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Warp Rift  is not  endorsed, nor does it  endorse, Games Workshop, and it  is not  an official publicat ion of Gam es Workshop. Any words, phrases or
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+ + +  All One Mind + + +  
 
 
Before I  start  of ram bling on all the

great  content  of this issue I  would first
like to thank all the people who
responded to the picture requests I  have
placed in the last  couple of m onths.  

Many thanks for subm it t ing all those
great  pictures. And if you don’t  find yours
back in this issue there will always be a
m om ent  when I  can use them  in a future
issue. 

 
This issue sparks the start  of a sort  of

sister publicat ion to Warp Rift .  I  will go in
further detail in a separate box on this
page. 

 
What  can I  tell about  this issue? Very

easy:  it  is filled with Xenos. And then
m ost ly with those nasty creatures from
another Galaxy:  the Tyranids. They
appear with som e delicate crafted
experim ental rules, a really great  and
extensive conversion guide plus a m ayor
appearance in the new Warp Rift
addendum  (as said, see the other box…) 

 
The other alien race which has a m ain

feature this t im e around are the pointy
eared Eldar.  

For the Dark Eldar we have an addit ion
to the fleet  list  as presented in the
Arm ada book.  
The Eldar feature in a twin- linked 
scenario based around the Haven Spire. 

But  hum ans should not  worry too m uch
about  all these Xenos as in the Depths of 
Space heroic Captains defend the borders 
and brave Adm irals explore new stars for 
m ankind. 

This applies to Xenos (ha! )  as well,  like
the Tau. 

Warp Rift  17 will feature an art icle called
‘Pat rol Fleet  Rules’ by MKG. This t ies in very 
nicely with the ‘I n Depth of Space Art icle’ 
about  which I  am  talking. 
 

Happy  Bat t le f leet  Gothic in 2 0 0 8 ,
Roy
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A TYRANI D W AR 
 

As I  m ent ioned in the editor ial this issue
of Warp Rift  sees the start  of a separate 
docum ent , closely linked with Warp Rift .  

This new add on is, for all I  can see now, 
a tem porary one. 

 
Why a separate docum ent  in the first

place? 
I t  all started as Reg Steiner contacted me

and told m e about  a story he had writ ten. 
Since Warp Rift  has a sect ion called the 
Officer’s Mess which feautures short  stor ies 
of course I  was interested. But  as soon as I
set  eye on the story I  realised it  would be 
m uch too large to sim ply publish in 
standard Warp Rift  form at .  

The fact  issue 17 contains som e really
cool Tyranid art icles was a m ot ivat ion for 
m e to find a way to give this story dealing 

with the Space bugs the at tent ion it  
deserves. 
So after som e pondering I  opted to m ake a 
separate PDF for the story. All spiced up 
with som e cool artwork and a splendid 
cover. For which I  really thank everyone
involved. 

So with all this int roduct ion on m y side I  
can only say you should download the PDF 
called ‘A Tyranid War’ , the story writ ten by 
Reg Steiner. This m onth features chapters 
one to four. Next  t im e further chapters will 
be published. 

 
I  really hope you appreciate and like this 

addit ional instalm ent  to Warp Rift .   
Happy Reading,

Roy
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Encyclopaedia Gothica 
Fleets of the Galaxy 

Addit iona l ru les 

Addit iona l Rules for  the Dark  Eldar  
By  Jim  ‘Kavok ’ W ei g htm an ( w ith an addit ion from  Zhai Morenn )  

The follow in g  Dark  Eldar  f leet  addit ions are m eant  to be inte g rated w ith the Arm ada Dark  Eldar  Pira tes  f leet  list .  

Dark  Eldar  Subjugat ion cla ss Light  Cruiser…………………...1 3 0  pts 
  

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Cruiser/ 4 35cm 90º  Shadowfield 5+  0 

 
ARMAMENT RANGE/ SPEED FI REPOWER/ STR FI RE ARC 

I n addit ion, Subjugat ion class cruisers may be equipped with one of the following 
weapons from  the list  below.  

Prow Torpedo tubes 30cm 4 F 
Prow phantom lance 30cm 2 F 

I n addit ion, Subjugat ion class cruisers m ay add one hardpoint  weapon from  the 
list  below at  the indicated points cost . 

Prow weapons bat tery 30cm 5 F 
Prow Torpedo tubes 30cm 2 F 
Prow Phantom lance 30cm 2 F 
I mpaler At tack Craft  30cm Special F 

 
Prow weapons bat tery:       + 25 pts 
Prow torpedo tubes:       + 20 pts 
Prow phantom  lance:       + 30 pts 
Prow I mpalar m odule:       + 20 pts 

Notes:  
 
The Subjugat ion class is com m only m odified for use by Wych cults 
and other splinter groups of Dark Eldar. Any num ber of 
Subjugat ions m ay becom e Wych cult  ships at  no ext ra cost . These 
ships increase their speed to 40cm , reduce their arm our to 4+ . 
They also ignore the effects of turrets on an opposing ship when 
conduct ing a boarding act ion.  
 
The Wych cult  ships m ay replace prow torpedo tubes for a sm all 
launch bay at  + 10 points. This bay has st rength 2 but  m ay only 
launch assault  boats. 
 
 “Weapons dam aged”  cr it icals will dam age the ‘free’ weapons 
choices, “Prow arm am ent  dam aged”  knocks out  the hardpoint  
system s. Wych cult  ship assault  boat  bays cannot  be repaired if 
damaged. 
 
Subjugat ion class cruisers operate alone as m uch as they form  part
of fleets. Every 2nd Subjugat ion taken counts as a ‘cruiser’ for the
purposes of requir ing escorts. 
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Dark Eldar  Morta litas class Grand Cruiser…………………….. .2 6 0  pts 
  

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Cruiser/ 6 35cm 90º  Shadowfield 5+  0 

 
ARMAMENT RANGE/ SPEED FI REPOWER/ STR FI RE ARC 

Prow weapons bat tery 30cm 10 F 
I n addit ion, Mortalitas class cruisers m ay be equipped with two of the following 
weapons from  the list  below. The effects from  mult iples are cumulat ive. These 

weapons will both be disabled if the vessel suffers a prow armament  cr it ical hit . 
Prow weapons bat tery 45cm 5 F 
Prow Torpedo tubes 30cm 4 F 
Prow Phantom lance 45cm 2 F 
I mpaler At tack Craft  30cm Special F 

Launch Bays 
Fighters – 30cm 
Bombers – 20cm 

Assault  boats – 30cm

2 
2 
3 

-  

 
Prow weapons bat tery:       + 25 pts 
Prow torpedo tubes:       + 25 pts 
Prow phantom  lance:       + 35 pts 
Prow I m palar m odule:       + 10 pts 
Prow Launch bays:       + 30 pts 

  

Notes: The Mortalitas cruiser is a very rare vessel and the personal 
property of the m ost  powerful Dark Eldar Com m anders. Only 1 m ay be
fielded in a Dark Eldar Fleet  of any size, and m ust  be com m anded by a
Dread Archon. 
A Mortalitas cruiser equipped with Launch Bays m ay launch Torpedo
Bom bers at  no ext ra cost . 

The largest  type of vessel ever conceived by the Dark Eldar, the
Mortalitas class is the generic nam e given to the largest  and m ost
powerful cruisers fielded only as personal t ransports for a Kabal 
Archon or Wych Lord. The ‘class’ covers heterogeneous vessels
usually built  to the diabolical whim s of the DE m asters, and does
not  conform  to any known design specificat ions or designat ions.  

 
The DE have never represented a bat t lefleet  as such, and thus 

their capacity to build, or need for, vessels any larger seem s slim .
However, with the next  generat ion of Lords r ising from  the m urder
of their form er m asters, perhaps one day the const ruct ion of an
even m ore int im idat ing vessel m ay begin. 

 
m perial vessels have never reported com bat  with a Mortalitas,

though t ransm issions m onitored after the Bat t le of Gethsem ane
indicated that  a large Dark Eldar vessel, possibly of this type, had
overcom e and dest royed the Eldar Void Stalker Candle of Hope and 
its escorts after the form er had already sustained m oderate
dam age in com bat  with the forces of Chaos. 
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Dark Eldar  Slaver  Corsa ir…………………………………………… ...5 0  pts 
  

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Escort / 1 25cm 90º  Shadowfield 4+  0 

 
ARMAMENT RANGE/ SPEED FI REPOWER/ STR FI RE ARC 

Weapons bat tery 30cm 2 F 
Slave Hold Special Special Special 

Designer 's Note:   
 
This vessel counts as a t ransport  for any m issions as is required.  
This craft  is best  used in conjunct ion with the special cam paign 
rules known as "Goya's Masterpiece" on the Port  Maw forum s (  
ht tp: / / portm aw.com / e107_plugins/ forum / forum _viewforum .php?15 
)  where raiders benefit  from  bringing t ransports with them  on their 
raids for carrying loot / slaves off.   
 
The Dark Eldar Slaver variant  Corsair m ay conduct  hit  and run 
teleport  at tacks, but  instead of rolling on the cr it ical hits table, they 
sim ply gain the DE player an addit ional 10 victory points, up to a 
m axim um  of 50 per Slaver.   This at tack m ay only be conducted 
against  escorts and cr ippled capital ships/  defences.   
 
The Dark Eldar would never r isk their own lives to preserve a hold
filled with livestock (Mon-Keigh)  and thus the Slaver variant  Corsair 
m ay m ake a leadership test  during the beginning of any of the Dark
Eldar player 's turns.  I f it  is passed the Slaver increases it 's speed
from  25cm  to 40cm  but  effect ively has jet t isoned the slave hold
and thus will br ing no resources back to it 's pirate base.  At  the end 
of the scenario the vessel is back to it 's or iginal profile of 25cm
speed and being able to carry a standard t ransport 's load of cargo.
This special rule is only applicable to cam paigns conducted with
"Goya's Masterpiece"  
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DE Slaver Corsairs m ay take m im ic engines 
at  20pts, Light  cruisers at  + 30pts, Grand 
cruisers and bat t leships at  + 60pts. 

  

Dark  Eldar  upgrades 
 
The following upgrades are added to the
Dark Eldar pirates fleet  list . 
 
0-2 Dracon………………………………………... 25pts 
 
Any capital ship m ay carry a Dracon, the
Dark Eldar sub com m ander, increasing the
ships’ Leadership by + 1. 
 
I ncubi bodyguard……………………………….10pts 
 
An Archon or Dracon m ay be accom panied
by a ret inue of their  m ost  proficient
warr iors known as ‘I ncubi’.  I nstead of the
norm al DE boarding m odifiers, a ship with
an I ncubi bodyguard adds + 2 in the first
round, but  no m odifier applies thereafter. 
Wych cult  light  cruisers m ay not  upgrade
with I ncubi, as they can carry Wych
Archites or Dracites (count ing as Archon
and Dracon as norm al)  who rely on
experienced Wyches to perform  the sam e
tasks.  
 

I n addit ion, roll a D6 in any boarding act ion
involving I ncubi:  
 
On a 5+ , the I ncubi achieve their pr im ary
object ives of seizing their  opponents'
commanders and dragging them back to 
the dubious hospitality of the Dark Eldar
vessel. The opposing ship suffers a 'br idge
sm ashed' cr it ical in addit ion to any other
damage caused. The Dark Eldar score 10
bonus victory points. I f the bridge has
already been dest royed, t reat  this as a
norm al Dark Eldar hit  & run at tack (D6+ 1
on the cr it ical hits table)  
 
On a roll of 1, one of the I ncubi sees their
chance to seize cont rol of the Kabal or to
usurp a greater posit ion within it .  The DE
ship suffers a 'com m anders slain' cr it ical.
Any unspent  re- rolls will die with their  
arrogant  and foolish owner!   
 

Eȱ
Nȱ
Cȱ
Yȱ
Cȱ
Lȱ
Oȱ
Pȱ
Aȱ
Eȱ
Dȱ
Iȱ
Aȱ
ȱ
Gȱ
Oȱ
Tȱ
Hȱ
Iȱ
Cȱ
A



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 8

Alternat ive Rules 

Exper im enta l Tyranid Rules 
By Ray Bell 
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Synapt ic Cont rol  
 

Leadership 
Only Hive Ships have leadership, which is 
at  a fixed value of Leadership 9 that  can
only be im proved by the Hive Mind Power
‘I m perat ive’ to leadership 10.  A Tyranid 
squadron, including single Hive Ships and
Cruisers, m ust  pass a leadership test
against  a Hive Ship’s leadership at  the start  
of a turn to gain ‘Synapt ic Cont rol’:  ignoring
inst inct ive behaviour and being able to go
on any special order you wish and at tem pt
to perform  any possible act ion (e.g. com ing
to new heading and then boarding) . The
order of Tyranid squadrons to take this
leadership test  is up to the Tyranid player.  

I f there is any other reason why a
leadership test  m ust  be taken (e.g. test ing
to ram )  use a Hive Ship’s leadership in the
sam e m anner. 
 
I m perat ive:  + 2 hits. + 1 Ld for any ships
using the Hive Ships leadership ( including 
the Hive Ship)   
 
 
 

Leadership tests will have the following 
m odifiers:  
 
• I f a m em ber of the squadron and/ or the 

Hive Ship has a Blast  m arker in contact=  
-1Ld 

• I f no m em ber of the squadron is within 
15cm=  -1Ld*  
I f no m em ber of the squadron is within 
30cm=  -2Ld*  

• I f no m em ber of the squadron is within 
45cm =  You m ay not  use the Hive Ships 
leadership.*  
 

*  Only apply the w orst  result !
 
A re- roll m aybe used on any ships using a
Hive Ship’s leadership ( including the Hive
Ship)  if the Hive Ship has the Hive Mind
Power ‘I nfluence’.  
When a squadron fails the leadership test
to gain ‘Synapt ic Cont rol’ no other
squadrons m ay use that  Hive Ships
leadership to gain ‘Synapt ic Cont rol’ this
turn, other Hive Ships leaderships m aybe
used however.
 
I nfluence:  1 re- roll to be used on any ships 
using the Hive Ships leadership ( including 
the Hive Ship)
 

Vanguard squadrons  
Squadrons of Vanguard Drones and Kraken 
act  m ore independent ly and are m ore 
int im ately linked to the Hive Mind than 
other Tyranid squadrons, and so have a 
basic leadership of 5 that  can be used 
instead of a Hive Ship’s leadership. Every 
Vanguard Drone in the squadron im proves 
the squadron’s leadership by + 1. (Up to a 
m axim um  of 10)  

Specia l Rules

I nst inct ive behaviour  
 
I f a squadron failed to gain ‘Synapt ic 
Cont rol’ it  m ust  act  according to the 
following condit ions. 
 
