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Still traversing the void

And Warp Rift hits the internetwith its secondissuein 2025.
Maybe less publications than last year but that is being
coveredwith the Orktober releasebyNateMontes

ARMADA INDOMITUS ORKS

andWorld Enginesupplement!

World Engine

And nowhappyreadingwith this newissueof Warp Rift!
Horizon
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Gargoyle Class Battleship 370 pts

Imperial Navy tacticiansand historians have no definitive answer to the origin of the
GargoyleClassBattleships, There is possibleevidenceof their existenceasfar backasthe
Great Crusade, though this could be referringto one of the classesof ship not seenin the
Imperium for millennia and havenow beenlong forgotten. The old theory was that the
Gargoyleclassis simply a refitted DespoilerClassdue to the similarities, howeverthis is
contradictedby there beinga small numberof reportedsightingsof Gargoylesfrom before
the developmentof the DespoilerClassaspart of the GareoxPrerogativein the mid 36th
millennium. An alternativetheoryis that the GargoyleClasscouldbea moreheavilyrefitted
DesecratorClass, thoughthe most likely answeris that this is simplya newdesigncreatedby
the Dark Mechanicussometime afterthe Heresy.

The first confirmedsightingof aGargoyleClassBattleshipwasin 798. M 34 in the Ramarrus
Sector, ashipof unknownnamewasencounteredby apatrolof ImperialNavydestroyersthat
werehunting a pirate band through an asteroidfield. The battleshipdestroyedtwo of the
patrol in its openingbroadsidebeforedeployingbomberwingsthat destroyedanother. The
patrolquicklydisengaged, the survivingcrewswereableto giverelativelyaccuratedescriptions
of the unknownship they had encountered. This sameship hasbeenencountereda total of
16 times sincethen, mostly raiding convoysand ambushingsmall patrols. Captainsof the
RamarrusGrand Fleethavedubbedthe battleshipThe Huntsmanthanksto its activities. It
still remainsunknownif The Huntsmanbelongsto a largerchaosfleetor hasbeenoperating
alonethis wholetime.

The most well-known Gargoyle Class Battleship is the Symphony of Suffering. The
Symphonyis oneof the four battleshipsin the Slaaneshdedicatedfleet that alsoplaguesthe
RamarrusSector,andhasbeena constantthorn in the RamarrusFleet'sside. The Symphony
of Suffering is the flagship of it's fleet's second-in-command, a Commodore of horrific
description and infamy, and has accountedfor severalcruiser kills and the battleships
Heavenbringerand Bellus Mare, along with a scoreof escortshipsand transports,and is
credited with the bombardmentand destructionof Hive City Axaliba. Most notably the
Symphonyand its fleet wasone of the Chaosfleetsto rally togetherunder the Undivided
Warlord, High Admiral VarandakTroth, andtakepart in the massinvasionof the Ramarrus
Sector, sailingasthe spearheadof the Chaoshostasit emergedfrom The BalefulAccretion.

Type/Hits Speed Turns Shields Armour Turrets

Battleship/12 20cm 45* 4 5+ 4

Armament Range/Speed Firepower/Str Fire Arc

Port Weapon Batteries 45 cm 10 Left

Starboard Weapon Batteries 45 cm 10 Right

Port Lance Battery 60 cm 3 Left

Starboard Lance Battery 60 cm 3 Right

Dorsal Weapon Batteries 60 cm 6 left/front/right

Prow Launch Bays

Swiftdeaths: 30cm

Doomfires: 20cm

Dreadclaws: 30cm

4 -

Gargoyle Class Battleships cannot use the Come to New Heading Special Orders.

5W A R P  R I F T  I S S U E  47, October 2025
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Classification: Echo Class,Imperial Heavy Missile Cruiser

Role: Long-rangesupport and precisionstrike vessel

Builder: Cypra Mundi Orbital Shipyards

Operational Sector: SegmentumObscurus

Origins of the "Echo" Class

The Terra Eternal is the last of a rare classof specializedmissile

cruisers constructed for the Imperial Navy. Originally conceived

during the Age of Apostasy(M 36), the Echo classwasdesignedasa

precisionstrike vesselintendedto support largerfleets. The shipsof

the Echo classwereequippedwith powerfuldorsal-mountedtorpedo

arrays, capable of firing advancedguided torpedoes fitted with

cogitator systemsfor real-time course correction over very long

distances. These torpedoes,guided by the ship's state-of-the-art

communicationsand augurysystems,allowedthe Echo classshipsto

strikeenemiesat extremedistanceswith devastatingaccuracy.

Unlike most Imperial Navy cruisers,the Echo classwas built with

minimal weaponsbatteries,trading broadsidefirepower for speed,

range,andareinforcedhull designedto protectits vital torpedoarrays.

Notably, it alsopossessesno prow weaponry,leavingit vulnerablein

direct engagementsand requiring heavyescortto surviveprolonged

skirmishes. Instead,the Echo classoperatesasa fleet-supportvessel,

devastatingkeyenemyshipsor installationsfrom afarbeforeretreating

to saferpositions.

ServiceHistory

The Terra Eternal wasthe sixth and last ship of its classto leavethe

CypraMundi shipyardsandit seemsit is the lastsurvivingexampleof

this class. The Imperial Navy, alwayswary of deviatingfrom tried-

and-trueshipdesigns,viewsthe Echoclassasa tacticalanomaly.

Nevertheless,the Terra Eternal proved itself during its maiden

engagementin M 36, during the Siegeof ±ŜƭƪǊŀŘΩǎExpanse. Tasked

with breakingthe defensiveline of a hereticalfleet, the Terra Eternal

usedits guidedtorpedoesto annihilatetwo enemycruisersandcripple

aChaosGrandCruiser,turning the tide of the battle.

Following this success,the Terra Eternal becamea specialistship,

deployedin scenariosrequiring precisionstrikeson heavilydefended

installations,xenos warships,or heretical fleets. Its lack of heavy

conventionalfirepower,however,madeit reliant on escortsand often

placedit in greatperil. One suchperil cameduring the Battle of Six

Sunsin mid M 36, wherethe Terra Eternal wasforcedto flee from a

fleet of Ork escortsafter expendingits torpedoeson a Hammer

Battlekroozer, leavingits own escortsto cover its retreat. The ship

barely escaped,sustainingseveredamage,which took decadesto

repair.

