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6ere we Qo again

Time flies by and we are almost at the end of
October. Initially the plan was to release this
issue at the end of September but sometimes
it takes a bit longer due various circumstances.
The best part is that we have another great

packed issue with new content.

We will reveal the winner of the Tobari
Challenge in the very first article after this
editorial so check quickly which update will

come to this growing xenos race!

HuvalC continues his Tyrant challenge and
his joint article about the Imperial Navy with
Francis. Which is turning into a really nice

compendium on its own!

On the cover you see a grand image of the
Badab War event. Check the article from
DoublebaseFanatic about this grand gaming
day in Germany.

Furthermore, we have Italianmoose with a

new pirate hunting Imperial fleet list and

Turbidious Tom with a narrative battle report.

So, check it all!
Happy All Ahead Full,

- horizon

The Soulforge Warp Rift STL:
https://drive.google.com/drive/folders/1eqikwQOV
N75MTGdpMul4-

vCIDFpWcOfMI?usp=drive link

And the digital starter kit Soulfore STL
https://drive.google.com/drive/folders/1dxTelLC2b
TnlUfzZN RJF788wHmYBhMa6C?usp=drive link

WARP RiFT ISSUE 45, Ocober 2024

AN


https://drive.google.com/drive/folders/1eqikwOVN75MTGdpMuI4-vC9DFpWc0fMI?usp=drive_link
https://drive.google.com/drive/folders/1eqikwOVN75MTGdpMuI4-vC9DFpWc0fMI?usp=drive_link
https://drive.google.com/drive/folders/1eqikwOVN75MTGdpMuI4-vC9DFpWc0fMI?usp=drive_link
https://drive.google.com/drive/folders/1dxTeLC2bTnlUfzN_RJF788wHmYBhMa6C?usp=drive_link
https://drive.google.com/drive/folders/1dxTeLC2bTnlUfzN_RJF788wHmYBhMa6C?usp=drive_link

Lexmanum

Encylopedla




XENOS

THE TOBARI KINGDOM

TOBARI CHALLENGE COMPETITION

In the previous issue we had asked for contributions to the

Tobari Challenge Competition. We knew it was a niche within
a niche but still received two submissions. And the good news is
that both of them are great. Blitz Bits Designs and
RobotJimbo designed two beautiful ships for the Tobari
Kingdom.

As it was a competition, we (Arcaneshipyard, Bluesquat and I)
did need to pick a winner. No easy feature at all! After some
back and forth we made a verdict and decided who the winner
would be. Looking at the big image to the right will already be
big hint to the one who designed it:

Bits Blitz Designs congratulations! You've won it!

We will contact you regarding the prize. Enjoy!

On the following page you will find the rules for this sparkling
new Tobari Battleship. In the future I will collect all Tobari
knowledge from this and previous issues of Warp Rift into a

single PDF and release it as such for convenience.

You'll find the entry by RobotJimbo on the gallery pages
together with some newly painted Tobari cruisers by
Turbidious Tom.

Thanks all!
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XENOS

THE TOBARI BATTLESHIP

TOBARI BATTLESHIP 350 pOil’ltS At first the notables near the Caredlio Portal of the Imperial

offices believed the charter captain Nightgale of the Beralan

One to be a raving madman. That his tales of a gigantic vessel
belonging to the Tobari roaming the Khareshi Expanse was just
an exaggeration of a scared captain’s encounter with one of the

few reported Tobari haulers.

As captain Nightgale disappeared from the local stations the
i . @5 rumours about the gigantic Tobari vessel died with it. Turning
ryreyn | i - v iyt A S _'; ‘ into a folktale by some old shipmen.
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That all changed when the patrolling Imperial Sword Class
Frigate Blue Blits followed several signals deeper into the
Khareshi Expanse, beyond the first threshold. Their mind was
shocked as they witnessed a large gathering of Tobari vessels
around a small planet. Amidst of it all a giant vessel, even

) ) dwarfing some of the revered battleships of the Imperial Navy.
Type/Hits Speed Turns SHIEIE Armour Turrets