Condit ion 1 :   
Board nearest  possible vessel with norm al 
m ovem ent . I f the ship can’t  board any 
enem y vessel obey condit ion 2.
 
Condit ion 2 :   
Reload ordnance if possible, m ove half 
speed st raight  ahead, shoot  nearest  target  
for each weapon (order of weapons fire 
chosen by the Tyranid player) . Ordnance 
m ay only be launched if at tacking in the 
sam e ordnance phase ( including if at tacking
ordnance) .  
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Brace For  im pact   
I f unable to use the leadership of a Hive
Ship, Tyranid ships m ay use brace for
I m pact  with leadership 7 as if it  were a
norm al ship.  
 
Celest ia l Phenom enon  
Tyranid ships count  as having Leadership
10 when t raversing celest ial phenom enon
that  requires a leadership test . 
 
Squadrons  
Hive Ships:  m ay not  be put  in squadrons. 
Cruisers:  m ay be put  in squadrons of 1 or 
2. 
Vanguard squadrons:  Vanguard Drones and
Kraken m ay be put  in squadrons of 2-12. 
Escort  Drones:  m aybe put  in squadrons of
6-12 and m ay not  be m ixed with any other
escort  type ( i.e. Vanguard Drones or
Kraken) . 
 
Shoot ing  
Tyranids always shoot  the nearest  target  
and m ay never shoot  ordnance. However
any target  within 15cm  of Vanguard Drone
ships m ay be targeted instead of the
closest  target . 

Shie lds
Tyranids have norm al shields. 
 
Turrets  
Tyranids have norm al turrets. 
 
Movem ent  
Tyranids have norm al m ovem ent  rules.
+ 2D6cm  instead of + 4D6cm  on All Ahead 
Full special orders. 
 
Boarding  
Boarding Mod + 2 ( instead of double
boarding) . 
Re- roll boarding D6 (second roll stands) .
 
All is Lost  
Unlike in a norm al boarding act ion, when
an enem y ship is dest royed in a boarding
act ion roll on the catast rophic dam age table 
adding the num ber of hits the ship was
over killed by. 
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Hit  And Run at tacks 
+ 1 to H&R at tacks. 
 
Telepor ter  a t tacks 
No Teleporter at tacks. 
 
Cr ippled Tyranid ships  
( I nstead of the norm al rules for cr ippled 
ships)  
 
• -5cm Speed. 
• Bio-plasm a and Pyro-acid bat ter ies at  half 

st rength. 
• Feeder Tentacles, Massive Claws, 

Torpedoes and Launch bays m ay not  be 
used. 

 
Note:  Shields and turrets do not  drop in 
value and there is no + 2 to the enem ies 
boarding m odifier.
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W eapons Torpedoes  
Tyranids only have one type of torpedo:  
Boarding Torpedoes with a speed of 15cm . 
 
At tack Craft  
Tyranids only have one type of at tack craft  
which counts as both a Fighter and as an 
Assault  Boat  with a speed of 15cm .  
 
Mega Spore Mines 
Any Tyranid capital ship, including Hive 
Ships, m ay have Orbital Mines for every 
launch bay replacing its at tack craft  at  a 
cost  of 10pts per Launch bay. 

Feeder Tentacles 
Unaffected by Special orders. D3 Hit  and
Runs, during the m ovem ent  phase. 
 
Massive Claw s 
Unaffected by Special orders. During the 
m ovem ent  phase, Roll 2 D6 for each set  of
Massive Claws, each roll of a 4+  causes a
point  of dam age through shields (not
holofields) , and then the ship carr ies on
with its m ovem ent .  

However if 2 or m ore 4+ ’s are rolled the
ship latches on and stops in base contact
with the target  ship. The latched on Tyranid
ship cannot  fire any other weapons or
launch ordnance. Before any other act ion in
the end phase, roll to cause damage again
with the Massive Claws with an ext ra point
of dam age if 2 or m ore 4+ ’s are caused. 
Either ship m ay board as norm al. 
Crit ical hits are caused as norm al.
After the at tack the target  ship m ay m ove
on as norm al. 

 
Bio Plasm a 
Lances that  go through shields. 
 
Pyro- acid Bat tery 
Weapons bat ter ies that  re- roll to cause
crit ical hits.

Ordnance

At tack Craft  Lim it  
Tyranids have no at tack craft  lim it .  
 
Pre- launched Ordnance   
When the gam e begins any ship with
ordnance starts with it  pre- launched in base
contact , boarding torpedoes facing the
appropriate direct ion. The Tyranid vessels
m ay then launch again in the first  turn not  
needing to reload!   
 
Ordnance I nst inctua l Behaviour  
Tyranid Ordnance also follows a form  of
I nst inctual behaviour:  unless within 45cm
of a Hive Ship Tyranid at tack craft  t ravel
direct ly towards the nearest  enem y ship,
sim ilar ly boarding torpedoes m ust  turn as 
far as they can towards the nearest  enem y
ship.

Crit ica l H its and Catast rophic dam age
Use the norm al tables.
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Hive Ship ……………………………………………………………...2 5 0  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Bat t leship/ 16 15cm 45º  2 5+  4 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Massive Claws and 

Feeder Tentacles 
Contact  -  F 

 
You m ay replace the Prow Massive Claws and Feeders tentacles with one of 
the following:  
Pyro-Acid Bat ter ies…………………………………………………………………………….+ 10 pts 
Bio Plasma……………………………………………………………………………………………...0 pts 
Torpedoes…………………..……………………………………………………………………..…..0 pts

Prow Pyro-Acid bat ter ies 45cm  8 F 
Prow Bio Plasma 15cm 4 F 
Prow Torpedoes 15cm 6 F 

 
Dorsal (Thorax)  (Choose 1) :  
Massive Claw and Feeder Tentacles………………………………………….………..+ 10 pts 
Pyro-Acid Bat ter ies……………………………………………………………………………...+ 10 pts 
Bio Plasma………………………………………………………………………………………………..0 pts 
Launch Bays………………………………………………….……………………………………….…0 pts 
Torpedoes……………………………………………………………………….……………………....0 pts
Dorsal Massive Claws and 

Feeder Tentacles 
Contact  -  F 

Dorsal Pyro-Acid bat ter ies 45cm 8 F 
Dorsal Bio Plasma 15cm 4 L/ F/ R 
Dorsal Launch Bay 15cm  2 -  
Dorsal Torpedoes 15cm  6 F 

 
Port  and Starboard (Choose 3) :  
Pyro-Acid Bat ter ies…………………………………………………………………………………..0 pts 
Bio Plasm a………………………………………………………………………………………..………0 pts 
Launch Bays……………………………………………………………………………….………..+ 10 pts 

Port  Pyro-Acid bat tery 30cm  4 L 
S’board Pyro-Acid bat tery 30cm 4 R 

Port  Bio Plasma 15cm 2 L 
Starboard Bio Plasm a 15cm  2 R 

Port  Launch Bay 15cm  1 -  
Starboard Launch Bay 15cm  1 -  

 
Notes:  Can't  Come To New Heading 

Hive Ship Bio Morphs 
(you m ay only take a m axim um  of 1 Bio Morph for each Hive Ship
which counts as one of your broadside weapons.)  
 
*  Solar Vanes and Adrenaline Sacs:    +  35 pts 

+  5cm  speed and + 1D6 cm  AAF 
 
*  Reinforced Carapace:      +  25 pts 

+  2 hit  points 
 

*  Ext ra Spore Cysts:      +  40 pts 
 +  1 Shield and + 1 Turret  
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Cruiser……………………………………………………………… ...1 2 0  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Cruiser/ 10 20cm 45º  1 5+  2 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Massive Claws Contact  -  F 

 
You m ay replace the Prow Massive Claws with one of the following:  
Feeder Tentacles………………………………………………………………………………………0 pts 
Pyro-Acid Bat ter ies…………………………………………………………………………….….+ 5 pts 
Bio Plasm a………………………………………………………………………………………….….+ 5 pts 
Torpedoes…………………..……………………………………………………………………….…..0 pts

Prow Feeder Tentacles Contact  -  F 
Prow Pyro-Acid bat ter ies 30cm 4 L/ F/ R 

Prow Bio Plasma 15cm 2 L/ F/ R 
Prow Torpedoes 15cm 3 F 

 
Dorsal (Thorax)  (Choose 1) :  
Massive Claws……………………………………..…………………………………….……….+ 10 pts 
Pyro-Acid Bat ter ies……………………………………………………………………………....+ 5 pts 
Bio Plasm a……………………………………………………………………………………..……..+ 5 pts 
Launch Bay………………………………………………….…………………………….……….…+ 5 pts 
Torpedoes……………………………………………………………………….……………………....0 pts

Dorsal Massive Claws Contact  -  F 
Dorsal Pyro-Acid bat ter ies 30cm 4 L/ F/ R 

Dorsal Bio Plasma 15cm 2 L/ F/ R 
Dorsal Launch Bay 15cm  1 -  
Dorsal Torpedoes 15cm  3 F 

 
Port  and Starboard (Choose 2) :  
Pyro-Acid Bat ter ies…………………………………………………………………………………..0 pts 
Bio Plasm a………………………………………………………………………………………..………0 pts 
Launch Bays……………………………………………………………………………….………..+ 10 pts 

Port  Pyro-Acid bat ter ies 30cm  4 L 
S’board Pyro-Acid bat ter ies 30cm 4 R 

Port  Bio Plasma 15cm 2 L 
Starboard Bio Plasm a 15cm  2 R 

Port  Launch Bay 15cm  1 -  
Starboard Launch Bay 15cm  1 -  

Charybdis ……………………………………………………………...3 5 5  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Bat t leship/ 18 15cm 45º  2 5+  4 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Torpedoes 15cm 6 F 

Dorsal Launch Bay 15cm  2 -  
Port  Launch Bays 15cm  3 -  

Starboard Launch Bays 15cm  3 -  
Notes:  Can't  Com e To New Heading, I m perat ive, I nfluence 

 
Void Kraken of Ta lassar…………………………………………..3 8 5  pts  
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Bat t leship/ 18 15cm 45º  3 5+  4 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Pyro-Acid bat ter ies 45cm  8 F 

Dorsal Pyro-Acid bat ter ies 45cm 8 F 
Port  Bio Plasma 15cm 4 L 

Starboard Bio Plasm a 15cm  4 R 
Notes:  Can't  Come To New Heading, I mperat ive, I nfluence, Ext ra Spore 
Cysts. 

 
Beast  of Bhein Mo rr………………………………………..……..3 6 5  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Bat t leship/ 18 20cm 45º  2 5+  4 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Massive Claws and 

Feeder Tentacles 
Contact  -  F 

Dorsal Massive Claws and 
Feeder Tentacles 

Contact  -  F 

Port  Pyro-Acid bat tery 30cm  8 L 
S’board Pyro-Acid bat tery 30cm 8 R 

Notes:  Can't  Come To New Heading, I mperat ive, Psychic Scream, Solar 
Vanes. 

Exam p le Hive Shi p s 
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(you m ay only take a m axim um  of 1 Bio Morph for each cruiser which
counts as one of your broadside weapons.)  

Yȱ Pyroclaster …………………………………………………………...1 5 0  pts 
  
*  Solar Vanes and Adrenaline Sacs:    +  20 pts 

Cȱ
Lȱ
Oȱ
Pȱ
Aȱ
Eȱ
Dȱ
Iȱ
Aȱ
ȱ
Gȱ
Oȱ
Tȱ
Hȱ
Iȱ
Cȱ
A

+  5cm  speed and + 1D6 cm  AAF 
 
*  Reinforced Carapace:      +  15 pts 

+  2 hit  points 
 

*  Ext ra Spore Cysts:      +  20 pts 
 +  1 Shield and + 1 Turret , large fly ing base 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Cruiser/ 10 20cm 45º  2 5+  3 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Pyro-Acid bat tery 30cm  4 L/ F/ R 

Dorsal Pyro-Acid bat tery 30cm 4 L/ F/ R 
Port  Pyro-Acid bat tery 15cm  4 L 

S’board Pyro-Acid bat tery 15cm 4 R 
Notes:  Ext ra Spore Cysts 

 
Razorfiend…………………………………………………. ………..1 5 0  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Cruiser/ 10 25cm 45º  1 5+  2 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Bio Plasma 15cm 2 L/ F/ R 

Dorsal Bio Plasma 15cm 2 L/ F/ R 
Port  Bio Plasma 15cm 2 L 

Starboard Bio Plasm a 15cm  2 R 
Notes:  Solar Vanes and Adrenaline Sacs 

 
Terr ifex………………………………………………………….. ……..1 5 0  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Cruiser /  10 25cm 45º  2 5+  4 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Prow Massive Claws Contact  -  F 

Dorsal Massive Claws Contact  -  F 
Port  Pyro-Acid bat tery 30cm  4 L 

S’board Pyro-Acid bat tery 30cm 4 R 
Notes:  Solar Vanes and Adrenaline Sacs 
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TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Escort / 2 25cm 90º  4+  Save*  5+  0 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
 
Choose one of the following:  
Feeder Tentacles (Stalker)……………………………………………………………….………0 pts 
Massive Claws (Ramsmit ter)……………………………………………………….…….….+ 5 pts 
Pyro-Acid Bat ter ies (Death Burner)….……………………………………………….….+ 5 pts 
Bio Plasm a (Sm elt feaster)…..…………………………………………………………….….+ 5 pts 
Torpedoes (Thornborer)……….…………………………………………………………….…..0 pts

Feeder Tentacles Contact  -  F 
Massive Claws Contact  -  F 

Pyro-Acid bat ter ies 30cm 4 F 
Bio Plasma 15cm 2 F 
Torpedoes 15cm 3 F 

Notes:  Kraken have a 4+  save as if on Brace for I mpact  special orders but  
can’t  use the special order the norm al way. 

Vanguard Drone Ship………………………………………….…..3 5  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Escort / 1 25cm 90º  1 5+  2 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
 
Choose one of the following:  
Feeder Tentacles………………..…………………………………………………………….………0 pts 
Pyro-Acid Bat ter ies (Prowler)….………………………………………………………………0 pts 
Bio Plasm a……….…………………………..…………………..….…………………………….…..0 pts

Feeder Tentacles Contact  -  F 
Pyro-Acid bat ter ies 30cm 2 F 

Bio Plasma 15cm 1 F 
Notes:  Enem y, excluding ordnance, within 15cm  of a Vanguard Drone ship 
can always be targeted by other Tyranid ships. 
+ 1 Leadership to the Vanguard squadron per Drone Ship. 

