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Lunar! Some quick notes on Battlefleet Gothic:

Warp Rift 36 has arrived! THE RULES HUB:
https://www.specialistarms.com/forum/index.php?topic=5203.0

Bringing you another issue with some real fun articles from various community Here you will find all and everything rules related from official and unofficial

members fan sources. Butalsoa digital starter kit, tokens, PDF sheets, markers and all

the old magazines.
Fromaweird Inquisitor to renegade marines; from battle reports to a massive Dark

Eldartactica from a painting guide to competition. Get it on! BATTEFLEET GOTHIC DISCORD
https://discord.qa/W8ZMHKb2bz
A fun thing to note is that the new issues of Warp Rift are now also available at the Join this great discord to talk about Battlefleet Gothic!
main Warp Rift page on Speciali&tms:
https://specialisarms.com/bfg/warprift/ WARP RIFT DISCORD
https://discord.ga/kSKy3Rrtda
And there is also a dedicated page forRleenasterdRulebook andleetbook A small dedicated discord for this very Warp Rift ezine!

https://specialisarms.com/bfg/

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

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

Cover page by ErwinLeufkens
Ending page byLPGranberry



https://specialist-arms.com/bfg/warprift/
https://specialist-arms.com/bfg/
https://www.specialist-arms.com/forum/index.php?topic=5203.0
https://discord.gg/W8ZMHKb2bz
https://discord.gg/kSKy3Rrtda

What we have for you in this return of Warp Rift? Have a good article? A scenario you want to share? A story to tell? Tactics?

Nice ships?
x Legendary ships!A couple of ships made by fans; some are more known as
others; send in your own ships for future issues! Contact me and wedll get it into a next
x Renegade Marinesltalianmoose presents some rules for Marines going You can find me at the Warp Rift Discord, BFG Discord, Reddit
renegade!. (horizon_fleet), Instagram (horizonmcr), specialistarms.com/forum and
dakkadakka (horizon).
x Battle reports. Hexagrammatomand QueenofBithayaubmitted their battle Or mail at horizonmcr@vivaldi.net
reports! So twdattlereportgo enjoy!
x The Lunar Class.All different and yet the same class of cruiser. BFG Discord: https://discord.ga/T ScZjbwefG

Warp Rift Discord https://discord.qg/VbMSzs6W

x Battlefleet Gothic Character Ship Creation Community Event.Brought by the
BFG facebooladmins.

From the Nexus Publishing House:

Warp Rift is not endorsed, nor does it endorse, Games Workshop, and it is not an official
publication of Games Workshop. Any words, phrases or images are used without permission
and no challenge is intended as a result of such a usage, including the use of these words,

x Dark Eldar Tactica. By veteran playeZhai Morenn How to make use of that
important first turn!

x Painting tutorial. DoublebaseFanatiguides us through the process of how he phrases and images without the appropriate symbols of copyright. Additionally, these pages
painted his Talk o r 6 o ythe C@rmsnbrce Protection Fleet. i including content, design and imageare copyright (except where copyright should
infringe other such rights). Licensed names, images and logos are
x Nebula.| painted some nebula on bases. copyright their respective companies or auth

or reproduced, and no articles or rules shou
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SLEEPY HOLLOW INQUISITORIALCRUISER é e ééeééeééeéeéeé. .. éeééeééeeédopts

Many a darkumourclaim that the infamous Inquisitor Jeremiah Crowe is the one responsible for
unleashing several powerful daemonic entities upon an Imperial sector in a desperate attempt to hold
back the tendrils of @yranidhivefleet In his search for a method of controlling one such foul entity, it
is whispered that he stumbled upon a cache of forbidden lore, and soon after disappeared for an
indeterminate period, only to return even more formidable than before... abo&lddpg Hollow

It is not known which~orgeworldwas coerced into creating this nightmarish vessel, for the accounts of
such endeavours, along with the name ofMiagiosresponsible, have been stricken from Imperial
records. Th&leepy Hollows an upgraded Lunanlass cruiser, its weapon batteries upgraded to
battlecruiser level and its armour reinforced with hexagrammic wards that allow it to take far more
punishment than other ships of similar tonnage. What makes the vessel unique and feared however is
the Hypercharge Lance, a dread weapon that is the source of the warship's dark and ominous

reputation.
Type/Hits Speed Turns Shields Armour Turrets . - o
Deep within its bowels, droves of human psykers are thrown bodily into an unearthly reactor, the
Cruiser/8 25cm 45° 2 6+ 2 psychic energies released by their tortuous deaths channeled via arcane machinery into the vessel's
powerful lance array. This psychically amplified armament has proven to be the bane of many a chaos
Armament Range/Speed  Firepower/Str Fire Arc fleet, and is especially effective against even partially materialized daemonships, inflicting horrendous
PortWeaponsBattery 45cm 6 Left damage on their spectral forms.
StarboardVeaponBattery 45cm 6 Right
Port Hyper Lance 45¢cm 2 Left AIthough a revered member Qf thg Ord'o Malleus, Jeremiah _Crowe does not travel With. a pompliment of
. Grey Knights, and as such this ship gains none of the boarding bonuses from the Inquisition rules. The
Starboard Hyper Lance 45¢cm 2 Right Sleepy Hollow does however follow the rules versus Chaos Marks and daemonship effects. The Chaos
ProwTorpedoes 30cm 6 Front fleet may use the upgrade options as listed.
: : _ Lord Inquisitor Jeremiah Crowe has a leadership of 9 and comes with a secouitl His points cost
Notes Hypercharged_ance. Albeit the actual working of thgperchargedance is is included above

shrouded in mysteries the effect of the weapon is as follows:
vs a Daemonship it inflicts a critical hit on a 4+
vs a Chaos vessel with a Mark of Chaos or Lord with a mark the critical is on a 5+
vs other vessels there is no additional bonus.

Upon a successful leadership test the hypercharge lance may fire at a materializing
daemonship.

When in a battle versus Chaos this ship is worth 50% victory points when crippled and
125% Victory points when destroyed.

Miniature by SoulforgeStudios (hull and prow), Battlefleet Galaxy (bridge, lance & icon); Painted, story and rules by horizon (weapon inspirgtfetidw Discord members; story improvemehtcaneShipyard
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Renegade Space Marines Weaponry

Bombardment Cannon
Leadership Marine battle barges carry a heavyweight battery of bombardment cannons as part

When randomly generating the Leadership value for a Renegade Marine ship, use Of their main armament. Bombardment cannons are huge-tuoigited linear
the table here. accelerators, capable of launching a salvo of heavy magma bomb warheads. As

_ their name implies, bombardment cannons are used primarily for pounding
D6 Roll  Leadership planetarydefencesnto rubble and giving devastating orbital support to Marine

landing forces. Bombardment cannons are equally devastating in

1-2 LeadershifB y _ _ ) Lo

: shipto-ship combat, capable of blasting apart any capital ship in just a few
34 Leadershipd salvoes. Bombardment cannons fire in the same way as weapon batteries with two
5-6 LeadershiplLO exceptions:

il § Bombardment cannons al ways hit on
armour (even vs ordnance).

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

Boarding & Planetary Assault

A ship with a Renegade Marine crew adds +2 to its roll when performing
boarding actions and enemy conducting hit & run attacks against them stibtract
from their hit & run result. Hit and run attacks launched by boarding torpedoes,
DreadclawsThunderhawk®r teleportation originating from such a ship add 1 to
their result. Ships with Renegade Marine crews in a Planetary Assault mission
score two Assault Points for every turn they spend landing troops

Ordnance

Rather than the bombers and fighters employed by Imperial Naval forces,
Marines make extensive use of the Thunderhawk gunship. They also make use of
other types of ordnance not widely used in the Imperial Fleet.

Renegade Marine vessels may fire boarding torpedoes instead of ordinary
torpedoes, as detailed in the Ordnance rules in Battlefleet Gothic.

Thunderhawk gunships combine the abilities of assault boats and fighters, and
move like any other attack craft, with a speed of 20cm. They have the resilient
special rule.

