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Warp Rift going retro?

And here we go again! A new issue of Warp
Rift and since the previous issue marked the 20
year anniversary 1 had the idea to change the
layout a little bit. Easier said as done when
trying this from scratch so I went the easy route
and applied for most part the layout Vaaish
created in the issues when he was at the helm of
this fanzine.

Hopetully, you like this return to what I think
is pretty style. Please leave feedback with tips
and ideas.

A few days after the anniversary edition of
Warp Rift was released it was Soulforge
Studios that came with the announcement that
they would stop designing ships for the
grimdark universe. Which was pretty much a
shock for the community, but Soulforge had
their own legit reasons to make this decision
and we wish them all the best and fun in their

new design endeavours.

A few STL from Soulforge are still available
through Warp Rift: the Solblade pack, a Grow
Prow (Book of the Void 1), the Dark
Mechanicum pack and the starter fleets or Orks
and Corsair Eldar. You'll find the links at the end
of this page.

Also. it is worthwhile mentioning that aside of
Soulforge Studios there are several other great
webstores and designers to find your grimdark
aligned ships. A comprehensive list is available at
the Battlefleet Gothic Discord.

Now onto this new issue of Warp Rift. And
again, the community brought forward some
great articles for us to use. From a great
Imperial Navy overview (a multi-part series) to

reimagination of a historical scenario.

And this issue also marks the start of a new
competition: The build me a Tobari ship
challenge!

Yes, what started as kit-bash long ago is
developing into something more! So, check

those pages for more information on that!

Happy All Ahead Full,

- horizon

The Soulforge Warp Rift STL:

Ork and Corsair Eldar starter kit STL
Dark Mechanicum Battleship
Terrablade/Solblade pack

BotV1 Grot Prow
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XENOS

TOBARI SUPPORT CRUISER, i

Even more Tobari?!

Who would have expected this? As I was writing the
rules the updated Tobari Article in the previous edition
Bluesquat was already busy with a new kitbash for the
Tobari!

And more good news is that ArcaneShipyard has
released a STL for the light cruiser! It is available on his
Cults3D page. A printed miniature may be available on
tabletop-stuff.de in the future.

Also, the new kitbash from Bluesquat will be turned into
a STL by ArcaneShipyard.

Now let's see what this new Tobari vessel can do for this

small but growing xenos fleet.

TOBARI SUPPORT CRUISER 50 Points

Type/Hits Speed Turns SHIEIE Armour Turrets

Cruiser/6 20cm 90° 1 5+ 2

Armament Range/Speed Firepower/Str Fire Arc
Dorsal Weapon Battery 30cm 3 Front

Special Rules: When another Tobari vessel makes a successful advanced teleport
attack and is within a 10cm range of the support cruiser the result of the attack
gains an extra 5 points.

The support vessel itself cannot initiate teleport attacks as its teleport systems are
only calibrated to receive incoming signals from friendly Tobari ships.

Very rarely seen this larger Tobari vessels only seems
to join other Tobari vessels up against slow moving

transport flotillas.

Reports have disclosed the ship itself is weak gunned
and will not be a threat to anything but the smallest

civilian transports.

However, the vessel does seem to have a form of
advanced xenos teleporting technology with which it
can enhance the capacity of nearby Tobari vessels. As
such the captains who know encounter these ships in
future endeavours should try to keep a distance
between this ship and the other Tobari raiders.
Although the theory is sound it is almost impossible
to escape the raids of the Tobari and as such this ship
with its teleport technology will ever come closer to

inflict more horrendous losses on the doomed crews.
You may take 1 Support Cruiser per 1000 Points.

“Governor, another shipment has been lost to
these foul xenos raiders. It is even more
worrying that the xenos are increasing their
numbers in raids. Furthermore, in the last few
months several new types of vessels have been
spotted amongst them.”

“Very well captain. We need to take some
radical decisions. I will contact the conclave of
Revic’s disciples. The Khareshi Expanse is

roaring.”
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XENOS

THE TOBARI BUILD ME A SHIP CHALLENGE!

Long ago I build these:

It was Bluesquat who printed that STL and created
from bits this new kitbash:

But Bluesquat continued and made another kitbash!

A STL of above will follow!

The Challengel!