Escor t  Drone…………………………………………..………….…..1 5  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Escort / 1 15cm 45º  1 4+  1 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
 
Choose one of the following:  
Feeder Tentacles………………..…………………………………………………………….………0 pts 
Pyro-Acid Bat ter ies……………………..……………………………………………………….….0 pts 
Bio Plasm a……….………………………………………………..….…………………………….…..0 pts

Feeder Tentacles Contact  -  F 
Pyro-Acid bat ter ies 30cm 3 F 

Bio Plasma 15cm 2 F 
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Using the Splinter  Fleet  Tyranid Splinter  Fleet  List   
The Tyranid Splinter Fleet  is suitable for use 
in the following scenarios:  Cruiser Clash, 
The Bait , The Raiders, Blockade Run, 
Surprise At tack, Fleet  Engagem ent .
 

Hive Ships &  Escor t  Drones  
Fleet  Com m ander Hive Ships and Escort  drones are bought

together as one Hive Ship and a single
squadron of 6-12 Escort  Drones.  

I nstead of fleet  com m anders, the Tyranid
Fleet  has Hive Ships. Each Hive Ship can
take Hive Mind Powers as shown below:  
 

 
Subplots  
Tyranids use two subplot  tables the one 
below using subplots from  both Legacies of 
War and Chance Circum stances tables. The 
other being the full Secret  ploys subplot  
table from  the rulebook. Roll for subplots 
random ly as norm al, using a D2 to pick the 
table.  
 
1  Meteor Storm  (Chance circum stances:  1)  

Tyranid Hive Ship…………....250 pts or m ore
Escort  Drone……………………....15 pts Lȱ Hive Mind Pow ers 
 ( you m ay take any Hive Mind Powers once 

for each Hive Ship)  
 

Oȱ
Pȱ
Aȱ
Eȱ

Cruisers  
You m ay include up to two Cruisers for
every Hive Ship.  I m perat ive:  + 2 hits. + 1 Ld for any ships

using the Hive Ships leadership ( including
the Hive Ship)……..……………………….…..50 pts
 

 
Tyranid Cruiser…………………..120 pts or m ore
 
Vanguard Squadrons I nfluence:  1 re- roll to be used on any ships 

using the Hive Ships leadership ( including
the Hive Ship)…………………………………..25 pts 

2  Gunnery Pract ice (Legacies of War:  1)  
You m ay include any num ber of Vanguard
Squadrons. 

3  No Quarter!  (Legacies of War:  5)  
4  Vendet ta (Legacies of War:  6)  

Dȱ   5  Navigat ional hazards (Chance  Psychic scream :  Enem y ships within 15cm
of the Hive Ship suffer -2 to their leadership
value………………………………………………...20 pts

Vanguard Drone Ship………….35 pts circum stances:  4)   

Iȱ
Aȱ
ȱ
Gȱ

Kraken………………………………...45 pts or m ore 6  Unexpected help (Chance  
 circum stances:  3)  
  

  

Oȱ
Tȱ
Hȱ
Iȱ
Cȱ
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Ship Exper ience Appeals Cam paigns 
 
Tyranids follow all the norm al rules for 
Appeals with the following clar if icat ions:  

 
Tyranid vessels don't  gain experience like
other races. I nstead they m utate or sim ply
age, growing bigger or m ore efficient . 

 
Tyranids in campaigns are played as
Raiders but  lack a Pirate base and have an
altered set  of scenarios for play. 

 
When appealing for a Hive Ship it  has to 
com e with escort  drones so you will have to 
use 2 successful reinforcem ent  rolls at  the 
sam e t im e!  So you'll only be able to do this 
with a renown of 11 or m ore!  

Cȱ  
At  the end of each bat t le roll 2D6 on the
Evolut ion table for each capital ship that
took part  and was not  cr ippled (even if it
started the game crippled) , cruisers have a
-1 m odifier. Escort  squadrons roll 1D6 on
the table after each bat t le, as long the
squadron wasn't  cr ippled.  

 
The Scenarios in a campaign to be played
by a Splinter Fleet  (Raiding Fleet )  should be
as follows:  

Lȱ
Oȱ
Pȱ
Aȱ
Eȱ

 
1 .  Cruiser Clash 

 
A Refit  would be a further roll on the 
Evolut ion (experience)  table for any capital 
ship. There is no ext ra value added to the 
ship, j ust  as with norm al rolls on the 
Evolut ion table. 

2 .  The Bait  
3 .  The Raiders 

 
No result  can be taken m ore than once, if a 
duplicate is rolled it  counts as a failed
evolut ion!  I f a ship becom es cr ippled it
loses an evolut ion, the Tyranid player picks
the evolut ion to be discarded. 

4 .  Blockade Run 
5 .  Surprise At tack 
6 .  Fleet  Engagem ent   
 
* I f a Major Raid is rolled for roll 2D6 and
take the highest !  

Dȱ   

Iȱ
Aȱ
ȱ
Gȱ

Prom ot ions Table Repairs and W ithdraw als 
 
Tyranid Escort  Drones (not  Vanguard
Squadrons)  are num berless, as such 
Tyranid escorts drones are replaced after a
bat t le with no expenditure of repair points. 

 
Unlike m ost  other fleets Tyranids don't
have a fleet  com m ander. I nstead the whole 
fleet  receives the following bonuses as if a
cam paign fleet  com m ander were present :
 
Renow n  
1 - 5  :  2 repair points, 1 reroll.   

 
Other than this except ion Tyranids follow all
the norm al rules for Repairs and
Withdrawals. Oȱ 6 - 1 0  :  3 repair points, 1 reroll.   
 1 1 - 2 0  : 4 repair points, 1 reroll.  

Tȱ
Hȱ
Iȱ
Cȱ

2 1 - 3 0  :  6 repair points, 2 rerolls.  
3 1 - 5 0  : 9 repair points, 2 rerolls.  

 5 1 +  : 12 repair points, 3 rerolls.  
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Eȱ
Nȱ Evolut ion Table 

 
Cȱ 1 - 2  FAI LED Evolut ion:  no change. 

3  I ndependence:  Autom at ically pass Synapt ic cont rol once per gam e. 

Yȱ 4  Celest ial fins:  Not  slowed by BM’s or Gas/ Dust  clouds.  
Hive Fleet  Cam paigns The ship has developed a st ream lined set  of fins and const r ictor

m uscles, m aking it  easier to navigate through debris or gaseous
terrain.Cȱ  

A full Hive Fleet  encroaching on a m ere
sub-sector would be im possible to
represent  with the Cam paign rules here and 
in the rulebook. Should anyone wish to play
a cam paign where Tyranids are m oving in
full force I  would suggest  the following
Scenarios:

 
5  Select ive Evolut ion:  Roll 3D6 and discard the highest  when rolling
for leadership checks of a specific special order. Pick the desired
special order!  

Lȱ
Oȱ 6  FAI LED Evolut ion:  no change. 

7  Tenacity:  When on AAF, BR, CTNH, weapons st rength is
unaffected.

Pȱ  
 

 
The creature has evolved the capability of effect ively br inging its
weapons to bear on its enem ies even when following the prerogat ive
of the Hive Mind. When on All Ahead Full,  Burn Ret ros or Com e to
New Heading special orders, it ’s Pyro-acid bat ter ies and Bio-plasma 
are unaffected.  

Raids:  

Aȱ 1 .  Cruiser Clash 
2 .  The Bait  

Eȱ 3 .  The Raiders 
4 .  Blockade Run 8  Reinforced Carapace:  + 1 hit .  

Dȱ 5 .  Surprise At tack The creature has grown to an inordinate size with correspondingly
reinforced endost ructures and addit ional ablat ive carapace,
increasing its total m ass and capacity to sustain dam age. The ship
gains one hit .   

6 .  Fleet  Engagem ent  
 

Iȱ Bat t les: 
1 .  Major Raid ( roll again on the Raid Table
playing a Major Raid)  

9  Accelerated healing:  I gnore blast  m arkers when healing ( repair ing 
cr it ical hits) . Aȱ 2 - 3 .  Exterm inatus (Tyranids as defenders)

/ Planetary Assault (Tyranids as at tackers)
The bio-ship has enhanced its ability to heal when in a conflict  having 
a honeycom b of secondary carapaces filling with healing enzym es or
sm aller creatures when cr it ical dam age is sustained. ȱ 4 .  Surprise At tack 

5 - 6 .  Fleet  Engagem ent  1 0  More Discharge vents:  Reduces turning distance by 5cm . 

Gȱ  The num ber of discharge vents along the beast ’s length has
increased dram at ically. The creature reduces the distance it  needs to
m ove before turning by 5cm . 

* A vast  category of ext ra (galact ic)  special
rules need to writ ten to accom m odate a Full 
Hive Fleet  in a cam paign, but  the players
who would wish to play this sort  of
cam paign m ust  be enthusiast ic and
im aginat ive sorts, so I ' ll leave it  to them !  

Oȱ 1 1  Ext ra spore cysts:  +  1 shield, + 1 turret . 

Tȱ 1 2  Hive Mind Nexus:  Range of Hive Mind increased to 60cm  (but  –1 
Ld over 45cm ) . 
The Hive ships connect ion to the Hive Mind has grown except ionally
st rong able to relay thoughts and overr ide inst incts at  great
distances. This ext ra range is not  applicable to ordnance inst inctual 
behaviour. 

Hȱ  

Iȱ
Cȱ
A  17
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Tact ica l Com m and 
Tact ics &  St ra tegy 

Different  Fleet  Operat ions 

I n the Depth of Space 
By Roy ‘Hor izon’ Am kreutz 

Sm all Sca le Bat t les  
 

 
 
Forget  about  all the fleet  rest r ict ions you

know and have learned. I  would like to
int roduce sm all scale bat t les with
explorat ion or pat rol fleets cent red around
a Bat t leship. 
 

My inspirat ion for this art icle is the old 
com puter gam e Wing Com m ander (m ade
by Origin back in the days)  and background
stories about  deep space pat rols which can
be found through out  the Bat t lefleet  Gothic
rulebooks, for exam ple the Oberon and
Despoiler. 
 

Not  always ships gather en m asse and 
fight  in large bat t les. On m any occasions
they m ay be part  of a sm all f leet  pat rolling
a sector’s border or being assigned to an
expedit ion consist ing of just  a few ships. 
 

From  Wing Com m ander cam e m y view
that  it  is really cool to have a fleet
consist ing of a large carr ier, supported by a
heavy gunship, and followed by som e
sm aller escort  vessels.  
 

I  think Bat t lefleet  Gothic offers plenty of
room  to int roduce such a thing. A level on
which you can field bat t leships at  low point
values. 

And it  will help create fine bat t les for 
those days when we do not  have enough 
t im e for the full scale 1500 points bat t les.  

 
Of course all this should be looked at  with 

a view of ‘fun’.  The described scenarios at  
the end are very biased as well.  

 
+ + +  
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Within these games there are only a select
few races who apply to the use of Pat rol & 
Explorat ion fleets:  

 
o I m perial Navy 
o Tau (either Com m erce Protect ion Fleet

or Explorat ion & Com m erce Fleet )  
o Chaos /  Renegade 
o Rogue Traders  
o Space Marines 
o Adeptus Mechanicus 
 

( I n a later issue of Warp Rift  I  am  planning
to do a separate art icle on som ething Eldar
related.)  

Of course these pat rol and explorat ion 
fleets can bat t le against  each other.  But , of 
course, they will encounter a variety of 
opponents. So, they can encounter enem ies 
like the Eldar, Tyranids, Orks and others. 
 
People who would rather field their own 
raider fleets should follow the following 
guidelines for a m ore ‘balanced’ sm all scale 
bat t le against  the Explorat ion fleet . 
Alternat ively raiders could play against  
each other as well:  
 
o An Adm iral, Com m ander or Pirate is 

opt ional and not  needed. 
o The m axim um  fleet  size is 750 points. 
o Up to three capital ships m ay be 

chosen. The rem aining points should be 
spent  on escort  vessels. 

o Give every ship and squadron a nam e. 
o Don’t  let  official races hold you back as 

this is an interest ing set t ing to use and 
test  various sm aller races designed by 
yourselves or other people. As an 
exam ple you could use the Tobari 
Raiders or Q’orl Swarm hood from  Warp 
Rift  11. 

 

I n order to create a Pat rol or Explorat ion
fleet  the following requirem ents m ust  be
adhered to:  
 
o The m axim um  fleet  size is 750 points.

The ships are chosen from  one list .
(Exam ple:  if you take the Arm ageddon
list  only ships from  the Arm ageddon list
can be taken) . 

o Take the cheapest  possible Adm iral or
Com m ander for your fleet  and give him
a nam e. 

o Select  One Bat t leship or Grand Cruiser
from  your chosen fleet . Rogue Traders
m ay m ake use of their standard fleet
list . A Dem iurg St ronghold m ay be
chosen as the Tau ECF bat t leship. 

o After the bat t leship and Adm iral or
Com m ander are taken you m ust  spend
at  least  40%  of the rem aining points on
escort  vessels. 

o The rem aining points m ay be spent  on
other vessels available to the chosen
fleet . 

o Nam e every ship and squadron. 
o I t  is ent irely possible to use fan made

lists, like the Diasporex or other (alien)
Races m ade up by yourselves. 

The Guidelines  
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Expanding into the depth of Space  
 
But  as we all know bat t les are not  
necessarily balanced. An Explorat ion fleet  
could run into a nest  of aliens and be 
overwhelm ed. A Pat rol fleet  could run into 
an enem y gathering a bat t le fleet . On the 
cont rary they could get  an order to pursue 
local pirates or defend an im portant  convoy 
fleet . 

Miss For tune 
When an Explorat ion fleet  or pat rol fleet  
runs into a larger fleet  the larger fleet  
should use the following guidelines:  
 
o The m axim um  fleet  size is 1500 points. 
o Apply all standard fleet  rest r ict ions. 
o I n addit ion to the standard rest r ict ions 

up to 25%  of the fleets value m ay  be 
spend on Defences. 

o Of course you could go wild and 
increase the fleet  size lim it  to wherever 
you want . 