At a safe distance, the Blue Blits trailed the Tobari gathering as

Battleship/14 20 cm 45° 3 5+ 4
P it left the planet’s orbit. In the next weeks the Tobari moved in
P ——— Range/Speed Firepower/Str Fire Arc a what seemed random patterns through the expanse. As they
Brow Disrupt 30 3 Eront were about to delve even deeper into the expanse, a point at
row Disruptor cm ron
P which the Blue Bits would have stopped the trail and return to
Prow Weapon Battery 45cm 8 Front the Caredlio Portal the Tobari fleet suddenly bristled with
Port Weapon Battery 45 cm 4 Left/Front activity and engaged towards an asteroid cluster. Various
Starboard Weapon Battery 45 cm 4 Right/Front objects emerged from the asteroid field and as the space around
bort Launch B 30 em Assault ) the field lit up with blazing weapons on both sides the captain
ort Launch Bays cm Assau -
y of the Blue Bits was awestruck by the firepower the Tobari
Starboard Launch Bays 30 cm Assault 2 - battleship had at is disposal.

Special Rules: Tobari Battleships cannot go onto Come to New Heading Special
Orders.
You may take one Tobari Battleship per 1500 Points.

The Imperial Navy was warned. The Tobari Kingdom was

evolving fast. And countermeasures would be imminent.

e DU
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ENCYCLOPEDIA

GREY KNIGHTS

Grey Knights remastered fleet list

In 2010 the rules committee for Battlefleet Gothic added the
Inquisition as a new fleet option. Part of this Inquisition list are
the Grey Knights which are accessible if you take the Ordo
Malleus upgrade for the Lord Inquisitor.

The first time we saw a dedicated Grey Knights list was in
Battlefleet Gothic magazine issue 16. These had the intend of
being an addition to an Imperial Navy fleet a player would take.
Using the same principal as the first rules for Rogue Traders
did. However, did article did write an option to take a Space
Marine fleet, use the Inquisitor as the commander, call it Grey

Knights fleet and follow some mandatory rules.

In 2010 that last option wasn’t given, and the Grey Knights
became perhaps one of the hardest lists to decipher in the 2010

compendium.

With the great Battlefleet Gothic Remastered book Simon his
intend is, and will always be, to stay true to the official rules and

only improve wordings for clarity when needed.

With all above in mind, I extracted the Grey Knights
information from the Inquisition rules and moulded these into
a separate fleet list still following the official rules. After
checking with the three members of the rules committee and
leaving the list for a while I will publish it now here in Warp
Rift. Perhaps generating some feedback to make it even better
in wordings and clarity. Though remember! No changes to the
rules.

General Rules

Grey Knights count as Space Marines in all respects and as such
follow all rules for Space Marines as written on pages 92-94 of
the Battlefleet Gothic Remastered fleetbook.

(Note: Grey Knights may not take Thunderhawk annihilators)

FLEET COMMANDER
Ordo Malleus Inquisitor Lord 100 pts
Leadership 10 and 1 re-roll

Inquisitors of this Ordo are more knowledgeable of the dire
threat Chaos poses to all of humanity than virtually anyone in
the Imperium. Some radical Inquisitors of this Ordo come to
believe they can actually control this to an extent, turning
Chaos against itself to humanity's benefit.

If the fleet is above 750 points an Inquisitor Lord must lead the
fleet.

If an Inquisitorial Cruiser is present the Inquisitor Lord must
be placed aboard it. If the Inquisitorial Cruiser is not present
but a Blackship is then the Inquisitor Lord must be placed
aboard the Blackship. Otherwise, the Inquisitor must be placed

on the most expensive ship.

A vessel embarking an Ordo Malleus Inquisitor Lord is
accompanied by several squads of Grey Knights Space Marines
that serves as their personal bodyguard and assault force.

This ship adds +2 to its dice roll during a boarding action.

Hit and Run attacks from this ship add +1 to their roll, and
such attacks against this ship subtract -1 from their roll.

(Note: above two points are not to be applied to Grey Knight

or Space Marine vessels as these already include this upgrade).

Re-Rolls

An Ordo Malleus Inquisitor Lord gets one re-roll, which may
be used for any ship in the fleet. A second re-roll can be
purchased for +25 points.
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ENCYCLOPEDIA

GREY KNIGHTS

CAPITAL SHIPS
0-1 Grey Knights Battle barge 440 pts

You may include a single Grey Knights Battle barge if the
remainder of the fleet is at least worth 1000 points.
Furthermore, an Ordo Malleus Inquisitor Lord must lead in
the fleet.

0-1 Inquisitorial Cruiser 270 pts

A Grey Knights fleet may include a single Inquisitorial

Cruiser in the fleet.