. . . Remember that as these are Marines, both boarding torpedoElsuamterhawks
attgcks and selectiwiichioREth ey Etolc SR e lonletnonmal. will have a +1 bonus to their hit and run attacks if they hit an enemy ship. Reserve
This represen.ts . , , Chaos vessels will by default use their standard attack craft but may convert to
them unleashing their Chosen Terminators in a teleport assault. carrying ThunderhawksAny vessel that is refit to carfjhunderhawkseduces its
launch bay capacity by half (rounding down when applicable as such hurried
conversions are rarely as efficient as a more deliberate conversion.

Terminators

Renegade Marine battleships, battle barges, venerable battle barges, and grand
cruisers may

include Chosen Terminators. These may roll two dice when conducting hit and
run teleport



FLEET LIST

All ships are equipped with Renegade Space Marine crews.

FLEET COMMANDER

Renegade Marinéd/armaster

You must include a Renegade Marliarmastelin your fleet, even if it is worth

750 points or less. They must be assigned to the biggesn@st expensive) ship
and improves its Leadership to the value shown below. If your fleet includes any
battle barges, they must be assigned to a battle barge. If a Venerable

battle barge is included in the fleet, tMarmastemust be assigned to it.

Renegade Marind/armasteLd 10) ...........cccevvviiieerrinnnnnn. 50 pts

You may buy Fleet Commandesradis for yourWarmaster

One extrar@oll...........oooeviiiiiiiiiie e 25 pts
Two extrarer ol | s .
Three extra MEOlIS.............vviiiiiii 75 pts

CAPITAL SHIPS

0-3 Battle Barges

You may include one Space Marine battle barge for every 1,000 points or part
thereof in your fleet. The fleet must be worth at least 1,000 points to include a
single Venerable battle barge (counting as one of the three allowed), chosen from
any available Imperial or Chaos battleship, grand cruiser, battlecruiser or heavy
cruiser at the listed cost, plus an additional +35 points for its Renegade Marine
crew. Alternatively, the Chaos Battle Barge profile listed below may be used in
place of the Venerable Battle Barge.

(0-1) Venerable battle barge OR Chaos Battle Barge ......... varies/455 pts
Battle DAIgE ...ooeeiiieieiieee e 425 pts

0-10 Cruisers
Stri ke

ESCORTS

The fleet can have any number of escorts
class Destroyer
Gladius class Frigate

Hunt er

Nova ¢

Iconoclast Raider (Rapid Strike Vessel)
Havoc Class Frigate (Rapid Strike Vessel)
0-3 MeritechShrike (Rapid Strike Vessel)

Renegade Marine battleships, battle barges, venerable battle barges, and grand

cruiser

| ass Fri

gat e

cruisers may include Chosen Terminators:
Ter minator s.

Chosen

ORDNANCE

e e .. ... Eeécee.
Any ship with launch bays carri@hunderhawkgunships.

s 7 7

sz

e50 pts

tubes are armed with ordinary and boarding torpedoes.

A reserve Chaos ship with the mandatory Chaos Space Marine crew may be

Ships with torpedo

equipped with Thunderhawk Gunships bugafit may only carryThunderhawks
and may not launcBwiftdeaths DoomfiresandDreadclawsFurthermorehe

| aunch

capacity

of

t he

shipos

bays

launch baysave tobe substantially rebuilt to deal with the largérunderhawks

as noted earlier.

ATTACK RATING

A Renegade Marine Fleet has an attack rating of 3

S

l



RESERVES AND ALLIES

A Renegade Marine fleet can take Chaos vessels as normal reserves and
reinforcements from the Chaos Incursion list only. These ships must take Chaos
Space Marine crews (at a cost of +35 points each for capital ships or +5 points
each for escorts) but cannot have any marks of Chaos. They may not be
DaemonshipsFurthermore, they start the game with D3 damage, this to show
their old state and renegades having less resources available for old vessels.

When reserves are taken in this manner, the fleet can have up to twelve cruisers
(i.e.0-12 rather than-10). Howeverjn the course ch campaign, a Renegade

Marine Fleet cannot use the Forces of Chaos table listed on the Battlefleet Gothic
rulebook.

Rapid Strike Vessels

There are many different types of rapid strike vessel, and their design can vary
from Chapter to Chapter. Renegade Marine Fleets may represent these various
rapid strike vessels by using the escorts from the fleet list, with the additional
Renegade Marine rules listed earlier, at the points cost indicated in the fleet list.

' -AJJJ

A \, ’/\A’ ‘AAAAA

As you will see from the fleet list, these vessels cost an additional 5 points, due ta
the additional Marine special rules.

AlcesPatternStrike Cruiseby Painting_with_Loec



VENERABLEBATTLEBARGE e éeéeéeé. ..  éeéeéeéeéceéeéecécecececévates

Choosing a Battle Barge In addition to their fleet list, any Space Marine  Launch Bays andThunderhawks

fleet may include a singlemeaning only onell Vienerable battle barge, Any launch bays on a Venerable battle barge have their launch capacity
which may be any Imperial or Chaos (painted appropriately of course!) halved (rounding up).

battleship, grand cruiser, battlecruiser or heavy cruvgi (he exception

of any of the unique vessels like the Terminus Est). This replaces one of thgor example, an Imperial Mars battlecruiser with two launch bays each side
battle barges allowed in the fleet. The normal cost must be paid for the is reduced to one each side, and a Chaos Styx heavy cruiser with three
ship, plus an additional +35 points for the cost of the Renegade Marine  |aunch bays on each side is reduced to two each side. The launch bays are
crew. This vessel represents an ancient, revered icon or a vessel granted configured to carryrhunderhawksollowing the rules detailed, and they

with special dispensation. cannot be used to launch any other form of attack craft.

Any vessel that is refit to carfjphunderhawkseduces its launch bay
It is worth 100% victory points if crippled or 150% victory points if capacity by half (rounding up when applicable) This is a compulsory refit
destroyed. that applies to all Venerable battle barges equipped with launch bays.

A Venerable battle barge benefits from all the Renegade Marine special A Venerable battle barge not equipped with launch bays cannot take
rules, but since it is already heavily reconfigured to make it into a battle  Thunderhawks

barge, it may not be given any of the optional refits or upgrades listed in its

profile i it must be used exactly as is, in its basic form. Prow Weapons and Boarding Torpedoes Any Venerable battle barge
For example, a Mars battlecruiser taken as a Venerable battle barge may ngguipped with a prow weapon (regardless of what it is) may, if desired,
be replace it with strength torpedo tubes (speed: 30 cm) for no change in
given a salvaged targeting matrix and can only earn such ardfe cost.

course ofa campaign normally. The only exceptions to this are the special As with all Space Marine vessels, these tubes may also be used to launch

refits that the Marines themselves make to their battle bal’ges, as follows. boarding torpedoes_ These boarding torpedoes are manned by Renegade
Marines and get a +1 to their hit and run attacks when they hit an enemy
ship



RENEGADE BATTLEBARGE é é ¢ é é ¢ é é

Type/Hits Speed Turns Shields Armour Turrets
Battleshigl2 20cm 45° 4 5+ 4
Armament Range/Speed Firepower/Str Fire Arc
PortWeaponSBattery 60cm 6 Left
StarboardVeaponBattery 60cm 6 Right
DorsalLanceBattery 60cm 3 Left/Front/Right
PortLaunchBays Thunderhawk 20cm 2 squadrons =
Starboard.aunchBays Thunderhawk 20cm 2 squadrons -
ProwLaunchBays Thunderhawk 20cm 1 squadron -
ProwTorpedoes 30cm 8 Front
Notes:

A Renegade Battle Barge cannot use Come to New Heading Special Orders.
A Renegade Battle Barge embarks Renegade Marines.

A Renegade Battle Barge may embark Chosen Terminators for +10 points.
For no change in cost, Renegade Battle Barges may exchange their port and starb
weapon batteries for range 45cm and strength 8 Weapon Batteries; or for range 30cm

and strength 10 Weapon Batteries.

This vessel represents an ancient, revered icon. It is worth 100% Victory points if
crippled or 150% victory points if destroyed.

The Marine upgrade for launch bays and torpedoes has been applied to the point
costs.

Renegaddleetby Italianmoose




BATTLEBARGE é é é é é e ééeé. . B5pts.