 
Persecut ion 
When an Explorat ion or Pat rol fleet  is 
ordered to hunt  down Pirates or encounters 
m inor host ile alien force take care of the 
following guidelines:  
 
o The m axim um  fleet  size is 500 points. 
o The fleet  m ay have a m axim um  of one 

capital ship, the rem aining points m ust  
be spent  on escort  vessels. 
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Pat rol Fleets &  Explorat ion f leets 
Specif ic Scenar ios  

 
Given the select ion of the Pat rol or
Explorat ion fleets plus the select ion of the
enem y fleets it  is quite possible they will be 
unsuited to certain scenarios as opposed to
fleets specifically designed to bat t le or
breakthrough. 

Below are som e suggest ions on how
these scenarios can be perceived. 
 

The Old fashioned Show - Dow n 
Two Explorat ion or Pat rol fleets run into
each other. These things can happen all
over the galaxy. As such these bat t les can
happen anywhere.  
Create a bat t lefield at  random  using the 
rulebook. Of course if you are doing m ore
of a narrat ive gam e the set t ing can be
prearranged:  for exam ple;  near a planet , a
board filled with lots of asteroid fields, near
a certain m ysterious anom aly, etc. 
The deploym ent  can be done just  like the
good old ‘Cruiser Clash’ scenario.
Alternat ively you m ay change zones a lit t le.
For exam ple one fleet  in the top left  corner
and the other in the opposite down r ight
corner. Feel free in such things. 
 

The Pr ize 
This for two Explorat ion fleets against  each
other, but  it  can also be played against  one
of the Raider fleets. 
Place an interest ing cool object , ship, hulk
or even a planet  in the cent re of the table.
Deploy both fields opposite of each other,
entering from  the long table edges. The
fleet  which first  m anages to get  in contact
with the object  (or in an area of ~ 10cm )
and stay there for 1-2 turns gets the ‘pr ize’. 
And of course has to head out  of it .  
 
The Mark  
A Pat rol fleet  gets the order of High
Com m and to hunt  down a notorious pirate
in a certain area or a sim ilar opponent .  
A m odified The Hunter, Prey scenario from
White Dwarf 233 would do. Or a slight ly
m odified The Bait  from  the official rulebook. 
As long as the pirates are in a good
defensive posit ion and the Pat rol fleet  is
forced to engage & search the scenario will
be fit t ing.  

Merchantm en 
A Pat rol or Explorat ion fleet  is ordered to 
protect  a large convoy. The convoy fleet  
should consist  of all k ind of Merchants, 
(Heavy)  Transports, Freighters, etc. For 
Tau Explorers with launch bays st r ipped 
down would work as well.  This convoy fleet  
should cost  a m axim um  of 500 points. 
 
The fleet  needs to protect  the convoy from 
short  edge to short  edge (180cm) . Another 
Explorat ion fleet  or a Raiding fleet  t r ies to 
pick of the convoy ships in search of 
inform at ion, technology, loot  etc. 
 
The convoy needs to survive with at  least  
50%  intact . 
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Quicksand 
On a deep space pat rol an Explorat ion or
Pat rol fleet  runs into t rouble while
invest igat ing an anom aly. Place the fleet  in
the cent re of the table near a large
gas/ dust  cloud (or anything plain cool) .
Alien ships enter from  all around t ry ing to
pick the int ruders off. The
explorat ion/ pat rol fleet  should run for
safety.  
The pat rol fleet  should escape from  a pre
determ ined short  table edge (180cm x
120cm table) . 
 
Shat tered Haven 
The Pat rol or Explorat ion fleet  receives an
em ergency call from  a nearby Trading
Haven. As they m ove in they discover that  
the Trading Haven is under at tack from
another Pat rol fleet  or a Raiding fleet . 
Place the Trading Haven (Space Stat ion)
plus some defending t ransports and escorts
on the table. The enem y fleet  is at tacking
the Trading Haven and the defending Pat rol
fleet  enters from  a table edge t rying to
save the Space Stat ion.  
 

Flood Line 
A Pat rol or Explorat ion fleet  encounter the 
gathering of a large enem y fleet . I t  is 
im portant  they relay this inform at ion to HQ, 
but  after as m uch inform at ion as possible 
has been gathered in order to prepare 
counterm easures. 
 
The enem y fleet  is unaware at  first  and this 
gives the Pat rol fleet  t im e to gather 
intelligence. When enough inform at ion is 
gathered the Pat rol fleet  should get  out  
with as lit t le causalit ies as possible.  
 
For each enem y vessel which gets within 
30cm  of a pat rol ship they gain intelligence. 
When 4 points are ‘collected’ and the fleet  
m anages to escape*  with at  least  one ship 
it  is a win for the pat rol fleet . 1-3 points is 
considered a draw. 0 points or when no 
ship escapes it  is considered defeat . 
 
*  The ship only counts if it  escapes after 
the points have been collected.  
 

+ + +  
 

I n the next  edit ion of W arp Rift  w e w ill publish an ar t icle  ca lled ‘Pat rol Fleet  Rule s’, subm it ted by Marcin K. Gerkow icz ( MKG) . 
These rules can be seen as a sor t  of 4 0 K k ill team  or  W arham m e r Fantasy Border  Pat rol for  Bat t l e f leet  Gothic. These connect , in  m y  

opinion, very nice ly w ith these rules. On ly a t  an even low er point  level, yet  m ore focussing  on escor t  t ype of vessels. 
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Tyranids 

Tyranid Conversion Guide 
By Guilio Taverna 
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Dry Dock 
Vessels of the Galaxy 

I ndex 
 
1 .I nt ro  
 1a. wysiwyg 
 1b. ebay 
 
2 . Escor ts 
 2a. bodies 
 2b. biom orphs 
 
3 . Light  Cruisers 
 2a. "Moana" 
 2b. "Cancello"  
 
4 . Heavy Cruisers 
 4a. "Patella"  
 4b. "Aragosta" 
 4c. "Granchio"  
 
5 . H iveships 
 5a. "La Cicciona" 
 5b. The Transform er Hivefex  

  

1 . I nt ro 
 
Hi everybody, and welcom e to this lit t le tutor ial of m ine 
about  put t ing together a 'nid fleet  from  conversion job and
scratch building. Along with describing what  i did on m y
Hivefleet  I m enoth void far ing creatures, I ' ll t ry to give som e
general suggest ion about  'nid convert ing. You'll find out  that  
this em ot ionless race of abom inat ions from  beyond the stars
offers the possibilit y to obtain very good looking and unique
m inis, no m at ter if you just  add the r ight  biom orph in the
right  place, using few cent im et res of m etal wire and a hand
drill,  or if you scratch build and ent ire Hiveship from  foam ,
plast icard and bitz.  
I  hope this series of tutor ials and suggest ions will be useful to
beginners as well as expert  hobbyists, and anyone in
between : ) .  
 
You'll not ice that  m ost  of the ships pictured here look good 
from  norm al playing and viewing angles, but  quite messy and
unfinished when observed from  below. This is because all
these ships are gam e m odels and not  exposit ion or paint ing
contest  level m iniatures, and it  was useless to waste t im e
placing details that  would never be looked upon. Sorry for
that !  
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1 .b Ebay 
 
When talk ing about  WH40K 'nids, I  usually 
advise you to be very careful when buying 
from  ebay, because even if it 's easy to find 
good deals, people tend to overkill m inis 
with st rong glues, st rong (and poorly 
applied)  paints, r idiculous postures, and so 
on. However, BFG gives you the 
opportunity to t r ip freely with fantasy about  
the shape of your vessels, as the official 
range is so poor (and, personally, I  don't  
like m ost  of it ) .  Moreover, having cheap 
"raw" 'nid m aterial to work on gives you the 
possibilit y to t ry and experim ent , which I  
wouldn't  have the guts to do with the 
incredibly expensive GW boxes. So, YES!  
hit  ebay and search for that  huge lot  of 
poorly-painted concrete-glued Tyranid 
warr iors and gaunts, you'll surely find a 
creat ive way to m ake a use for all that  stuff 
after cut t ing and grinding, and your wallet  
will thank you for sure.  

1 a. w ysiw yg 
 
Many hardcore players know what  this acronym
m eans, and act  accordingly when building their
fleet / arm y. For those new to the concept , that ’s an 
acronym  for "what  you see is what  you get " , and is a 
general fair  play rule in tournam ents, used to avoid
confusion in your opponent  on what  you're playing
with.  
I n m y count ry ( I taly, btw) , BFG is quite an elite
phenom enon, there are neither tournam ents nor
official events, and single or two-days events are just  
start ing to appear lately.  
 
This is one of the reasons why I 've never cared that
m uch about  that  rule. Even if you're a lucky fellow
living in a place where BFG is popular and the gam ing
com m unity is widespread and act ive, if you plan to 
prepare a Tyranid fleet  there's no need to worry that
m uch about  wysiwyg, because the official range of
m iniatures GW produces is far away from  covering all
'nid rule opt ions, and hey!  everyone knows how a
nova cannon or a lance bat tery looks like, but  there's 
no official schem e showing  how a bio-plasm a 
shoot ing organ is m ade, or how long a feeder
tentacle m ust  be, so feel free to use any nightm are-
spawned shape you like for anything you want .  
 
Keep in m ind, though, that  it ’s m ore suitable to use 
the sam e bits for the sam e purpose in a fleet . This is
to avoid generat ing confusion both in you and your
opponent , once the pieces are deployed on the table.
I f you like chaos and variety, and really can't  wait  to
use all your different  lit t le plast ics from  the bits box, 
at  least  t ry to keep hom ogeneity within the various
ship classes. No one said that  escort  sized m assive
claws m ust  look the sam e as bat t leships' ; ) . 
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2 . Escor ts 
Tyranid escorts can vary a lot  in m odelling size, as you can use alm ost  any com binat ion of big 
and sm all bits to achieve your result .  To avoid generat ing confusion, it  will be a good idea, before
gluing, to plan  how the various types of escorts will look like. The only thing that  m at ters is 
clearness during the gam e, so if you have different  types of escorts on the bat t lefield, they
should have different  "m ain bodies", to avoid confusion about  what  is what . Sam e goes with
biom orphs, if you have different  weapons system s on the sam e type of escort  chassis, m ake sure
they are different  at  first  sight . 

  

Now fill the big socket  for the leg and 
secondary arm  bit  with green stuff, and 
give it  a round shape to create the effect  of 
a liv ing, healthy body. I  use m y fingers wet  
with water to do this, because fingerprints 
leave sm all folds that  will look great  to 
sim ulate liv ing texture (and it 's way sim pler 
to m anipulate green stuff, I  m ight  add : D) .  
 
After the shape is given, but  before GS 
dries,  you can add details and texture to 
the newly form ed body of the beast , to give 
it  a m ore real feeling. Keep in m ind that  in 
the fict ional reality of WH40K those lit t le 
escorts are hundreds of m et res long, so 
they will m ost  certainly have m any details 
to please the eye before they consum e you 
in som e painful way.  
 
I  achieved the result  with a sim ple wet  
sewing needle, using both the round head 
to create holes and the steel part  to shape 
folds. Try following the pat tern of the 
details already present  on the m iniature, to 
give the feel that  everything is in its r ight  
place. The final details are the eyes, 
obtained with two sm all green stuff balls 
inserted in the m ain arm  sockets. 

 

 
  

 2 a. Bodies 
Having acquired lots of over glued gaunts
through Ebay, I  used them  for the m ain line
of escorts bodies. I 've em ployed them  for
long t im e as Krakens, however I  now play 
with no such creatures, and use them  as
Escort  Drones instead. Both horm a and
term agaunt  bodies will do, you can ut ilize
the variat ions between them  to easily to
dist inguish squadrons.  

First  of all,  cut  the leg and the secondary
arm  from  the body piece. Try cut t ing as
neat ly as possible, without  losing m aterial,
as you're going to use every piece you can,
and those lit t le arm s and legs will prove
useful for m assive claws and "engine" 
exhausts. I  use a clipper*  * to rem ove big
parts and a cut ter or m odelling knife to
clean up.  
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I f you don't  like the idea to use gaunt  bodies as
basis for your escort , you just  have to reach out  for
the bitz box and take out  two or three m edium  and
sm all sized parts, and arrange som ething.  
The escort  in the pic and her sisters are used
norm ally as pyroacid krakens. I  m ade them  by
taking the top part  of Tyranid warr iors' heads, filing 
them  and joining them  to cut -out  devourers 
through green stuff.  As in the exam ple before, you
can sim ply give a texture to the GS before it  dr ies
with needles, cut ters and so on, creat ing folds and
holes. I t  takes very lit t le t im e but  enhances the
m ini a lot .  
As a final touch, I  added two of the sm all glands
from  the gaunt  kit  ( I  think they can be found on
alm ost  every 'nid plast ic kit )  to represent  the eyes
of the creature. This set  up is nice because you can
use them , according to their " facing", from  both 
sides, having m assive claws krakens for one m atch
and pyroacid (or bioplasm a, why not?)  escorts for
the next  one.  

  

Finally, this is the last  type of escort  body I  needed. I  bought  a blister of the GW
drones for collect ing purposes (and btw, these are really nice) . They are good and 
affordable, but  i didn't  like the idea of having som e unconverted piece in m y fleet , so i
j ust  dr illed a hole through the nose (m outh? whatever) , and glued in posit ion with
cyanoacrylate glue som e fine m etal wire. I ' ll write m ore about  this in the next  sect ion. 
 
The last  step for every kind of body you'll create is to dr ill a sm all hole in the lower
sect ion and place a m etal pin inside, so you can at tach the vessel to som e previously
worked base. To prepare bases, just  cut  or file the last  plast ic step of the stem  and drill 
a hole ( the size of the pin, of course)  in what  rem ains. 
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I  use this kind of gland to 
represent  pyro-acid bat -
ter ies on krakens, even if 
lately I ’ve been using the 
same models to field bio-
plasma escort  drones. 
Those lit t le shiny bum ps 
look just  like m assive 
shells full of venom ous 
acid, ready to be tossed 
to burn away the enem ies 
of the hive m ind. But , as 
always, no-one can tell 
you that  bioplasm a 
nozzles don't  look exact ly 
like that  

 
  

 2 b. Biom orphs 
Now that  you have a dread host  of escort  bodies, it 's t im e to equip them  for the fight . Alm ost  any sm all it  will do for the job, just  use your 
im aginat ion. As a m at ter of fact , it  can be m ore im portant  how you connect  weapons to the body, rather than the specific bit  you use to sim ulate
the weapon itself.  Rem em ber to check or ientat ion and stability of the weapon you m ount , and fill em pty spaces with green stuff. As usual, folds 
and holes will give a m ore " fleshy"  and realist ic, liv ing feel.  