0-1 Inquisition Blackship 300 pts
A Grey Knights fleet may include a single Blackship, which as

a special vessel does not count toward or against other ship
limits in the fleet.

Grey Knights Strike Cruiser 165 pts

One Grey Knights Strike Cruiser may be taken per 500 points
(so one from 0-500 points, two from 501-1000 points, etc.).

ESCORTS

You may include any number of escorts in your fleet in

squadrons of 2—6.

Nova class Frigate 50 pts
Gladius class Frigate 45 pts
Hunter class Destroyer 40 pts
Rapid strike vessel (Firestorm) 45 pts
Rapid strike vessel (Sword) 40 pts
Rapid strike vessel (Cobra) 35 pts
ATTACK RATING

A Grey Knights fleet led by an Ordo Malleus Inquisitor Lord
has an attack rating of 3 unless a Blackship is accompanying the

fleet, in which case its attack rating is 2.

ORDNANCE AND UPGRADES

The vessel embarking the Inquisitor Lord, or one Grey
Knights vessel may board a Grey Knights terminator
boarding party for +50 points.

Once per turn a vessel equipped with Terminator boarding
parties may use them when conducting a hit and run teleport
attack. They roll two dice for its hit and run attack and apply
both results, including the normal +1 bonus for being Space
Marines. Terminators may be used in addition to a normal
teleport attack that turn.

Every Grey Knights vessel in the fleet may embark an
Honour Guard for +10 points.

Once per turn you may use the Honour Guard. All the normal
rules for teleport attacks apply, except that they may be used in
addition to a normal teleport attack that turn.

The player may roll two dice and choose which one to use as
the result, including the normal +1 bonus for being Space

Marines.

Every Grey Knights vessel in the fleet mounts hexagrammic
wards throughout its hull and ignores any Chaos marks or
Daemonship effects affecting leadership or boarding

actions.

Marks of Slaanesh do not affect the leadership of this vessel,
Marks of Khorne do not double boarding values against this
ship, etc..

Rules for Chaos Space Marines still apply normally, and any
other special rules and effects such as the Forces of Chaos listed
in the respective lists in the Remastered Rulebook remain
unaffected. Hexagrammic wards are only applied to capital

ships.
An Ordo Malleus Inquisitor will only be called when intense

demonic activity threatens to overrun an entire Sector. The
enemy Chaos fleet may add one Mark of Chaos or upgrade a
cruiser to a Daemonship at no cost and may also do so again as

many times as there are Grey Knights strike cruisers in the fleet.

\ -~
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ENCYCLOPEDIA

GREY KNIGHTS

RESERVES AND ALLIES
A Grey Knights fleet will not take ships from or provide ships

to any other fleet list as reserves or allies, including Imperial

Navy, Rogue Trader or Adeptus Mechanicus fleet lists.

SCENARIOS

Scenarios may be rolled normally in any agreed-upon fashion. If
a Convoy Run scenario is rolled and the defending fleet list
includes an Inquisition Blackship, this vessel may be used as the
objective in the same manner as a transport convoy, counting as
eight transports for purposes of deciding escorting forces. A
single Inquisitorial Cruiser may be included as part of the
escorting fleet if desired and the points are available, keeping in
mind that the point value of the Blackship counts against the

escorting fleet!

SUB-PLOTS

Inquisitors are almost always in pursuit of some higher objective
that may be obscured by the current conflict at-hand. In
addition to any sub-plots rolled normally, the fleet led by an
Inquisitor must take a Secret Ploys subplot rolled randomly
from the table on p.126 of the Battlefleet Gothic Remastered
Rulebook.

CHANGES TO THE ORDO MALLEUS ENTRY IN
THE INQUISITION FLEET LIST page 140 of BFG

Remastered

(This change is needed to keep the reserve rule for chaos ships
but cannot be included in above list as Grey Knights can’t take
this option).

ORDO MALLEUS INQUISITORS

The following entry is for upgrading an Inquisitor to Ordo
Malleus in a non-Grey Knights fleet.

Inquisitors of this Ordo are more knowledgeable of the dire
threat Chaos poses to all of humanity than virtually anyone in
the Imperium. Some radical Inquisitors of this Ordo come to
believe they can actually control this to an extent, turning
Chaos against itself to humanity's benefit.

Ordo Malleus Inquisitor Lord +25 pts

The ship adds +1 to its leadership (max. 10) and +2 to its roll

during a boarding action.

