive 
flight decks the rising power of the Tau Merchants would be 
stopped! The fleets of the Black Templars and Imperial Navy 
returned to the Tenebris system! 

Initial success occurred but they also discovered the Gareox 
Supremacy Class Carriers suffered some weird quirks now and 
then. A result of hastily being brought into server without a 
ÐÒÏÐÅÒ ÔÅÓÔÉÎÇ ÏÆ ÁÌÌ ÓÙÓÔÅÍÓȣȢ

Background and rules by horizon; miniature by Battlefleet Galaxy; painted by DoublebaseFanatic and horizon
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Type/Hits Speed Turns Shields Armour Turrets

Battleship/16 15cm 45º 3 5+ 5

Armament Range/Speed Firepower/Str Fire Arc

Port Weapon Batteries 60 cm 4 Left

Starboard Weapon Batteries 60 cm 4 Right

Port Lance Batteries 60 cm 3 Left

Starboard Lance Battery 60 cm 1 Front/Right

Port Launch Bays
30cm fighters
20cm bombers

30 cm assault boats
4 -

Starboard Launch Bays
30cm fighters
20cm bombers

30 cm assault boats
4 -

Prow Launch Bays
30cm fighters
20cm bombers

30 cm assault boats
4 -

Port Launch Ramp*

30cm fighters
20cm bombers

30 cm assault boats 4 -

Starboard Nova Cannon 30 ɀ150 cm Special Front

. 

Notes:
The Gareox Supremacy Carrier was hastily brought into the Tenebris sector and not all systems are 
thoroughly tested. Furthermore, the energy consumption of this ship is atrocious. At the start of each 
turn, before special orders, roll on the following table to see which system is malfunctioning:

1 = Rudder is stuck, the ship may not make any turns (including when on Burn Retros)
2 = Lance batteries depleted, only 1 lance per side may fire at a range of 15cm.
3 = Launch bay errors, the ship can only launch 1 attack craft marker per bay and ramp.
4 = Nova Cannon energy drain, the Nova Cannon may not fire.
5 = Engine troubles, the speed is reduced to half speed.
6 = Communications offline, leadership is modified by -3.

Keel Launch Ramp
This special designed launch bay was intended for a more than battle ready state: when launching 
attack craft from this ramp they get a 15cm speed boost in the turn when being launched

Variant Option
From the five Gareox Supremacy Carriers brought back from the scrapyards one had an empty void 
at the front: its prow section was not yet installed. Under time pressure the prow of an even older, 
abandoned, design was added to the vessel. The Bane of Charlemagne under command of captain 
Gary f Oz replaces its prow weaponry with strength 4 torpedoes (Speed 30cm, arc front) and strength 
4 weapon batteries (range 60cm, arc left, front and right).

Fleet availability
An Imperial Navy fleet, except Battlefleet Bakka, may add a single Titan Carrier instead of a regular 
battleship slot. A pre-requirement is that the fleet is at least 1000 Points of other vessels. 
Furthermore, it should have an Admiral of at least 100 Points leading the fleet.
Any Space Marine fleet, except the Crusade list, may add a single Titan Carrier as a venerable battle 
barge choice following all the usual rules except that it cannot take Thunderhawks.
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Alrighty, this round Tom and Roy will talk you through the 
various factions in Battlefleet Gothic. Is it in depth? Naah, we 
leave that to other tacticas, but this one should give you a 
thorough feel of the core elements of a certain fleet. 

Imperial Navy
Tom - The Imperial Navy is probably the most common fleet 
used in the game and in my opinion the most versatile out of all 
ÔÈÅ ÆÌÅÅÔÓȢ 4ÈÅ )ÍÐÅÒÉÁÌ ÆÌÅÅÔÓ ÄÏÎȭÔ ÈÁÖÅ ÔÈÅ ÍÏÓÔ ÇÕÎÓȟ ÄÏÎȭÔ 
have the most ordnance and they are not the fastest. However, 
what they lack in specialty they make up for in variety. The 
Imperial fleet has a wide selection of ships available to them 
and is a bit of a jack of all trades fleet that can deal with most 
situations and cause a few surprises.