 
  

I  used som e spinefists to give variety within 
the fleet , and to recognize different  escort  
squadrons, even when arm ed in the sam e 
way. I  know this goes against  what  I  said 
before about  clar ity in gam e, but  if you 
know your opponent  there won't  be any 
problem .. Besides, being very clear at  the 
beginning of the gam e will save you from 
arguing with any opponent . Being all 
escorts in m y fleet  painted in the sam e 
way, I  found this a good m ethod to 
dist inguish between squadrons. in m y case 
it 's vital because they tend m ix up from 
turn two : D 
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I 've never used m assive claws on escorts
in gam e, so I  don't  have m any exam ples
and techniques about  that . You can see a
t ry in the kraken on the r ight  in the photo
to the r ight  and in the first  two pics of the 
art icle;  the result  is quite pleasing, if not
very "m assive".  

  

 
  

 
  

Feeder tendrils will be one of the m ost  repulsive while eye-at t ract ing pieces of your fleet , if 
you build them  properly. You can choose m any wire diam eters, and the m etal you want 
(early 90's death m etal is the best  hehe) , however if you have good m anual skills and
som e elect r ical or audio cable available, you could just  use the very thin copper wires that
form  the cable itself.  This will give you very good looking and realist ic tendrils, however be 
sure to be gent le when handling the m iniature or the paint job will scratch out  in no t im e.
1m m  wire is far m ore resistant  and easy to use, even if it 's obviously bigger and less
realist ic. 
The tendrils in the photo are m ade from  1m m  iron wire. Steel wire is expensive and its 
propert ies are simply not  needed for this use. To at tach tendrils to the gaunt  bodies
described before, sim ply carve a big hole in the " face" of the vessels, fill with green stuff
and then insert  the wire in place. You can place every tendril on its own or twist  them  all
together and place them  as one. This will give you far bet ter cont rol on the final result .
(check next  photo) . 
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3 . Light  Cruisers 
First  of all,  I 'd like to point  out  that  Tyranid rules in BFG allow any player to set  up his capital ships in a great  num ber of different  configurat ions. 
Therefore, unless you have lots of t im e and m oney at  disposal, or you play with the sam e tested list  every t im e, you'll probably never be
respect ing 100%  the wysiwyg. I  chose to divide m y cruisers in " light "  and "heavy", basing light  ones on Tyranid warr ior bodies and heavies on
Carnifex carapaces. Light  cruisers are those standing, as per rules, on the sm all fly ing base, the sam e as escorts. Keeping this in m ind, I  m odelled
the vessels caring m ore about  appearance than wysiwyg, I  like to experim ent  in gam e so it  would have been point less to be st r ict  in that  sense
anyway. Try adding different  weapon- like details spread on the front  and the sides of your ships, just  to cover a bit  of any situat ion, and then let  
your fleet  roster tell the details of your list .  
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This done, it  was t im e for m e for som e drilling. The torso I  used was from  ebay, and had arm s glued so 
hardly to it  that  I  couldn't  dislodge them . I  had to cut  them  st raight  out !  This left  a sm ooth, unnatural
surface. I  had to dr ill it  to create som e easy and quick texture ( they're those holes between the chest  r ibs
and the dorsal arm our) . You can im agine they're some kind of exhaust , bioplasm a or gun launch tubes, or
whatever. Opposite to m y WH40K Tyranid creatures, I  wanted all m y vessels to have eyes. However, placing
them  in the m ain arm  sockets, like in escorts, didn't  turn out  very well,  so I  took m y drill again and worked 
up two big holes in what  would have been the shoulder arm our of the Tyranid warr ior. I  kept  them  at  the
sam e level of the neck hole (which would subsequent ly becom e the m outh of the cruiser)  to give it  a creepy 
and spider- like look. After placing in posit ion the two green stuff balls represent ing the eyes, I  carved the
whole neck area to create the m outh. Rem em ber that  every m odel will benefit  from  som e ext ra detail,  and
as I  wasn't  com pletely pleased with the "eye situat ion", I  added the 4 glands on the first  plate of the dorsal
carapace. They can be addit ional eyes, cannons, or whatever biom orph you can fantasize about .  
And st ill,  that  wasn't  enough!  Rem em ber when I  suggested keeping those sm all gaunt  arm s you st r ipped off 
their bodies to m ake the escorts? There they are!  They fit  perfect ly as m outh apparatus, and are quite
sim ilar to what  crustaceans and other arthropods really posses in nature, giving the ship a cross influence
from  various really exist ing beasts (crawfishes, spiders, insects) . The next  step was to give it  som e m ot ion
device, so I  at tached to its sides two filed devourers. Drilling som e holes on the flat  ends gave them the
feeling of som e adjustable plasm a exhaust . As always, fix ing them  was achieved through a bit  of textured 
green stuff.  
Last  but  not  least  cam e the m ain weapons!  I  chose massive claws just  for the pleasure to build them  and the
ignorance of the weapon in itself. And they look good and scary, too. To give the arm s and scythes the r ight  
angle you'll have to cut  som e warr ior or horm agaunt  arm  at  the height  of the elbow, and rotate it .  Once
found the angle that  fit s to you, pin the two plast ic pieces together and fill the result ing em pty space with
green stuff. Texture it  following the folds already exist ing in the plast ic m odel. 

  

 2 a. "Moana"  
This is the first  cruiser I 've ever converted, but  it  st ill k icks ass 
( in m y hum ble opinion! ) . Convert ing it  wasn't  as easy as 
escorts though, but  the result  on the bat t lefield is worth the 
ext ra effort . As you can guess, the basis of the vessel is form ed 
by a Tyranid warr ior 's torso and tail.  However, it  will be 
necessary to reposit ion the tail to a bet ter looking angle, as 
gluing it  in its socket  direct ly will produce an awkward fly ing 
posit ion. Just  t ry what  angle suits you, then drill both the tail 
and the torso socket , and pin them  into posit ion. You can let  
the pin be quite long as the next  step is to fill and cover the 
ent ire em pty space between the two plast ics with green stuff 
(you can see it  in the two pics at  the r ight  of the im age above, 
both unpainted and painted) . As usual, use your wet  sculpt ing 
tool to generate m uscle fibre like t issue. This will generate a 
very good looking joint .  
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Just  as a note, this cruiser was bapt ized "Moana" because of its wide, invit ing open m outh (Moana stands for
Moana Pozzi, one of the m ost  fam ous I talian porn act resses) . 
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 2 b. "Cancello"   
This is m y other light  cruiser, it 's very sim ilar to
Moana in its const ruct ion, even if the bits used
are slight ly different . I  built  this because I  had
bought  one of the retail GW cruisers, just  for
collect ion, but  I  really didn't  liked the m odel
itself once having it  on m y worktable, so I
cannibalised its pieces to build som ething m ore 
pleasant .  
The torso is the m ain part  of that  m odel that
ended up in this ship, and the rest  is a sim ple
reapplying of the techniques showed above:
pinning of a warr ior 's tail and green stuff f illing
plus textur ing, as showed for Moana. Sam e
goes for the leg sockets. When texturing these, 
t ry following the holes and folds already
present  in the plast ics. As a bossy variant , I
turned the original BFG cruiser scythes to point
onward, using som e m onst rous creature parts
of arm . The joints are done the sam e way as 
for Moana, just  in a bigger scale. Note that
drilling and pinning m etal will be quite harder
than plast ic, so be sure you know how to do the
job before ruining the bits. As the retail cruiser
already has a hole to put  the base stem  in, I
found it  bet ter to proceed as following to keep 
a stable yet  t ransportable base:  saw the stem
in two pieces, and carefully dr ill both of them ,
then glue the top piece in the hole under the
ship, and glue a sm all pin in the other. I n this
way you can rem ove the ship from  its base to
t ransport  it  easily, and st ill have a stable piece
on the bat t lefield. You can use this system  for
every ship you like, and it  will be m ost  useful
with the heavier and bigger ones. 
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As a side note, this light  cruiser is 
called Cancello ( italian word for 
"Gate")  because of it 's size, 
weight , and pain to t ransport  
around and play with. I t 's a 
horror to get  it  in base contact  
with other ships!  That 's why it 's 
wise to avoid gluing your m odels 
direct ly to their bases, as in 
clut tered gam ing situat ions it 's 
easy to rem ove the m odel from 
the base and count  only the lat ter 
for rules purposes, keeping note 
of the orientat ion of the ship with 
a scat ter dice or placing the 
m odel next  to the base itself. 
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 4 a. "Pate lla"  
This was m y first  heavy cruiser. The Carnifex kit  offers m any
possibilit ies in term s of conversion, having so m any spare bits to
salvage and use on your ships. The m ost  useful of these are certainly 
the spare dorsal carapaces, as they fit  perfect ly as upper shells for your
void far ing lit t le beasts.  
The bases for the const ruct ion of Patella were Tyranid warr iors' torso
and tail once again. You'll f ind that  the Carnifex carapace fits quite well 
on this basis, creat ing a solid bulk body for your ship. Just  pin tail and
torso together as usual (AFTER som e dry fits of the 3 pieces together) ,
then place the carapace in posit ion and fill any empty spaces with
green stuff as concrete. You'll not ice that  quite som e space will be left
between the arm  sockets area of the warr ior torso and the internal side
of the carapace. As heavy cruisers require m ore powerful engines than
light  ones, I  decided to glue in that  posit ion two lit t le "arm s" carrying a 
plasm a exhaust  each.  
The lit t le arm s are the lower part  of those gaunt  legs we saved during
escort  const ruct ion, while the exhausts are the thigh of the sam e legs.
You'll have to t ry out  which leg fits best  with its angle in the space you 
have at  your disposal.  
Drill two holes in the rear part  of the exhaust , where plasm a is
supposed to flow out , then, after using som e green stuff to texture a
bit  the whole st ructure (do a bet ter job than I  did, m y texturing on this
ship is quite crappy) , pin them  to the "engine arm s", and finally glue
the result  in the space under the Carnifex carapace. The red marked
picture will give you a bet ter idea of what  I 'm  t rying to talk about  : D
Use green stuff and cyanoacrylate glue to put  these pieces together. 
Note that  GS +  superglue creates a really good "binder"  that  m akes
everything stand in its place t ight ly and fills well em pty spaces.  

  

4 . Heavy Cruisers 
Here com es the good stuff.  These cruisers form  the m ain line of what  I  actually use in gam e, and as they were m ade later during m y playing 
career, they care a lit t le m ore to wysiwyg than light  cruisers. They stand on a big base, because I  use them as 4 spores/ 10 sp cruisers. Heavy
cruisers, along with Hiveships, will be the cent repieces of your fleet , so they are worth som e ext ra work on. Place as m any details as you want ,
just  keep the m odels t idy and "clean" to the eye. Also, note that  as a m odel at t racts the eye, it  will at t ract  fire the sam e, especially against
opponents who don't  know your fleet  or your gam ing style so well.  I t  can seem  a paradox, but  you could evaluate to m odel your big ships
according to how long you want  them  to survive in bat t le and how hard they are to kill.  I m portant  ships will therefore carry a low
m odelling profile, while very hard or non-vital ships could be heavily converted and stunningly fashioned. 
Note also that  heavy cruiser m ake for excellent  flying warr iors in WH40K gam es, both if arm ed with claws and with guns. Just  bring around som e
spare warr iors bases to place under the fly ing ones, to point  out  the exact  gam ing posit ion and dim ensions of the m odel.  
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I f you want  
your ship to 
have eyes, you 
could evaluate 
som e solut ion 
taken from  the 
natural world, 
like som e eye 
at tachm ents 
sim ilar to those 
of crabs :  

  

Once this is done, add the other pair  of engine 
exhausts in the leg sockets of the tail part  of the 
creature. As for m ost  of the other exhaust  I  m ade 
on m y ships, they're done using the arm oured thigh 
of gaunts, warr iors or Carnifexes (choose the size 
you need) . Rem em ber to dr ill the actual exhaust  
hole. Adjust ing these shouldn't  be m uch t rouble;  
green stuff alone should be enough for the job.  
Finally, you can choose the weapons for your ship. 
I  wanted som e shoot ing cruiser in m y roster, so I  
took the GW Tyranid cruiser 's cannon set , dr illed it  
and pinned it  in posit ion, in the neck hole of the 
warr ior 's torso. You'll have to file a bit  here and 
there to m ake things fit  r ight . I  wanted also side 
cannons, but  was in a hurry to com plete the ship,
so the best  thing  
I  m anaged to do was adding that  purple, weird 
looking texture on the higher engines. Please, do 
bet ter than I  did XD.  
You'll probably already have not iced that  this ship 
has no eyes. This detail,  com bined with the 
part icular shape and texture of the outer carapace,
m ade m e christen her "Patella" , which is the I talian 
nam e for the limpet :  
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Ready to kill!  Aragosta is the I talian 
nam e for crayfish, and the ship was 
bapt ized so because of those eye-
catching antennae 

 

 4 b. "Aragosta"  
Time to use some Carnifex spare bits!  This
ship is an effect ive yet  quite sim ple scratch
building example. The main body is formed
by three parts:  a dorsal carapace, the big
engine sect ion, and a tail.  Each one was built
with Carnifex's bits, in m y case each bit  was
unused ( that  because I  use scythes instead of
legs for Carnifexes in WH40K, you'll see how
in the final part  of this art icle, the 
" t ransform er Hivefex" chapter) . 
 
As you can see from  the pictures to the r ight ,
the idea at  the base of this ship is the fact
that  those Carnifex thighs, joined together, fit
perfect ly with the sharp sect ion of the sm ooth
carapace. This, however, generates too short
a ship, so I  took one of the weapon tubes
from  the Carnifex kit  ( I  think m ine was that
of the venom  cannon, but  I 'm  not  sure)  and
the m ace tail final bit .  Join these two with
green stuff,  and figure out  how to put  all 
things together. The best  way to accom plish
this job is to green stuff together the two
engine exhausts and then push the tail part
within the green stuff you just  applied, before
it  dr ies. Try to keep the front  parts of the
thighs close to each other, as they'll have to
fit  with the carapace. As GS takes a lot  to
dry, you could think about  gluing the lat ter in
place now, without  wait ing. That  will give you
the opportunity to m ove a lit t le the various
pieces around and have a m ore solid and
hom ogeneous look. Rem em ber to texture 
green stuff as usual. Now it 's t im e to fill that
huge empty space under the dorsal carapace.
I  had no suitable bit  available, so I  carved
som e foam  board in the r ight  shape to fit
well.  Note that  foam  board isn't  a great  filling
m aterial for your m odels, because it 's not
hard, but  elast ic and "shift ing" instead. I  had
no m odelling put ty around, but  you really
should use that  k ind of f illing chem icals to
accom plish a perfect  job. Nevertheless, foam
board worked for m e, so if you are good 
enough with that  m aterial, it 's just  fine (and
cheap) . 