Reputation

Among the crewsof the ImperialNavy,the TerraEternalhasgaineda

reputationasboth aweaponof precisionandasymbolof vulnerability.

Its own crew refersto the ship as "The olΩDragonfly" and it hasa

reputationof operatingon the peripheryof battles,firing its deadly

payloadbeforeretreatingfrom anydirectcombat.

Others mockingly call it "The Coward'sBlade", an insult leviedby

thosewho disdainits dependenceon othershipsfor protectionandits

deviationfrom standardImperial Navy doctrine. Despite this, many

navalofficersvaluethe Terra Eternal for its ability to accuratelystrike

enemiesfar beyond the effective range of conventionaltorpedoes,

delivering the Emperor's judgment without exposingthe fleet to

unnecessaryrisk.

The torpedoeslaunchedby the Terra Eternal are known for their

almosteerieprecision. Other deployedshipsoften report ghostlyvox-

interferenceand faint, incomprehensiblewhispersas the torpedoes

closein - a byproductof the ship'sadvancedtargetingcogitatorsand

communicationarrays. Among superstitiousratings,this phenomenon

is considereda sign of the Emperor's wrath, while some whisper

darkertalesof the machineǎǇƛǊƛǘΩǎhungerfor destruction.

Doctrine and Challenges

The Terra Eternal exemplifiesthe dangersof relyingon experimental

navaldoctrine in the grim reality of the 41st millennium. While its

torpedo arrays are unrivaled in destructivepotential, its lack of

versatilityhasmadeit a logisticalchallengeto deploy. The vesselis

rarelyseenwithout adedicatedescortof frigatesanddestroyers,which

protect it from direct assaultswhile it carriesout its role as a long-

rangeexecutioner. Its relianceon specializedguided torpedoesalso

placesa heavystrain on Imperial forges,leadingto complaintsfrom

sectoradmiralsabout the ǾŜǎǎŜƭΩǎcost comparedto more traditional

cruisers.

Despite thesechallenges,the Terra Eternal has survivedcountless

engagementsthrough a combination of clever captains, precise

firepower, and the occasionalintervention of the Emperor's divine

will. While its sisterships,the Echo I through Echo V, haveall been

destroyedor lost to the Warp, the Terra Eternal continuesto serve,

provingitselfanindispensabletool for the right battlefield.

Legendsand Omens

It is said amongthe ǎƘƛǇΩǎcrew that the Terra Eternal is cursedto

foreverroamthe void, separatedfrom its fleetmatesby distance,both

physicaland spiritual. Somebelievethe ǎƘƛǇΩǎtorpedoesare guided

not only by technologybut by its restlessmachinespirit, hungeringfor

vengeanceagainstthe enemiesof the Imperium. In whisperedtones,

some claim the ship itself echoeswith faint, mournful cries - a

remnantof its Machine{ǇƛǊƛǘΩǎcontinuousreaching-out into the void.

Whether true or merelysuperstition,thesetaleshaveonly addedto

TerraEternal'slegend.

In the grim darknessof the far future, the Terra Eternal continuesto

bring ruin to the foesof the Emperor,its guidedtorpedoessingingthe

final dirgeof heretics,xenos, andtraitorsalike
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Type/Hits Speed Turns Shields Armour Turrets

Cruiser/8 20cm 45* 2 6+/5+ 3

Armament Range/Speed Firepower/Str Fire Arc

Port Weapon Batteries 30 cm 6 Left

Starboard Weapon Batteries 30 cm 6 Right

Dorsal Torpedoes 20-40 cm 8 left/front/right

Special

The Terra Eternal completely ignores prow critical damage, regardless of the cause. 
If any critical damage rolled against the table results in a Prow

Armament Damaged critical hit, it is assumed the critical damage did not take place,

and it does not move up to the next higher critical damage. If the critical damage is

caused by the ship taking a hit, the hit itself still counts normally.

Torpedoes

The Terra Eternalôs torpedoes are able to alter both their speed and course throughout 
flight, so may move at any speed between 20 cm and 40 cm (i.e. must move at least 20 
cm, cannot move more than 40 cm) each ordnance phase.

They are also guided. Each ordnance phase the missiles may change course by 45 
degrees at the start of their movement. 

However, you must roll a dice for each point of torpedo strength in the salvo at the 
start of each ordnance phase, after the one they were launched. The salvo is reduced 
by 1 point for every 6 rolled.

Using the Terra Eternal Missile Cruiser

If your opponent agrees, Terra Eternal may be used in a Gothic Sector or Bastion 
fleet. It counts as a Battlecruiser. Roll on the standard leadership table. The Terra 
Eternal is a unique vessel; only one may ever be in a fleet.

7W A R P  R I F T  I S S U E  47, October 2025

Imperial Missile Cruiser by Bleachhawk

Check out the Forge Section to see how Bleachhawk build the

Imperial Missile Cruiser!

Echo VI Terra Eternal Heavy Missile Cruiser 260 Points
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The Lugganath Craftworld

The Lugganath Eldar have turned their backs upon the material

realm, for they consider its worlds alreadylost. Perceivedas little

better than Corsairsby other Craftworlds, the Eldar of Craftworld

Lugganathareasocietyof renegades.

They seekto foster closeties with the Harlequinsof the Laughing

God, as the LugganathEldar hope to abandonthis galaxyand start

civilisation afresh and claim the Webway as their realm, possibly

reclaimingthe LabyrinthineDimensionfrom the Drukhari aswell.

It is their ultimate plan to secedefrom realspaceentirelyby finding a

Webwaygatelargeandstableenoughto sailtheir Craftworld through,

and a hidden sparof the galacticlabyrinth in which to createa new

homeandthusfind salvationfor the Eldar within its twilight expanse.

Having cast off many of the rigid ways of Eldar culture, the

Craftworld hasbecomea havenfor outcastsof all kinds. They foster

closertieswith the Harlequins,for their knowledgeof the Webwayis

unrivalled.

Eldar Corsair fleets cluster around the docking towers of the

Craftworld, amongst them the notorious Sunblitz Brotherhood.

Under the watchful gazeof their Farseers,the hard-eyedpeopleof

Lugganath mingle freely with these warriors of the fringe. When

Lugganathgathersfor war, its armiesarean eclecticmix of standing

andauxiliaryforces,a riot of colourin agalaxygreywith age.

The Fleet List

The LugganathCraftworld follows the standardrulesfor Craftworld

Eldar aswritten in the RemasteredRulebook.