Type/Hits Speed Turns Shields Armour Turrets
Cruiser/6 25cm 90° 1 6+ 2
: : Armament Range/Speed Firepower/Str Fire Arc
Type/Hits Speed Turns Shields Armour Turrets
PortWeaponsBattery 30cm 4 Left
Battleshigl2 20cm 45° 3 6+ 3
StarboardVeaponBattery 30cm 4 Right
Armament Range/Speed Firepower/Str Fire Arc ProwBombardment 30cm 3 Left/Front/Right
PortWeapon®Battery 45cm 12 Left ProwLaunchBays Thunderhawk 20cm 2 Squadron -
StarboardVeaponBattery 45cm 12 Right Notes:
DorsalBolnbatdmint 30cm 8 Left/Front/Right Ata minimum, as many strike cruisers in the flegt must be armed with their basic
weapons as listed above as all other variants (with replaced launch bays and/or prow
ProwLaunchBays Thunderhawk 20cm 3 squadron - bombardment cannon) combined.
Every strike cruiser may take an additional shield.
ProwTorpedoes 30cm 8 Front
Notes: 0 May replace its launch bays for streng#h, speed: 30 cm torpedo tubes, which

may fire normal or boarding torpedoes.

0 May replace its launch bays for a firepowr, range 30cm (front arc only)
bombardment cannon battery for no change in cost.

0 May replace its prow bombardment cannon for a strengthrange: 30 cm lance
firing Left/Front/Right for +20 points.

0 May take an additional shield for +15 points.

A Renegade Battle Barge cannot use Come to New Heading Special Orders.



GLADIUS FRIGATE é é e é é ¢ é é ¢ é .45pts.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 30cm 90° 1 5+ 2
Armament Range/Speed Firepower/Str Fire Arc
WeaponSBattery 30cm 4 Left/Front/Right

HUNTER DESTROYER é é é € é é € é . 40pts.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 35cm 90° 1 5+ 1
Armament Range/Speed Firepower/Str Fire Arc
Torpedoes 30cm 2 Front
WeaponBattery 30cm 1 Left/Front/Right

NOVAFRIGATE é e é é e é é ¢ é é . é50pts.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 35cm 90° 1 5+ 1
Armament Range/Speed Firepower/Str Fire Arc
Weapon®Battery 30cm 2 Left/Front/Right
LanceBattery 30cm 1 Left/Front/Right

ICONOCLAST RAPID STRIKE VESSEL é .35pts.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 30cm 90° 1 4+ 1
Armament Range/Speed Firepower/Str Fire Arc
Weaponsattery 30cm 3 Left/Front/Right

HAVOC RAPID STRIKE VESSEL é é é é . 40pts.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 25¢cm 90° 1 5+ 2
Armament Range/Speed Firepower/Str Fire Arc
DorsalWeaponSattery 30cm 3 Left/Front/Right
ProwWeaponBattery 30cm 2 Front

MERITECH RAPID STRIKE VESSEL é é .45pts.

Type/Hits Speed Turns Shields Armour Turrets
Escort/1 30cm 90° 1 4+ 1
Armament Range/Speed Firepower/Str Fire Arc
Weaponsattery 45cm 3 Left/Front/Right

The Meritech Shrike benefits from a left column shift for firingt all timesand does
not suffer a right column shift for having intervening blast markers (though it does
suffer one for firing >30 cm).



Designer Notes

This fleet is intended to be a twisted mirror of the Space Marine Dominion fleet,
representing Space Marine chapters which have turned renegade but have not
long been so. Thus, the restriction on marks and ethgishness

The rapid strike vessels were selected to be either the more commonly available
types, or the sort of heretic nastiness such chapters would stoop to (and mostly
because I like my Shrike model).

The fleet can still access the more Hfai
to bring them in from the Chaos Incursion list. This list also avoids someone
shoehorning the Planet Killer in! And finally prevents named battleships being

used.

The mandatory upgrade to Marine crews is to emphasize this is still an elite
Marine fleet. It also deliberately makes reserves more expensive. | might toy with
making the marine upgrade +40 or more points to further penalize bringing these
ships in, or maybe reduce the ratio to 4:1. The use of a Chaos fleet list risks
bringing in too many longange lances which would unbalance the list.

The Renegade Battle Barge is a more limited version of the Chaos Battle Barge
with some options prapplied. This was to save a lot of discussion over how that
specific ship would work in this fleet since its introduction into BFG Remastered
to replace the Vengeful Spirit (retconned into a Gloriana in the official lore).
This especially covers whether to round up or down Withnderhawks

Reserve ships round down, other Venerable Battle Barges round up..

AlcesPatternStrike Cruiseiby Italianmoose
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Imperial Navy vsChaos
By Hexagrammaton

Our two fleets deploy in a fleet engagementpoth
picking Crosstypedeployment

Imperial Navy

Admiral Dix
OverlordClassBattlecruiser
DictatorClassCruiser
GothicClassCruiser
Dauntles<lassLight Cruiser
Six CobraClassDestroyers
ThreeSwordClassFrigates

Chaos

CarnzutheBetrayer

Styx ClassHeavyCruiser
MurderClassCruiser
CarnageClassCruiser
SlaughtelClassCruiser
FourldolatorClassFrigates
Two IconoclasiClassDestroyers

The battlefield wasin the habitablezonewith a large
planet and two small planetmoons Several small
asteroidieldswerein thearea




The first turn saw both sidesmaximisetheir gravity wells to executetight turns
with the Imperialslaunchinga few wavesof torpedoesut otherwisenot having
targetsin range

The Chaosusedtheir higher speedto just edgeinto weaponsangeat 60cm and
focusedtheir fire on the Dictator which lost shieldsand took a hull point The
Idolatorsalsopouredfire ontheright CobraSquadronnflicting oneloss

Chaosthen launcheda few fighters to intercepttorpedoesand a small bomber

wave

Stayingsteadyin the face of rapidly approachingcruisersthe Imperialsfinished
their turns and usedall availablespeedto pushinto shotgunrangewith torps
causinghull point losseson mostof the cruisers The Murder (secondfrom the
back)lostit's prow weapongueto the explosions

The damagedcobra squadronand the supportingDauntlessclosedrapidly with
the Idolators and managedo drop two with lucky shotsand finished them off
with torpedoes




The Chaosdecidedto go hell for leatherand Locked On with the Murder,
Slaughter,and Carnagewith supportfrom the Iconoclastsrapidly closing the
distanceto intercepta secondCobratrio.

The Styx hadbracedthe previousturn which savedsomedamagebut preventeca
Reloadorderfrom taking place

The Chaosfire was blisteringin intensity and evenbracedthe Swordslost two
ships,andthe cobraslost a matchingpair. The Gothic was hit and had the Port
weaponsknockedout, the Dictator soakingup fire and droppedto 3 hull points
losingits enginesn theprocess

The Imperialscontinuedtheir statelycruiseradvancewith the Overlord Locking On andturning with
gravity to bring its broadsideto bearon the Slaughtemwhich washit hardbeforebeingfinished off by
a bombingwave and the last of the loadedtorpedoesThe blazing hulk eventuallydrifting into the
planet and being removedbeforeit could be fired upon and explode Now crippled the Dictator
attempteda Ramactionbut failed on a 12 followed by 11 on thereroll, stoppingotherunitsreloading
It settledfor a poorroundof shootinganda failed boardingactionagainstthe Murderlosing a further
wound

Thetwo survivingescortof their respectivesquadrongttemptedo regroupbut couldn'tbring enough
weaponsagainsthe lconoclastdo causeany damage

The Dauntlessandit's supportingescortsheganturning to track the Styx and knockedshieldsdown
oncemorebut causingno additionaldamage

The Gothic managingto movein closeenoughto the Carnageo bring its remainingweapongo bear
andcausingminor damagebeforelaunchinga teleportattackand damagingthe prow guns



Having suffereda heavylossof the escortsturn 2 andthe punchingweight of the
Slaughter,Chaoslost somefocus while attemptingto get abeamof the closing
Imperialline andfailed all SpecialOrders

The Styx began manoeuvringaround the asteroid belt betweenthe closing
Dauntlessand Overlord while the Murder and Carnagemanagedo fire heavily
into the abeamcruiserscausinglight damageto all andcrippling the Gothic The
escortsknockedshieldsoff the final lonely cobraandit was finished off by a
teleportattack,one of a seriesmadeby the Chaosfleet which also destroyedhe
Overlordsdorsallances

Having managedo reloadthe Dictator finally the Gothic and Overlordcontinued
to makethe mostof the gravity well to keepshipsin goodarcswhile the crippled
carrier fired supportingshotsinto the Idolatorsand Styx which remainedjust in
arc

The swordmanagedo swingin behindthe Carnagebut failed to keepit's shields
downwhile the Dauntlessand Cobrascontinuedto harrythe Styx andmanagedo
crippleit.

