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Encyclopedia

Chaos Gargoyle Class Battleship, r. caeye

Gargoyle Class Battleship 370 pts

Imperial Navy tacticians and historians have no definitive answer to the origin of the
Gargoyle Class Battleships, There is possible evidence of their existence as far back as the
Great Crusade, though this could be referring to one of the classes of ship not seen in the
Imperium for millennia and have now been long forgotten. The old theory was that the
Gargoyle class is simply a refitted Despoiler Class due to the similarities, however this is
contradicted by there being a small number of reported sightings of Gargoyles from before
the development of the Despoiler Class as part of the Gareox Prerogative in the mid 36th
millennium. An alternative theory is that the Gargoyle Class could be a more heavily refitted
Desecrator Class, though the most likely answer is that this is simply a new design created by
the Dark Mechanicus some time after the Heresy.

The first confirmed sighting of a Gargoyle Class Battleship was in 798. M34 in the Ramarrus
Sector, a ship of unknown name was encountered by a patrol of Imperial Navy destroyers that
were hunting a pirate band through an asteroid field. The battleship destroyed two of the
patrol in its opening broadside before deploying bomber wings that destroyed another. The
patrol quickly disengaged, the surviving crews were able to give relatively accurate descriptions
of the unknown ship they had encountered. This same ship has been encountered a total of
16 times since then, mostly raiding convoys and ambushing small patrols. Captains of the
Ramarrus Grand Fleet have dubbed the battleship The Huntsman thanks to its activities. It Battleship/12 20cm 45* 4 5+ 4
still remains unknown if The Huntsman belongs to a larger chaos fleet or has been operating

alone this whole time.

Type/Hits Turns Shields Armour Turrets

Armament Range/Speed Firepower/Str Fire Arc
The most well-known Gargoyle Class Battleship is the Symphony of Suffering. The Port Weapon Batteries 45 cm 10 Left
Symphony is one of the four battleships in the Slaanesh dedicated fleet that also plagues the _ _
Ramarrus Sector, and has been a constant thorn in the Ramarrus Fleet's side. The Symphony Starboard Weapon Batteries 45cm 10 Right
of Suffering is the flagship of it's fleet's second-in-command, a Commodore of horrific
description and infamy, and has accounted for several cruiser kills and the battleships Polt RN giew Lo.ch < e
Heavenbringer and Bellus Mare, along with a score of escort ships and transports, and is Starboard Lance Battery 60 cm 3 Right
credited with the bombardment and destruction of Hive City Axaliba. Most notably the ] }
Symphony and its fleet was one of the Chaos fleets to rally together under the Undivided Dorsal Weapon Batteries 60 cm 6 left/front/right

Warlord, High Admiral Varandak Troth, and take part in the mass invasion of the Ramarrus

Sector, sailing as the spearhead of the Chaos host as it emerged from The Baleful Accretion. Swiiliealh= ey

Prow Launch Bays Doomfires: 20cm 4 -
Dreadclaws: 30cm

Gargoyle Class Battleships cannot use the Come to New Heading Special Orders.
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Imperial Missile Cruiser ., seacmau

Classification: Echo Class, Imperial Heavy Missile Cruiser
Role: Long-range support and precision strike vessel
Builder: Cypra Mundi Orbital Shipyards

Operational Sector: Segmentum Obscurus

Origins of the "Echo" Class

The Terra Eternal is the last of a rare class of specialized missile
cruisers constructed for the Imperial Navy. Originally conceived
during the Age of Apostasy (M36), the Echo class was designed as a
precision strike vessel intended to support larger fleets. The ships of
the Echo class were equipped with powerful dorsal-mounted torpedo
arrays, capable of firing advanced guided torpedoes fitted with
cogitator systems for real-time course correction over very long
distances. These torpedoes, guided by the ship's state-of-the-art
communications and augury systems, allowed the Echo class ships to
strike enemies at extreme distances with devastating accuracy.

Unlike most Imperial Navy cruisers, the Echo class was built with
minimal weapons batteries, trading broadside firepower for speed,
range, and a reinforced hull designed to protect its vital torpedo arrays.
Notably, it also possesses no prow weaponry, leaving it vulnerable in
direct engagements and requiring heavy escort to survive prolonged
skirmishes. Instead, the Echo class operates as a fleet-support vessel,
devastating key enemy ships or installations from afar before retreating
to safer positions.

Service History

The Terra Eternal was the sixth and last ship of its class to leave the
Cypra Mundi shipyards and it seems it is the last surviving example of
this class. The Imperial Navy, always wary of deviating from tried-
and-true ship designs, views the Echo class as a tactical anomaly.

Nevertheless, the Terra Eternal proved itself during its maiden
engagement in M36, during the Siege of Velkrad’s Expanse. Tasked
with breaking the defensive line of a heretical fleet, the Terra Eternal
used its guided torpedoes to annihilate two enemy cruisers and cripple
a Chaos Grand Cruiser, turning the tide of the battle.