Due to this jack of all trades approach the Imperial fleet, more 
than most, needs to work as a unit to succeed. Keeping your 
mainline ships together for mutual support is key, this allows 
them to easily react to the situation at hand and mutually 
ÓÕÐÐÏÒÔ ÅÁÃÈ ÏÔÈÅÒȭÓ ÆÉÒÉÎÇȢ 4ÈÅ )ÍÐÅÒÉÁÌ ÆÌÅÅÔ ÎÅÅÄÓ ÔÏ ÃÏÍÂÉÎÅ 
its firepower to destroy ships, to bring this down to simple 
terms ɀpick on a ship, cripple or destroy it, move onto the next 
target. Using your large number of torpedoes to force enemies 
into firing zones and break up their own fleet is also a tried and 
trusted tactic.

Keep escorts and light cruisers behind the main gun line, these 
ships are the most manoeuvrable in an Imperial fleet but do 
not have the survivability of your main cruisers.

Keeping them back but in touching distance of your main ships 
allows them to support and also defend the rear. Escorts and

light cruisers I have found are best used to finish off crippled 
ships and prevent other faster fleets from outflanking you. 

Finally ɀThe Emperor Battleship is the darling of the fleet; you 
will see why.

Roy - The Imperial Navy is the great allrounder. It has really a 
lot of options to build your fleet from. Not only because of the 
various lists like the Gothic or Armageddon one but also for 
each list several builds are possible.

The variety is great fun but sometimes it can blur the 
effectiveness. Most list building questions are about the 
Imperial Navy because of all of this.

Overall, the Imperial fleet has a mediocre speed with some 
Battleships being slow and some escorts giving the speed 
boost. A main asset is  the armoured prow , which is good as 
early in the game you want to point the prow at the enemy to 
fire torpedoes and get closer. However, if the opponent is a 
ÌÁÎÃÅ ÈÅÁÖÙ ÆÌÅÅÔ ÔÈÁÔ φϹÐÒÏ×  ÄÏÅÓÎȭÔ ÄÏ ÍÕÃÈȟ ÓÏ ÙÏÕȭÌÌ ÇÏ 
abeam sooner as you like. Though try to close that distance in 
an abeam line. Battlecruisers and Battleships with 60cm 
weaponry can thwart opponents at this point. 

And let's not forget the nova cannon: the weapon many 
opponents will see with horror be they ordnance spamming 
fleets or long-ÒÁÎÇÅ ÇÕÎÎÅÒÙ ÐÌÁÔÆÏÒÍÓȣ ÔÈÅ .ÏÖÁ #ÁÎÎÏÎ ×ÉÌÌ 
have the longer reach forcing opponents to close (what we 
ÒÅÁÌÌÙ ×ÁÎÔ ÁÓ ÁÎ )ÍÐÅÒÉÁÌ ÁÄÍÉÒÁÌ ÙÁÙɊȢ 4ÈÏÕÇÈȟ ÄÏÎȭÔ ÂÒÉÎÇ 
too many of these, it can spoil a fun game too soon.

Lastly, if you know what scenario is being played the Navy has 
a wonderful selection to cover all aspects: use it if possible. 
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Chaos
Tom - The real heavy hitters, they have some of the most 
powerful ships in the game and are quicker than their Imperial 
counterparts and most other fleets too. They do have lighter 
armour though, so while it is tempting to just throw their ships 
into the thick of it, they can end up being destroyed in a war of 
attrition. However, they have pound for pound the best cruisers 
in the game in my opinion; all classes can hit hard and are 
quick. The Chaos fleet also has the bonus of having some of the 
longest-range weapons too. So those pesky Eldar can be hit by 
your long-range guns.

The Chaos fleet also have some of the best carriers in the game 
ɉÔÈÅÒÅȭÓ Á ÔÈÅÍÅ ÈÅÒÅɊ ÁÎÄ ÃÁÎ ÇÅÎÅÒÁÌÌÙ ÈÏÌÄ ÔÈÅÉÒ Ï×Î ÉÎ 
wars of ordnance.

