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Letter From The Editor:

2Sff LaadzsS Gg2 Aa FAyrfte KSNB:X az2YSUiKAy3a 6SQ0
kn2 g GKSNBQa 3I2Ay3 (G2 06S Y2NB FANRG GAYS NBFRSNR 2
this humble magazine created by the wonderful Warhammer Community at Astronomican.com! We

apologize that the first issue had compatibility errors with earlieersions of Acrobat, and we are
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Enough of me talki@ = L Qf ¢ Glle2dz 380 G2 NBFRAY3 (KS NB2
skipped this part already!). Just one las _ ol At Astronomican.com for making this

issue bigger and better than ever!
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Tactica: Armoed Company

Written by: Tallarn

You will need to have quite a few tanks to of a heavy bolter is also advisable as it will
make this army type work well and in a normal reduce the overall cost; which you can then
game (nonapocalypse) the usual force dump into doctrine upgrades.

organization chart applies:
Against Horde armies it might even be worth

Mandatory Choices: putting him in a tank that does not have an

1 Headquarters Choice ordinance weapon like the Exterminator; if you

2 Troops Choices do, remember to buy sponson weapons. If
taking an ordinance weapon a prudent choice

Optional Choices: may be the Conqueror variant which carove

1 Additional Headquarters nd fire due to tg? sh t barrel.

3 Elites Choices

4 Additional Troop Choices L $ToeC|aI Rule: ink

3 Fast Attack" Cmé-e:S — E ,f—‘ = )

3 Heavy Support Choiees™ — - ' fc?m'bsqyf manders always have the
//*" " ,‘znpro ied Comms upgrade on their tanks at no

HQ Tactics . " g dditional c .wge This allows you tonal one

" A ' F
' o« ] ' ". es roII Qer turn as well as-rell for hits
You can field two HQ'choices in an/Armored / during preirr ¢ i

Company; however there are'no real o I ?

advantages from taking more than ongoept - Elite Tactics -

in the case where you use up Elite choices;}ﬂ s N > ,5{
t ¢

\
Storm Troopers and Tech Priests; and nee f A \; 3\ OK2A0Sa R2y Qi 2FFSNI
create more troop slots. You are allowed ;Wa C , ahgm actlons that the Fast Attack
troops choices for each Command Tank or Tank 2108a 2> aGAOl 6AGK | RR.
Ace chosen for your army. Tank Aces have more ?rl\és to give yo Q’tbne Tank Squadrons under
choices for vehicle vaant with the same BS as a oop Choices. “‘\‘a.
Command Tank for fewer points. Make sure
that you use your three Elite Choices wisely to
increase your troop count with Tank Aces,
before purchasing more Command Tanks. Even
with only one Command Tank and Two Tank
Aces you will & able to field six more tanks as
Troop Choices.

Company Commander

The company commander has one of the best
ballistic scores in your army. You can add the
Pintle Mounted Storm Bolter or Heavy Stubber
on this tank, but odds are you will be keeping
himonanttk N2 NJ Way A LISNR Rdzi €
the formation by using a Vanquisher variant.
Dropping the hull mounted lascannon in favor




Tank Ace

The Tank Ace costs 65 points more than a
normal Tank Squadron Tank. For this you get a
BS of 4 and the additional Variant choices of the
Vanquisher and Destroyer Tank Hunter. The
Tank Ace is the perfect choice if you are fielding
a Destroyer Tank Huntend decide to leave it
towards the back on antarmor duties. Another
option is the previously mentioned Vanquisher
variant, for the same reasons.

Additionally, a Leman Russ Exterminator can
benefit greatly from the Higher BS with its ron
blast weaponskFor the Exterminator; remember
to have heavy bolter sponsons attached to take
advantage of the volume of fire this tank is
capable'of.

Also the Conqueror variant.is available, for the
reasons listed above.