Thefinal turn wentto Chaosbeforewe ranout of time, which includedabombing
run againstthe Overlordwhenthe Styx eventuallyreloadedandfocusedfire from
the MurderandCarnagewhich leadto the Overlordfinally beingcrippled

Victory to the Imperials with 4292311




The Red God and Da Red Gobbo

By QueenofBithynia

WhenBad Moons Big MeB e z o grat-glasesise up
in revolt, the Toofbosss left scramblingto put down
therebellion Anunlikelysourcecomedo hisaid; a
World Eaterssquadronfreshoff raiding the Theillar
Cluster and ortheir way backo theEye ofTerror.
Contact is made; a deal sruck

Will the GretchinRevolutionaryCommittedurn the
wholesector red? Owill K h o r wagridrs bring the
LongMarchto a short and bloody end?

Chaoslincursion Fleet

Avarmaster (LD&ith Mark of Khorng aboardthe
Thracian

AThracian Styx-Class Heavy Cruiser

Cruiser quadron 1:
A Butcherof Meliddiya MurderClass
Cruiser
A Guerriére MurderClass Cruiser

AEscorts
A 4 Iconoclast Escorts

DaGrotRev dl oos hun
(Book oftheVoid 1: TheDiscordialncident)

Aa RedGobbo(aboardviorkaku)
AGrotHoncho(with reroll, aboardviork'ke)
Avorkaku HammerClassBattlekroozer

A Extra Power Fields
Asquadron 1:

A Morkke GrotKroozer

A Squiglitz GrotKroozer
Asquadron 2:

A Grotzow GrotKroozer

A DaFlingga: GrotKroozer

AEscorts:

A5 OnslaughEscorts

We set the board up with a loose belt of asteroids across the center, at
each player's rightand corner and passing across diagonally, with

safe passages but sight lines obstructed. We opted for a simple
deployment: each long edge is split into three equal thirds, and a ship
or squadron must be placed within each. The GRC got the first turn.




Part 1: Roll, Reroll, Heads Roll

The GRC came on in two divisions: Squadron 2 alone
on the right, and the others concentrated on the left of
the asteroid belt. Both advanced, launching CAP
fighters, whileMorkakuwent on All Ahead Full to lead
the formation in and cover for the fragheozers

though this meant she had to either navigate the
asteroids or crash come turn two.

The World Eaters had their cruisers concentrated left,
with some very lonely escorts in the right wing. As
planned, the Murder squadron locked on, to give the
approaching grdtroozersa lance punch from turn 1,
and forThracianto follow up with gunfire and
bombers.

They rolled double sixes! They burned their fleet reroll.
Double sixes again!

They made the best of it, engagiBguiglitzwith
lances and/lork'ke with weapons batteries.
A successful brace for impact order, and the furious

World Eaters slaughtering most@fu e r r gunnerg 6 s

officers, limited what they could accomplisfhracian
joined in onMork'keand launched a full deck strike of
six bombers, but her gunfire was also ineffective.
Meanwhile, the frightened escorts made a hard port

turn and ran full speed to catch up with their big sisters.

Mo r kn@rkowly survived the bomber attack, left
clinging to life with one hit, while the GRC continued
their charge to relieve the beleaguered squadron. Now
it was the grots' turn to do some damagerkaku
barreled through the asteroids, downirigacian's
shields, while the secordoozersquadron did very

well, landing three damage on her with guns and
torpedoes even while braced. The otkrenzersand
escorts oriented themselves to fly through the open
passages, less confident about running through the

Ed.: well thatos a familiar happengstepoidggost of wus can relate to.

On their turn, the World Eaters had enemies to their
front and starboard quarter; they wanted to destroy the
former and pull away from the latter.

Thracianmoved her full speed to take less of a pasting
next turn while reloading ordnance. The escorts were in
a tricky spot if they moved to join the cruisers, they'd
be right in front of the whole GRC fleet, but if they
turned left, they'd be separated even further. They
decided to risk it, moving full speed and going abeam
to minimize the incoming pain.

Meanwhile, the Murders bore down on the laéngozer
squadronGuerriéreg in the lead, hoped to launch a
boarding action againSiquiglitzthat would have seen
her massive troop strength easily overwhelm the tiny
kroozer but came up just one centimeter short. They
contented themselves with shooting the grots up at
close range. Their starboard weapons batteries killed
Mork'ke and with assistance from Thracian, hulked
Squiglitz




Part 2: Our Zoggind S hi p $Norkimbe nTootd a y !
Squiglitz burning corpse drifted slowly towards the
GRC fleet, the fires onboard slowly growing...

Morkakupiled into the Iconoclasts, killing two, but at
such close range she ended up in contact with three
blast markers. She and the survivkrgozerdfired at
Butcher ofMeliddiya but only managed to down her
shields. Meanwhile, the onslaughts got through the
asteroid belt, but were unable to catch up and get into
the fight.

The battle space was rapidly filling with blast markers;
they had begun building up from turn 1 askhgozers
took fire, and Chaos ships having their shields shot
down only added to this. Combined with repeated low
rolls for blast marker removals and the GRC ships
flying through many that were left, maneuvering was
becoming quite difficult for the goblins.

On t he Wor | @hraGiantureed gght, t ur n,
reloading her bombers. The Murders matched her turn,
without a target to the front but able to fire their
weapons batteries at an unshiel®atkaku Making

the best of a bad situation, the surviving escorts put
themselves abeam to the grots again. Focusing on the
shieldlessviorkaky the World Eaters did a few points

of damage and forced a Brace, but she wasn't in serious
danger. FinallyThracianlaunched a wave of six

bombers not interested in flying througMorkakus

heavy combat air patrol and turrets, they weaved their
way towards the othéroozersquadron.

Morkakuflew clear of her blast markers, only for
Squiglitzto drift up next to her and explode! Her

shields collapsed yet again. The other GRC ships were
safe, and closed in on the Iconoclasts, but failed to kill
any- thenThracian'sbombers slipped in on the

gobl insd or dnanGrazowdeairs e ,
three points of damage.

Still moving at speed, the chaos cruisers turned right
and fired orMorkaky who tanked their attacks with
good Brace rolls. With no good options, the Iconoclasts
turned back through ttgretchinfleet, hoping to

survive the incoming round of shooting and ending up
either able to run, or on the GRC's taihracian

launched one more wave of six bombers, who had
reliably done good work.

and

The low rolls on blast marker removal had continued,
and we had only just enough to place new ones.
Together with the high Chaos movement speeds, the
storm of markers had badly hampered the GRC's
pursuit. However, they were finally in position to
launch an attack with all of their ships.

Part 3: Too Little, Too Late

Grotzowwisely disengaged, taking advantage of the
blast marker saturation and asteroid fields, lealZiag
Flinggato fight on alone. Making their debut, the
Onslaughts fired on Thracian, joined ldprkaku's

distant prow guns, dealing a fourth point of damage and
crippling her.Da Flinggaengagedutcher of

Meliddiya, but only managed shield hits, her torpedoes
shot down by massed turrets. It was a bad turn for her.
Thrg{ap'satr%k?wing hit her just after, and landed a
nasty seven hits. Only making three brace sdvas,
Flinggaexploded likeMork'keandSquiglitz

The chaosvarmastetook stock of the situation

escorts fleeingThraciancrippled,gretchinon his tail,

both players getting hungryand did some quick

victory point math. He decided the rebellious grots had
been taught their lesson. The World Eaters disengaged,
the cruisers hiding among the asteroids, the Iconoclasts
in the blast marker swarm, and the battle drew to a
close.