Due to the nature of their cruisers, their escorts become 
somewhat redundant though, so keep that in mind, taking 
another cruiser over a squadron of escorts should always be 
the question. Using your usually superior speed to outflank and 
ËÅÅÐ ÏÕÔ ÏÆ ÔÈÅ ÅÎÅÍÉÅÓȭ ÆÉÅÌÄ ÏÆ ÆÉÒÅ ÉÓ Á ÇÒÅÁÔ ÔÁÃÔÉÃ ÁÓ ×ÅÌÌȢ

Consider a squadron of cruisers too, the devastation and look of 
horror that a squadron of two Murder cruisers can do is a thing 
of Slaaneshi beauty. 

!ÌÓÏȟ ÄÏÎȭÔ ÉÇÎÏÒÅ ÔÈÅ ÍÁÒËÓ ÏÆ #ÈÁÏÓȢ ! ÍÁÒË ÏÆ +ÈÏÒÎÅ ×ÉÔÈ 
boarding is brutal and taking Nurgle mark against Orks negates 
one of their biggest threats.

One thing missing though is torpedoes, never underestimate a 
salvo. I have in the past and it hurts.

Roy - The Chaos vessels are the masters of long-range gunnery, 
mid-range gunnery and short-range gunnery. That sounds like 
a good bunch, and it is! Of course, what you have available in a 
game depends on the selection of ships  you made. On top of 
this great gunnery even the Chaos capital ships come along 
with good speed. Either to keep that distance or close in fast; 
either way what suits your liking. 

Their vulnerable prow tends to push you into an abeam playing 
style, which is good for them, but certain fleet builds have a 
powerful prow -on approach. Massive lance arrays pointing 
forward at 60cm will give shivers to many opposing admirals. 

In addition to their mighty gunnery Chaos also brings a good 
carrier selection. Assault boats included and the carriers 
supporting long range weaponry.

The fleet falls a bit into the same trap as the Imperial Navy 
because of all the options you have. And some ships just work 
better with others. 

Another fun addition is theming the fleet with one of the 
various powers and options they bring. Though they deflect 
points from the great ships they also give some nice extras and 
personality.
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Orks
Tom - The Orks tend to get a bad rap in BFG, and this tends to 
be because of their slower speed, perceived low ordnance and 
the poor rear armour. While the armour is something that 
cannot change the lack of speed can be negated due to the 
automatic success of leadership for all ahead full orders. Using 
this order can get the Ork fleet very much within hard hitting 
distance and it should be the first thing an Ork Warboss 
attempts to do.

 Î ÔÈÅ )ÍÐÅÒÉÁÌ ÓÅÃÔÉÏÎ ) ÓÁÉÄ ÕÓÅ ÙÏÕÒ ÍÁÉÎÌÉÎÅ ÃÒÕÉÓÅÒÓ ÔÏ(׳
screen your lighter ships, I would say do the opposite here and 
use a lovely screen of ram ships in larger games. Most admirals 
will be wary of a large ram ship charge. The key thing is that 
ÔÈÉÓ ÓÈÏÕÌÄÎȭÔ ÂÅ ÔÈÅ ÍÁÉÎ ÔÁÃÔÉÃ ÏÆ ÁÎ /ÒË ÁÄÍÉÒÁÌȟ ÔÈÁÔȭÓȣȢ

Boarding!

For every 500 points you can put a Warboss on your cruisers. 
This drastically improves your boarding value, especially on 
cruiser hulls that already have extra hit points compared to all 
other cruiser hulls already. Using all ahead full and then getting 
into boarding range can cause your ships to destroy and/or 
cripple ships easily a turn.

The lack of ordnance is also slightly misleading, as the Orks can 
trade in a lot of the heavy gunz for ordnance and this can not 
only cause big problems offensively but also help keep those 
pesky bombers from the rear armour. There are only so many 
fleets where you will be able to close and get into the range of 
the double damage gunz, so keep that in mind when selecting 
your fleet.

. 