Tech Priest Enginseer

Must be mounted in &himera Transport
vehicle. The Tech Priests ability to affect
battlefield repair will be influenced by the
number of technical servitors in the army. With
all the heavy firepower already at the disposal
of the ArmoredCompany, a Tech Priest with
combat orheavy weapons servitors is most
likely a waste of points, unless you can equip

your Tech Priest with a Thunderfire cannon, in
which case you may be able to find a use for
him, with his high BS characteristic, at the back
of your formation punching holes targets

being masked by intervening units.

Storm Troopers

Storm Troopers are allowed as Elite choices.
They have the same basic stats line as Storm
Troopers listed in the Imperial Guard Codex.
This gives them a better BS score and Hellguns
as standardssue. However, the Storm Troopers
must be mounted in a Chimera Transport thus
hegating their infiltration and deep striking
abrlrtres but they can still conduct a flanking
movement in therr transport. However, they

will not count as a scoring unit foaking victory
Iocatrons__b_ut can stand up reasonably well to
most enemﬁy infantry units if equipped correctly.
Just*‘remember that if Storm Troopers are taken
as an ElrteChorce ydmsethe optien of two
additional tanks as troops you only get two
troop choice tanks for each Command Tank or

Tank'Ace |n.,the army!

-'I:roop’Tétctics

These are your scorlng units! Do not forget that.
You will need to screen your line of steel with

/additional elements to the front. Either

Sentinels or Hellhounds will work equalill in
front of your Russ Squadrons. Additionally an
ArmoredFist squad or some Storm Troopers
quickly advancing and disembarking troops in
front of the enemy will buy you the time you
need to pound your opponent into oblivion.
Just remember that everythg else exists to
support your troop choices, so push them
forward and tie up the enemy with them. An
ArmoredCompany commander is really trading
WaLl OS F2NJ GAYSQ
last thing you want is a bunch of Tank Bustas
getting close toyou!

Tank Squadron
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Special Rule: Squadron Formation check page
64 of the 5th Edition Rule book. All vehicles
must remain within 4 inches of each other. All
vehicles in that particular squadron must fire at
the same target, however, even if one of the
tanks in the squadron is blocking line of sight to
the target, you can still shoot at it!

Fast Attack Tactics

Fast attack is where you are really going to
make theArmoredCompanydynamic; meaning
this is where you will get the vehicles and troop
choiceghat will surprise, irritate and generally
disrupt your opponents plan.

Sentinels* awn conduect

flanking marches and the make a speCIal

movebeforethe flrs hes. So if you
: th m

where they can get s ur pp

nice target and he will po k|||

simply make your 12 inch move and get the

2dzi 2F KIF N¥Qa

Sentmel Squadron

decide to put them on th

them the first turn. After deployment isover
that have o target! -

Remember that in thé\rmoredCompany you
will have plenty of infantry killing blast
templates to go around, so the real key is to
outfit your sentinels with lascannons and send
them on a flanking maneuver into the rear or
side of the enemy, takg out hisarmored

forces which pose the greatest threat to you.
Once his anttank armoredforces are laid low
by your flank marching sentinels, your line of
steel will be free to focus their power on
advancing infantry. And remember, you can re
roll yourreserves roll once per turn with the
Tank Commander, doubling your chances of
getting your tank hunting Sentinels out on the
second turn!

Reconnaissance Section

A Reconnaissance Section is defined as one of

6t &y 26 (8

any of the following vehicles; Hellhound,
Salanander or a Chimera. More often than not,
this is where you will select at least one, if not
more, Hellhounds; to assist with antifantry
FTANBLR2 SN 2A0K GKS
inches on a heavy flamer template; it is the
perfect complimentary weapwoto the rest of
the armoured force. Particularly in dense or
built up terrain; the Hellhounds Inferno Cannon
05S02YSa Ay@lftdzaotS i
of buildings or other dense terrain. With its
decent strength and AP values, it will make
quick workof anything except Marines.

| St f K2

vayz

lamanders count.as fast vehicles and carry an
bolter, however they
€ opentoped. -

?v  harassi ,,!‘

N L)

wever I|ke 0 ;‘; Dopers, they can st|II
F1S I O02y@SYyASyd WalLISSR o
pponent; forcing h|m to deal with them before

moving onto your main battle lines.