Craftworld Lugganathhasanattackratingof 3.

Fleet Commander

Your fleet must include a commanderif your fleet is greaterthan

750pts.

0-1 Autarch

You may includeoneEldar Autarch in your fleet, who replacesthe

ǎƘƛǇΩǎLeadershipwith his own. If the fleet is worth over 1000

points,anAutarchmustbeincludedto leadit.

Eldar Autarch(Ld 9) 75 Points

The Autarchmaypurchaseare-roll, at the costlistedbelow:

One re-roll +25Points

This re-roll maynot beusedfor Corsairvessels.

0-3 Corsair Captain

You mayinclude1 CorsairCaptain in your fleet per 500 Points,who

must be assignedto a Corsair Eldar capital ship and adds+1 to its

Leadership,to amaximumof 10.

CorsairCaptain(+1 Ld) 50 Points

You maypurchaseasinglere-roll for yourCorsairCaptainby paying

the costlistedbelow.

One re-roll +25Points

This re-roll maynot beusedfor Craftworld vessels.

Farseer 30 Points

You may include one Farseerper 1000 points in your fleet, eachof

whom must be assignedto a Craftworld Eldar capitalship (including

the flagshipif desired)andgivesthe vessela re-roll whichmaybeused

on itself, anotherCraftworld or CorsairEldar capitalship in the same

squadronor a Corsairor Craftworld Eldar escortsquadronwithin 15

cm.

Harlequins 75 Points

The mysteriousand enigmaticEldar area forceto be reckonedwith,

striking unseenyetrelentless.

Each turn the Harlequinsmaybe usedfrom any ship (one ship only

and it can be a capital ship or escortship) to launcha hit and run

attackon anenemyship. Sonext turn theycouldlaunchfrom another

ship.

When rolling to attack roll 2 dice and apply both resultswith the

standard+1 modifier for Eldar. Thesemay be usedin addition to a

normalteleportattack.

If the ship from which they launchedtheir lastattackis destroyedthe

Harlequinscountaslost.

W A R P  R I F T  I S S U E  46, March 2025 8W A R P  R I F T  I S S U E  47, October 2025
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CAPITAL SHIPS

For eachCorsairEldar Capital ship,a CorsairCaptainmustbetaken.

The AutarchcanalsocommandaCorsairEldar capitalship.

Battleships / Grand Cruiser

May take one battleshipor Grand Cruiser per full 1000 Points. An

Eldar Autarchmustcommandthesevessels.

0-1 Craftworld Eldar PhoenixClass 400Points

0-1 Craftworld LugganathVoid DragonClass 320Points

0-1 CorsairEldar Void Stalker 380Points

Battle cruisers0-4

You may take 1 battlecruiserper 2 attack cruisers. Except for the

FallenSunwhich is excludedfrom this rule.

0-1 FallenSunDragonship 290Points

Craftworld Eldar Dragonship 260Points

CorsairEldar KurnousClass 250Points

CorsairEldar Vaul Class 210Points

CorsairEldar EclipseClass 250Points

CorsairEldar ShadowClass 210Points

Attack cruisers0-8

Craftworld Eldar Wraithship 160Points

Craftworld Eldar Spectre 130Points

CorsairEldar AuroraClass 140Points

CorsairEldar SolarisClass 135Points

The LugganathSolarishas45cmrangeWeaponBatteries

ESCORTS

Craftworld Eldar Shadowhuntersmay be taken in squadrons

consistingof 2-6 ships.

For eachCorsairEldar capitalship presentin the fleet, youmaytake

oneCorsairEldar escortsquadronconsistingof 2-6 ships.

Craftworld Eldar Shadowhunter 40 Points

CorsairEldar Hellebore 65 Points

CorsairEldar Aconite 55 Points

CorsairEldar Nightshade 45 Points

CorsairEldar Hemlock 45 Points

(The Nightshade& Hemlockhaveincreasedcostto keepbalance)

GHOSTSHIPS

One capital ship per 1000 points in the fleet may be upgradedto a

Ghostship. SuchavesselmayincludeaFarseerbut no AspectWarrior

crew.

Ghostship(pg. 288RR) Free

ASPECT WARRIOR HOST

Any Craftworld Eldar capitalship in the fleet maybe equippedwith

AspectWarriors,servingastheǎƘƛǇΩǎfighting crew.

AspectWarrior Host (pg. 286RR) +20pts

ORDNANCE

Any shipwith launchbaysmaychooseto havethem launchanymix of

Nightwing/DarkstarfightersandPhoenix/Eaglebombers.

Shipswith torpedotubesarearmedwith Eldar torpedoes.

Attack craft carriersmayalsobe equippedwith torpedobombersfor

+15 points per launchbay, with thesefunctioning the sameway as

otherEldar torpedoes.

Attack craftcarriersmayaddVampireassaultboatsfor +15 Points(for

CorsairandCraftworld vessels).

Sunblitz Brotherhood traits

The SunblitzBrotherhoodareled by threebrothers- triplets - Known

asPhaendris,Siriolas,and Erandael. All threehavea deepcontempt

for lesserraces,though which is hated most of all dependson the

brother. Phaendrisaimshis greatestire at Humans,SiriolasNecrons,

and ErandaelOrks. Nonetheless,they arebound by a furious loyalty

andwill brookno insult to oneof their kin from anyoutsider.

Eachcorsairvesselmayaddonetrait of the SunblitzBrotherhood,of

course they have to be painted the colours of the Sunblitz

Brotherhood.

Follower of Phaendris - versusany Imperial faction (including

Chaos)- the shipgains+1 Leadershipfor +5 points.

Follower of Siriolas- versusNecrons- the ship hasa Netherfield

(seethe Haven ClassSpire for rules) insteadof holofields, these

cannotbeignoredbyNecronweaponry. Costs+10points.

Followerof Erandael- versusOrks - the ship gains+5cm speedon

all speeds. Costs+5 points.

(Note: the price is paid per ship in a squadron!So, a squadronof 3

Hemlocksbeing followersof Siriolaswould haveto pay +30 points,

leadingto the Hemlocksquadroncosting150pointsin total).

ALLIES & MERCENARIES

Lugganathcanally with other Craftworld Eldar if theάIŜǊƻέoption

is takenfrom the regularEldar fleet lists.