Roy - I played more against them and what the Orks need most 
is the dedication of the player: think and be like an Ork: Smash 
that red button, get stuck in there and disregard the many 
ÏÄÄÓȢ (Ï×ÅÖÅÒȟ ÉÔȭÓ ÕÎÊÕÓÔ ÔÏ ÓÅÅ ÔÈÅ /ÒË ÆÌÅÅÔ ÌÉËÅ ÔÈÁÔȢ !Ó ÍÁÎÙ 
things might not look good on paper, they do have some 
serious stuff to make opponents have a real bad day. 

The Orks can unload an unhealthy amount of ordnance making 
ÅÖÅÎ Á 4ÁÕ ËÏÒȭÖÁÔÔÒÁ ÁÄÍÉÒÁÌ ÂÌÉÎËȢ "ÕÔ ÔÈÁÔ ÌÏ× ÌÅÁÄÅÒÓÈÉÐ 
you might say? Orks have plenty of cheap re-rolls: take them 
and use them!

With their free, yet a tad slower All Ahead Full, Orks can close 
in quite fast with an enemy fleet. And the closer you get the 
more chances you must get those Heavy Gunz roaring. 

If the enemy tries to fly by the Ork broadsides are decent 
enough to pose a threat, just watch that weak rear armour. A 
bunch of enemy torpedo escorts can be devastating.

And let's not forget that with  cheap Warlords, possible 
upgrades, high hitpoint capital ships, the big base and AAF 
boarding actions (or ramming!) are never far away. And in true 
Ork style you should do so. 

Ork Clanz: If you want to play the Orks a little different go for 
the Ork clanz lists. You might miss out on some capital ships 
but go crazy on escorts! A squadron of ten escorts has an Un-
Orkish high leadership. The torpedo escort benefits from that 
immensely; even though they cannot mass torpedoes having 10 
ÍÁÒËÅÒÓ ÏÆ ÖÁÒÉÏÕÓ ÓÔÒÅÎÇÔÈ ÆÌÙÉÎÇ ÁÒÏÕÎÄ ÉÓ ȣȢȢ ×ÁÁÁÁÁÇÈȢ 

This list also has many gubbinz available to customise and 
improve ships. With some sneaky options there to surprise 
even veteran captains.
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Necrons
Tom - Does this fleet need a tactica? Hmmm.

The Necrons are the strongest fleet on paper in the game; they 
have strong armour, plenty of offensive capabilities and are fast 
too. However, they do lack ordnance completely so can be very 
susceptible to massive waves and often spend much of that 
firepower trying to keep ordnance at bay.

I am generally fine with Necrons being the strongest fleet 
though, that is very fluffy for me really. The key for this fleet is 
to ensure that one aspect is not picked on. Due to the rules 
around Necron ships phasing out and the victory points rule 
around crippled ships and destroyed ships counting more etc. 
losing one Necron ship can be disastrous and in all honestly 
lose you the game. I have found pairing cruisers together for 
mutual support really does help.

!ÌÓÏ ÄÏÎȭÔ ÂÏÔÈÅÒ ÔÁËÉÎÇ ÔÈÅ ÌÉÇÈÔ ÃÒÕÉÓÅÒ 3ÈÒÏÕÄȢ )Ô ÉÓ Á ×ÅÁË 
link in the Necron fleet, and any opposition admiral will pick on 
those ships if they are in your fleet to get easy victory points. It 
ÍÉÇÈÔ ÌÏÏË ÃÏÏÌ ÂÕÔ ÉÔȭÓ Á ÆÌÙÉÎÇ ÌÉÁÂÉÌÉÔÙȢ