Hit and Run attacks from this ship add +1 to their roll, and
such attacks against this ship subtract -1 from their roll.

The ship with the Ordo Malleus Inquisitor Lord aboard

mounts hexagrammic wards throughout its hull and ignores any

Chaos marks or Daemonship effects affecting leadership or
boarding actions. Marks of Slaanesh do not affect the
leadership of this vessel, Marks of Khorne do not double

boarding values against this ship, etc. Rules for Chaos Space
Marines still apply normally, and any other special rules and
effects such as the Forces of Chaos listed on p.158 [???] of the

Rulebook remain unaffected.

An Ordo Malleus Inquisitor will only be called when intense
demonic activity threatens to overrun an entire Sector. The
enemy Chaos fleet may add one Mark of Chaos or upgrade a

cruiser to a Daemonship at no cost.

RESERVES AND ALLIES
An Imperial Navy or Adeptus Mechanicus fleet led by an

Inquisitor that does not include Space Marine vessels may has

the following addition to its reserves and/or allies' rules:

For no change in their cost, a fleet led by an Ordo Malleus
Inquisitor may take as reserves any Chaos ship listed in the
Bastion Fleet List on p.37 of the Remastered Fleetbook. These
vessels are free of the “Strange Happenings” special rule as long
as the Inquisitor’s ship remains in play, but the fleet may not

take any Grey Knights vessels!

List written by horizon using the 2010 Inquisition fleet list.
Distilled everything to make it more readable. Cleared escorts
to be “Grey Knights”. List has been approved by Bob
Henderson and Ray Bell of the rules committee.

N—————
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MOOSE MUSINGS

Segmentum Pacificus- Chiros Sector Fleet List

Chiros

The Segmentum Pacificus is the region of Imperial space that
lies to the galactic west of Terra. Hydraphur serves as the major
fleet base in the region. The Chiros Sector is a region with
constant low-level pirate and raider activity and its sector fleet
has developed as dedicated hunters of these small bands. Long
patrols or convoy escort missions punctuated by short, furious
conflicts characterise the service in this sector. Advanced line-
of-battle ships are rare due to the long, hard, service during the
long patrols. However some more exotic ships have found their
way into the fleet due to their being useful for either protecting

convoys or chasing down small, fast, raiders.

FLEET COMMANDER
0-1 Admiral

You may include 1 Admiral in your fleet, who must be assigned
to a ship and improves its Leadership to the value shown. If the
fleet is worth over 750 points an Admiral must be included to
lead it.

Fleet Admiral (Leadership 8) 50 pts
Admiral (Leadership 9) 100 pts
Solar Admiral (Leadership 10) 150 pts

Admirals get one Fleet Commander re-roll included in their
points cost. Additional re-rolls may be purchased for the listed

point costs:

One extra re-roll 25 pts
Two extra re-rolls 75 pts
Three extra re-rolls 125 pts

CAPITAL SHIPS
Battleships

You may include up to one battleship in your fleet for every

three cruisers or battlecruisers.

Oberon class battleship (pg. 54) 335 pts

Invincible class fast battleship (see below)

Battlecruisers & Grand Cruisers

You may include up to one battlecruiser or grand cruiser in your
fleet for every two cruisers. Grand Cruisers do not count as

cruisers for purposes of fielding battleships.

Exorcist class grand cruiser (pg. 57) 230 pts
Mercury class battlecruiser (pg. 62) 255 pts
Overlord class battlecruiser (pg. 64) 220 pts
0-12 Cruisers

Dictator class cruiser (pg. 65) 220 pts
Tyrant class cruiser (pg. 67) 185 pts
Lunar class cruiser (pg. 69) 180 pts

Dauntless class light cruiser (pg. 75)....oooo 110 pts
Endeavour Class Light Cruiser (pg. 70)..........oooo..... 110 pts
0-2 Defiant Class Light Cruiser (pg. 74)..........oo.. 120 pts
Siluria Class Light Cruiser (pg. 76) 100 pts

ESCORTS

You may include any number of escorts in your fleet in

squadrons of 2—6.

Firestorm class frigate (pg. 77) 40 pts
Havoc class frigate (pg. 79) 35 pts
Sword class frigate (pg. 80) 35 pts
Cobra class destroyer (pg. 82) 30 pts

ORDNANCE

Any ship with launch bays may choose to have them launch any
mix of Fury interceptors and Starhawk bombers. Some ships
may carry Shark assault boats at an additional cost. Ships with
torpedo tubes are armed with ordinary torpedoes.