9W A R P  R I F T  I S S U E  46, March 2025 9W A R P  R I F T  I S S U E  47, October 2025
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Craftworld Eldar Spectre 130 pts

The Spectre-classcruiserof Craftworld Lugganathis a razor-thin bladein the void, a ship

built for unparalleledspeedandstealth. Its wraithbonehull is a sleek,predatoryshape,sofast

it appearsto flicker in and out of existenceasit racesthrough the star-strewndarkness. Its

purpose is not to engagein drawn-out battles, but to act as a scalpel,to strike with

overwhelmingforceat asingle,vital point beforeits foecanevencomprehendthe attack.

In combat,a Spectre-classcruiserdoesnot tradeblows. It is a thing of puremotion, weaving

betweenthe sluggish,brutishshipsof lesserraces,its pilot a masterof the war-dance. Lances

of energyand streamsof monomolecularpulsar burst from its hidden cannons,targeting

bridge-spires, engine coils, and command decks with absoluteprecision. The cruiser's

engagementlastsonly moments,a blur of light andfury, leavingcrippledandburningwrecks

in its wakebeforeit vanishesinto the blackness.

Its work complete,the Spectre-classcruiser retreatsto the Craftworld, behind the main

battlefleet,leavingno traceof its presence. It carriesno greatsorrowor historicalburden; its

purposeis immediateandtactical,a fleetingstriketo ensurethe survivalof its kin. It is asliver

of light againstthe encroachingdarkness,a harbingerof swift, silentdeathfor all who would

standagainstthe will of Lugganath.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/4 15/20/25cm Special Holofields 5+ 0

Armament Range/Speed Firepower/Str Fire Arc

Weapon Batteries 30 cm 4 Front

Pulsar Lance 30 cm 2 Front

10W A R P  R I F T  I S S U E  46, March 2025 10W A R P  R I F T  I S S U E  47, October 2025
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Corsair Eldar Kurnous Class Cruiser 250 pts

A previouslyuncataloguedvariantof Eldar cruiser,the Kurnousis often confusedwith the

Eclipse due to the hull similaritiesand the trend for Eldar ships to strike and disappear

without a tracemakingidentificationacomplexprocess.

The Kurnousseemsto sharethe function of the Eclipseasa carrier for Eldar attackcraft,

though wherethe Eclipsetendsto stayat longerrangesto strike with its pulsarlances,the

Kurnous insteadseemsto pursuemuch more aggressivetactics,closing in with escortsto

makefull useof its laserweaponbatteries.

The corsairsof the Twilight Swordshavebeenknown to useKurnouscruisers,their fastand

savageraidswell-suitedto the useof them. Their deploymentduring the raid on Kitalir 4

proveda particularlydeadlyreminderof their ferocityasthey destroyedthe defendingcobra

squadronsbeforevanishingonceagain.themselvesis misleadingfrom anImperialperspective.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 15/20/25cm Special Holofields 4+ 0

Armament Range/Speed Firepower/Str Fire Arc

Prow Weapon Batteries 30 cm 8 Front

Keel Launch Bays
Fighters: 30cm

Bombers: 20cm
4 -

The Kuranos can be taken in a Corsair Eldar fleet as a standard cruiser vessel

The Kurnous class was designed by the French Battlefleet Gothic Community / 
BFG Armada 2

Corsair Eldar Vaul Class Cruiser 210 pts

The Vaul is an extremelydeadlyEldar cruiser that specializesin carrying massivepulsar

lancesthat melt throughenemyshipswith aneasethat is jarring to see. The Vaul arepriority

targetsto spacemarinesof the StarClawsafterthe Incident at Dereth 2, whereasquadronof

Novasandthe Strike Cruiserά.ƭŀŘŜof Righteousness"weredestroyedin battleby two Vaul

cruisersof the Void Runnerscorsairband.

The thick ceramitearmourof the SpaceMarine shipsprovedto be of little useagainstthe

concentratedpulsarlancesof the Eldar vessels.

The Vaul's combination of lancesand speedis a fearsomecombination,but they're also

capableof unleashingvolleysof sophisticatedtorpedoesthat canproveto be a nastysurprise

to anyshipsunluckyenoughto bedownrange.

It is fortunatefor thosewho regularlyfacethe scourgeof corsairwarbandsthat the Vaul is a

lot lesscommonlyseenthan the Shadowclass.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 15/20/25cm Special Holofields 4+ 0

Armament Range/Speed Firepower/Str Fire Arc

Keel Torpedoes 30 cm 4 Front

Prow Pulsar Lance 30 cm 3 Front

The Vaul can be taken in a Corsair Eldar fleet as a standard cruiser vessel

The Vaul class was designed by the French Battlefleet Gothic Community / BFG 
Armada 2

11W A R P  R I F T  I S S U E  46, March 2025 11W A R P  R I F T  I S S U E  47, October 2025
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Type/Hits Speed Turns Shields Armour Turrets

Battleship/10 10/15/20cm Special Holofields 5+ 0

Armament Range/Speed Firepower/Str Fire Arc

Choose one dorsal weapon

Weapon Batteries 45 cm 8 left/front/right

Prow Pulsar Lance 30 cm 3 Front

Choose one prow weapon

Weapon Batteries 45 cm 16 Front

Prow Pulsar Lance 30 cm 3 Front

Choose one keel weapon

Torpedoes 30 cm 8 Front

Phantom lance 45 cm 3 left/front/right

The Phoenix Class was designed by Hellbore (Warp Rift 30)

Craftworld Eldar Phoenix Class Battleship 400 pts

The largestEldar stellarvesselsbesidesthe Craftworldsthemselves,the Phoenixshipshavea

strongsymbolicplaceamongstthe fleet. Namedfor the symbolof the Lord of the Eldar gods,

!ǎǳǊȅŀƴΩǎPhoenixrepresentsthe hopeand rebirth of the Eldar racefrom the ashesof the

Fall; their attempt to rekindlewhat waslost. The Phoenixshipsarea potent symbolof this,

equippedwith the most powerful Eldar weaponryavailableand can lay wasteto entire

squadronswith a singlebarrage. The shipdesignemphasizesdurabilityanddestructiveforce,

somethingnot oftenseenamongstEldar ships.

To the Craftworldershowever,speedis secondaryto absoluteforce, as nothing is more

important than the protection of the Craftworld itself. Very rarely do the battlefleetsof a

Craftworld straytoo far from home,asto do sowould leavetheir kin horribly exposedto the

depredationsof ahostilegalaxy.