Roy - Necrons are fast, like really fast. The smallest escort goes 
a whopping 50 cm, the bigger one 40cm; the two cruisers have 
an excellent 30cm and the mighty Tombship at 20cm might 
seem a little slow (a Chaos Desolator Battleship goes 25cm)... 
however the Necron All Ahead Full orders are something else: 
ÔÈÅ ÓÈÉÐ ÇÁÉÎÓ $φ Ø ρπÃÍȣ ÁÎÄ ÆÏÒ ÅÖÅÒÙ ςπ ÃÍ ÍÏÖÅÄ ÔÈÅÙ 
may make a turn! Nothing in the game will beat that ... and 
ÙÅÔȣȢ ÔÈÁÔ ÈÉÇÈ ÓÐÅÅÄ ÃÏÍÅÓ ÁÔ Á ÃÏÓÔȡ ÒÅÍÅÍÂÅÒ ÔÈÁÔ ÇÅÎÅÒÁÌ 
rule a ship must always move at least half speed (unless on 
Burn Retros)? It is so easy for the escorts to overshoot after 
their initial attack run and to an extent the cruisers can also fall 
in that trap but much less so. 

Furthermore, the Necron fleet brings a lot of special weaponry 
ɉ%ÌÄÁÒ ÄÉÓÌÉËÅ ÔÈÅÍ ÔÈÅ ÍÏÓÔȣ ÂÙ ÆÁÒɊ ÂÕÔ ÉÔ ÉÓ ÍÏÒÅ ÑÕÁÌÉÔÙ 
over quantity. Their extra portal attack is a real nice extra 
though as it is a teleport attack with increased range. 

Personally, I find their biggest weakness to be the reactive hull 
ÓÁÖÅ ÁÓ ÙÏÕ ÎÅÅÄ ÔÏ ÒÏÌÌ ÁÎÄ ÃÁÎȭÔ ÒÅÌÙ ÏÎ ÓÏÍÅ ÓÈÉÅÌÄÓ ÔÏ 
absorb enemy fire. From that very first hit on you can be 
damaged. And given the fact Necron vessels give more victory 
points away when destroyed compared to other races you 
really need to be careful when the opponent starts to retaliate.

!ÎÄȟ ÁÇÒÅÅÉÎÇ ×ÉÔÈ 4ÏÍ ÔÈÁÔ ÔÈÅ 3ÈÒÏÕÄ ÉÓ Á ÌÉÁÂÉÌÉÔÙȣȢ ÉÔ ÄÏÅÓ 
look gorgeous though.
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Tyranids
Tom - Tom - People new to the Hive Mind fleets often find the 
instinctive behaviour difficult to deal with but often this can 
help rather than hinder once you learn how to deal with it. 

Failing the behaviour doesn't mean all is lost, for instance it can 
help auto pass reload ordnance. But once you get to grips with 
it the rule won't be much of an issue. 

However, what is an issue is keeping your Hive Ships alive, they 
are key to victory for any Tyranid fleet. Keep them safe! 

It can be tempting to go overboard in buying upgrades for a 
Nid fleet on various ships, but more Hive ships are better than 
an overloaded single ship. Giving a Hive ship max ordnance and 
decent weapons batteries at long range will offset that 
weakness of the fleet with the eventual aim to close and board 
and hit the enemy with close range bio-plasma too.  

A neat trick is to use escorts with feeder tentacles to cause 
havoc amongst enemy fleets too. 

The Tyranid fleet can put out the most ordnance of any fleet 
and really, only Tau can match them so using that to full effect 
is a must. You can also purchase ordnance at the start of the 
game to provide a nice fighter screen to begin the fight. This is 
certainly worth doing in the initial stages while you try to close. 
The moment you are in close it's generally game over for most 
fleets.  Kraken with massive claws can really prove devastating 
here, also with ramming too!

There is also a tendency to over purchase bio-plasma, as it 
ignores shields, but I would say use this as a bonus rather than 
your main armament.

Roy - The space bugs. And the real thing about them is that you 
have so many of them. All those small space critters like to 
head directly at the enemy and overrun them through 
numbers.

Add the fact that a good placement of Krakens makes it really 
hard to crack that approach for many opponents. 

While the Tyranids may fall into instinctive behaviour, having 
two or more Hiveships around will prevent this in many cases. 
It is often just better to have two or three cheap Hiveships in 
your fleet then one mighty tooled up one.

Furthermore, the Tyranid fleet, on top of the swarm of escorts, 
can unleash the next big swarm with their attack craft rules: 
they may have double the amount of available launch bays in 
play at once! Albeit slow, that many markers can make a 
dedicated carrier fleet really sweat. 