For this competition I would love to see people build me a cruiser

or battleship sized vessel for the Tobari!

Build it the classic way with bits or the digital way. Make us
impressed and have a chance to win prizes!

The prize pool will consist of a voucher for Tabletop-Stuff.de
and a printed hardcopy of the Remastered Rulebook (v1.10)!

Please submit your entries through Discord or email
(horizonmer@vivaldi.net) before September 15!

ArcaneShipyward, Bluesquat and myself will be the judges. If
you have any questions, contact me on the BFG Discord or

through Instagram.
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ENCYCLOPEDIA

KEYWORDS IN BATTLEFLEET GOTHIC ., voi o ragon

B F G6Rroblem with Clarity, and how

Keywords could help

Here’s the deal: universal special rules are good and make the
game casier to understand. Adding all a ship’s special rules to
its datasheet allows players to access all relevant information at
a glance, without the need to flip to a different page just to
check if a given rule applies to the ship they're using. Hence
the following proposal:

BFG is quite a storied game. Since its release, countless other
manuals for board games, wargames and RPGs have come out,
and each has learned from what others did well or poorly. One
thing BFG does poorly is streamlining repeated rules. We can
probably chalk this up to the way new releases sometimes
added completely new features and abilities to the game or
mixed-up different factions' rules to keep a new release familiar

enough to understand but give it an interesting twist.

However, now that the game's rules are strongly consolidated
and radical change is unlikely, I feel we would be remiss not to
present this beloved game using the principles game design
and UI have shown to be more easily accessible. I don't want
to change the game (at least, this proposal is not about
changing the game). I do propose we should clarify and
streamline many of the rules' explanations. Chief among the
changes I'd want in an updated UI is the implementation of
Keywords/Universal Special Rules, which unify in one or two
words, easily repeatable on every relevant ship's datasheet, rules
that are shared, with the exact same wording, on several ships

across multiple factions.

I also added to the datasheets rules that are simply given for
granted as being faction wide to ensure there is no doubt to
whether a specific ship follows its faction's rules (since there
are sometimes exceptions). Instead, you'll have your ship's info
briefly, and you will still easily be able to reference "faction-
wide" special rules, since they are repeated in the faction's
Fleet Rules. You can see these needn't be exclusive with
flavour text, which remains in all but one example (Ponderous,
which would be one of the Universal Special Rules -but since
it has no bearing on the SM's faction identity, it wasn't

repeated in their Fleet Rules).

You'll also notice I separated the weapon's locations from the
Armament column. I think this just gives a better degree of
clarity as to what weapon is installed where (for the purposes
of critical hits or refits). Lastly, I've added faction keywords at
the bottom of the ship's datasheet in place of listing the fleet

lists in which they are available.

These perform roughly the same function but are meant to
work in concert with an update to the Reserve rules
(something along the lines of "You can only take as reserve
vessels that share at least two Faction Keywords" instead of the
convoluted "races" explanation currently in use. Certain factors
may lower this limit to a single keyword (see Inquisitors, which
would unlock all Imperium keyword units as reserves when
leading a fleet). It also allows for greater clarity as to what
classifies as a certain type of vessel and what doesn't ("Xenos"

for Space Marine allies' springs to mind).

Last but not least, since many factions gain access to unique
named ordnance, I decided it would be appropriate to design a
new mini-datasheet for ordnance that lists any special rules
they might have to make it more visually clear that these cool

special names aren’t just fluff but have mechanical impact.

Now, what you see here are just examples to show how easy it
would be to integrate these changes into the game’s existing
framework, but all 25 Universal Special Rules (all the ones
which are found in more than one faction) are already written
and named, and I count on making example page layouts of
how they would appear in the rulebook and in fleet rules
before long.

Like these changes? Hit me up on Discord (voi_d_ragon) and
tell me I'm doing a good job! I'm very bad at working with no
motivation and knowing my work would make the game

better for someone will get me excited to implement it quicker.

i
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SPAGE MARINES

LEADERSHIP

Space Marines are highly organised, efficient and
disciplined, allowing them to out-perform their enemy in
almost every situation. When randomly generating their enemy
in amlost any situation. When randomly generating the
Leadership value for a Space Marine ship ship, use the table
here.