With this in mind the Phoenixship hasan enlargedhull designto freeup spacefor weapon

mountsandgivethe ship a stayingpowergreaterthan evena Dragonship. To powersucha

largeship the designincorporatesextrasails,givingthe Phoenixshipamagnificentyetsinister

silhouette.

Phoenixshipsarealsosometimesupgradedwith unusualweaponry; ancientdevicescreated

beforethe Fall when Eldar technologywasat its height. Theseweaponsvaryfrom massive

pulsarcannonsadaptedfrom their mountson the Craftworld itself to the deadlyDistortion

Lance,a horrific weaponthat tearsthe veryfabric of reality apartto spill the horrorsof the

warpinto realspace.

Armament Range/Speed Firepower/Str Fire Arc

Instead of the keel weapons one Phoenix battleship may take the distortion lance

Distortion lance 45 cm Special Front

The distortion lances follows the Nova cannon rules except they do not have a 
minimum range and ignore shields. Each shot causes d3 hits on ships under the 
template and d6 on ships under the hole

1212

12

12W A R P  R I F T  I S S U E  46, March 2025 12W A R P  R I F T  I S S U E  47, October 2025



Encyclopedia

Craftworld Lugganath by horizon

13

Fallen Sun Dragonship 290 pts

he DragonshipFallen Sun of Craftworld Lugganathdrifted through the void, a shardof

wraithboneandforgottengloryagainstthe blackcanvasof adeadstar. Its hull, onceapristine

white, wasnow streakedwith the sootof a thousandsunsandthe goreof a thousandbattles.

The spirit stonesof its crewhummedwith a sorrowfulsong,a lamentfor the lost gloryof the

Aeldariandthe unendingwaragainstthe encroachingdarkness.

Commandedby the enigmaticFarseerEiladar Ys, the ship wasa ghost,appearingfrom the

Webwayto strikewith devastatingprecisionbeforevanishingoncemore,its purposea secret

knownonly to the Farseerandthe echoesof the lostsoulswithin the ship'score.

FarseerEiladar Ys stood on the bridge; his eyesfixed on the holographicstar chartsthat

shimmeredwith the paths of their enemies. The weight of his prophecieswasa physical

burden,eachvisionaglimpseinto a futureof ruin anddespair.

The FallenSun washis instrument; a bladeforgedin tragedyto carvea sliverof hopefrom

the impossibleodds. He had seenthe endof all things, the final deathof the galaxy,andhe

knewthat everyvictory,no matterhow great,wasbut a delay. Yet, he continuedto fight, his

resolveashard asthe wraithboneof his ship, driven by a cold, desperateloyalty to a fading

peopleandadyingstar.

The latestenemywasa packof ravenousOrks, their ramshackleshipsa swarmof junk and

carnagebearingdown on a humancolony. The Farseerfelt no pity for the Mon-keigh, but

the Orks wereagreaterthreat,acanceron the galaxy'slastvestigesof life.

With asingle,silentcommand,the FallenSununleashedits full wrath. Lancesof pureenergy

tore through the Ork fleet, turning scrapmetalandgreenfleshinto superheatedvapor. The

battle wasswift and brutal, a testamentto the Aeldari'smasteryof war, but asthe last Ork

vesselexploded,EiladarYs felt no triumph. Only the grim, relentlessknowledgethat this was

awarthat couldnot bewon,onlyendured,until the final sunfalls.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 15/20/25cm Special Holofields 5+ 0

Armament Range/Speed Firepower/Str Fire Arc

Prow Weapon Batteries 30 cm 14 Front

Keel Pulsar Lance 30 cm 2 -

Note: The Fallen Sun sail configuration gives it a better speed when heading into 
the sun; this extra speed is included in the profile above.

Under command of Farseer Eiladar Ys the ship gains foresight and as such has 
one extra leadership re-roll included for this ship only. (This is already included in 
its point costs).
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Lugganath Void Dragon 320 pts

The Void Dragon-classvesselsof Lugganatharenot just ships,but grandrepositoriesof a

dying race. Their wraithbonehulls areshapedwith a graceful,serpentineelegance,a living

monumentcommandedbyadedicatedcrewof seersandguardians.

These vesselsare arks for the preciousmemoriesof a fallen empire, their psychiccores

holding the sculptedechoesof art, music,andhistory. Their purposeis to carrywhat remains

of the Aeldari'ssoul,guidedby the handsof its custodians.

When athreatpresentsitself, the ship'scommanderdirectsasorrowful,necessaryaction. The

Void Dragondoesnot attackwith fury, but with the cold purposeof a guardianprotectinga

sacredtrust. Its weaponsfire with the light of a collapsingstar,a mournful purgeto protect

the pricelesscargoit holds.

This destructionis anactof profoundsadness,a final breathexhaledto ensurethe heritageof

apeoplewill not beforgotten.

After the enemyis destroyed,the Void Dragon retreatsinto the labyrinthinesilenceof the

Webway. There, its crewdoesnot rest,but returnsto their sacreddutiesof maintenanceand

preservation.

The ship is a library and a museumin motion, a living testamentto a past that can never

return. Its purposeis to silentlyexist,to carrythe weightof memoryuntil the lastechoof the

Aeldari finds its final rest.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/8 10/20/25cm Special Holofields 5+ 0

Armament Range/Speed Firepower/Str Fire Arc

Prow Weapon Batteries 30 cm 16 Front

Keel Pulsar Lance 30 cm 2 Front

Keel Torpedoes 30 cm 6 Front

This vessel may take a single salvo of Vortex or Melta torpedoes as part of its point 
cost. 

14W A R P  R I F T  I S S U E  46, March 2025 14W A R P  R I F T  I S S U E  47, October 2025



Encyclopedia

Battlefleet Heresy: Galaxy Aflame by Joe Snuffy 

1515W A R P  R I F T  I S S U E  47, October 2025

What is Galaxy Aflame?

BattlefleetHeresy: GalaxyAflame (BFH:GA or GalaxyAflame for

short.) is a total conversionmodulefor BattlefleetGothic that allows

playersto wagevoid warfarein the eraof the Horus Heresyand the

GreatCrusade. It's fully compatiblewith regularBFG, but it delivers

a different experiencegroundedin that ageof glory andbetrayal. LΩǾŜ

beenworking on it for aboutfour yearsnow andmy goalis to haveits

1.0 versionreadybyearly2026.

What do you needto play BFH :GA?