NOVA CANNON

No more than one ship in the fleet list may have a Nova
Cannon as these weapons are rare in this sector due to their

considerable maintenance and logistical requirements.

Sy
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MOOSE MUSINGS

Segmentum Pacificus- Chiros Sector Fleet List

INVINCIBLE CLASS FAST BATTLESHIP 310 Pts

This was previously printed in Battlefleet Gothic Magazine,
issue 13. I have increased the hits to 10 (with an increase in

cost), added the extra explosion rule from the Mercury, and

reworded the notes but otherwise left as-is. Remember it can

Come to New Heading, unlike other battleships.

Type/Hits Speed Turns Shields Armour Turrets

Battleship/10 25cm 45° 2 6+Prow/5+ 4
Armament Range/Speed Firepower/Str Fire Arc
Port Weapon Batteries 60 cm 12 Left
Starboard Weapon Batteries 60 cm 12 Right
Dorsal Lance Battery 60 cm 4 Left/Front/Right
Prow Torpedoes 30 cm 6 Front

Notes: Every time this vessel takes a point of damage, roll 2D6 rather than 1D6 when
checking for critical hits. Each roll of 6 causes one critical hit.

When reduced to zero hits, this vessel rolls 3D6 for catastrophic damage and sums the
result (any roll greater than 12 counts as 12).
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CAMPAIGNING THROUGH THE STARS

Rogue Traders., ros

Through the Stars

Reviled and admired throughout the galaxy, Rogue Traders are
the Imperium's spear into the far reaches of the galaxy, where
the light of the Imperium shines dim and the dangers of the
unknown abound. Holding power apart from Imperial
organisations, Rogue Traders have a freedom that’s
inconceivable for most Imperial citizens, and their kind revels
in such freedom. Running the full gamut between sadistic
corsairs, barely more than privateers with a charter, to
magnificent trading magnates, colonizers and purveyors of
exotic goods, there are not two Rogue traders alike to one
another, though they all share the same flame of ambition
within them. Rogue Traders may settle or burn planets in their
search for power without a single shred of remorse, for it is their

right to conquer and reap the riches of the galaxy.
Today I'll aim to provide you with the full almost-official

complement of rules that you’ll need to leverage your ambition
into wealth, renown, and power beyond imagination in a

campaign!

Rogue Traders in a campaign

Rogue Traders offer us the chance to roleplay our most insane
power fantasies, where we're given a letter allowing us almost
perfect free reign from the law and told to go conquer the stars
in whatever way we see fit. It can be quite hard to translate the
hyper capitalistic and narcissistic life of a Rogue Trader into a
campaign, especially since very often, the Rogue Trader’s power

is in commerce, wealth and influence instead of outright

military concerns, but that’s represented both in their lore and
their fleets. The changes I've provided here attempt to provide a
more lore-faithful representation of how a Rogue Trader’s
campaign is influenced as they amass wealth, hopefully without

changing the campaign rules too much!

General rules

Rogue Traders follow the usual rules for a campaign, being
capable of behaving as a conquering fleet or as a pirate fleet,
though in both cases that must be announced when the

campaign starts.

Lords of Riches

Rogue Traders may use vessels which have a transport capacity
during battles which do not require transports. In such battles,
these vast holds will be filled with goods and riches which will
fetch a great price should they make it to their destinations.

At the end of a battle, any Rogue Trader ship which has a
transport capacity and that wasn’t destroyed or disengaged will
provide riches to the Rogue Trader. For every full transport’s
worth of transport capacity, the Rogue Trader gains an extra
Repair Point (RP for short). Crippled ships provide only half
their regular transport capacity.

Should a Rogue Trader get more than 5 extra RP in this way in
a single battle, they will also get 1 extra Renown.

Sanctioned Explorers

Rogue Traders often interact and trade with Xeno empires,
breakaway factions and generally skirt the borders of the
Imperium’s rules and regulations in their search for riches, often

dealing in xenotech.

Rogue Traders gain an extra RP after raiding a system that is
held by a xenos faction, or after conquering a system from a

xenos faction, as they sell off Xenotech for extra profit.

Rogue Traders with a Renown of 20 or above may choose to try
and use an Appeal Chart or Refit Table from a different faction
(any faction from which you can take ships from as reserves or
allies). You must spend 5RP before rolling to see if the Appeal
is granted. If the Appeal isn’t granted, then the RPs are wasted.