Following this success, the Terra Eternal became a specialist ship,
deployed in scenarios requiring precision strikes on heavily defended
installations, xenos warships, or heretical fleets. Its lack of heavy
conventional firepower, however, made it reliant on escorts and often
placed it in great peril. One such peril came during the Battle of Six
Suns in mid M36, where the Terra Eternal was forced to flee from a
fleet of Ork escorts after expending its torpedoes on a Hammer
Battlekroozer, leaving its own escorts to cover its retreat. The ship
barely escaped, sustaining severe damage, which took decades to
repair.

Reputation

Among the crews of the Imperial Navy, the Terra Eternal has gained a
reputation as both a weapon of precision and a symbol of vulnerability.
Its own crew refers to the ship as "The ol' Dragonfly" and it has a
reputation of operating on the periphery of battles, firing its deadly
payload before retreating from any direct combat.

Others mockingly call it "The Coward's Blade", an insult levied by
those who disdain its dependence on other ships for protection and its
deviation from standard Imperial Navy doctrine. Despite this, many
naval officers value the Terra Eternal for its ability to accurately strike
enemies far beyond the effective range of conventional torpedoes,
delivering the Emperor's judgment without exposing the fleet to
unnecessary risk.

The torpedoes launched by the Terra Eternal are known for their
almost eerie precision. Other deployed ships often report ghostly vox-
interference and faint, incomprehensible whispers as the torpedoes
close in - a byproduct of the ship's advanced targeting cogitators and
communication arrays. Among superstitious ratings, this phenomenon
is considered a sign of the Emperor's wrath, while some whisper
darker tales of the machine spirit’s hunger for destruction.

Doctrine and Challenges
The Terra Eternal exemplifies the dangers of relying on experimental
naval doctrine in the grim reality of the 41st millennium. While its

torpedo arrays are unrivaled in destructive potential, its lack of
versatility has made it a logistical challenge to deploy. The vessel is
rarely seen without a dedicated escort of frigates and destroyers, which
protect it from direct assaults while it carries out its role as a long-
range executioner. Its reliance on specialized guided torpedoes also
places a heavy strain on Imperial forges, leading to complaints from
sector admirals about the vessel’s cost compared to more traditional
cruisers.

Despite these challenges, the Terra Eternal has survived countless
engagements through a combination of clever captains, precise
firepower, and the occasional intervention of the Emperor's divine
will. While its sister ships, the Echo I through Echo V, have all been
destroyed or lost to the Warp, the Terra Eternal continues to serve,
proving itself an indispensable tool for the right battlefield.

Legends and Omens

It is said among the ship’s crew that the Terra Eternal is cursed to
forever roam the void, separated from its fleetmates by distance, both
physical and spiritual. Some believe the ship’s torpedoes are guided
not only by technology but by its restless machine spirit, hungering for
vengeance against the enemies of the Imperium. In whispered tones,
some claim the ship itself echoes with faint, mournful cries - a
remnant of its Machine Spirit’s continuous reaching-out into the void.

Whether true or merely superstition, these tales have only added to
Terra Eternal's legend.

In the grim darkness of the far future, the Terra Eternal continues to
bring ruin to the foes of the Emperor, its guided torpedoes singing the
final dirge of heretics, xenos, and traitors alike

U,
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Imperial Missile Cruiser ., seacmau

Echo VI Terra Eternal Heavy Missile Cruiser 260 Points
Type/Hits 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 Et eraneablétsaltdr lmoth theirdsmeedsand 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.

Check out the Forge Section to see how Bleachhawk build the
Imperial Missile Cruiser!

A wansemman, 7 n
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Craftworld Lugganath . roo:

The Lugganath Craftworld

The Lugganath Eldar have turned their backs upon the material
realm, for they consider its worlds already lost. Perceived as little
better than Corsairs by other Craftworlds, the Eldar of Craftworld
Lugganath are a society of renegades.

They seek to foster close ties with the Harlequins of the Laughing
God, as the Lugganath Eldar hope to abandon this galaxy and start
civilisation afresh and claim the Webway as their realm, possibly

reclaiming the Labyrinthine Dimension from the Drukhari as well.

It is their ultimate plan to secede from realspace entirely by finding a
Webway gate large and stable enough to sail their Craftworld through,
and a hidden spar of the galactic labyrinth in which to create a new
home and thus find salvation for the Eldar within its twilight expanse.

Having cast off many of the rigid ways of Eldar culture, the
Craftworld has become a haven for outcasts of all kinds. They foster
closer ties with the Harlequins, for their knowledge of the Webway is
unrivalled.

Eldar Corsair fleets cluster around the docking towers of the
Craftworld, amongst them the notorious Sunblitz Brotherhood.
Under the watchful gaze of their Farseers, the hard-eyed people of
Lugganath mingle freely with these warriors of the fringe. When
Lugganath gathers for war, its armies are an eclectic mix of standing
and auxiliary forces, a riot of colour in a galaxy grey with age.

The Fleet List
The Lugganath Craftworld follows the standard rules for Craftworld
Eldar as written in the Remastered Rulebook.