You just needthe GalaxyAflame rulebookand a copy of either the

Battlefleet Gothic Remasteredrulebookor the classicrulebook and

FAQs. Right now the GalaxyAflamerulesarein a masterdocument,

but onceits contentcompleteI intend to breakit up into a fewsmaller

tomesfor the corerules,shipdatasheets,andfactions.

How is BFH :GA different from regular BFG?

GalaxyAflame is fully compatiblewith the currentrulesfor Battlefleet

Gothic with a few minor changesregardingthe way you build your

fleet, specifically how you choose your faction, subfaction, and

commanders. In Galaxy Aflame all players use the same

ά9ȄǇŜŘƛǘƛƻƴŀǊȅFleet[ƛǎǘέregardlessof their factionor subfaction, but

the faction and subfactionyou pick dramaticallyaltershow your fleet

plays. Right now there are two factions in Galaxy Aflame, the

LegionesAstartesand the Armada Imperialis, and ǘƘŀǘΩǎgoing to

expandeventuallyto include the Mechanicum,Imperial Talons,and

Xenos races. (Though those alreadycan be usedeither using their

existingBFG rulesor the XenosMinoris Factionrules.) Eachfaction

hasa setof specialruleswhich applyto all vesselsof that faction,soa

ship with theά[ŜƎƛƻƴ±ŜǎǎŜƭέspecialrule will behavedifferently from

a ship of the sameclasswith the ά!ǊƳŀŘŀImperialis±ŜǎǎŜƭέor

άaŜŎƘŀƴƛŎǳƳ±ŜǎǎŜƭέspecialrules. Theserules are simple and are

analogousto how different Imperial factionswork in BFG, and they

makeeachfaction feelquite different from the othersdespitethe fact

that everyoneis drawingtheir shipsfrom the samefleetlist.

In addition to choosinga faction you also will need to choosea

subfactionfor you fleet, so a LegionesAstartesfleet will belongto

either one of the 18 Legionsor the Blackshieldsubfaction, while an

ArmadaImperialisfleet will belongto either the Imperial Army, Lost

and the Damned, or RogueTrader subfactions. Your subfactionis

arguablyevenmore important than your faction, as eachsubfaction

givesa trio of specialrules which apply to everyship in your fleet

belongingto that subfaction. Your chosensubfactionalsogivesyou

accessto άwƛǘŜǎof ²ŀǊέΣwhich work the same way they do in

Warhammer: The Horus Heresyoffering uniquebenefitsso long as

youmeettheir requirementsduring list construction.

Somesubfactionsalso haveaccessto a pair of refits which can be

purchasedfor their ships, representinghow each legion would

requisition the patternsof vesselswhich most closelymatchedtheir

chosenmethodsof conductingvoidwarfare.

Whoa, that soundscomplicatedΧ

LǘΩǎnot, the faction rulesŀǊŜƴΩǘany more complexthan the faction

rules for the SpaceMarine, Adeptus Mechanicus,or Imperial Navy

factionsin regularBFG, andthe waythe subfactionruleswork will be

very familiar to peoplewho play Warhammer: The Horus Heresy.

With that said, the way factions and subfactionswork in Galaxy

Aflame is different from how the equivalentruleswork in BFG where

each subfaction has its own separatefleet list, so to avoid any

confusiona newά!ǎǎŜƳōƭƛƴƎThe CƭŜŜǘέsectionhas beenincluded

into the GalaxyAflamerulebookthat explainshow it works.

Wait, I thought there already was a Battlefleet Heresy
book?

LΩǾŜbeena diehardfan of BattlefleetGothic eversinceI got my copy

of White Dwarf issue225 in Octoberof 1998. In my opinionƛǘΩǎone

of the bestgamesGW hasevermadebecauseit doessucha greatjob

deliveringthe experienceit promiseswith averysimpleruleset. I have

a massivecollectionwith fleetsfor virtually everyfactionof the classic

game,severalof which are fully kitbashedor sculptedby me, and so

whena friend from my localHorus Heresycommunityaskedmeif LΩŘ

like to try out BattlefleetHeresyin late2021I wasecstatic. That was

of courseuntil I actuallyreadthe rules.

The wŜƳŜƳōǊŀƴŎŜǊΩǎRetreat Battlefleet Heresy (BFH:RR) books

werefun and I lovedhow they revivedinterest in my favoritegame,

but thereweresomereallyglaringflawsthat held the gamebackfrom

feelinglike it should. After playingit for a few monthsI had boiled

downthe issuesI hadwith BFH:RR to threecoreproblems.

The first waswith how the fleet lists were rather bizarrelystripped

down heavilyrestrictingthe typesof fleetsyou could build. While I

understoodthe logic behind the decisionof excludingany ship with

lore that conflictedwith the Horus Heresytime period,the endresult

wasthat virtually everygameI playedwasagainstfleetswith the same

exactshipsno matterwho I wasplayingwith.

The secondissueI had with BFH:RR wasoverhow poorly thought

out the ruleswerefor the variouslegions. In BFH:RR everylegion

hadasinglespecialrule that changedhow its shipsbehaved,andwhile

somelegionshadcoolthematicrulesmostŘƛŘƴΩǘ.

To offer some examples,Dark Angels had one of the best rules

allowing them to take more Grand Cruisers,Heavy Cruisers,and

Battlecruisersthan the other legions,but SpaceWolvesonly got the

ability to roll leadershiptests to navigateAsteroid Fields on 3D6.

LegionsreceivedMarks of Chaosastheir legion specialrule, which

workedok asa field expedientrule for Death Guard, World Eaters,

and ThousandSonsbutǇŜƻǇƭŜΩǎsenseof immersionstartedto break

down when they realizedthat loyalist9ƳǇŜǊƻǊΩǎChildren ships all

hadthe Mark of Slaanesh.

It wasa mess,and the peoplein my localcommunitywho playedthe

legionswith badruleswerethe first onesto loseinterest. Oh, andthe

big kickerwasthat no matterhow badyour legionrule wasyouwould

haveto pay15 pointsbuyingaspacemarinecrewfor everycapitalship

thatǿŀǎƴΩǘa Strike Cruiseror Battle Bargefor the privilegeof being

ableto useit.
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The third issueI had with BFH:RR waswith how out of whack its

points costswere. They just slappedthe Imperial Navy, Chaos,and

SpaceMarine fleetstogetherwithout makinganyadjustmentsand so

theyreallyŘƛŘƴΩǘfit togetherwell. For cryingout loud StrikeCruisers

with Str 4 Thunderhawklaunch baysand 2 shieldscost 45 points

LESS than a Dictator ClassCruiserwith a spacemarinecrew. The

result wasa gamethat punishedthe playerfor taking anything that

ǿŀǎƴΩǘan optimizedάƳŜǘŀέfleetor for playingoneof the dozenor so

legionswith badlegionrules.