06 ROLL LEADERSHIP

1-2 Ld8
3-4 Ld9
5-6 Ld 10

ATTAGK RATING

Space Marine fleets have an attack rating of 3.

SPECIAL RULES

The following special rules apply to several Space Marine
datasheets They can be found in the main rulebook, but are re-
peated here for ease of use.

Space Marines are the supreme fighting force of the
Imperium, and excel at ship-to-ship boarding actions, where
their skill is paramount and their lack of numbers irrelevant.
This leads the following rules to be very common in this fleet:

 Drilled Defenders: Any hit-and-run attacks conducted again-
st a ship with this rule suffer a -1 penalty to their roll.

 Elite Fighters: A ship with this rule adds a +2 modifier to
the results of any boarding actions it participates in. This is
not cumulative with the Adept Fighters special rule.

* Skilled Saboteurs: Any hit-and-run attacks conducted by a
ship or ordnance marker with this rule gain a +1 modifier
to their rolls. Note that a ship with this rule might still carry
ordnance that does not itself have this rule and vice versa.

Space Marines also excel at planetary landings and attac-
king enemy-held systems. Their entire organisation and the
weapons and ships at their disposal are designed solely for the
purpose of reclaiming or destroying planets that have fallen in-
to enemy hands. Certain Space Marine ships will have one or
more of the following special rules:

* Destroyer of Worlds: A ship with this rule may use its prow
weapon normally when selected to be an Exterminator in
any relevant scenarios. Furthermore, when in position to
exterminate a planet, a ship with this rule will activate its
doomsday weapon on a roll of 3+ rather than 4+,

Void-borne Conquerors: A ship with this special rule will
score 2 assault points against relevant targets when it
spends its turn carrying out landing or bombardment
operations (such as in the Planetary Assault Scenario).

EQUIPMENT

Astartes Boarding Torpedoes
These behave as normal boarding torpedoes, with the

addition of the Skilled Saboteurs special rule.

Bombardment Cannon

Many Space Marine vessels carry a heavyweight battery of
bombardment cannons as part of their main armament. Bom-
bardment cannonsare huge, turret-mounted linear accelerators,
capable of launching a salvo of heavy magma bomb warheads.
As their name implies, bombardment cannons are used prima-
rily for pounding planetary defences into rubble and giving de-
vastating orbital support to Space Marine landing forces. Bom-
bardment cannons are equally devastating in ship-to-ship com-
bat, capable of blasting apart any capital ship in just a few
salvoes.

Bombardment cannons fire in the same way as weapon bat-
teries with two exceptions:

. Bombardment cannons always hit on a roll of 4+,
regardless of the target’s armour (even vs ordnance).

2. Bombardment cannons inflict critical hits on a roll of 4+,
rather than just on a roll of 6.

Thunderhawk Annihilators

The Thunderhawk Annihilator is a specialized gunship emp-
loyed only by crusading Chapters. Forsaking its transport capa-
bility in favour of a powerful Annihilator cannon, it provides
crusading Chapters with the kind of thunderous firepower nor-
mally provided by the bombers of the Imperial Navy or the
Battle Titans of the Adeptus Mechanicus.

Thunderhawk Annihilators are multi-role attack craft,
functioning as both fighters and bombers. They have the fol-
lowing profile:

TYPE SPEED SPEGIAL RULES
l;?;?]l:;‘: 20¢m Resilient
Thunderhawk Gunships

The Thunderhawk Gunships are multi-role attack craft,
functioning as both fighters and assault boats. They have the
following profile:

TYPE SPEED SPEGIAL RULES
Assault Boat, [ Resilient, Skilled Sabotuers
Fighter

UPGRADES

Ships in Space Marine fleets may have access to the follow-
ing upgrades. These grant special rules which can be found in
the main rulebook but are repeated here for ease of use.

Honour Guard

There are hardened warriors that stand out even among the
super-human Space Marines. They will often be assigned as a
retinue to illustrious figures, such as Captains or even Chapter
Masters.

Ships upgraded to carry these great warriors may perform
an additional teleport attack each turn and gain the following
special rule:

* Surgical Strike: Once per turn, when conducting a teleport

attack, a ship with this rule may roll 2d6 and choose which
result to apply.

Terminator Boarding Parties

Taken from the elite First Company and wearing the hea-
viest armour known to man, Terminators are the greatest ship-
to-ship fighters in the galaxy.