Conclusion e GrotRev'looshuns a very furfleetlist You've got
fprisingly good leadership thanks to the high hull

Totallingup losses and disengaged ships, Chaos won oblin honchos, and squadroning, and solid

by about 240160 VP. tit erodes quickly. You need to brace a
yexplode a lot on catastrophic damage, and

We've typically played variouSrk and Imperial Navy ore of a liability than a weapekeep your

lists, so trying the Chaos and GReVv'looshurfleets
out is a nice change of pace. | like how the Chaos ship
handle- the extra speed is much more helpful than |
expected for keeping the enemy at arm's length. The
long gun range is also very nice. The Murders were
probably not the right choice. Slaughters for close
range, or Carnages for broadside firepower would have
been better.

When | turned left at the longoozersquadron, | also
considered turning right, to broadside them while trying
for a heaebn charge and boarding action against
Morkakuwith the two Murders, but this would be...
extremely risky, to say the least, and might have landed

me running prowon into the whole grot fleet. With 5+

armor, that would not be a good place to be. Our small
games often turn into odd spiraling fights, turning
around and around to stay on target, and this was no
exception. Adding planets might help by allowing for
different turning maneuvers.

Imagegeneratedy Midjourney horizon
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Admirals! We are happy to announce the first every
Character Ship Creation Community Event! We want to
seethe creativity of this community going. This is a
chanceto put on display your full capabilities as a story
telling, conversion expert, painter, artist, rules writer
and just general Gothic enthusiast!

This eventwill run from TODAY (12 SEP 2022 until 12
DEC 2022

What we want to seeis you come up with your bestship
possible We wantto know the story, seethe ship (eitheras
a actualmodel or original artwork), and seeany additional
rules you can come up with. You canwork from existing
ship classesor come up with your own original. You can
also work from existing fleets in game or come up with
somethingnotyetin gamebut groundedn Warhammetore
(IE aHrudor Votannship). Getcreative really dive into the
potentialthatis BFG

If your submissioncontainsa conversionpleaseprovide a
brief explanationof how you did the conversionin your
submission|f it is a 3d print of an original design,please
provide a link to the .stl in the submission Once you've
comeup with your uniquecharacteiship(s)you will submit
it (details below) for considerationin the following

categories

Keep a look out for future details on additional judge
selectionsprizes,communityvoting, etc

Thereare 5 Main Categorieshat will be recognized
(with potentialfor prize supportdetailsto come)

BestOverall
BestHumanShip
BestXenosShip
CommunityFavorite
High Admiralty'sChoice

Additionally, thefollowing will berecognized
BestStory
BestModel
BestRules
BestOriginal Class
BestExistingClass(from Official Rulesources)
BestHeresyShip (IN, SM, Chaosonly. 30k related
story)
BestEscort
BestLight Cruiser/Cruiser
BestBattle Cruiser/GrandCruiser
BestBattleship
HonorableMentions/Best& Fleets

After winners have beenannouncedthe admin team
will gatherup and ePublisha PDF of all the winners
for your at homeuseandreferenceWe will endeavor
to makethis a cool productfor your use You mayalso
seeyour shipfeaturedn communityeZines(like Warp
Rift) relatedto Battle FleetGothic!

Submissionsvill bevia GoogleDrive
https//drive.googlecom/drive/foldersim7vpjPi7e7-
NAOOyHtQPyytftittWChQ?usp=sharing

Submissiongnustbein a .doc or .docx format Any pictures
in the documentmay also be uploadedas a separatdile (so
we canseeandusethe bestresolution) You arelimited to 2
pagesper entry, profile layout, normal margins Pleaseuse
common fonts and font sizes Additionally a short 1-2
sentencesabout you/how you hobby would be nice, but
completelyoptional

Denotein your submissionif your ship is for use with the
original rules or any variant of BFG (BFG.XR, BFG:202Q
BattlefleetHeresy) Thiswill havenoimpactonwinners

An exampleof a charactership entriesfrom the old Fanatic
contestcanbefoundhereto getanideaof whatkind of stuff
we arelooking for/format
https//www.facebookcom/groups?387912808iles/files
https://drive .googlecom/drive/folders/1jiGrkmLRB8UZKgtZ
iI0TaV_nrowfRgUlssue$h9to 63.

(files are The Light Bringer, Black Avenger, Favoured
ConcubineQrkham'sRaza,DevineSanction)

Submissiorformatfor documents

Name_Shipname..doc

Name_Shipname.jpg

Namescan be screennamesidser namesinstead of Actual
Names if desired (ie Bob Smith can make his name
AdmiralKirk if hewishes)

Submissionsare limited to 4 per personwith the following
limitations

-No morethan3 capitalshipsperperson

-No morethan3 of thesameFleettype perperson

-No morethan 1 ship over 16 Hits per person(ie you can't
enterd separaté&loriana’'s)

If you exceedhesewe will only considerentriesin the order
you enteredthemin datewise (IE you upload4 IN ships,the
first 3will beconsideredthelastwill not)


https://drive.google.com/drive/folders/1m7vpjPi7e7-NA001yHtQPyytftftWChQ?usp=sharing
https://www.facebook.com/groups/2387912808/files/files
https://drive.google.com/drive/folders/1jlGrkmLK9B8UZKgtZiOTaV_nrowfRgUX

Dark Eldar /Drukhari
Tactica

By ZhaiMorem

Thisbackground image isom Magelord



Preface The Fleet

Greetings Dread Archd
guests. It is with great pride, pleasure and a The Dark Eldar fleet is a raider fleet that possesses one quality in which it
necessarily small sum of humility that | come exceeds the capacity of every other fleet in the game. Raw mobility.
o3 {e] SRVl VR (o NIl o M\ Ao [slR-Tale M (eISlg[Elgle . Certainlythere are other factions that dast, orhave examples of fast ships
in their fleets. But no other fleet has the combination of movement speed
prior to an attack combined with attack range.

For my part, | have always held the Dark Eldar to be my favorite fleet due to
their high skill ceiling and the fact that | feel they are more fun for my
opponents to fight against comparedCiaftworldor Cor sai r EIl dar .
the frustration of friends when facing other Eldar fleets that just dodge back
into asteroid cover, offering them no means of striking back. The Dark Eldar
do not have this luxury and instead are focused on almApproach to
combat typically. You commit fully to your attacks and do everything to
ensure they are devastatieg as tdimit return fire, or you are punished and
ground down. As a courtesy, your opponent has something to shoot back at,
which in all fairness may be only a mild consolidatiothe midst oover half
of their fleet being in shambles at the end of turn 1.

SOERW I BRI RS ETCRYGITENEVAEVCIERCHIEWY, - that is in my opinion the biggest game changer fofldet as a whole After
/grasp (Slelel sV E=To VAR Ta o Rig - 1M E o [ole[o MSTel g [Meli  (leployment and prior to the beginning of turn 1, any Dark Eldar ship with a
MEVAIEV RS oI I R{ofelgletTolilesER:TeJoll|Molll@:Tge mi mi ¢ engine will get to make a free |
Lo MISRe-TeE Lol [IICER-Ta e NI RSN GCAVO UM g EUNGIElc 1, if the Dark Eldar have not attacked or launched ordinance, they cannot
target any Dark Eldar ships further than 30 cm away. While the mimic does
not work againsNecronsor Tyranids it is still an extremely powerful tool
againstall of the other fleets.

4 in the ways of fleet combat upon you. Some o Of all of our special rules and exceptional weapons, it is our mimic engine
=

Thedrawingis from AsdrubaeMekt



Weapons Ordnance:

Weapon BatteriesThese function the same as the weapon batteries used by the Attack Craft

other Eldar factions. They always count as closing on their targets and as a ruleRaptor FightersThese function in every way like normal Eldar fighters. They are
for this fleet will be forward fixed and limited to range 30 cm. With their speed hit on a roll of 6 by defensive turreti& the event thathey are escorting a

and agility Dark Eldar vessels should have no difficulty bringing these weapons tbomber/ assault boat wave in) and have a 4+ resilience save against being

bear. Of additional note is that every variant of every Dark Eldar ship is armed toemoved the first time they encounter hostile ordinance. This makes them worth
some capacity with weapon batteries. Even torpedo escorts carry two each, more than their numbers would imply when it comes to eliminating incoming
meaning everything they have is a capable gunship when fielded in larger ordinance waves or trying to strip CAP defenses from a target ship in preparation
squadrons. for a follow up wave of torpedoes or other attack craft.