S
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CAMPAIGNING THROUGH THE STARS

Rogue Traders., ros

Pirate Fleet Rules
Fleet Size

Your starting fleet size is 1500 points (or 75% of the starting
points value that has been agreed for conquering fleets in this

campaign).

Fleet Lists

Most Rogue Trader pirate fleets should be represented by using
the Pirates and Wolf Packs Fleet List, but you should feel free

to use other lists if you feel it appropriate!

Conquering Fleet Rules
Fleet Size

Your starting fleet size is 2000 points (or the starting points
value that has been agreed for conquering fleets in this

campaign).

Fleet Lists

Most Rogue Trader conquering fleets should be represented by
using the Exploration Fleet List, but you should feel free to use
other lists if you feel it appropriate!

Promotions

Your Rogue Trader will surely appreciate being called by their
proper title, and disrespecting a Rogue Trader by using the

wrong title can easily sign one’s own death warrant!

Rogue Trader commanders use the following table for their
promotions during a campaign, choosing what name to go by

depending on their inclination towards piracy.

The upgrades earned by the Rogue Trader commander from
the Rogue Trader Promotions Table must be applied to the
Rogue Trader commander’s flagship.

Renown Rogue Trader Titles
1-5 Dynasty Scion
6-10 Warrant Captain

11-20 Lord Captain

21-30 Trader Militant

31-50 Merchant Prince
51+ Void King

Pirate Titles

Bonus

Corsair Captain

Corsair Commodore

Corsair Admiral

Pirate Lord

Pirate Prince

Pirate King

Leadership 8, 1 re-roll

Leadership 8, 1 re-roll &
1 crew skill

Leadership 9, 1 re-roll &
1 crew skill

Leadership 9, 2 re-rolls &
1 crew skill

Leadership 10, 2 re-roll &
1 crew skill

Leadership 10, 2 re-roll &
1 crew skill, 1 ship Refit
(Xenotech, Archeotech or normal
Refit)

S
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CAMPAIGNING THROUGH THE STARS

Rogue Traders., ros

Refits

Rogue Traders are known for being eccentric
beings, and their ships represent this, with
Rogue Traders constantly adding components
acquired from legitimate and illegitimate sources
alike, ensuring that no two Rogue Trader ships

are the same.

The refit tables are for use by any capital ships in
a Rogue Trader fleet. They are not for use by
escorts. Ships that cannot use the refit rolled for
whatever reason may re-roll the result, such as
not being equipped with weapon batteries, attack
craft, etc.

Ships may choose to roll on the Rogue Trader
Torpedoes Refit table instead of the Rogue
Trader Weapons Refit table. No ship may be
equipped with more than one torpedo type from
the Rogue Trader Torpedoes Refit table.
Torpedoes from the Rogue Trader Torpedoes
Refit table are always restocked after each battle.

ROGUE TRADER ENGINE REFIT: The ship’s engines are fitted with additional systems or improvements have been made to the power
generators and energy relays in some fashion. Roll on the following table:

D6 Roll Engine Refit

1 Secondary Reactors: The ship’s additional power generators allow it to put on a tremendous burst of speed for short lengths
of time. The ship rolls an extra 2D6 when on All Ahead Full special orders.

2 Evasive Jets: The hull of the vessel is studded with powerful short-burn engines which allow it to drastically turn to avoid
incoming fire. At the start of the enemy shooting phase, the ship may take a Leadership test. If it is passed, the ship may make
a single 45° turn 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 Scm.

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 Retros or Come to New Heading special orders, the ship may add +1 to its
Leadership.

5 Auxiliary Power Relays: The rear of the ship is criss-crossed 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 low-frequency 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).
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CAMPAIGNING THROUGH THE STARS

Rogue Traders., ros

ROGUE TRADER SHIP REFIT: The structure of the ship is improved in some way, new
equipment is installed, or better trained or specialised crew members are brought in. Roll on
the following table:

D6 Roll | Ship Refit

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

1 Improved Sensor Array: The ship’s assayers and long-range surveyors are
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.

D6 Roll | Weapon Refit

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

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

3 Superior Damage Control: The ship benefits from an improved auto-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.

Turbo-weapons: The ship’s weapons have been given additional punch and
2 accuracy at long range. The ship does not suffer a right column shift when firing
over 30cm.