Craftworld Lugganath has an attack rating of 3.

Fleet Commander
Your fleet must include a commander if your fleet is greater than
750pts.
0-1 Autarch
You may include one Eldar Autarch in your fleet, who replaces the
ship’s Leadership with his own. If the fleet is worth over 1000
points, an Autarch must be included to lead it.
Eldar Autarch (Ld 9) 75 Points
The Autarch may purchase a re-roll, at the cost listed below:
One re-roll +25 Points

This re-roll may not be used for Corsair vessels.

0-3 Corsair Captain

You may include 1 Corsair Captain in your fleet per 500 Points, who
must be assigned to a Corsair Eldar capital ship and adds +1 to its
Leadership, to a maximum of 10.

Corsair Captain (+1 Ld) 50 Points

You may purchase a single re-roll for your Corsair Captain by paying
the cost listed below.
One re-roll +25 Points
This re-roll may not be used for Craftworld vessels.

30 Points
You may include one Farseer per 1000 points in your fleet, each of

Farseer

whom must be assigned to a Craftworld Eldar capital ship (including
the flagship if desired) and gives the vessel a re-roll which may be used
on itself, another Craftworld or Corsair Eldar capital ship in the same
squadron or a Corsair or Craftworld Eldar escort squadron within 15
cm.

75 Points

The mysterious and enigmatic Eldar are a force to be reckoned with,

Harlequins

striking unseen yet relentless.

Each turn the Harlequins may be used from any ship (one ship only
and it can be a capital ship or escort ship) to launch a hit and run
attack on an enemy ship. So next turn they could launch from another

ship.

When rolling to attack roll 2 dice and apply both results with the
standard +1 modifier for Eldar. These may be used in addition to a
normal teleport attack.

If the ship from which they launched their last attack is destroyed the

Harlequins count as lost.

47, October 2025
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Craftworld Lugganath . roo:

CAPITAL SHIPS
For each Corsair Eldar Capital ship, a Corsair Captain must be taken.

The Autarch can also command a Corsair Eldar capital ship.

Battleships / Grand Cruiser
May take one battleship or Grand Cruiser per full 1000 Points. An

Eldar Autarch must command these vessels.

0-1 Craftworld Eldar Phoenix Class 400 Points
0-1 Craftworld Lugganath Void Dragon Class 320 Points
0-1 Corsair Eldar Void Stalker 380 Points

Battle cruisers 0-4

You may take 1 battlecruiser per 2 attack cruisers. Except for the

Fallen Sun which is excluded from this rule.

0-1 Fallen Sun Dragonship 290 Points
Craftworld Eldar Dragonship 260 Points
Corsair Eldar Kurnous Class 250 Points
Corsair Eldar Vaul Class 210 Points
Corsair Eldar Eclipse Class 250 Points
Corsair Eldar Shadow Class 210 Points
Attack cruisers 0-8
Craftworld Eldar Wraithship 160 Points
Craftworld Eldar Spectre 130 Points
Corsair Eldar Aurora Class 140 Points
Corsair Eldar Solaris Class 135 Points

The Lugganath Solaris has 45cm range Weapon Batteries

ESCORTS
Craftworld Eldar Shadowhunters may be taken in squadrons

consisting of 2-6 ships.
For each Corsair Eldar capital ship present in the fleet, you may take

one Corsair Eldar escort squadron consisting of 2-6 ships.

Craftworld Eldar Shadowhunter 40 Points
Corsair Eldar Hellebore 65 Points
Corsair Eldar Aconite 55 Points
Corsair Eldar Nightshade 45 Points
Corsair Eldar Hemlock 45 Points

(The Nightshade & Hemlock have increased cost to keep balance)

GHOSTSHIPS
One capital ship per 1000 points in the fleet may be upgraded to a
Ghostship. Such a vessel may include a Farseer but no Aspect Warrior

Crew.

Ghostship (pg. 288 RR) Free

ASPECT WARRIOR HOST

Any Craftworld Eldar capital ship in the fleet may be equipped with

Aspect Warriors, serving as the ship’s fighting crew.
Aspect Warrior Host (pg. 286 RR) +20 pts

ORDNANCE

Any ship with launch bays may choose to have them launch any mix of
Nightwing/Darkstar fighters and Phoenix/Eagle bombers.

Ships with torpedo tubes are armed with Eldar torpedoes.

Attack craft carriers may also be equipped with torpedo bombers for
+15 points per launch bay, with these functioning the same way as
other Eldar torpedoes.

Attack craft carriers may add Vampire assault boats for +15 Points (for
Corsair and Craftworld vessels).

Sunblitz Brotherhood traits

The Sunblitz Brotherhood are led by three brothers - triplets - Known
as Phaendris, Siriolas, and Erandael. All three have a deep contempt
for lesser races, though which is hated most of all depends on the
brother. Phaendris aims his greatest ire at Humans, Siriolas Necrons,
and Erandael Orks. Nonetheless, they are bound by a furious loyalty

and will brook no insult to one of their kin from any outsider.