Phantom LancesUnique to the Dark Eldar, these weapons hit on 4+ and inflict RazorwingBombers These function just like normal Eldar bombers in that they

two hits on aroll of 5 or 6. There is a lot of contention between whether are hit on a roll of 6 by defensive turrets and may reroll the number of attacks they
CorsairCraftworldor Dark Eldar have the best lance weapons. While the Pulsar make. This can make them extremely dangerous against enemy ships which have
Lance has a higher maximum damage cap, you are statistically less likely to fewer defensive turrets. They also always hit the lowest armor facing of the ship
achieve your maximum damage without the use of lock on. While on paper this just like any other bombers so ships with weak rear armor getieular reason

would lead one to believe that the answer is pulsars and locking on always, this i®r concern against thes@rksin particular).

not necessarily so. Because the Dark Eldar only move once and are then

committed to their attack, preparation and locking on really has no drawback. O&lavebringerAssault BoatsThese are excellent. Only being hit on a roll of 6 by

the other hand, Corsair a@utaftworld ships will likely be sacrificing their ability enemy turrets is already great but getting a +1 to your hit and run roll on the

to turn and run back to cover. Both are great weapons, but my preference lies wihtical hit chart to boot means you will never fail except potentially when hitting
the Phantom lance. It will much more reliably reach its maximum damage Astartescrewed ships. Add to that, these assault boats also have the added utility
potential (2 damage on a to hit roll of 5 or 6). If you are not locking on in favor ofof being able to opt not to roll for their hit and run results and instead claim 10
maneuvering after your initial alpha strike, the Phantom Lance has a 33% chanceictory points to represent the Dark Eldar taking captives. Whhitalerscan do

on any given attack to reach its maximum damage capacity. A Pulsar Lance on thes more efficiently, it is still a great option to net yourself some additional

other hand has a 25% chance of matching that damage and a 12.5% chance of victory points if the target you are attacking alreadyihas@iensive capabilities
landing all three of its potential hits. While one may prefer longer odds and higheseverely hampered, or you are simply not concerned about return fire. Thisis a
potential pay off, | have always found my preference to be with a steadier and great option when either you or your enemy are maneuvering through an asteroid
more reliable weapon. field while the other is not.



Impalers Even though these torpedoes donoét deal
The truly unique piece of ordinance the Dark Eldar have atocessl it is a deal. This can break apart formations of enemies, no matter how heavily armored
fantastic option. This is effectively an assault boat that has limited range but rollsheir ships are. Consider that after being hit by a salvo of these torpedoes, there
2d6 on the critical hit table when it connects. It is only hit by turrets on a roll of 6are only four battleships in the entire setting of Battlefleet Gothic that could still

has a resilience save of 4+ agai nst ekecuelatum withoubBurd Retr@s spediahoedera Jhrdae ofithem ave Chams ships |t
in favor of claiming 30 victory points via slave taking. This also incidentally will and of those two are unique character ships from the Chaos 8émterer&
instantly kill any escort that you can take captives from as losivp 8@rth of Wage of Sin), and the ngdhaos outlier is the Corsair Eldar Void Stalker class

crew causes the ship to be treated as destroyed. The only drawback is that eaclbattleship. Add to this the negative effects of having a blast marker in contact with

time it is about to make its attack against an enemy ship, after turret rolls have an enemy ship, and an enemy vessel could be facing a tei&l o to its

been made, but before you roll the 2d6, you must roll a 1d6 and on a roll of 1, thenovement. Againghe majority ofcapital ships in Battlefleet Gothic, this is

Impaler is lost and cannot be used again during the battle even with Reload sufficient to reduce them to qualifying as a defense on the gunnery table, making
Ordinance orders. This represents the entire crew of the module being killed by them easy pickings for massed weapon battery fire in the following turn.

the counter attacking crew of the ship theydére attempting to | aunch a hit ¢
against. While this makes the Impaler something of a high risk, high reward

weapon that will statistically degrade over a long engagement, the results it reaps = =
are well worth the risk.

Torpedoes

Dark Eldar have access to normal Eldar Torpedoes and Leech Torpedoes. Both
types can only be hit by turrets on a roll of 6, but the standard Eldar Torpedoes
deal damage and reralieir to hit rolls against each target they encounter. This
makes them a devastating weapon and one of the best weapon systems available
the Dark Eldar. Any ship which carries Eldar Torpedoes also carries Leech
Torpedoes.

Leech Torpedoes: The Dark Eldar leech torpedo is a weapon unique to their
faction. While it does not do any damage directly, each hit from a leech torpedo
will inflict a non-cumulative critical hit that causes no damage but results in the
ship losing 10cm from its speed. This also prevents the target from executing All
Ahead Full special orders. These torpedoes also automatically hit and do not roll
against the armor facing of the target. The target must repair ALL critical hits
inflicted by Leech Torpedoes but only suffers their effect once.

Drawing by Maglord



The Ships This ship is also going to be your most effective Eldar hunter. Against both
Corsair orCraftworldEldar, or even other Dark Eldar, this ship will be the most
gffective tool to destroy them and as such, it will be a high priority target for your
enemies. | will get into the tactics relating how to give your gunships their best
shot at surviving return fire later when | break down tactics for the Dark Eldar

| have seen it said by many that the Dark Eldar are a very limited fleet given th
they have only two official ships. It has also been said that they are weaker
because of a lack of grand cruisers or battleships which the other Eldar fleets
possess. | 6ve personally always hell§t¢he v
Their fleet is perfect in meetirgl of its present needs.
If I were to add anything to it, | would say a light cruiser option that features the
same modularity the rest of their ships possess would besgoasitallow for
capital ships in scenarios that specify a capital ship under 200 péhdsbeing
said, theonly thing a light cruiser would bring to any equation which Corsair
escorts couldndét would be fighters and bom

n.o t need battl e

Escorts

The Dark Eldar Corsair is one of the deadliest escort shglsafithe Battlefleet
Gothic setting. It is fast and agile, as one would expect from any Eldar ship, and it
comes in four varieties. Each variant of the Corsair is extremely effective and
bringsthe real majority othe firepower for the Dark Eldar fleet to any
engagement. This is particularly relevant to any ships whose primary armament is
weapons batteries or phantom lances. With your free movement you can position
your ships for locking on in their turn 1 attack run. Add to this that every variant
of the Corsair comes with 2 Eldar weapon batteries, and you have a very effective
and versatile weapons platform.

Phantom Lance CorsairThis is an excellent ship. It is armed with two weapon
Weapons Battery Corsaifhis escort is the Dark Eldar equivalent to the Aconite, patteries and a Phantom lance. These ships in squadrons of 5 to 6 will give any
but cheaper in its base form, or the same price if a mimic engine is added. Each §ine enemy pause. Largely the same tactical benefits that the weapon battery
these ships carries strength 5 weapons batteries which, due to being Eldar, alwaygyrsair enjoys are also shared by the Phantom lance variant, with only some
count as closing. A squadron of 3 would be dangerous, but | prefer to field them igifferences in preferred targets to consider.
squadrons of 5 or 6. 25 weapon batteries counting as closing is devastating as These ships are excellent hunter killers when fielded in larger squadrons,
it is, but if you combine this with mimic engines to line up a turn 1 locked on averaging 5 lance hits when not locked on from a six strong squadron. They carve
attack run, you will be deleting cruiser sized ships with relative ease. up priority targets of the enemy fleet with ease, regardless of their armor.