BFH:RR wasadecentattemptthat broughtnewplayersinto the BFG

community,andLΩƳnot knocking the peoplebehind it. I canonly

dreamof creatinga product that getsaswidely adoptedastheirs has

been, but once the initial interest started to dry up in my local

community for BFH:RR I set about trying to make it better.

BattlefleetHeresy: GalaxyAflame startedoff asjust a setof alternate

Legion Traits to be usedalongsidethe BFH:RR rules,but eventually

it grewinto the completelyseparateprojectit is today.

What makesGalaxy Aflame Different from BFH :RR?

The biggestmechanicalchangeis that insteadof a ά{ǇŀŎŜMarine

/ǊŜǿέbeingan upgradeyou needto purchasefor everyship in your

fleet like it is in BFH:RR, in Galaxy Aflame having an άAstartes

/ǊŜǿέis the baseline. This wasimportant for balancereasons,and it

removesthe extra list building stepsand the bad feelingsof being

punishedfor playing your legion. Instead of requiring playersto

agonizebetweenmaking their ships legion vesselsor taking more

ships, you now get your legion rules for free with the option to

άǇǳǊŎƘŀǎŜέa downgradeto a άaƻǊǘŀƭ/ǊŜǿέby taking Armada

Imperialisvesselsasreserves,whichgivesyouapointsrebate.

As this doesmeanthat virtuallyeveryship in a LegionesAstartesfleet

is receivingan upgradefor free comparedto regularBFG fleets, if

ȅƻǳΩǊŜplayingwith a GalaxyAflame fleet againsta regularBFG fleet

LΩŘrecommendthat the BFG playerhave25% more points than the

GalaxyAflameplayerto balancethingsout.

The secondbig differenceis that unlike in BFG or BFH:RR you are

requiredto takeaFleetCommanderin gamesof GalaxyAflame. This

is becausesome legions have special rules that apply to their

commanders,and the wŀǾŜƴƎǳŀǊŘΩǎά{ƭŀȅŜǊǎof ¢ȅǊŀƴǘǎέspecialrule

targets enemy commanders,so to avoid any awkward situations

everyonemust haveat leastone commanderin their fleet. To make

up for this requirementeveryfleet receivesa commanderfor free,(it's

alwaysthe weakesttype), and so the points costof fleet commanders

havebeenadjustedto factorthis in.

The biggestthematicdifferencebetweenBFH:RR andGalaxyAflame

is how your legion impactsthe game. In GalaxyFlameeachlegion

getsthreeά[ŜƎƛƻƴ¢Ǌŀƛǘǎέwhich alter how it playsaswell accessto a

pair ofά[ŜƎƛƻƴwŜŦƛǘǎέthat reflectthem selectingthe patternsof ships

whichmostcloselyalignwith their methodsof warfare.

The legion traits haveundergoneyearsof playtestingand revisions

with the goal of making them all unique, impactful, and internally

balanced. A big goal when designingthis systemwasthat I ŘƛŘƴΩǘ

want the legion traits to invalidateanyupgradesfrom the refit tables

or marksof chaosand I ŘƛŘƴΩǘwant to repeatmechanicsbetweenthe

different legions. Even where severallegionssharesimilar themes

eachhasits ownuniquemechanicssothat theyŘƻƴΩǘfeelthe same. A

good exampleis the differencebetweenthe three legionsmost well

known for specializingin close combat; the World Eaters, Space

Wolves,andBloodAngels.

As you can seein the table below eachƭŜƎƛƻƴΩǎunique characteris

expressedthrough its Legion Traits, preventingthem from all feeling

the same. This approachalsoaddsa subtlepowertier aspectto the

ƭŜƎƛƻƴΩǎabilities, with the World Eatersbeing the best at boarding

actionsbut without any bonusto Hit and Run attacks,The Space

Wolvesbeingthe bestat Hit andRun attacks,and the Blood Angels

havinga uniquemechanicthat lets them inflict damageon the enemy

evenif theyloseaboardingaction.

Your allegianceto the Emperoror to Horus alsomattersmuch more

in GalaxyAflame than it doesin BFH:RR. In GalaxyAflame every

legionhasa pair of Ritesof War you canchoosefrom to build more

thematicfleets,however,for nearlyall of the legionsoneof their Rites

of War is only availableto a Loyalist or Traitor fleet. Traitor fleets

alsoarethe only oneswho haveaccessto Marks of Chaos,which have

beenreworkedto bettermeshwith the legiontraits.

Lastly, there is one major differencebetweenGalaxy Aflame and

BFH:RR that is actuallyhiddenfrom the players. As anyonewho has

evertried to designtheir own shipsfor BFG is well awarethe game

neverreally had a well-establishedset of rulesfor ship construction.

Things like armor rating and types of attack craft ǿŜǊŜƴΩǘactually

upgradesshipspaid for, insteadtheywerelockedto eachfaction,soa

SpaceMarine Battlebargewith a6+ armorratingspentexactlythe

BeastialSavagery Vessels with this special rule and their ordnance 
markers may modify the result of their Hit-and-Run attacks by +1/-1.  
Vessels with this special rule receive +D3 to their rolls for determining 
the results of boarding actions.

The Red Thirst Vessels with this special rule and their ordnance 
markers roll 2D3 when determining the result of boarding actions and 
hit-and-run attacks. If a double is rolled apply the appropriate effect:

Boarding actions: After determining the result of the boarding 
action, Blood Angels capital ships inflict D3 damage and Blood 
Angels escorts inflict 1 damage to the target vessel.  If you are the 
attacker in a multi-ship boarding action and you choose to combine 
the boarding values of multiple ships, choose which of the attacking 
Blood Angels vessels will inflict the additional damage.
Hit -and-Run attacks: Choose which critical damage effect to apply 
out of the range of potential results for the Hit-and-Run attack after 
accounting for attacker and defender modifiers.