Each corsair vessel may add one trait of the Sunblitz Brotherhood, of
course they have to be painted the colours of the Sunblitz
Brotherhood.

Follower of Phaendris - versus any Imperial faction (including
Chaos) - the ship gains +1 Leadership for +5 points.

Follower of Siriolas - versus Necrons - the ship has a Netherfield
(see the Haven Class Spire for rules) instead of holofields, these
cannot be ignored by Necron weaponry. Costs +10 points.

Follower of Erandael - versus Orks - the ship gains +5cm speed on
all speeds. Costs +5 points.

(Note: the price is paid per ship in a squadron! So, a squadron of 3
Hemlocks being followers of Siriolas would have to pay +30 points,
leading to the Hemlock squadron costing 150 points in total).

ALLIES & MERCENARIES
Lugganath can ally with other Craftworld Eldar if the “Hero” option
is taken from the regular Eldar fleet lists.

i
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Craftworld Lugganath . roo:

Craftworld Eldar Spectre 130 pts

The Spectre-class cruiser of Craftworld Lugganath is a razor-thin blade in the void, a ship
built for unparalleled speed and stealth. Its wraithbone hull is a sleek, predatory shape, so fast
it appears to flicker in and out of existence as it races through the star-strewn darkness. Its
purpose is not to engage in drawn-out battles, but to act as a scalpel, to strike with

overwhelming force at a single, vital point before its foe can even comprehend the attack.

In combat, a Spectre-class cruiser does not trade blows. It is a thing of pure motion, weaving
between the sluggish, brutish ships of lesser races, its pilot a master of the war-dance. Lances
of energy and streams of monomolecular pulsar burst from its hidden cannons, targeting
bridge-spires, engine coils, and command decks with absolute precision. The cruiser's
engagement lasts only moments, a blur of light and fury, leaving crippled and burning wrecks

in its wake before it vanishes into the blackness.

Its work complete, the Spectre-class cruiser retreats to the Craftworld, behind the main
battlefleet, leaving no trace of its presence. It carries no great sorrow or historical burden; its
purpose is immediate and tactical, a fleeting strike to ensure the survival of its kin. It is a sliver
of light against the encroaching darkness, a harbinger of swift, silent death for all who would
stand against the will of Lugganath.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/4 15/20/25¢cm Special Holofields 5+ 0
Armament Range/Speed Firepower/Str Fire Arc
Weapon Batteries 30 cm 4 Front
Pulsar Lance 30 cm 2 Front
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Craﬁ:\Norld Lugganath by horizon

Corsair Eldar  Kurnous Class Cruiser 250 pts

A previously uncatalogued variant of Eldar cruiser, the Kurnous is often confused with the
Eclipse due to the hull similarities and the trend for Eldar ships to strike and disappear
without a trace making identification a complex process.

The Kurnous seems to share the function of the Eclipse as a carrier for Eldar attack craft,
though where the Eclipse tends to stay at longer ranges to strike with its pulsar lances, the
Kurnous instead seems to pursue much more aggressive tactics, closing in with escorts to

make full use of its laser weapon batteries.

The corsairs of the Twilight Swords have been known to use Kurnous cruisers, their fast and
savage raids well-suited to the use of them. Their deployment during the raid on Kitalir 4
proved a particularly deadly reminder of their ferocity as they destroyed the defending cobra

squadrons before vanishing once again.themselves is misleading from an Imperial perspective.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 15/20/25¢cm Special Holofields 4+ 0
Armament Range/Speed Firepower/Str Fire Arc
Prow Weapon Batteries 30 cm 8 Front

Fighters: 30cm

4 .
Bombers: 20cm

Keel Launch Bays

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 extremely deadly Eldar cruiser that specializes in carrying massive pulsar
lances that melt through enemy ships with an ease that is jarring to see. The Vaul are priority
targets to space marines of the Star Claws after the Incident at Dereth 2, where a squadron of
Novas and the Strike Cruiser “Blade of Righteousness" were destroyed in battle by two Vaul
cruisers of the Void Runners corsair band.

The thick ceramite armour of the Space Marine ships proved to be of little use against the

concentrated pulsar lances of the Eldar vessels.

The Vaul's combination of lances and speed is a fearsome combination, but they're also
capable of unleashing volleys of sophisticated torpedoes that can prove to be a nasty surprise
to any ships unlucky enough to be downrange.

It is fortunate for those who regularly face the scourge of corsair warbands that the Vaul is a

lot less commonly seen than the Shadow class.

Type/Hits Speed Turns Shields Armour Turrets

Cruiser/6 15/20/25¢cm 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
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Craftworld Lugganath . roo:

Craftworld Eldar Phoenix Class Battleship 400 pts

The largest Eldar stellar vessels besides the Craftworlds themselves, the Phoenix ships have a
strong symbolic place amongst the fleet. Named for the symbol of the Lord of the Eldar gods,
Asuryan’s Phoenix represents the hope and rebirth of the Eldar race from the ashes of the
Fall; their attempt to rekindle what was lost. The Phoenix ships are a potent symbol of this,
equipped with the most powerful Eldar weaponry available and can lay waste to entire
squadrons with a single barrage. The ship design emphasizes durability and destructive force,

something not often seen amongst Eldar ships.