Miniature designby ArcaneShipyardpaintedby horizon



Torpedo CorsairBy virtue of being an Eldar Torpedo escort, this ship is Impaler Corsair: This ship is armed with two weapon batteries and an Impaler
absolutely dangerousWith Eldar torpedoes being intercepted by turrets on a roll Module. Now this is one of the most significant deviations from standard
of 6 and rerolling their Hit rolls, they are devastating to enemy ships of all sizes. weapons in the entirety of the Dark Eldar fleet. The reason is not just because the
Armed with S2 Torpedoes and 2 weapon batteries, a squadreh willsnot only primary armament of this ship is essentially an assault boat that goes off the full
command a terrifying amount of Eldar torpedoes that can be deployed in flexiblec r i t i ¢ al hit tabl e. Ités the fact that
sizedwaves, buts a respectable gunship as well should it find the opportunity to fleets that can engage its targets without having to be facing towards them. It is
pick off a wounded target. precisely one of two escorts in the entire game that can attack an enemy in its rear

arc (the other being tHenited Escort Carrier).
This ship is also one of the most utilitarian vessels in your armada, in addition toWith Impaler armed Corsairs, your movement options are considerably less
being a threat to enemy ships. With a full squadron, you can negate largerwaves onstr ai ned compared to |iterally every
of torpedoes with ease, allowing these ships to play a defensive role in support dfne of sight to your targets to engage them, slngealerscan just fly through or
their capital ships. They can be used to clear away fighter CAP from enemy shipgound celestial phenomena that are blocking line of sight. A squadre® aff 5
when deployed in individual salvoes of 2 torpedoes from each escort. Torpedo t hese wi |l on average |l and 3 critical h
Corsairs can also stand off out of enemy return fire range and shotgun a pile of S%en have to reveal yourself to the enemy. You could launch them from within an
salvoes at an enemy formation. asteroid field, the other side of a moon or planet, or a warp rift and they can easily
either go over or around the celestial phenomena in question.
Movement can be focused entirely on maximizing your survivability while staying
within striking range of youlmpalersto the targets you want to bring down. It

doesndét matter i f your target ends up i
range and you passed your Reload Ordinance special order, you can make that
attack.

Additionally, Impalersmake for excellent escort killers. When you attack an
escort with an Impaler, and you make your 2+ roll to not lose the Impaler in the
attack, you have two options: Roll 2d6 and destroy the escort on 4+. While the
chance of failure is small, it is still present. Instead, simply opt to take slaves.
You get 30 victorypointsand the escort is treated as destroyed shtaeetaking

30 points worth from an escort results in it being counted as destroyed. This

d o e s n 6 t NearansoKTyranids but otherwise it is a buiih easy method to
claim 30 extra victory points in addition to the worth of each escort killed.

Miniature designby ArcaneShipyardpaintedby horizon



Cruisers Tactically, | feel like this vessel has less to offer than some other variants, given
that three Corsair escorts could provide more firepower for 60 points less.

The Dark Eldar Torture class cruiser can be fielded in fives variants and is an  However, | have observed this ship to excel in small point games. Up to 750

exceptional warship. Its speed and ability to use mimic engines mean that it canPoints, this can be a very solid option if you intend for your Corsairs to be largely

position itself optimally for a turn 1 alpha strike, regardless of which armament comprised of gunships émpalers This ship could be the only torpedo vessel in

you have chosen for it. These make excellent flagships for your Archon, your fleet and in smaller point level games, its ability to disrupt formations with
especially considering that the Dark Eldar take critical hits on a 6+ like the other leech torpedoes and inflict telling damage with its Eldar torpedoes can prove quite
normal factions. useful. In larger battles, the strategy of getting behind an enemy capital ship and

crippling its movement is mitigated by there likely being other ships nearby that

Battery Torture This is the bare bones variant. At 210 points, this gets gobita ~ €an try to assist your target by engaging this ship.

cruiser with 35cm speed and 12 weapon batteries. This is not a bad option, but in

all honestyyou are better off spending 20 or 40 more points to purchase an extra There is also the option of taking Torpedo refits if you want to combine Eldar

weapon system. torpedo rules with other special gual it
with the cost of Eldar getting refitted torpedoes and often | find that there are

One way in which this vessel is superior to an equivalent points worth of Corsair cheaper ways of getting highly destructive ordinance on the tabkt being

Escorts (4 Corsairs) is that it has more hits with higher armor. In my opinion, thissaid, ifyou are going to go for refits, | personally find the guided torpedoes to be

is your best option for if you are going to focus on boarding actions. While all  the best option for Dark Eldar in extended engagements. The ability to have

Dark Eldar ships get that useful +1 on the initial turn of a boarding action, what torpedoes track their target can be invaluable if you are standing off from a

really matters is how many hits worth of Dark Eldar ships can you pubas® to distance. Short Burn Torpedoes are also quite useful as they extend your effective

basecontact. Without a special secondary weapon, this vessel is risking the lossféach rather handily. Seeker Vortex afelta Torpedoes are also useful, but you

less than any other option should the boarding action take a turn for the worse ati¢@nt to ensure there is no CAP protecting whichever target you want to throw

you are bringing the most hit points worth of boarding per points expended. those at. Seeker Torpedoes amna shottem that in my opinion does not deliver
enough benefit to justify their cost. Barrage Bomb Torpedoes are strictly speaking

Torpedo Torture: Armed with twelve weapon batteries and four torpedo tubes, thigss effective in every scenario wherein you are not bombarding a planetary

is a Dark Eldar mirror to the Corsair Shadow class cruiser. | would argue that thigurface. It does not help that these must be rolleq for randomly when you

ship is far superior to the Shadow Class for one primary reason. Using its innatePurchase the refit. : '

speed and agility, this ship could easily maneuver into the rear arc of an enemy

capital ship, hit it with weapons batteries and then follow up with Leech

Torpedoes. If the enemy ship is faster than 20 cm, it would probably be better to

use standard Eldar Torpedoes, but for anything at 20 cm or less, this ship is a

nightmare to have in your rear arc as it can drop a capital ships maximum speed to

below the minimum distance required to turn.

Thedrawingis from AsdrubaeMekt



Impaler Torture Able to be armed with one or two Impaler Assault Modules for  In most scenarios, if | launch Raptor fighters, it is because | want to clear the CAP
the respective cost of 20/40 points, this Torture variant enjoys the same tactical off an enemy capital ship prior to hitting it with otlegdinance, oclearing out
flexibility of positioning that the Corsair escort does wlhaemedwith an Impaler. very large waves of torpedoes. Large Eldar Torpedo and Tau Torpedo salvos are
Unfortunately, because of its twelve weapon batteries, this ship really wants to my usual top targets. Eldar Torpedoes can &alaige number diits with their
also be shooting something. For similar points to the cost of this variant, you  re-rolls to hit, but only if we are looking at a large single salvo, which most

could get five Impaler armed Corsairs. experienced Eldar players will never use against another Eldar. Given the
universal lack of turrets for all the Eldar factions, there is no real reason to not

Really this comes down to personal preference. | like the Impaler Corsairs sendall of your torpedoes in at minimum size (2 for each escort ebd 4

substantially more due to the numbeitrapalersthey can bring pemmountof launched from a cruiser). For Tau, it is relatively easy to get large massed waves

points spent. It feels more reasonable to forgo shooting ten weapon batteries thaf Torpedoswvhich are guided and can alter their speed, making them more

5 Corsairs would be packing in order to keep them out of line of sight and let theichallenging to dodge than standard torpedoes. Raptor fighters are also

five Impalersdo the work. exceedingly i mportant if youbre trying
As with the Torpedo Torture variant, there are some situations in which this ship Shadowfields

could acquit itself very well. In an ordinance heavy fleet, it can add weight to an

already devastating onslaught of torpedoes and strike craft. For me I think one dfhe SlavebringeAssault Boats are the best assault boats in the game. They can

the most appealing roles for this ship is that of an opportunistic hunter. Enemy onl y be hit by turrets on a 6, they get
ships which you want dead, it can lend its firepower larghlersto, and unl ess theyoOore going against Space Mar.
otherwise it can pull in an almost guaranteed 60 victory points per turn. Assuming/ways have the option of forgoing the roll on the critical hit table to do some
this ship survives the entigameand the gameontinues orfor 5 or 6 turns, this Slavetakingand net 10 victory points per assault boat. In my experience, these do
ship could bring in 300 to 360 victory points in addition to whatevactitally more work than any other carrier launched strike craft in the fleet. My typical use
Kills. of them is to throw 4 (or 8 in the case of fielding two carriers) of them at a few

targets in the enemy fleet that | am not going to focus fire on for my initial alpha
Launch Bay TortureThe Launch Bay Torture is easily thest commonly strike and try to disable their weapons
favoredvariant of the Torture cruisers by Dark Eldar Archons for the sole reason Slavetakinpps t he | mpal er is much better at t

that it is your only means of accessing Dark Eldar strike craft. Armed with four shear your herd animals instead of slaughter them, it is an option. These also play

launch bays and twelve weapon batteries, this is a very fast and difficult to pin a crucial role in my tactics versus a few specific fleets. More on that later.