Violence Incarnate:World Eaters Legion vessels double the result of 
the dice rolled during boarding actions. Furthermore, XII Legion 
vessels never count as being in contact with blast markers for the 
purposes of enemy boarding action bonuses.
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sameon its shieldsandhit pointsasan Idolator ClassDestroyerwith

its 4+ armorrating. BecauseGalaxyAflame combinesshipsfrom the

Imperial Navy,SpaceMarine, and ChaosBFG factionsinto a single

fleet list I hadto figureout a wayto integratethem mechanically,and

that eventuallygrew into my creating an entirely new set of ship

constructionrules. The GalaxyAflame shipconstructionruleswill be

featured in a future article, but to summarizethe points costsof

virtuallyeveryshipclassareidenticalto what theywerein BFG, sothe

playerprobablyǿƻƴΩǘevennoticeanydifference,but by creatingthis

systemI wasableto add a bunchof newship classesfrom the Horus

Heresy lore without imbalancing the game or introducing power

creep.

Why havesomany shipsbeenrenamed?

Everytabletopwargamehasits own uniqueapproachto the challenge

of defining what makesits units meaningfully different from one

another,and this processis analogousto making a painting with a

colorpalettecomposedof variableslike unit stats,abilities,andspecial

rules. Somegamesystemsusea minimalistapproachto this challenge

with veryfew variableswhile othersgo overboardwith them. Justas

you can theoreticallycreateany color so long as your color palette

containsyellow, blue, and red you can theoreticallycreatea lot of

different units usinga smallnumberof variables,however,there will

only be so manyviablecombinationsof the variables. Once a game

designerhasexhaustedthe viablecombinationsof variablesthenǘƘŜȅΩƭƭ

needto resort to addingspecialrulesto differentiateunits from one

another, and that can lead to rules bloat and a diminished player

experience. If you instead design a more complex systemwith

additional variables,it doesbecomeeasierto differentiateunits, but

the catch is that the more variablesyou add the more complexthe

game becomes,and this can also lead to a diminished player

experience.

BFG achievesan excellentarrayof ship typeswith a limited paletteof

variables,and oneof the reasonswhy the original Imperial Navyand

Chaos Renegadesfleet lists have held up so well is that Andy

Chambersincluded the majority of the viablecombinationsof unit

statsin thosefleet lists. Returningto the painting analogy,the ships

from the original fleet lists eachrepresenta distinct color that when

taken together create a beautiful painting, and that means that

removinganyof thoseshipsfrom the gamewouldbeakin to removing

colorsfrom the painting. The gameis diminishedwithout the ships

from the original fleet lists becauseeach of them representsa

meaningfullydistinct combinationof variablesthat eachaddsto the

game. And asidefrom the gamedesignreasonsfor including these

shipclasses,ǘƘŜǊŜΩǎalsothe rule of fun to consider. If youhavea ship

modelfrom BFG youcanuseit in BFH:GA, andǘƘŀǘΩǎfun.

So sinceexcludingthe shipswith conflicting lore would diminish the

gamethe challengethen becomeshow can their inclusion best be

justified. Thankfully this ƛǎƴΩǘthat big of a hurdle thanks to the

plethoraof Horus Heresynovels,codexes,artbooks,etc. A lot of the

shipswith conflicting lore havebeenfeaturedin things that havebeen

publishedabout the Horus Heresy,so the lore ƘŀǎƴΩǘactuallybeen

consistenton this subject. Where thatƛǎƴΩǘthe casethe ship canbe

included by simply being renamedand provided with new lore for

BFH:GA, whichall of the shipsaregettingregardlessof whethertheir

existinglore conflictswith their inclusionor not becausenew lore is

cool and fun. Someshipshavealsobeenrenamedas their existing

religious/hereticalnamesmakelittle senseprior to the Horus Heresy

and the deathof the Imperial Truth, and wherethis hashappenedit

will beexplainedin their ship lore. For easeof referenceif ashipclass

hasbeenrenamedits BFG nameis includedin its datasheetasshown

in the diagramto the right.

How closeis BFH :GA to being finished?

The rules are finished for all the legions,ships,and I only haveto

finish the RogueTradersubfactionfor the ArmadaImperialisfaction.

LΩƳcurrentlygoingthroughthe bookandaddingthe lore for all of the

legionsand ship classes,right nowLΩƳabout1/5th of the way done

with that. The only rulessectionLΩƳstill working on is theά.ǳƛƭŘƛƴƎ

a /ŀƳǇŀƛƎƴέsection,which is a big project in and of itself asLΩƳ

incorporating three separatestylesof campaignsinto it (ie: Classic

Map campaigns,Invading a singlesystemcampaigns,and a mapless

campaignsystem). Thoserulesareabout60%of the wayfinished,but

ǘƘŜȅΩǊŜnot in apresentableformat yetsoǘƘŜȅΩǊŜnot in the book. The

Mechanicumrules are still being developed,but LΩǾŜput them on

pauseuntil I getthe lorefinished.

As for what that meansfor you as the player, Battlefleet Heresy:

GalaxyAflame is in a fully playablestateasis, so if you want to play

gamessetin the Horus Heresyyoucanfind the ruleshere. Feedback

and playtestingis welcome,and if anyonewantsto help write some

lore by all meanspleaselet me know. You can add commentsand

recommendationsto it andLΩǾŜgot everythingbookmarkedfor easeof

navigation,though I would recommenddownloadingit asa PDF for

quick referenceasƛǘΩǎa hugegoogledocandit might freezeup on you

otherwiseif ȅƻǳΩǊŜviewingit on aphone.

I hopeto havethe coreōƻƻƪΩǎrulesandlore completedby the startof

2026, and talksarealreadyin the worksaboutturning it into a setof

professionallypublished booklets. Thanks to everyone in the

communitywho hasbeenso supportiveof this insanelylargeproject

over the last few years,the product is much better thanks to all the

feedbackandideas.

Where canI go to get updatesor get involved?

I post progressupdatesregularlyover on the BFG discordserverin

the BFH:GA channel. Anyone who wants to help is welcome,

especiallyfor writing lore, playtesting,proof reading,or with artwork.

I'm trying to featureas many sculptsin the artwork of the book as

possible,andat somepoint someonewill needto compilea proxylist

for playersto find goodmodelsfor their fleets. My goalis to not use

anyof the classicartwork, not becauseit's bad but becauseI want to

feature new artists and contemporary mini creators from the

community

https://docs.google.com/document/d/1XXozbXOENyn_qymwlcNQWzUvAm2LmX-ITyDj--6CmIo/edit?tab=t.0