To the Craftworlders however, speed is secondary to absolute force, as nothing is more

important than the protection of the Craftworld itself. Very rarely do the battlefleets of a
Craftworld stray too far from home, as to do so would leave their kin horribly exposed to the
depredations of a hostile galaxy.

With this in mind the Phoenix ship has an enlarged hull design to free up space for weapon TyperHits Speed Tums Shields Armour Turrets
mounts and give the ship a staying power greater than even a Dragonship. To power such a Battleship/10 10/15/20cm Special Holofields S+ 0
large ship the design incorporates extra sails, giving the Phoenixship a magnificent yet sinister

silhouette. Armament Range/Speed Firepower/Str Fire Arc

Choose one dorsal weapon
Phoenix ships are also sometimes upgraded with unusual weaponry; ancient devices created . .
before the Fall when Eldar technology was at its height. These weapons vary from massive i apon Batteges e g leftifrontright
pulsar cannons adapted from their mounts on the Craftworld itself to the deadly Distortion Prow Pulsar Lance 30 cm 3 Front

Lance, a horrific weapon that tears the very fabric of reality apart to spill the horrors of the
Choose one prow weapon

warp into realspace .

Weapon Batteries 45 cm 16 Front
Armament Range/Speed Firepower/Str Fire Arc Prow Pulsar Lance 30 cm 3 Front
Instead of the keel weapons one Phoenix battleship may take the distortion lance Choose one keel weapon
Distortion lance 45 cm Special Front Torpedoes 30 cm 8 Front
The distortion lances follows the Nova cannon rules except they do not have a Phantom lance 45 cm 3 left/front/right

minimum range and ignore shields. Each shot causes d3 hits on ships under the

template and d6 on ships under the hole
The Phoenix Class was designed by Hellbore (Warp Rift 30)
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Fallen Sun Dragonship 290 pts

he Dragonship Fallen Sun of Craftworld Lugganath drifted through the void, a shard of
wraithbone and forgotten glory against the black canvas of a dead star. Its hull, once a pristine
white, was now streaked with the soot of a thousand suns and the gore of a thousand battles.
The spirit stones of its crew hummed with a sorrowful song, a lament for the lost glory of the

Aeldari and the unending war against the encroaching darkness.

Commanded by the enigmatic Farseer Eiladar Ys, the ship was a ghost, appearing from the
Webway to strike with devastating precision before vanishing once more, its purpose a secret

known only to the Farseer and the echoes of the lost souls within the ship's core.

Farseer Eiladar Ys stood on the bridge; his eyes fixed on the holographic star charts that
shimmered with the paths of their enemies. The weight of his prophecies was a physical
burden, each vision a glimpse into a future of ruin and despair.

The Fallen Sun was his instrument; a blade forged in tragedy to carve a sliver of hope from
the impossible odds. He had seen the end of all things, the final death of the galaxy, and he

) \ ) Type/Hits Speed Turns Shields Armour Turrets

knew that every victory, no matter how great, was but a delay. Yet, he continued to fight, his
resolve as hard as the wraithbone of his ship, driven by a cold, desperate loyalty to a fading Cruiser/6 15/20/25¢cm Special Holofields S5+ 0
people and a dying star.

Armament Range/Speed Firepower/Str Fire Arc
The latest enemy was a pack of ravenous Orks, their ramshackle ships a swarm of junk and Prow Weapon Batteries 30 em 14 Front
carnage bearing down on a human colony. The Farseer felt no pity for the Mon-keigh, but

Keel Pulsar Lance 30cm 2 -

the Orks were a greater threat, a cancer on the galaxy's last vestiges of life.
Note: The Fallen Sun sail configuration gives it a better speed when heading into

With a single, silent command, the Fallen Sun unleashed its full wrath. Lances of pure energy the sun; this extra speed is included in the profile above.
tore through the Ork fleet, turning scrap metal and green flesh into superheated vapor. The
battle was swift and brutal, a testament to the Aeldari's mastery of war, but as the last Ork 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

vessel exploded, Eiladar Ys felt no triumph. Only the grim, relentless knowledge that this was : 2
its point costs).

a war that could not be won, only endured, until the final sun falls.
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Lugganath Void Dragon 320 pts

The Void Dragon-class vessels of Lugganath are not just ships, but grand repositories of a
dying race. Their wraithbone hulls are shaped with a graceful, serpentine elegance, a living

monument commanded by a dedicated crew of seers and guardians.
These vessels are arks for the precious memories of a fallen empire, their psychic cores
holding the sculpted echoes of art, music, and history. Their purpose is to carry what remains

of the Aeldari's soul, guided by the hands of its custodians.

When a threat presents itself, the ship's commander directs a sorrowful, necessary action. The

Void Dragon does not attack with fury, but with the cold purpose of a guardian protecting a
sacred trust. Its weapons fire with the light of a collapsing star, a mournful purge to protect
the priceless cargo it holds.