down carrier. Its launch bays are equipped with Raptor figfRazsprwing

bombers an&lavebringemassault boats. This cruiser taisof the normal Their RazorwingBombers are every bit as good as standard Eldar Bombers. They

exceptional utility one would expect from an Eldar carrier, with resilient fighters, excel at taking down low turret count shigSsenerallyl will try to use these on

bombers that reroll the number of attacks they get and assault boats with a +1 toships with 1 to 2 turrets as my priority, 3 turrets sometimes as well, but once we

their Hit and Run dice rolls. Anaf coursethey are hit by defensive turrets ona  start seeing 4 or more turrets, | find myself having more satisfying results with the

roll of 6. Slavebringers That being said, thesee excellent at hunting down other Eldar,
escorts, and especially light cruisers.



turn towards the nearest enemy (if multiple enemies are equidistant, it defaults to
the largest ship visible to it). If one impacts an enemy ship, it makes 8 attacks
against the armor facing it impacted. If it is intercepted by turrets, it STILL makes
4 attacks against the armor facing it hits. If your Launch Bays take a critical hit,
you take an additional D3 points of damage. But this is a Dark Eldar cruiser we
are putting this on, and that means we only take critical hits on 6 like most other
factions, so that is a significantly reduced risk compared to the Corsair or
Craftworld Eldar attempting to replicate this tactic.

Herebs the kicker: EIl dar and Dar k EIl dar
Now they cannot be formed into waves, so all turrets get to fire at each mine, but

given the difficulty of hitting Eldar m
from these mines.

: . ' . : ’ ~ Now you have a cruiser that costs 2fints, butcan easily cross 70cm in the first
This ship also has a few refit options available as well. The most obvious one ist, of the game, unload with 12 weapon batteries, and then drop four Eldar

Torpedo Bombers, whichonestlyl do not feel igeally worththe cost. If you do mines. With this kind of mobility, you can get in right next to an enemy flagship,

want to take them however, you need to make sure you plan your strikes a half drop your mines, and watch the subject of your whaive todeal with at
turn in advance, as Torpedo Bombers do not get to move prior to shooting. For minimum 16 attacks and at maximum 32 attacks.

me, this is too much of a delay when trying to fit this timing into my preferred I do not recommend putting your Archon on this ship. Even if your enemy knows
tactics of starting the game with a strong alpha strike and then using my speed ajpk is coming, there is really very little they can do to prevent you from making
agility to pick Iit_erally any target in t_he enemy formation that is vulnerable and  nis attack apart from large numbers of fighters on CAP, which can be stripped
ganging up on it the turn | go after it. away with Torpedo Corsairs and Impaler Corsairs. Though in all honesty, most
fleets will not have enough fighters to protect every capital ship in their formation.

However, there is one refit which | have enjoyed immense sueatssand it is If the enemy protects their flagship by putting an untenable amount of fighter CAP
easily the scariest thing you can do with this ship. | usually take one as a standagg it, just pick another appealing target that is not as well defended
carrier, and then a second that has been upgraded to carry orbital mines.

Upgrading a ship in this way costs 5 points per launch bay, taking the cost of thisote ofeditior: do heed the comment in the Armada book (or Remastered
ship to 270 points plus 20 points for giving it a mimic engine. As arefresher, | , | e pooks that mines shoul dnét be a st a

Mines are treated as torpedoes for turret interception purposes, move 10cm per

Miniature designby ArcaneShipyardpaintedby horizon



Phantom Lance Torture Whi | e t hi s Torture var i aBythecrdefsouldmimicenging rgoveayouywart to ibedined up atthe gnemy so

cané6t bring with a few Corsair c¢l| as sthaeysuccanrmike yosr@mttack runsnyt the disteemce foh aerd wil raryldependirgs |,

have a great fondness for this variant. It is usually my third capital ship that | fieldn whether you have initiative or not.

in largergamesand | think the thing that appeals to me is that contrary to pretty

much every other Eldar capital ship (Aside from the rather lackluster Solaris andIf you do not and your opponent gets to go before you on turn 1, you need to be far

barebones Torture) you can deviate away from the one gun, one ordinance formelaough away at the end of your mimic enginegame move that even after their

that almost all Eldar capital ships seem to always follow. This means that you wilormal movement they are not within 30cm. This ensures that they cannot target

never need to decide whether to Reload Ordinance or Lock On. Granted, the tinyesi and you will still be able to execute your alpha strike with your fleet at full

when you could do either of these orders will be limited since Lock On really strength. It is vitally important that you position yourself to make effective attacks

requires that you either have the target in your forward 90* arc or have a gravity in your turn while maintaining distance.

well that you can use to bring weapons to bear while Reload Ordinance allows you

to make turns which gives you a lot more flexibility. If you have won initiative, it is my view that you should be positioning your fleet
closer to the enemy (in most circumstances) for your alpha strike. You have no

Even despite the situational differences between Lock On and Reload Ordinancejeed to make use of the mimic engine feature that prevents enemies outside of 30

thereds something thematically fitt icmdomaatiacking you iftyousangdt intpcloseaangeend shodt firdt. hThisniskonel n

mix of batteries and ordinance in most other Eldar capital ships can be almost of the situations where you are, in my opinion, best served by engaging in

metaphorical of the balance Eldar must find to avoid losing themselves. This  extremely aggressive tactics. Ships, especially your escorts, that are armed with

configuration of weapons speaks more to the extreme and unbalanced focus thatorpedoes should not be locking on but rather using their ability to turn at any

Dark Eldar as a culture embody. It is focused on one thing to the exclusion of allpoint during their movement to position themselves to launch a wave of torpedoes

others, and in alhonestyit is good at what it does. down a line of enemy vessels.
Tactics If you have won the initiative and are going first, the enemy fleet will not have
The Alpha Strike even had a chance to deploy fighters to CAP. A wave of 12 Eldar torpedoes can do

a lot of damage if you can hit multiple ships with it. Weapon batteries get an
additional left shift if within 15cm, meaning enemies count as defenses to your
guns, giving youthe maximum number of shogeu could possibly throw at them.

The dark elder armada has the best first strike capabilities of any fleet. With the
use of mimic engines, your fleet can crtss vast majority othe distance

between you and your enemies and allow you to set up advantageous positionin
from which to make your attack runs. If your fleet is equipped with mimic
enginesyou should always be using your pregame move to line up your fleet so
that you are in range to Lock On and move into attack range on your next
movement. Planning your positioning is key to successfully maximize the damage
you can deal and minimize the damage you receive in turn.

-

C



With regards to positioning, your ships ideally should be in the side arc of the
enemy fleet, with your orientation being roughl¢sdegreangle of attack. You
want your ships to have their targets as close to the very edge of your forward
firing arc and the targets moving away from your forward arc. The idea is that
after you have moved into attack range and hit the enemy fleet, you want their
capital ships minimum required movement on their next turn to take them out of
your front arc and into your side arc. This gives them the worst possible firing
solution on your fleet with weapons batteries and can greatly enhance your
survivability. The only ways that an enemy capital ship can attempt to break from
this pattern of maneuvering are to:

* Burn Retros and turn on the spot, sacrificing half their firepower for a closing
shot which impaired bhadowfieldsa less than optimal situation to be in and
they set themselves up to be targeted as a defense the following turn. Even if
there are blast markers still in contact with them, taking your firing aspect back
to closing, that is still good for you, as each blast marker means one less shield
to get through on your follow up strikes.

* Seek help from another ship. Escan$articular havehe agility and speed
(usually) to maneuver into an advantageous firing position against your ships,
but capital ships have some ability to help here as well. In this event, gauge the
threat the new arrival to the situation constitutes and how vulnerable they are.
If it is a squadron of Sword Frigates, | would generally focus on them as my
primary target while trying to stay abeam to other enemy fleet elements. The
more you can reduce the number of agile ships in the enemy fleet, the better.

Thedrawingis from AsdrubaeMekt
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