Next  step is to add weapons and 
details. Start  with the eyes, 
creat ing the usual green stuff ball, 
but  cut t ing it  in half this t im e. Then 
glue them  in posit ion, inside that  
recess made by the dorsal 
carapace, at taching them  to the 
foam  or put ty you just  applied. This 
m eans that  this part  of put ty/ foam 
should be sm ooth and plain. 
The ship was growing good, 
however it  looked too flat , so I  
decided to create som e crayfish- like 
antennae to be placed on top of the 
dorsal carapace. Sim ple iron wire 
(diam eter 1,5 /  2m m ) will do for 
the job, just  bend it  with a pair  of 
pliers and texture it  with a clipper. 
Be careful not  to bite too hard with 
this one, you just  want  to leave 
textur ing signs, not  to cut  the wire. 
Drill two holes where you'll like 
them  to be, and fix the antennae in 
place with som e glue. As usual, 
once the body is com plete you can 
focus on the weapons you like.  
I  needed another fir ing cruiser to 
m ake a pair with Patella, so I  
placed two big pyroacid cannons 
under the dorsal plate, at taching 
them  to the foam  previously 
applied.  
I  used som e Tyranid warr ior 's big 
gun, in this case barbed st ranglers. 
The final details were the six lit t le 
gaunt  hooves placed on the side of 
the engines, working as bioplasma 
launchers or pyrocannons. They fit  
in both roles nicely. Carefully dr ill a 
hole under each hoof, then place it  
in posit ion with green stuff.   
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 4 c. "Granchio"  
This is the m ost  elaborate of all m y cruisers. I  
needed som ething worth 10 st ructure points and
with som e scary close com bat  weaponry.
Unfortunately, I  was running out  of Carnifex spare
bits, so I  had to sort  things out  with what  I  had left .
The bases of the ship are st ill a warr ior 's torso and
tail.  Thanks to Ebay I  had plenty of these to use
without  having had to sell one of m y organs to the
black m arket . However, I  thought  that  sim ply
at taching the tail to the torso wasn't  what  I
needed, being that  m ore suitable for light  cruisers.
Having som e 3rd edit ion hive tyrant  guards around, 
I  decided to dismember them in order to
cannibalise som e bits (anyway, those m odels
looked way too kinky for m e to em ploy on a
bat t lefield) . The first  thing I  did was pinning tail
and torso as usual, however I  used a very long pin 
for the job. This left  about  1 cm  of em pty space
between the two plast ic parts, which I  readily filled
with green stuff. Plate it  with two of the m etal bits
from  the tyrant  guards, the shoulders, to be
precise. you can see what  I 'm  talking about
highlighted in red in the picture below. 
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By the way, the nam e Granchio 
m eans "Crab", and obviously was 
suggested by the claws of the ship. 
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And finally, here com es what  everyone was looking for, giant
crab- like m assive claws!  The arm s com e from  the m onst rous 
creature sprue;  you'll have to cut  and rotate elbows as for 
Moana, refer to the photos to get  the exact  picture of the
situat ion. Note that  the forearm  arm our points towards the
inside and not  the outside of the ship. Pin the pieces together
and fill+  texture with green stuff as usual, then take one of
the big scythes and work it  to fit  into posit ion. You'll have to 
pin it .   
Rem em ber to leave som e em pty space to be filled with green
stuff and to insert  the other, sm all scythes, which com e from
warrior sprue. you'll not ice that  the last  plate of the forearm
arm our stands out  quite a bit  from  the forearm  itself,  this will 
prove useful to create the em pty space needed to fit  the
sm all scythe into:  f ill the ent ire space between the plate and
the big scythe you just  pinned with green stuff,  then insert
the sm all scythe holding everything together with your 
fingers. Use them  to cover with GS the first  few m illim et res
of the sm all scythe, to be sure it  is f irm ly in place. Then
texture the green stuff accurately, let  everything dry, and
that 's it !  Here is som e t rouble for those self r ighteous 
I m perial capital ships. Or Necron Tom bships, as Granchio
itself would gladly confirm  hehe.  

While sat isfied with length, the sheer weight  of the ship was far from  what  I
was looking for.  
I  needed som e big hard carapace to withstand heavy naval weaponry. Two of
the tyrant  guards' shields were sm iling at  m e from  the bitz box, and I  couldn't
resist  their charm . The placing of these pieces requires some at tent ion, as they
are heavy m etal blocks  and they’re likely to fall out  of posit ion. Don't  be m ean
with green stuff and place the whole w.i.p. m odel to rest  in som e "com fortable"
posit ion unt il GS is dry enough. I f you place them  in a posit ion sim ilar to m ine,
to resem ble the sheathed wings of a beet le, you'll have som e em pty space 
between them , ready to be filled with green stuff and textured as it  was m ade
of m uscle fibre. 
The last  details of the bulk of the body of this vessel are our well known fr iends
"plasm a exhausts" , obtained from  gaunt  or warr ior 's thighs and placed in the 
leg sockets, as usual. Rem em ber to dr ill their  holes while they're st ill not
at tached to the vessel. Next  step are the details. First  of all I  placed the
eyeballs in posit ion.  
Then it  was t im e for som e dread m outh apparatus, so I  reached out  to those 
spiky bits from  the Carnifex sprues (or perhaps from  the warr iors’ ones, I  can’t
recall exact ly) , and placed them  on the sides of the neck hole in the warr ior 's
torso. Use abundant  green stuff to at tach them , and carefully texture it  in the
usual m anner. Pay som e ext ra at tent ion during this operat ion, as the m outh 
and face of your m odels always draw at tent ion, and will be looked at  a lot . At
this point  I  felt  that  m y ship was lacking som ething in rear area, so I  reached
for those poor tyrant  guards and st r ipped two of them  of their  whips. You'll 
have to figure out  how m uch of the whip arm  to cut  and the or ientat ion of the
cut  itself, basing them  on how you placed the two dorsal plates. Once you're
done, at tach them under these plates using a lot  of green stuff, as highlighted 
in the photo below. This will be a pain in the neck.  
Try to find a way to let  the m odel rest  in a good posit ion and let  the green stuff
dry. Spill som e cyanoacrylate glue over the green stuff to let  it  harden m ore
t ight ly. As they are m etal bits, and therefore quite heavy, you'll probably have 
to superglue som e other point  of the arm  to the plates. Just  don’t  m ake it  too
visible. The red arrow in the pic shows where I  did it .  I f you're good enough
with your hand drill,  you could consider dr illing and pinning the whip arm  
direct ly into the plates, instead of using green stuff alone. I  wasn't  good
enough to do this, especially because both are m etal pieces, but  if you think
you can accom plish the job, it 's certainly the best  way to hold this part  in 
posit ion.  
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5 a. "La Cicciona"  
This ship is big. Really big!  I t  
dwarfed any ship she ever 
encountered, and at t racted the 
at tent ions of anyone passing by the 
tabletop (and the other player 's, 
too) . I t 's 25cm  long from  tendrils to 
tail,  and was scratch built  alm ost  
com pletely. I  really liked the big 
squid ship in the illust rat ion on 
page 83 on Armada, and wanted to 
build som ething sim ilar, while 
keeping it  well blended with the 
other ships of the fleet . This m eant  
that  I  would need some plated 
shell,  in order to be able to paint  
m y wasp- like yellow and black 
pat tern, and that  I  needed som e 
dist inguishable eyes to let  the 
creature see, like her sisters (or 
probably, daughters) . Keeping this 
in m ind and the pic from  Arm ada as 
a guide, I  started m y foolish plan.  

 5 . H iveships 
Hiveships will be the cent repiece of your fleet , you like it  or not , so it 's worth spending som e t im e working o them . Rules allow you to have
gargantuan 14 sp/ 6 spores ships, and I  found the official m odel from  GW not  even half as m assive and at t ract ive as it  should be. I n m y fleet  I  use
two 14sp/ 6spores Hiveships, one carr ier and one gunship. However, considering the sheer num ber of opt ions Hiveships can have, it  would have
been silly to focus on wysiwyg, and I  went  forward building just  what  I  thought  would be cool to see fielded in bat t le. Both these m odelling
projects require som e pract ice and experience with your tools and techniques, but  following these advice you can build alm ost  what  you want , 
from  alm ost  nothing. As a general rule, rem em ber that  you're going to play with the ships you build. So, if you want  som e part icular ly big vessel
to hit  the stars, m ake sure it  has been suitably based, and that  its stem  is high enough to allow convent ional ships to pass under the model to get  
in base contact . 
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The base m aterial used to build the st ructure of the ship is foam  board (also known as polystyrene in the worst  Caracas pubs) . I  had plenty, it 's 
cheap, and quite easy to shape with cut ters and sand paper.  
I t  was clear from  the beginning that  I  had to build two sect ions of the ship separately, to join them  just  before paint ing. I  started with the shell,
being it  far easier than the head of the beast  to sculpt , cut t ing and filing a piece of foam  unt il it  had the shape I  needed to glue som e plates on it .
I f your foam  pieces aren't  thick enough (m ine weren't ) ,  glue together enough slabs unt il you reach the thickness needed, then, once glue is dry 
and they're firm ly at tached together, you can start  working on the piece. Roughly, the wide part  should have the sam e sect ion height  and base
you'll want  the head to have, and then it  should shrink 't ill it 's 1cm  wide, m ore or less. Be sure the upper surface is sm ooth, or otherwise PVA glue 
won’t  hold the plast ic plates in place. The problem with foam  is that  it 's consum ed by m ost  kinds of glue, so you'll have to use the weak yet  non-
aggressive PVA one.  
Once the internal st ructure of the shell is done, start  cut t ing your plates. To make these I  used a thin plast ic sheet  obtained from  a pineapple box 
from  superm arket !  Plast icard is everywhere, just  start  scavenging your kitchen. I  won't  tell you that  it 's bet ter to wash and clean it  up with dish
soap. Ops, I  told you XD. To know what  shape you need to cut  your plast ic sheet  into, first  take m easures using paper. Roughly draw a shape you
think m ight  be ok for the last  plate ( the lit t lest  one, at  the end of the shell,  which will be covered by the next  one) , cut  it  and t ry put t ing it  on the 
m odel. I t 's a good idea to cut  your paper larger than what  you think you'll need, and then adjust  it  lit t le by lit t le as you figure out  precisely how
you want  it  to be. Also, rem em ber that  plast ic isn't  as easy as paper to work with, so bet ter be always generous with m easures. I f it 's too m uch,
you can always cut  again, but  you can't  do the opposite. Once you're sat isfied with your lit t le paper plate, t ranspose it  on the plast ic sheet  and cut
it .  Repeat  the process for every scale, unt il you cover all the foam . I  thought  it  would have been bet ter to hide every bit  of foam , so I  let  m y
scales go down a bit  beyond its lower lim it . Also, plast ic plates need to be placed so that  the base of a scale is fully covered by the next  one's 
" round" part , and the last  scale m ust  go out  som ething less than 1 cm  beyond the foam 's border, to hide the point  where you will j oin the shell
with the head. 
Note that  you'll need to give a shape to the plast ic plates by bending them  with your hands, as PVA glue won't  be st rong enough to keep them  in 
shape. I  found a cent ral crest  to be very good looking to shape, just  like what  GW did with every tyranid carapace in WH40K. You'll need to keep
every plate in shape with a rubber band ( if you're lucky) , or with your hands ( in m ost  cases)  long enough to let  the glue get  a firm  hold.  
This will be quite tedious, so turn som e good m usic on, if you haven't  yet , or call your gir lfr iend to entertain you while you play with your stupid
lit t le soldiers instead of buying her "som ething nice" XD. 
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Cicciona", literally m eans "The Fat  
One" in italian, and it 's a useful 
nicknam e developed during BFG 
gam es to quickly ident ify the ship 
against  all others XD 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Once the three jaws are built ,  at tach them  to the head bulk. Use abundant  green stuff,  place them  in posit ion, and then cover any art ificial- looking 
em pty space with green stuff.  Then texture them  in a m uscle fashion:  as you can see form  the pictures, a good way to achieve this effect  is to
ent irely cover the green stuff area with fine st raight  lines. They are clearly visible as the purple colour I  applied m akes them  stand out  nicely. I  
decided to extend the m uscle fibre quite long towards the back of the head, instead of sim ply filling the em pty space between jaw arm our and
head st ructure, to sim ulate in a m ore realist ic and good looking way the unbelievably st rong m uscles needed to operate such long (and powerful, I
bet )  chit inous jaws. 
At  this stage, you'll probably not ice that  the area between the horizontal jaws st ructure and the vert ical one is quite em pty and unnaturally
carved. This is r ight , because you'll need now to fill the ent ire zone with green stuff to sculpt  the eyes, eyelids, and folds.  
Place abundant  green stuff and then push in posit ion som e ball the r ight  size to have a nice pupil.  I  used two plast ic 6m m  BB bullets for air  soft  
guns, as I  had thousands available, they are light -weight ing and just  the size I  needed. Make the eyeball fit  covering it  with the surrounding green
stuff.  Avoid placing other GS over, it 's bet ter to use your fingers to gent ly m ove the GS already available around the area to create the eyelids.  

  

 

Now prepare to use lots of green stuff.  First  of all,  you'll have to cover fully the foam  just  prepared. Apply a
thin layer of green stuff everywhere, except  in the back face of the head, that  will be joined with the shell 
and therefore be invisible. This is necessary to m ake it  suitable for paint ing.  
Moreover you can start  from  now to give som e texture and detail where you'll like them  to be. I  had no clear
im age in m y m ind at  this stage of what  the outcome of the whole job could have been, so I  gave neither
texture nor detail at  this point . There's no need to give too sm ooth a finish to Green Stuff, as digital pr ints
and such lit t le "errors"  will give a m ore liv ing appearance to the skin of the vessel. 
Next  came the building and placing of the jaws. Easy to see, they are m ade by one warr ior 's torso with a
m onst rous creatures' scythe at tached to it ,  pinned r ight  into the tail socket . Check the orientat ion of the
scythes to fit  your idea of how the m outh of the ship should look like, I  wanted them  all to point  forward in a
rest ing posit ion, but  you could evaluate to place them  wide open instead. Next  step is to fill & texture with
green stuff the side of the warr iors' torsos, covering the arm  sockets. As you can see form  the picture below, 
som e random ly placed lit t le holes are a very sim ple yet  effect ive way to texture this sect ion, however you
could easily find bet ter and m ore pleasing ways to do that . Anyway, they were obtained by a rapid nailing of 
the ent ire surface with a needle. 