Ships upgraded to carry these great warriors may perform
an additional teleport attack each turn and gain the following
special rule:

* Surgical Obliteration: Once per turn, when conducting a te-
leport attack, a ship with this rule may roll 2d6 and apply
both results.

CAMPAIGNS

IDK, there’s probably something in Warp Rift right?

SPAGE MARINES

FLEET RULES



SPAGE MARINES
BATTLE BARGE

Famous Ships: Punisher (Exorcists), Redeemer (Exorcists), Sword of Truth (White Consuls)

TYPE/HITS ~ SPEED  TURNS  SHIELDS ARMOUR TURRETS

LOGCATION ARMAMENT RANGE/SPEED EPOWER/STR HRE ARG

Port Weapons battery 45 cm 12 Left
Starboard Weapons battery 45 cm 12 Right
Prow Launch bays Thunderhawks: 20 cm 3 squadrons -
Prow Torpedoes 30 cm 6 Front
Dorsal Bombardment cannon 30 cm 8 Left/front/right
SPECIAL - pestroyer of Worlds, Drilled Defenders, Elite Fighters, Ponderous, Skilled Saboteurs, Void-Borne Conquerors.

Most Space Marine Chapters control two or three battle barges. They are very brutal vessels, with only one purpose behind their
design.

As might be expected, a battle barge, is configured for close support of planetary landings and carries numerous bombardment turrets
and torpedo tubes. A considerable amount of hull space is given over to launch bays for intra-system craft and drop pods, bservations
indicating that up to three companies can deploy simultaneously.

The vessel is extremely heavily armoured and well shielded, presumably so that it can breach planetary defences without harm com-
ing to its cargo. Naturally the battle barge would make a frightening opponent in any situation where boarding is involved.

| H“““]N KEYWI]HI]S Codex Astartes, Crusade, Dominion, Imperium, Space Marines | |

IMPERIAL NAVY
MERGURY GLASS BATTLEGRUISER 203 PTS

Famous Ships: Nemesis, Gorgon, Medusa, Long Serpent
A

TYPE/HTS ~ SPEED  TURNS  SHIELDS ARMOUR TURRETS

LOCATION ARMAMENT RANGE/SPEED HREPOWER/STR HRE ARG

Port Weapons battery 60 cm 6 Left
Starboard ‘Weapons battery 60 cm (] Right
Port Weapons battery 45 cm 4 Left
Starboard Weapons battery 45 cm 4 Right
Dorsal Lance battery 60 cm 2 Left/front/right
Prow Nova cannon 30-150 cm 1 Front

EPE[“‘“_ * Volatile Core: Mercury class battlecruisers are fitted with up-rated engineering plants that increase their speed and
provide them with greater firepower at the expense of survivability.

[IF"I]NS » Can be refitted with improved weapons batteries (like the Nemesis and Medusa after the Stabulo Campaign). Its
45 cm weapons batteries increase their range to 60 ¢m for +10 points.
« Can replace its Nova Cannon with Torpedoes (Speed: 30 cm, Strength 6, Front) for -20 points (like the Gorgon
which had its prow severely damaged during the Stabulo Campaign).

In the waning years of Abaddon’s 12th Black Crusade, the Adeptus Mechanicus artisans of Bakka and the officers of the Tempestus
battle fleets faced a dilemma. In supporting Battlefleet Obscuras, the problem with pirate bands had become acute and the lack of
speed among the standard Imperial cruiser designs meant that the tactical initiative remained with the pirates. At the direction of
Admiral Knightsbridge, the Tech Mages of Bakka set about to construct a new battle cruiser design fitting for the strategy and tactics
of the Battlefleet yet be able to meet this new threat. Through a rather straightforward merging of existing technologies, the Adeptus
Mechanicus were able to devise a solution in less than two centuries. It is widely believed that this is the fastest a new capital ship
design has ever come to fruition in several millennia, and thus the Mercury class battlecruiser came into being.