!ÎÄ ÉÆ ÔÈÉÓ ÉÓÎȭÔ ÅÎÏÕÇÈ ÔÈÅ 4ÙÒÁÎÉÄÓ ÁÌÓÏ ÈÁÖÅ ÎÁÓÔÙ ×ÅÁÐÏÎÒÙ 
like Bio-plasma batteries available; eating away through 
ÓÈÉÅÌÄÓ ÐÕÔÔÉÎÇ ÏÎ ÆÉÒÅÓȣ
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Corsair Eldar
Tom - Think of this fleet as a hit and run fleet, get into causing 
damage and then make a run for it. While celestial 
phenomenon can help the fleet it can also hinder the fleet, so be 
wary of that. Blast markers can cause some serious damage too 
if not avoided.

They are the typical glass cannon, hard hitting with their 
weapons batteries, pulsar lances and ordnance but if they are 
caught out in the open then they will be shredded. The low 
armour and low critical hits roll can and will result in any 
battle plan being thrown out the window if you are caught.

Many advocate for the escorts in their fleet and while they are 
powerful, I have always liked their cruiser hulls. Many admirals 
will go for the pulsar lances due to the hitting on 4+ rather than 
the armour of the enemy. However, I would suggest to not 
immediately jump to that, Eldar weapons batteries are always 
considered closing. So, locking on can give you some serious 
dice to roll.

The one thing that can make or break Eldar fleets though is the 
way the sun is facing. So always keep that in mind, a savvy 
enemy will suddenly have you moving away from the sun and 
so that speed suddenly disappears, and you can be on the back 
foot within a single phase.

So, to sum up, always be on the move, never stay still, get in, hit 
hard and run away (cowardly xenos!)

Roy -4ÈÅ #ÏÒÓÁÉÒ %ÌÄÁÒȣ ÔÈÅ ÆÌÅÅÔ ÔÈÁÔ ÌÏÖÅÓ ÔÏ ÐÌÁÙ ÈÉÄÅ ÁÎÄ 
seek. A fleet with deadly weaponry; with perhaps the most 
vicious escorts in the whole game. But their rules make it for a 
completely different experience and an Eldar admiral needs to 
take heed of a few matters to make that deadly weaponry 
work.

Eldar batteries, pulsars, bombers and torpedoes are all special 
and ace. Especially Pulsars and Torpedoes deserve an extra 
mention here. Nightshades and Hemlocks!

The Eldar speed is depending on the sun-facing, which at best 
gives them 30cm when being abeam. Add the usual 30 cm 
×ÅÁÐÏÎ ÒÁÎÇÅ ÆÏÒ %ÌÄÁÒ ÁÎÄ ÔÈÅÉÒ ÓÔÒÉËÅ ÒÁÎÇÅ ÏÆ φπ ÃÍ ÉÓÎȭÔ 
that impressive at all: a Chaos fleet has a strike range of 90 cm! 
So, the Eldar admiral needs to plan his approach with care and 
most importantly: the Eldar admiral must always consider the 
second move: the escape move in the ordnance phase. 

At best he manages to hide his ship in or behind an asteroid 
field at the worst he tries to only give away an abeam angle at 
distance.

Thus, celestial phenomena are really important for Eldar; 
especially asteroid fields are their best friends. Their 
leadership, and the ability of escorts to re-roll this in asteroid 
ÆÉÅÌÄÓȟ ÕÓÕÁÌÌÙ ÍÁËÅÓ ÓÕÒÅ ÉÔȭÓ Á ÒÅÁÌ ÓÁÆÅ ÓÐÏÔȢ /ÐÐÏÎÅÎÔÓ ÃÁÎ 
only fire at you if they are in an asteroid field themselves 
beware of Space Marines though!

Above again gives a reason why Corsair Escorts are preferred 
over their capital ships. Also, the point to weapon ratio on 
Eldar escorts is insane. Their biggest bane is having no real safe 
against weapon batteries: even at 60cm a single dice can 
destroy an escort on an easy 4+. 