 
  

Ok, now that  the shell of your Hiveship is
done, it 's t im e to focus on its head. Even
the base for the head is foam ;  just  shape
it  in a fashion that  suits your needs. I n
m y case, the original foam  shape is that  
highlighted in red in the picture below
(well,  m ore or less… I 'm  actually quite
poor at  digital drawing, as you can see…
sorry about  that ! ) . I  chose that  part icular
shape to be able to place the jaw
apparatus just  next  to the m outh tube,
giving it  all a " realist ic"  and unitary 
feeling. Also, this was the shape of m y
choice because I  had already planned to
use warr ior 's torsos for the arm oured
basis and m uscle system  of the three
jaws, so I  cut  the m outh tube the r ight
length to let  these pieces fit  nicely in 
posit ion.  
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I  suggest  spending a lot  of t im e and effort  in this operat ion, as
the eyes of a m odel are always one of the first  spots anyone will
focus his at tent ion to. Use the sharp part  of the GW sculpt ing tool 
(or anything sim ilar, obviously)  to m odel the eyelids.  

thick enough to bear the weight  of all that  m etal wire. The hole should be a lit t le
shorter than the glued side of the tendril bundle. Use green stuff as a binder to finish
the operat ion. 
So this is it !  You have a shell,  and you have a head, now it 's sim ply t im e to join 
them. I  placed 3 long metal pins in the back of the head, posit ioned at  the cent re of
the three foam  parts that  work as basis for the jaws, then drilled the three
corresponding holes in the shell's foam . As foam is so soft ,  use the 3 metal pins as a 
guide for themselves, applying enough pressure for them  to leave a m ark where the
holes need to be drilled. Finally, apply a suitable glue or green stuff  both on the back 
of the head and the foam  wall of the shell,  and unite everything in place. You're 
alm ost  done!  

This will define the expression of the creature. Next  m ake the
rest  of the surrounding green stuff " flow" down from  the eyes
zone, towards the m outh tube. This will j oin nicely the two areas, 
creat ing unity. I  then used the round side of the sculpt ing tool to
create those down flowing folds next  to the eyes. This turned out
very good in m y case, because I  sculpted the eyelids to express
the evil,  ancient  stare you can see in the photos, and those folds 
gave em phasis and further aged the look of the creature. I
wanted som e Chtuluh- like gaze and feel, and those folds are just
what  I  needed. 

A bet ter way to join the head and the shell of the ship, and to have a m ore stable
and resistant  m odel, is to let  a single m etal tendril to be very long and st raight , so
that  it  can work as "axis"  for the ent ire ship. I  did not  t ry m yself because I  thought  
this one r ight  now, writ ing this art icle. Theory seem s good, though, so if anyone t r ies
please write m e about  the results. 

Your Hiveship is alm ost  com plete;  at  this point  I  j ust  added som e
details to fill those em pty looking surfaces like the side of the 
m outh tube. I  placed som e holes here, and sculpted those crater-
like holes on the flanks, under the eyes. To sculpt  these, push a
ball of green stuff in place with your fingers, then push it  again
with a suitable round object  to create the cent ral hole ( I  really
don't  rem em ber what  I  used to accom plish this, sorry...  probably
a dr ill,  though) , and then use the sharp side of the sculpt ing tool
to generate our well-known fr iends, the m uscle- like fibres. I f you 
want , you can extend the textured area around these as I  did,
with another thin layer of green stuff random ly stuffed with any
lit t le, nonsense detail you like. As a funny story to tell,  in gam e I
pass these craters off as the side weapons of the ship, either
cannons or launch bays!  None ever com plained, so I  think it 's ok 
hehe. Finally, to com plete the head bulk I  placed the lit t le crest
on top of the head, to fit  under the last  plate of the shell,
because this area was too em pty. I t 's m ade of green stuff. 

The last  step to com plete your ship is to build a suitable base to play.  
I  had a lot  of m etal sheet  around m y house due to my job, so I  cut  a disc of iron
sheet  with suitable m etal scissors. The disc m atches the size of a big fly ing base, so
it 's legal in gam e. Then I  placed two heavy duty m etal wires to m ake the ship stand
horizontally. You will need som ething sim ilar if you placed m etal tendrils, as they are
far heavier than the rest  of the ship. Use a suitable resin to glue m etal on m etal.  
 

I  know these aren't  standard hobby m aterials,
but  if you followed m y tutor ial up to this point , I  
think you'll m anage to solve the base problem
using what  you have at  your disposal. See the
base photo below, and sorry if it  sucks, but  after
m any gam es som e of the paint  was st r ipped off,
I ' ll have to fix it .  
Another thing you should think at  is a way to 
m ake the holes you'll dr ill in the foam  in the
underside of the ship stand gam e duty across the
years. Foam  is very soft  and the holes will be torn
with usage of the ship. Obviously, this doesn't
apply if you plan to glue perm anent ly the base at
the ship, som ehow. I  had t ransport ing problem s
and preferred a m obile solut ion, and after som e
gam es I  f illed the holes with silicon glue, then
inserted and removed repeatedly the two stems
of the base, to m ake it  at tach to the walls of the
holes. This operat ion turned out  quite good, but  I
think it  won't  be enough as a long- term  solut ion.  

I f you want  your ship to display feeding tendrils, this is the r ight
t im e to build and place them . We have to m atch the general size
of the ship, so I  placed very thick and heavy tendrils m ade by
standard iron wire. Diam eter of this is som ething like 1,8 or 2m m
(! ) . The best  way to accom plish the job is to cut  as m any iron 
wire sect ions as you like, then m ake a bundle of them  and glue
with abundant  cyanoacrylate the first  2 or 3 cm  of one side of the
sheaf itself.  Make sure the glue enters the sheaf and covers all of
the wires. Once the glue is dry, hold firm ly this sect ion to avoid 
the glue from  breaking, and bend one by one the tendrils with
your other hand. Be careful because cyanoacrylate is fragile to
this kind of m ovem ents once dried. I 'm  no gluing expert , and had
this one at  hand, however you should consider m ore m etal-
specific glues, if you know any.  

Write m e if you have any suggest ions about  this!  To at tach the tendril com plex to the ship, carefully carve a hole in
the mouth tube, so that  it ’s wide enough to accept  the glued side
of the m etal bundle. Be very careful!  Let  the walls of the tube be  
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Even if this is an art icle for BFG ships, it  will be useful to start  
this project  as a Carnifex, because the Hiveship version of 
this m odel is by far easier to build, and if you  follow correct ly 
the procedure to have a standing, 4 scythed Carnifex, you'll 
have 3/ 4 of your Hiveship already. 

ȱ
ȱ
ȱ First  of all,  note that  this was an experim ent . I  like to use 

sm all neodym ium  m agnets in m y Tyranids (even in gaunts! )  
to have the chance to swap weapons from  gam e to game, 
without  having to paint  (and buy, of course)  billions of 
m iniatures. You'll not ice that  I  used som e m agnets also in 
this Hivefex kit ,  however you could just  go ahead and use the 
double-pin technique for every swapping bit  you plan to use. 
You'll  
understand bet ter what  I  m ean later in the tutor ial. I f you 
like the sm all m agnets idea, you'll find useful to know where 
I  buy them , as m any people have asked m e in m y gam ing 
and m odelling career:  I  buy them  online at  

ȱ
ȱ
ȱ
Dȱ
Rȱ  www.kjm agnet ics.com

Yȱ
ȱȱ
Dȱ
Oȱ
Cȱ
Kȱ

  
,  and if you plan to do so, t ry finding 

some fr iend interested in an order, because the magnets 
themselves are quite cheap, but  shipping costs to Europe are 
at  a fixed rate.  

 5 b. The Transform er H ivefex 
The last  chapter of this art icle is
dedicated to a very nice and useful
project . Since I  saw it ,  I  thought  that  the 
4th ed Carnifex kit  was sim ply am azing.
However GW prices are becom ing
som ewhat  offensive, and it 's a known fact
that  m y lit t le arm s are short  (an I talian
expression m eaning I  avoid using/ wast ing
m y m oney if I  can) . The solut ion to this
was the t ransform er Hivefex. I  sim ply 
bought  just  one Carnifex kit ,  with the
precise object ive to use every single
finely-sculpted plast ic detail to build or 
enrich as m any m odels I  could. m any of
the scavenged bits from  this kit  were
already used in som e of the ships seen 
above, but  now we'll employ the big,
unique parts of the sprues, along with
som e bits from  the lesser m inions' kits
(gaunt  and warr iors)  and (guess what !?)
som e green stuff. 

I  m anaged to find 10 people to join m e in an order just  
post ing a "m agnet  tutor ial"  on an I talian forum , and paid 
alm ost  nothing for shipping on m y own. As another useful 
note, I  suggest  using the 2 sm aller size disc m agnets (D101 
and D201)  
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The basis for both the Carnifex and the Hiveship is what  you can see in the photo above. No need for a
tutor ial here, because it 's just  the standard Carnifex set  up. The base idea of every Carnifex in m y 
Tyranid arm y is that  they walk on 4 scythes instead of their standard legs. This would be easy enough
to accom plish in a standard m odelling situat ion, where you just  glue the various bits together and then
go and play at  the nearest  club. This is a t ransform er Carnifex however, and you'll need to have
scythed legs that  can be rem oved, yet  able to withstand the weight  of the m odel and the handling it
needs in game.  

ȱ
ȱ
ȱ

Take the 4 scythes and start  figuring out  how you want  them  to be posit ioned to m ake your m odel
stand up in an aggressive at t itude (or any posture you like, btw) . This part  of the m odelling job is quite
im portant , and will affect  heavily the final result ,  so spend som e good t im e thinking and posit ioning. 
You could evaluate the usage of som e rubber m aterial like blu- tack or sim ilar, to be able to m ake 
things stand in the desired posit ion without  gluing anything. 

ȱ
ȱ
ȱ   
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Once you're done with your posit ioning and observat ion, start  f illing the leg and m iddle arm  sockets with green stuff,  to obtain a sm ooth, plain
surface. Now it 's t im e to cut  flat  the round part  behind the shoulders of the scythed arm s, like in the pictures above. Be careful though:  the 
angle which you cut  the round part  into m ust  be precise if you want  the scythed leg to stand as you planned, because this flat  part  will j oin with
the flat  green stuff you placed into the sockets. I f you cut  parallel to the axis of the arm  (0 degrees) , you'll have a scythe that  stands too close
to the body, and the m odel won't  stand in place.  
Opposite, if you cut  too wide an angle (90° or abov e) , you'll have your legs standing too far from  the body, giving a weird and funny look to 
your creature. I t  will be very stable, however, so it 's bet ter to start  with a high angle cut , and then file finely unt il you reach what  you desire. As
I  said before, if you cut  too few, you can cut  again, if you cut  too m uch, you're f* * * * d hehe. 
Follow the scheme below :  place the leg in the angle you desire ( the red line) , avoid posit ioning it  too close to the green lines, and then cut  the
plast ic parallel to the axis of the flat  green stuff in the socket  (yellow line) . My result ing cuts are highlighted by the arrows in the pictures above. 
The schem e refers to the back scythes, viewed from  below. Mirror it  to m ake it  help you posit ioning the front  scythes. 
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Next  step are weapons and head. My Carnifex is 
usually arm ed with a venom  cannon and a barbed 
st rangler, but , as m any not iced, it 's quite hard to 
m ake them  both fit  good even in the standard m odel, 
and it 's sim ply im possible in the scythed fex, unt il 
you decide to rem ove the "side arm " and leave only 
the bare gun-holding arm s on the m odel. 
I  have to apologize, but  from  now on I  could be a 
lit t le inaccurate with the nam e or ident ificat ion of the 
various bits I  use. I  built  this m odel quite long ago, 
and don't  rem em ber exact ly what  I  did with what .  
You should have no problem , however, if you have 
the various sprues to look upon while reading and 
looking at  the photos, to ident ify with precision what  
I  used were. For exam ple, I  think I  used the venom 
cannon arm  as it  cam e from  the sprue, but  converted 
the barbed st rangler to be left  handed. However I  
don't  recall exact ly how I  did it  and which bits I  used. 
I f you followed m y tutor ial up to this point , this 
should not  be m uch of a t rouble, also considering 
that  you m ight  want  to use different  weapons. 
As you can not ice from  the various pics, I  used 
m agnets to fit  weapons. The reason for this is that  I  
planned to swap them  frequent ly, and therefore the 
two pin m ethod could fail:  it 's hard to pin various 
arm s to fit  in the sam e holes on the m odel, and being 
those holes dr illed on green stuff over plast ic, I  fear 
that  hardcore usage can wear them  off.  
However, m agnets alone (even if you use two of the 
bigger discs to contact )  will give you a loose contact , 
and it 's likely for weapons to m ove during play. This 
is not  a problem  for m e, but  m any people dislike 
m oving m iniatures. I f you're one of these people, or 
if you plan to swap weapons not  that  frequent ly, I  
suggest  you to use the double pin m ethod here too. 
just  pay at tent ion during weapon swaps. 