This destruction is an act of profound sadness, a final breath exhaled to ensure the heritage of

a people will not be forgotten.

. . . .. Type/Hits Speed Turns Shields Armour Turrets

After the enemy is destroyed, the Void Dragon retreats into the labyrinthine silence of the
Webway. There, its crew does not rest, but returns to their sacred duties of maintenance and Cruiser/8 10/20/25¢m Special Holofields 5+ 0
preservation.

Armament Range/Speed Firepower/Str Fire Arc
The ship is a library and a museum in motion, a living testament to a past that can never Prow Weapon Batteries 30 cm 16 Eront
return. Its purpose is to silently exist, to carry the weight of memory until the last echo of the

. . Keel Pulsar Lance 30cm 2 Front

Aeldari finds its final rest.

Keel Torpedoes 30 cm 6 Front

This vessel may take a single salvo of Vortex or Melta torpedoes as part of its point
cost.
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What is Galaxy Aflame?

Battlefleet Heresy: Galaxy Aflame (BFH:GA or Galaxy Aflame for
short.) is a total conversion module for Battlefleet Gothic that allows
players to wage void warfare in the era of the Horus Heresy and the
Great Crusade. It's fully compatible with regular BFG, but it delivers
a different experience grounded in that age of glory and betrayal. I've
been working on it for about four years now and my goal is to have its
1.0 version ready by early 2026.

What do you need to play BFH:GA?

You just need the Galaxy Aflame rulebook and a copy of either the
Battlefleet Gothic Remastered rulebook or the classic rulebook and
FAQs. Right now the Galaxy Aflame rules are in a master document,
but once its content complete I intend to break it up into a few smaller
tomes for the core rules, ship datasheets, and factions.

How is BFH:GA different from regular BFG?

Galaxy Aflame is fully compatible with the current rules for Battlefleet
Gothic with a few minor changes regarding the way you build your
fleet, specifically how you choose your faction, subfaction, and
commanders. In Galaxy Aflame all players use the same
“Expeditionary Fleet List” regardless of their faction or subfaction, but
the faction and subfaction you pick dramatically alters how your fleet
plays.
Legiones Astartes and the Armada Imperialis, and that’s going to

Right now there are two factions in Galaxy Aflame, the

expand eventually to include the Mechanicum, Imperial Talons, and
Xenos races. (Though those already can be used either using their
existing BFG rules or the Xenos Minoris Faction rules.) Each faction
has a set of special rules which apply to all vessels of that faction, so a
ship with the “Legion Vessel” special rule will behave differently from
a ship of the same class with the “Armada Imperialis Vessel” or
“Mechanicum Vessel” special rules. These rules are simple and are
analogous to how different Imperial factions work in BFG, and they
make each faction feel quite different from the others despite the fact
that everyone is drawing their ships from the same fleet list.

In addition to choosing a faction you also will need to choose a
subfaction for you fleet, so a Legiones Astartes fleet will belong to

either one of the 18 Legions or the Blackshield subfaction, while an
Armada Imperialis fleet will belong to either the Imperial Army, Lost
and the Damned, or Rogue Trader subfactions. Your subfaction is
arguably even more important than your faction, as each subfaction
gives a trio of special rules which apply to every ship in your fleet
belonging to that subfaction. Your chosen subfaction also gives you
access to “Rites of War”, which work the same way they do in
Warhammer: The Horus Heresy offering unique benefits so long as
you meet their requirements during list construction.

Some subfactions also have access to a pair of refits which can be
purchased for their ships, representing how each legion would
requisition the patterns of vessels which most closely matched their
chosen methods of conducting void warfare.

Whoa, that sounds complicated...

It’s not, the faction rules aren’t any more complex than the faction
rules for the Space Marine, Adeptus Mechanicus, or Imperial Navy
factions in regular BFG, and the way the subfaction rules work will be
very familiar to people who play Warhammer: The Horus Heresy.
With that said, the way factions and subfactions work in Galaxy
Aflame is different from how the equivalent rules work in BFG where
each subfaction has its own separate fleet list, so to avoid any
confusion a new “Assembling The Fleet” section has been included
into the Galaxy Aflame rulebook that explains how it works.

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

I've been a diehard fan of Battlefleet Gothic ever since I got my copy
of White Dwarf issue 225 in October of 1998. In my opinion it’s one
of the best games GW has ever made because it does such a great job
delivering the experience it promises with a very simple ruleset. I have
a massive collection with fleets for virtually every faction of the classic
game, several of which are fully kitbashed or sculpted by me, and so
when a friend from my local Horus Heresy community asked me if I'd
like to try out Battlefleet Heresy in late 2021 I was ecstatic. That was
of course until T actually read the rules.

The Remembrancer’s Retreat Battlefleet Heresy (BFH:RR) books
were fun and I loved how they revived interest in my favorite game,
but there were some really glaring flaws that held the game back from
feeling like it should. After playing it for a few months I had boiled
down the issues I had with BFH:RR to three core problems.