Targeting Matrix: The ship’s weapon systems are linked together through 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 table (before
any other column shifts for range or Blast markers).

4 Reinforced Hull: The ship’s hull is fitted with additional armour and internal
bracing, increasing its damage by 25% (rounded up) but reducing its speed by
S5cm.

5 Improved Logic Engines: The ship’s countless metriculators and mechanical

cogitators enable the crew to perform with full effectiveness even in the midst of
the fiercest battle. The ship does not suffer -1 Leadership for being in contact
with Blast markers.

Auto-loaders: The ship’s crew are aided in their task of readying torpedoes and
attack craft by huge semi-automated machinery. The ship adds +1 to its
Leadership when attempting Reload Ordnance special orders (re-roll this if the
ship has no ordnance).

6 Overload Shield Capacitors: Specialised power relays and generators allow the
ship’s engineers to temporarily divert extra power to the shields. For each hit
against the shields, roll a D6. On a roll of a 6, the hit is ignored and no Blast
marker is placed.

Superior Fire Control: A powerful fire control system has been installed in the
5 ship’s bridge, enabling the command crew to direct the ship’s firing 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 ship’s
navigational systems enables the gun crews to fire with greater accuracy when
6 the ship is performing special manoeuvres. If the ship is on All Ahead Full,
Burn Retros or Come to New Heading special orders, its firepower and lance
Strength is reduced by 25% (rounded up) rather than halved.
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CAMPAIGNING THROUGH THE STARS

Rogue Traders., ros

ROGUE TRADER TORPEDOES REFIT: The ship has been equipped with special torpedoes. Roll on the following table:

D6 Roll | Ship Refit

1 Short Burn Torpedoes: Short burn torpedoes have more powerful engines but a limited amount of fuel. They are considerably faster than ordinary torpedoes but will ‘burn out’ and lose engine power very quickly in
comparison to ordinary torpedoes, which are designed to cruise at speed for longer periods.

Short burn torpedoes have an increased speed of 40cm. However, to represent the chance of them burning out, roll a D6 for each salvo of short burn torpedoes after they have moved and made any attacks - on a roll
of 6 the torpedoes run out of fuel and are replaced with a blast marker.

2 Guided Torpedoes: Guided torpedoes are directed via telemetry from the ship which launched them, allowing them to be guided onto a target, even directed against a specific enemy ship amidst the confusion of
battle. Although tight beam communication links are used for control from the parent ship, guided torpedoes are still vulnerable to enemy interference and jamming.

Guided torpedoes can make a turn of up to 45° at the beginning of the ordnance phase, if the ship which launched them passes a Leadership test. If the Leadership test is failed, one enemy ship can attempt to give
the torpedo salvo false instructions by passing a Leadership test. If the enemy ship is successful, the enemy player is allowed to turn the torpedoes instead!

3 Seeking Torpedoes: The art of building self-guided torpedoes is almost lost to the Imperium, but they are still manufactured in tiny numbers at the great Adeptus Mechanicus temples on Mars. Logic engines and
matriculators aboard the torpedoes themselves enable them to identify the attack vector most likely to result in the salvo reaching a target. The disadvantage of secking torpedoes (other than their rarity) is that the
surveyors they use to detect enemy ships are easily blinded by blasts and debris, leading to premature detonation.

A seeking torpedo salvo will make a turn of up to 45° at the start of the ordnance phase, so that it is pointing towards the nearest enemy ship. If several enemy ships are an equal distance away, the seeking torpedoes
will turn to attack the largest enemy ship. Seeking torpedoes which move through blast markers will detonate on a D6 roll of 5 or 6, instead of a 6 as is the case with ordinary torpedoes. Unlike ordinary torpedoes,
the superior logic engines on board seeking torpedoes mean that they will not attack friendly ships that they move into contact with.

Ships are only equipped with enough Seeking Torpedoes to fire a single salvo of them in a battle.

4 Barrage Bombs: Barrage bombs are configured specifically for penetrating the atmosphere of a world and bombarding planetary targets. In comparison to ordinary anti-ship torpedoes, barrage bombs have a
relatively diftuse blast radius, being designed to achieve maximum saturation of the target area.

Barrage bombs can be launched while a ship is in low orbit, where they will move just like ordinary torpedoes in deep space (they are unaffected by the gravitic pull of the planet). Barrage bombs may also be
launched in space, like ordinary torpedoes. Each salvo of barrage bombs which strike a planet during a planetary assault scenari*
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