  
 

 

Al this pain you went  through has a
m eaning:  it 's now t im e to apply the
double-pin technique!  Basically, you have
to dr ill 2 pins in. These will hold the
scythed leg in posit ion. I t 's very hard to
drill neat  holes on a round surface, even
if it 's plast ic you're working on, that 's
why you had all that  t rouble cut t ing

l 

 
precise angles. t ry placing your pins at
som e convenient  distance, as you'll have
to dr ill the corresponding holes in the
green stuff, and this m aterial isn't  highly
drillable as plast ic, and could deform  and
be torn in the operat ion. I f the green stuff
is st ill fresh, you could evaluate to gent ly
paint  som e
oil (any kind, I  used fry ing oil later in the
Hiveship m outh const ruct ion)  on the pins,
and then let  them  carve the holes for
you. I  did not  actually t ry this, so I  don't
know how good it  will work. Once again,
m y m odel was an experim ent  and I  t r ied
the various solut ions direct ly on it ,  so m y
holes are som ewhat  random , because I
placed a magnet  and a pin instead of two
pins at  first , just  to realise that  the
m odel wouldn't  stand. You know it ,  so
you should do bet ter than m e : ) . I
highlighted the holes on m y m odel in the
next  two photos.  
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I f you want  to go ahead and use
m agnets, follow this easy m ethod :  first
of all,  f ill the rem aining 2 arm  sockets
with green stuff, but  be careful not  to
overfill,  as you'll have to push a m agnet
in. Then take one of the dr ills, and let  a
m agnet  at tach to its flat  end. This way
you're sure that  the face this m agnet  is
showing is always the sam e (posit ive or
negat ive, but  always the sam e) .  
Now let  another m agnet  to be at t racted
by this one, and use the whole lot  (dr ill
+  2 m agnets)  to push the lat ter m agnet
into the green stuff.  Once the m agnet  is
inside enough, it  will stay in this place
while you m ove away the drill with the 
other m agnet  at tached to it .  Use your
fingers to hold the m agnet  direct ly
at tached to the dr ill if it  stays in contact
with the one beneath green stuff when
you t ry to m ove it  away. Choose a dr ill
wide enough to apply pressure
com fortably.  

the m agnet . You can see the m agnets inserted in the round part  
behind the shoulders of m y Carnifex in the pictures below. I f 
you're good enough, you can drill a suitable hole r ight  into the 
round plast ic, or you can cut  the round part , cover it  with green 
stuff and reconst ruct  it  once the m agnet  is in its place. 
I ndependent ly from  the m ethod you choose, let  a m agnet  be 
at t racted by the one in the socket  you're working on:  in exam ple, 
the r ight  socket , that  will hold the venom  cannon in m y m odel. 
Let  a very t iny drop of cyanoacrylate into the hole you drilled 
behind the shoulder, and catch the new m agnet  at tached to the 
other in the glued hole. This way you'll be sure that  the r ight  
m agnet  face will be point ing outside the arm :  you place the 
m agnet  in its hole direct ly from  the r ight  posit ion ( that  is, 
at t racted by the one in the socket ) , so there is no chance you 
turn it  for m istake. I f you chose to use green stuff instead of 
dr illing a hole, sim ply catch the "arm  m agnet"  at tached to the 
socket  one pushing the green stuffed shoulder against  it .  Once 
again, this way you'll be sure that  the final result  is at t racted and 
not  repelled by the m agnet  in the socket . Give the green stuff a 
suitable shape with your fingers, let  it  dry, and there you are!  
your guns are ready for act ion. 

ȱ
ȱ Then at t ract  another m agnet  to the one

at  the base of the dr ill,  and push it  into 
the other green stuffed socket . 

ȱ This st range operat ion gives you the 
certainty that  the two m agnets in the 
sockets show the sam e polar ity to the 
outside.  ȱ

ȱ This is im portant  to swap weapons, 
following a procedure will save you 
from  building a nicely converted 
m agnet ic arm  and find out  just  in the 
end that  it 's not  at t racted, but  repelled 
by the m agnet  in the arm  socket . That  
happened to me a few t imes, and it 's 
incredibly annoying, so follow a 
"m agnet ic m ethod", either m ine or 
another that  suits you m ore. 

ȱ
Dȱ
Rȱ
Yȱ  

Make the socket  surface with the 
m agnet  sm ooth and plain, then let  the 
green stuff dry. While you wait , take 
the weapon arm s you want  the Carnifex 
to have, and prepare a socket  to accept  

 
ȱȱ As a side note, once you build one m odel with m agnets inside, 

use this one as a m agnet  polar ity reference for any other m odel 
you plan to place m agnets into. This way any weapon arm  you’ll 
build will be at t racted by every m agnet ic socket  in your arm y, 
giving you great  freedom  and let t ing you build and paint  far less 
m iniature pieces.  

Dȱ
Oȱ
Cȱ
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Back to BFG now. Transform ing your newborn Carnifex into a Hiveship is
just  a few hours away. As you can see from  the pictures, aside form  the
bulk shared with the Carnifex, the Hiveship consist  of 4 engines,  eyes
and a m outh. Am ong these, the m outh only can give som e t rouble, while 
the engines are built  in a way sim ilar to that  of the other ships',  and the
eyes are very sim ple to achieve. Start ing from  these, all you have to do
is to form  a suitable green stuff ball,  let  it  dry, and then cut  it  in half.  
Every half is a pupil (guess what?! ) . I f you used m agnets in the frontal
sockets, like I  did, insert  one of the sm all m agnet  discs behind every eye.
I f you used the double-pin m ethod, dr ill j ust  one pin in posit ion. The eyes 
are very light  and won't  need 2 pins to stand in place, moreover the less 
you drill green stuff,  the bet ter she feels.  
You'll not ice from  the picture below that  I  didn't  push m y lit t le m agnet
inside the back st ructure of the eye. This will prove useful to rem ove
them  when you have to t ransform  your Hiveship into a Carnifex, and if 
you did things well with the socket , it  will be invisible from  outside the
sam e.  

  

Last  but  not  least , insert  the head in its
place and build a suitable gam ing base. I
applied a lit t le conversion to the head, to
fit  the rest  of m y WH40K swarm  (no
eyes, alien rules! ) ,  and added som e horns
to m ake it  look nast ier. The horns are
som e of the spiky bits from  the sprue. As
for the base, I  decided for a wide and
high base to let  m y creature place its 
frontal scythes onto, and decided not  to
glue it  to be able to rem ove the m odel
from  its base in clustered m elees. This is
very im portant  with this kind of
m iniatures, as they can get  very large
and hard to m anage in real gam ing
situat ions.  
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Life is sim ple with the engines too.
Use whatever you like to build them ,
I  decided to have 2 main engines and
2 m anoeuvre ones. I  can't  recall
exact ly what  bits I  used for the body
of the m ain engines, however if you
have som e Tyranid sprues in
eyesight , you should easily ident ify
them . I  think they're part  of som e of
the warr iors' big guns, probably
barbed st ranglers. The ending
exhausts are built  with the Carnifex'
hooves. Carve the underside of these 
to som e shape, as this surface is too
sm ooth. At taching them  to the m ain
body of the engine should require
cyanoacrylate only, if the cut t ing of
the plast ic part  is neat . 
The direct ional engines are made of a
warr ior leg with an inverted hoof
at tached to it ,  looking at  the pictures 
below will be good enough to
understand how. Drill the exhaust
hole in the flat  side of the hoof, and
at tach it  with green stuff. Regarding
pinning, as these are light  plast ic
pieces, only one pin is required.
Green stuff will adhere to the pin and 
won't  let  the engines rotate, if you
drill the holes well.  
You can add the second pin if you
want  ext ra stability, however
rem em ber that  dr illed green stuff can
wear off with heavy usage, so bet ter
spare as m any holes as you can. 

  

To com plete your Hiveship you now need only to build its m outh. This
procedure is easy to describe, but  requires som e m anual skill,  because
the space you'll be working in is t iny and will be crowded. 
First  of all,  take one of the spare heads of the Carnifex and saw the 
round and pinned plast ic part  that  should fit  in the neck socket , building
it  as it  com es in two parts. This will help the m outh stand in place m ore
com fortably. Now carefully paint  som e oil in the whole neck hole. This 
will help you to rem ove the green stuff you're going to place once it 's
dry. After this, place the round plast ic part  you just  sawed in its place,
and fill with green stuff both it  and the whole rest  of the neck hole. This
will be the basis of the m outh, where you'll insert  the jaws. Be careful to 
shape it  in a m anner that  can easily let  you take it  out  when you need to
(you'll need som ething to help you do this anyway, I  carefully use the
sharp end of the sculpt ing tool every t im e, but  I  never st r ipped off any 
paint ) .  Now take som e of the spare spikes from  the Carnifex sprue (or
whatever you like the ship to have as jaws) , and carefully push them  in
place. Use som e sculpt ing tool to m ake green stuff cover them  a bit , like
flesh would do in real teeth. This will help the piece you create to survive 
years of gam ing. Let  everything dry up well,  and there you are!  You
should be able to rem ove quite easily the m outh piece from  the neck
hole, if you painted sufficient  oil and shaped green stuff well.   
Go slowly when you rem ove the piece for the first  t im e. By now it
shouldn't  be painted, so the chances of ruining it  are few. 
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The last  thing you need to play with
your newborn ship is a suitable base. 
I  built  a sim ple yet  quite effect ive
base just  with a norm al big fly ing
base ad a t ransparent  plast ic piece of
sprue, you can find as m any as you
like in the bases bag. Carefully file a
socket  at  the end of the horizontal
part :  this socket  will welcom e one of 
the spikes under the Hivefex chest .
You'll also need to dr ill a suitable hole
under thechest , where you'll push the
stem  of the base. Once the m ain
stem  is in, take your m easures and
figure out  where exact ly to glue the
horizontal part .  This depends on what  
posit ion you want  the ship to show
once on the base, however it
shouldn't  be very different  from  m ine.
Obviously this m ethod doesn't  require
you to glue the m odel to the base, or
else you won't  be able to play the
m odel as Carnifex.  

ȱ
ȱ
ȱ
ȱ
ȱ
ȱ  
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That 's it !  I  don't  think the
nam e of this project  needs
explanat ions, so this tutor ial
ends here. I f you're reading
this, I  thank you for the
bravery and pat ience you
paid this far. I f you have any
suggest ions, com m ents,
m enaces or whatever
feedback you want  m e to
hear, write m e at

Oȱ
Cȱ
Kȱ

m arcello.taverna@t in. it  . .
thank you all,  and happy
consum ing!   

Giulio
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RULES FOR THE HAVEN 
 

 
These are the rules as used by our group

as used in the linked scenarios .The hunt
for the Eldar. 

 
 The rules are for use with MMS 1.6

(editors note:  Eldar MMS v1.7 has just  been
released but  these rules do not  interfere
with the update) . 

 
  The Haven is the Corsair Eldars m ain

refuge and represents the best  solut ion the
Eldar have found to the need for a base of
operat ions hidden from  prying eyes [ or
other sensory organs! ]  

 
The Haven is always found at  the cent re

of an asteroid field as explained in the
above scenario and in a cam paign set t ing
will always re-deploy after discovery. 

 
 

Eldar  Haven Sp ire………………………………………………... 5 0 0  pts 
 

TYPE/ HI TS SPEED TURNS SHI ELDS ARMOUR TURRETS 
Defence/ 20 5cm Special 5/ holofield 5+  5 

          ARMAMENT             RANGE FI REPOWER/ STR FI RE ARC 
Pulsar lances 30cm 5 All round 

Weapon bat ter ies 45cm  20 All round 

Launch bays 
Fighter–30cm 
Bomber-20cm 

5 All round 

Torpedoes 30cm 5 All round 
 
Notes 
 

• Leadership 10 
• Speed:  never reduces by blast  m arkers or dam age 
• Turns:  m ay m ove in any direct ion 
• Dam age is taken as a whole and every four points of dam age 

reduces the Havens stats by one fifth. cr it ical hits cause an 
addit ional point  of dam age but  have no other effect , so for 
exam ple after 12 points of dam age the Haven would be Shields. 
2.Turrets 2. Pulsars 2. WB 8. Launch bays 2. Torps. 2. 
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Author’s note:  I  think this best  depicts the gradual dest ruct ion of 
a m ajor asset  and gives any Elder player the chance to cut  and 
run, as would be the norm  for a raiding force. 
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A LI NKED PAI R OF SCENARI OS TO I NTRODUCE THE HAVEN 

The hunt  for  the Eldar  

SCENARI O ONE THE ASTROI DS  

Bat t le  zone 
 
This scenario consists of a cluster of
asteroid fields in the outer reaches of any
suitable system . The fields are of random
shape and size and posit ioning is roughly
one field to each sixth of the table. 
 

Object ive 
 
The gam e object ive is for the hunters to
search each field with the searching of all
six fields revealing the Haven. The Eldar
player wins big t im e if he can prevent  this!  
 

Forces 
 
The searcher has 1500 points the Eldar
1000 

Specia l Rules 
 
To successfully search a field the searcher
m ust  have unopposed ships or craft  in the
field. So each player should take plenty of 
ordnance. 

Deploym ent  
 
Each player starts on a short  table edge, a
long edge is sunward. 

Victory Condit ions 
 
The gam e ends when the Eldar withdraw 
conceding a m inor victory to the searcher 
 
At  this point  all UNCRI PPLED ships m ove on 
to the next  scenario. [  this is why the Eldar 
should t ry to fight  to the last  possible 
m om ent ]  
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THE HAVEN 

Bat t le  zone 
 
The Haven is at  the cent re with the nearest  
asteroids 30cm  away, the rest  of the field 
form s a r ing 15cm  thick. 
 

Object ive 
 
The searches t ry to dest roy the Haven. The
Eldar t ry to prevent  this. 

Forces 
 
Both fleets use the uncrippled ships from
scenario one. The Eldar addit ionally have
the Haven Spire. 

Deploym ent  
 
The uncrippled searchers ships can be 
placed at  any point  outside the r ing on any
facing and their first  m ove is the m ove into
the field start ing with leadership tests for
collision dam age! !  
 
Any surviving Eldar ships from  scenario one
m ay be set  up anywhere in the inner
clearing and they and the Haven m ay have
any CAP deployed. 

Victory Condit ions 
 
The searchers win if they dest roy the haven 
or force it  to disengage. The Eldar have a 
m inor victory if they prevent  this. 
 

Sum m ary 
 
The final scenario is the searchers at tem pt  
to dest roy the revealed Haven. 
 
The Haven is found at  the cent re of an 
asteroid field and the searchers m ust  cross
the field to engage the Haven and any
surviv ing Eldar ships, all asteroid field rules
apply so keep those re- rolls handy!  

Note 
 
My thinking behind this scenario is that  the 
Haven is a hidden base so will ALWAYS be 
concealed in an asteroid field as this gives 
the Eldar the m axim um  advantage and on 
discovery the finders will have ONE chance 
to dest roy the Haven before it  redeploys via 
the webway. Enjoy!  
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FLAME ON! BATTLEFLEET GOTHIC TOURNAMENT

The 'Flam e On! Bat t le f leet  Gothic [ of the chum ps]  T ournam ent  2 0 0 7 ' takes place at  W arham m er W or ld, Len ton 
( Not t ingham , UK -  GW  HQ!)  on the 2 1 st  of June 2 0 0 8 .  

  
v1  Rules Packs and fur ther  inform at ion and discussi on is ava ilable from  the Flam e On! w ebsite  a t  

ht tp:/ / w w w .flam eon.co.uk / forum / view topic.php?t= 5 1 2 4 . 
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http://www.flameon.co.uk/forum/viewtopic.php?t=5124
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