Want a big ship? Get that Void Stalker in: 8 weapon batteries 
ÁÎÄ τ ÐÕÌÓÁÒ ÌÁÎÃÅÓ ×ÉÔÈ Á ÒÁÎÇÅ ÏÆȣȢ τυ ÃÍȦ 4ÈÁÔȭÓ Á ×ÈÏÌÅ 
different level for this short-ranged fleet. 

Alternatively using Yriel to get the Void Dragon/Flame of 
Asuryan in with big guns and 5+ armour is a good idea as well 
to give a little more staying power.
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Craftworld Eldar
Tom - Very similar to the Corsair but they have a bit more 
staying power due to the improved armour. The special 
character grand cruiser  available to this fleet is quite simply 
amazing for its points with its weapon batteries and lances, it 
can basically shred any ship it targets. 

The benefit of this fleet is that both its wraith and dragon 
cruiser ships can swap weapons around to meet the needs of 
the fleet, unlike their Corsair kin. So, it turns into quite a 
versatile fleet.

The same weaknesses apply to these ships though, so don't be 
misled by the improved armour.

Roy - in terms of rules and weaponry the Craftworld Eldar are 
the same as the Corsair Eldar. The biggest change is the fact 
that the cruisers come with 5+ armour (like the mentioned 
Flame of Asuryan; and especially the dragonshipspack a good 
punch on a highly mobile vessel.

As such the Craftworld Eldar focus more on a fleet list using 
cruisers. But as general tactics movement and control are still 
the most important part of taking these to battle.

The Craftworld Eldar also have two extra options which are 
nice options: vampire raiders to get assault boats and aspect 
warriors to get a boarding bonus (in dire circumstances or as a 
really well-planned massed attack).
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Dark Eldar
Tom - Dark Eldar are like their Craftworld and Corsair 
brethren and although only two models were produced, they 
can in theory create five (5) different cruiser class hulls 
(similar to Craftworld here). So, they do have a bit of variety. 

 4ÈÅ ÍÉÍÉÃ ÅÎÇÉÎÅÓ ÁÎÄ ÓÈÁÄÏ×ÆÉÅÌÄÓ ÐÒÏÖÅ ÔÏ ÂÅ ÁÓ ÕÓÅÆÕÌ ÁÓ׳
their Eldar kin and they are actually slightly faster. However, 
they suffer from the same drawbacks as being made of wet 
paper if weapons batteries are used against them. 

While the weapons batteries the Dark Eldar put out are the 
same as their kin and their lances do similar impacts, one 
aspect that is different are the Leech Torpedoes. Leech 
torpedoes are very effective weaponry. Whilst doing damage 
ÉÓÎȭÔ ÔÈÅÉÒ ÍÁÉÎ ÐÕÒÐÏÓÅȟ ÔÈÅÙ ÓÌÏ× ÄÏ×Î ÅÎÅÍÙ ÓÈÉÐÓȟ ÁÓ ÁÎÙ 
successful hit reduces 10 cm movement from the target vessels 
movement. Multiple hits do not stack but they need to get 
repaired separately before normal movement speed is 
restored. So, you can really hamper the movement of your 
enemy and avoid damage. 

The Impaler is also a neat weapon that I think is more 
situational that a must have.

Roy - A different take on the Eldar: while their shieldlessships 
remain with holofields instead it is the fact that they lose the 
second move which makes them set-apart and yet more in line 
with the more traditional fleets. 

They also lose the sun-depending speed and have a flat speed 
ÁÌÌ ÔÈÅ ÔÉÍÅȣ ×ÈÉÃÈ ÉÓ ÈÉÇÈȦ 4ÈÅÙ ÃÁÎ ÃÁÔÃÈ ÁÌÍÏÓÔ ÅÖÅÒÙÔÈÉÎÇȢ 

Adding to this predator style are their mimic engines: giving a 
free move after deployment and the opponent cannot target 
ships with this upgrade right away. So, a Dark Eldar player 
must plan everything around that devastating alpha strike, 
cause ones discovered their 5+ armour and better resilience 
versus critical hits can only take them so far.