Built from the keel up to prosecute raiders, the Mercury combines a basic cruiser layout with the engineering suite normally used on
a battleship. The result is a faster much more powerful cruiser with the speed to keep up with the raiders and the firepower to deal
with them as an independent unit. All this improved performance came at a price. While the engines produced battleship power, the
armor protection remained that of a cruiser. When hit by multiple salvos from Chaos raiders in 467.M41, the Scyila suffered a
powerful warp drive implosion, destroying her entire squadron of assigned escorts and heavily damaging the battleship Mailed Fist.
The plasma drive overload that destroyed the Medusa also shattered the Lunar cruiser Lord Chalfont, leaving a convoy of transports
to the mercies of an Ork raiding squadron.

Despite its shortcomings, many Bakka naval officers aspire to someday lead one of these fearsome warships, The Nemesis and
Medusa destroyed an Ork attack fleet of Terror Ships and Ravagers single-handedly using their upgraded weapons batteries, while
the Gorgon claimed the Eldar Shadow class cruiser Swift Striker using its retrofitted torpedo launchers during a routine convoy
escort mission.

| FM}]'"]N KEYWI]HI]S Bakka, Imperial Navy, Imperium | |




MOOSE MUSINGS

ASTEROIDS!

Wh a t this about?

In this musing, I'd like to propose something for smaller

games to reduce the level of abstraction a little bit. At the
moment planets and asteroid fields are kind of abstract
(planets less so), which means that you can move over or under
or past them without interacting with them much. I am
imagining a game where ships must actively weave between
the rocks and those who get it wrong smacking into the
asteroids.

Asteroid Fields
Replace each 5 cm x 5 cm square of asteroid field with D3

asteroids. These are on 15 mm bases, each one representing a
single significantly sized rock. Place them randomly in the 5

c¢m square arca.

Instead of rolling for leadership to traverse a field, you are now
in charge of making sure your ships don’t hit a rock. Ships
whose bases overlap those of an asteroid during any point of
their movement hits the asteroid (using the normal rules for
ramming but counting the asteroid as the ramming vessel). An
asteroid counts as having 6+ armour and 12 hitpoints for the
purposes of calculating ramming damage. The asteroid is also
at risk - if any hits are scored by the colliding vessel the

asteroid is destroyed.

Torpedoes or mines which hit an asteroid detonate, rolling to
damage the asteroid as if it were a ship with any roll of 6+
destroying the asteroid. Barrage bombs destroy an asteroid on
a roll of 3+ (this is more or less what they’re designed to do!).
Attack craft do not have to attack asteroids but are destroyed

on a roll of 6+ if their path goes over an asteroid’s base.

Destroyed asteroids are replaced with D3 blast markers.

During the shooting phase individual asteroids (not the field)
may be targeted directly, counting as ordnance for direct fire
weapons (i.e. use the far-right column of the gunnery table,
and both weapons only cause damage on 6+). Bombardment
cannons cause damage on a 4+. Nova cannon do damage as
normal, making them excellent for clearing out fields!
Shooting which passes within 5 cm of an asteroid takes an
extra right shift (or a -1 to hit for weapons which do not use
the gunnery table up to 6+) for each asteroid the fire passes
near. Shooting which traces its line of fire between two
asteroids within 5 cm of each other is limited to a range of 10
cm in addition to the shooting penalties. Nova cannons cannot
target ships if the line of fire passes through these 5 cm
bubbles but can target the asteroids. Armageddon guns work
as normal and can be useful for clearing a path!

Line of fire
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CAMPAIGN

BATTLEFLEET GOTHIC TREE CAMPAIGN . fance

How it works

This short tree campaign represents the invasion of a single
star system and works best for 2 players. It consists of 4 linked
battles.

The players start the campaign with a 2000 points fleet which
must follow the normal restrictions for the fleet list the fleet is
chosen from. When playing a battle, the players can only
choose their ships from this list, but they may otherwise ignore
any other restrictions. At least 1 fleet commander must be
bought to lead the fleet.

Players do not earn renown, but each player gain 1 appeal after
each battle and can otherwise earn crew upgrades and gain

increases or suffer decreases to ship leadership as usual.

Ships that are damaged will get their full starting hit points
back between each battle, but crippled ships must miss 1 battle
before they can be used again. Ships that are lost are lost,

remove them from your fleet roster.

This campaign represents an invasion spanning a short time,
and the ships on your roster and any gained through the use of
appeals are the only ones available within the timeframe of the
campaign, as such, no new ships are automatically added to the

roster when a ship is destroyed.
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