The first was with how the fleet lists were rather bizarrely stripped
down heavily restricting the types of fleets you could build. While I
understood the logic behind the decision of excluding any ship with
lore that conflicted with the Horus Heresy time period, the end result
was that virtually every game I played was against fleets with the same
exact ships no matter who I was playing with.

The second issue I had with BFH:RR was over how poorly thought
out the rules were for the various legions. In BFH:RR every legion
had a single special rule that changed how its ships behaved, and while

some legions had cool thematic rules most didn’t.

To offer some examples, Dark Angels had one of the best rules
allowing them to take more Grand Cruisers, Heavy Cruisers, and
Battlecruisers than the other legions, but Space Wolves only got the
ability to roll leadership tests to navigate Asteroid Fields on 3Dé.
Legions received Marks of Chaos as their legion special rule, which
worked ok as a field expedient rule for Death Guard, World Eaters,
and Thousand Sons but people’s sense of immersion started to break
down when they realized that loyalist Emperor’s Children ships all
had the Mark of Slaanesh.

It was a mess, and the people in my local community who played the
legions with bad rules were the first ones to lose interest. Oh, and the
big kicker was that no matter how bad your legion rule was you would
have to pay 15 points buying a space marine crew for every capital ship
that wasn'’t a Strike Cruiser or Battle Barge for the privilege of being
able to use it.
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The third issue I had with BFH:RR was with how out of whack its
points costs were. They just slapped the Imperial Navy, Chaos, and
Space Marine fleets together without making any adjustments and so
they really didn’t fit together well. For crying out loud Strike Cruisers
with Str 4 Thunderhawk launch bays and 2 shields cost 45 points
LESS than a Dictator Class Cruiser with a space marine crew. The
result was a game that punished the player for taking anything that
wasn’t an optimized “meta” fleet or for playing one of the dozen or so
legions with bad legion rules.

BFH:RR was a decent attempt that brought new players into the BFG
community, and I'm not knocking the people behind it. I can only
dream of creating a product that gets as widely adopted as theirs has
been, but once the initial interest started to dry up in my local
community for BFH:RR T set about trying to make it better.
Battlefleet Heresy: Galaxy Aflame started off as just a set of alternate
Legion Traits to be used alongside the BFH:RR rules, but eventually

it grew into the completely separate project it is today.

What makes Galaxy Aflame Different from BFH:RR?

The biggest mechanical change is that instead of a “Space Marine
Crew” being an upgrade you need to purchase for every ship in your
fleet like it is in BFH:RR, in Galaxy Aflame having an “Astartes
Crew” is the baseline. This was important for balance reasons, and it
removes the extra list building steps and the bad feelings of being
punished for playing your legion. Instead of requiring players to
agonize between making their ships legion vessels or taking more
ships, you now get your legion rules for free with the option to
“purchase” a downgrade to a “Mortal Crew” by taking Armada

Imperialis vessels as reserves, which gives you a points rebate.

As this does mean that virtually every ship in a Legiones Astartes fleet
is receiving an upgrade for free compared to regular BFG fleets, if
you're playing with a Galaxy Aflame fleet against a regular BFG fleet
I'd recommend that the BFG player have 25% more points than the
Galaxy Aflame player to balance things out.

The second big difference is that unlike in BFG or BFH:RR you are
required to take a Fleet Commander in games of Galaxy Aflame. This
is because some legions have special rules that apply to their
commanders, and the Ravenguard’s “Slayers of Tyrants” special rule
targets enemy commanders, so to avoid any awkward situations
everyone must have at least one commander in their fleet. To make
up for this requirement every fleet receives a commander for free, (it's
always the weakest type), and so the points cost of fleet commanders
have been adjusted to factor this in.

The biggest thematic difference between BFH:RR and Galaxy Aflame
is how your legion impacts the game. In Galaxy Flame each legion
gets three “Legion Traits” which alter how it plays as well access to a
pair of “Legion Refits” that reflect them selecting the patterns of ships
which most closely align with their methods of warfare.

The legion traits have undergone years of playtesting and revisions
with the goal of making them all unique, impactful, and internally
balanced. A big goal when designing this system was that I didn’t
want the legion traits to invalidate any upgrades from the refit tables
or marks of chaos and I didn’t want to repeat mechanics between the
different legions. Even where several legions share similar themes
each has its own unique mechanics so that they don’t feel the same. A
good example is the difference between the three legions most well
known for specializing in close combat; the World Eaters, Space

Wolves, and Blood Angels.

As you can see in the table below each legion’s unique character is
expressed through its Legion Traits, preventing them from all feeling
the same. This approach also adds a subtle power tier aspect to the
legion’s abilities, with the World Eaters being the best at boarding
actions but without any bonus to Hit and Run attacks, The Space
Wolves being the best at Hit and Run attacks, and the Blood Angels
having a unique mechanic that lets them inflict damage on the enemy
even if they lose a boarding action.

Beastial Savagery 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.