One note on the mimic engine: it does require a bit of 
fair/immersive play by the opponent when it comes to moving 
ordnance and aiming Nova Cannons or alike: you are not 
supposed to recognize the ships!

Their weaponry is more or less the same as the other Eldar 
except that Shadow Lances work slightly different than Pulsar 
lances but still as deadly effective.

In the race to victory points their Impaler modules are a unique 
asset. Which can be a key instrument in raids to bring Dark 
Eldar victories.
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Tom - Even as a loyal Imperial citizen I do love the aesthetic of 
the Explorer fleets . They are often overlooked for the newer 
looking forgeworld fleet. They are similar in tactics to the 
Imperial fleet and keeping the fleet together is needed, using a 
strong core of their only true warship.

They are very much a standoff fleet with the aim to unleash as 
much ordnance on the board as possible. This can lead them to 
being susceptible to failed leadership rolls, so buy as many 
rerolls as you can is my advice.

The carriers are relatively cheap so trying to swamp the board 
is a must, you must have ordnance superiority otherwise you

will not win. Something that is often missed is that these ships 
have quite long-range guns that do not suffer the accuracy 
issues that other fleets do. So, make sure to keep your enemy at 
arms distance. Punch, dodge and weave!

The darling of the fleet is the Hero, which pound for pound is 
the hardest hitting and cheapest ship in the game. Having as 
many of these in your fleet as you can will greatly increase your 
chance of victory.

&ÉÎÁÌÌÙȟ ÄÏÎȭÔ ÉÇÎÏÒÅ ÔÈÅ $ÅÆÅÎÄÅÒ ÅÓÃÏÒÔȟ ÓÈÅ ÃÁÎ ÃÁÕÓÅ Á ÆÅ× 
surprises.

Roy - The original Tau fleet by Games workshop (note: 
actually, quite funny that the Tau Emissary by Forgeworld was 
only released three months after GW released their Tau fleet. 
And in 2004 Forgeworld added the rest of their line-up).

This fleet is slow and rates low on the manoeuvrability score. 
Add the fact that its battleship only costs 230 points and you 
know you are in for a different kind of fleet. Yet, it still is an 
easy fleet to get started with if you know the setup.

The main problem of the Explorer is the fact it has only 1 shield 
ÁÎÄ ×ÅÁË ÒÅÁÒ ÁÒÍÏÕÒȢ )ÔÓ ÇÕÎÎÅÒÙ ÉÓÎȭÔ ÉÍÐÒÅÓÓÉÖÅ ÅÉÔÈÅÒ ÂÕÔ 
having 8 launch bays at that point cost is something different 
and the version with more missiles instead of half the launch 
bays also brings ordnance fun to the engagement.

Such a carrier needs protection which the Hero perfectly 
brings. It is locked behind other capitals ships to field but with 
how the Explorer plays that combo is just easy to make and 
many consider the vessel to be undercostedor overpowered. It 
for sure has a great weaponry setup which gives it a big 
advantage over a Lunar for example in a 1 v 1.

So, with this fleet you move slowly, concentrating on attack 
craft and missiles, which will force the enemy to close. At which 
point the Hero steps in to engage.

With this fleet you should be wary of nova cannons and fast-
ÍÏÖÉÎÇ ÂÏÁÒÄÉÎÇ ÓÐÅÃÉÁÌÉÓÔÓȣȢ ÁÓ 4ÁÕ ÁÒÅ ÒÅÁÌÌÙ ÂÁÄ ÁÔ ÔÈÉÓ 
aspect!

3Ï ÄÏÎȭÔ ÆÏÒÇÅÔ /ÒÃÁȭÓ ÁÎÄ $ÅÆÅÎÄÅÒÓ ÔÏ ÈÅÌÐ ×ÈÅÎ ÉÔ ÇÅÔÓ ÕÐ 
close and personal with the enemy fleet.

For the narrative approach, the Tau fleet allows for a variety of 
close allies like the Demiurg, Kroot and Rogue Traders.