Your allegiance to the Emperor or to Horus also matters much more
in Galaxy Aflame than it does in BFH:RR. In Galaxy Aflame every
legion has a pair of Rites of War you can choose from to build more
thematic fleets, however, for nearly all of the legions one of their Rites
of War is only available to a Loyalist or Traitor fleet. Traitor fleets
also are the only ones who have access to Marks of Chaos, which have
been reworked to better mesh with the legion traits.

Lastly, there is one major difference between Galaxy Aflame and
BFH:RR that is actually hidden from the players. As anyone who has
ever tried to design their own ships for BFG is well aware the game
never really had a well-established set of rules for ship construction.
Things like armor rating and types of attack craft weren't actually
upgrades ships paid for, instead they were locked to each faction, so a
Space Marine Battlebarge with a 6+ armor rating spent exactly the
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same on its shields and hit points as an Idolator Class Destroyer with
its 4+ armor rating. Because Galaxy Aflame combines ships from the
Imperial Navy, Space Marine, and Chaos BFG factions into a single
fleet list I had to figure out a way to integrate them mechanically, and
that eventually grew into my creating an entirely new set of ship
construction rules. The Galaxy Aflame ship construction rules will be
featured in a future article, but to summarize the points costs of
virtually every ship class are identical to what they were in BFG, so the
player probably won’t even notice any difference, but by creating this
system I was able to add a bunch of new ship classes from the Horus
Heresy lore without imbalancing the game or introducing power
creep.

Why have so many ships been renamed?

Every tabletop wargame has its own unique approach to the challenge
of defining what makes its units meaningfully different from one
another, and this process is analogous to making a painting with a
color palette composed of variables like unit stats, abilities, and special
rules. Some game systems use a minimalist approach to this challenge
with very few variables while others go overboard with them. Just as
you can theoretically create any color so long as your color palette
contains yellow, blue, and red you can theoretically create a lot of
different units using a small number of variables, however, there will
only be so many viable combinations of the variables. Once a game
designer has exhausted the viable combinations of variables then they’ll
need to resort to adding special rules to differentiate units from one
another, and that can lead to rules bloat and a diminished player
experience.  If you instead design a more complex system with
additional variables, it does become easier to differentiate units, but
the catch is that the more variables you add the more complex the
game becomes, and this can also lead to a diminished player
experience.

BFG achieves an excellent array of ship types with a limited palette of
variables, and one of the reasons why the original Imperial Navy and
Chaos Renegades fleet lists have held up so well is that Andy
Chambers included the majority of the viable combinations of unit
stats in those fleet lists. Returning to the painting analogy, the ships

from the original fleet lists each represent a distinct color that when
taken together create a beautiful painting, and that means that
removing any of those ships from the game would be akin to removing
colors from the painting. The game is diminished without the ships
from the original fleet lists because each of them represents a
meaningfully distinct combination of variables that each adds to the
game. And aside from the game design reasons for including these
ship classes, there’s also the rule of fun to consider. If you have a ship
model from BFG you can use it in BFH:GA, and that’s fun.

So since excluding the ships with conflicting lore would diminish the
game the challenge then becomes how can their inclusion best be
justified. Thankfully this isn’t that big of a hurdle thanks to the
plethora of Horus Heresy novels, codexes, artbooks, etc. A lot of the
ships with conflicting lore have been featured in things that have been
published about the Horus Heresy, so the lore hasn’t actually been
consistent on this subject. Where that isn’t the case the ship can be
included by simply being renamed and provided with new lore for
BFH:GA, which all of the ships are getting regardless of whether their
existing lore conflicts with their inclusion or not because new lore is
cool and fun. Some ships have also been renamed as their existing
religious/heretical names make little sense prior to the Horus Heresy
and the death of the Imperial Truth, and where this has happened it
will be explained in their ship lore. For ease of reference if a ship class
has been renamed its BFG name is included in its datasheet as shown
in the diagram to the right.

How close is BFH:GA to being finished?

The rules are finished for all the legions, ships, and I only have to
finish the Rogue Trader subfaction for the Armada Imperialis faction.
I'm currently going through the book and adding the lore for all of the

legions and ship classes, right now I'm about 1/5th of the way done
with that. The only rules section I'm still working on is the “Building
a Campaign” section, which is a big project in and of itself as I'm
incorporating three separate styles of campaigns into it (ie: Classic
Map campaigns, Invading a single system campaigns, and a mapless
campaign system). Those rules are about 60% of the way finished, but
they’re not in a presentable format yet so they’re not in the book. The
Mechanicum rules are still being developed, but I've put them on
pause until I get the lore finished.

As for what that means for you as the player, Battlefleet Heresy:
Galaxy Aflame is in a fully playable state as is, so if you want to play
games set in the Horus Heresy you can find the rules here. Feedback
and playtesting is welcome, and if anyone wants to help write some
lore by all means please let me know. You can add comments and
recommendations to it and I've got everything bookmarked for ease of
navigation, though I would recommend downloading it as a PDF for

quick reference as it’s a huge and it up  you
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