Heavy Support Tactics Remember however, that most opponents will
quickly get fixated on this vehicle and try to

Qupport Tank RSaiNRe Ald wdzald NBYSYoSNI
AONRTAY I GSNYAYI (Gi2AND B2)]NR R Q

A Support Tank is anyone of the following they send after itA (o@edess you have to deal

variants; Demolisher, Conqueror or Destroyer GAGK NRAIKG [ gled ¢KAY]l 2F

Tank Hunter. To choose a Destroyer Tank that will, once again, buy you time for the troop

Hunter as a heavy support choice is severe choices to do their work!

misuse of Army slots. Heavy Support Tanks have

a standard BS of 3 and tibestroyer Tank Closing Thoughts oArmored Company

Hunter, more than the other variants, relies on Tactics:

its Ballistic Skill to hit. Conquerors can be
selected as Troop Choices and to waste one of Build your force arond the Conquer and
our three Heavy Support Choices on something Exterminator Leman Russ Variant assault class

we could select as a Troop Choice would be tanks as this will givewour force firepower with

silly. As tle only remaining logical choice for mobility. Use your fast attack choices wisely;

Heavy Support Choices, as far as tanks’'go, this is 'this is,where your army will derive its

the placeto pick up your Demolishers; if you Wdzy SEMWSOGISR (NARO1&Q GKFG 6.
want more tanks. plan.

j Choose Your Ground

'| ArmoredCompanies work best in games with

\large areas of:open ground. If you get a chance
to'influence the scenery seip, try to keep the

| fable'sparse or at least have some central open

rareas! If you are playing on a city fight board,
 bring'more Hellhounds and Exterminators than
Tank Hunters and \VVanquishers!

Hold Your Ground

Most of your tanks will have Ordinance
_ _ Weapons. These work best if you can place
Artillery Vehicle them where they have good lines of sight and

5 L L leave them there so they can useeth =~ 5
¢KAa Aa UKS LXIFOS U2 WYirdinancedehpbdd davhiuthKEep ydlirsnipert a A £ A

is truly the best choice for fay support tanks back, by turn 3, at the latest, they should
choices. Cheep and destructive it offers the be in position and ripping apart any remaining

most bang for the buck and allows us to free armoredvehicles or heavy infantry your enemy
points for costly upgrades and expensive has.

variants. The Basilisk is truly a must for
commanders for the sheer destructive power of
this monster and theheep cost, place it in the
back, give it indirect fire, and watch it sing.



ASTRO HAMMER

Astro-Hammer is a toobased off of the OF LI oAtAGESE ¢FEfFNYy aKIyRS
WGKS2NRQ 2F YIOKKFYYSNI @XADKSIFOD2dx 1ESHERYWI a! NJ I SR.
probability in situations during a game and began development using Flash. The program

what will be the best outcome. To save you is currently in its beta stage on VersionA.

the nitty-gritty details, and inevitable The visuals still need to be worked out, but the

confusion for some, we created this tool. Shaoting andAssault codes are almost solid.

While it is not something that is very ptable, Posted below are screen shots of ti#estro

it is VERY useful when creating army lists to Hammer tool in the current build.Soon the

see what is more effective against certain visuals will be updated and more things added

units. All you do is simply plug the numbers in in (such as an amnvehicle calculator) so watch

you get the probability you need! It was that thread for updates (the download URL

originally created by Tallarrfor use in links to the appropriate thread).
Microsoft Excel. DuetoE&ct Q& f A YA G SRy O2 RA Y. .,

__ DOWNLOAVERSION 51B H

9.4 2
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he a pility to properly calculate the
r Of kills a unity(or model) will

; i ntcost of that
mﬁﬁﬂ(‘ﬁmh’ I v I , odel). "lt'alse can calculate

Tw ed weapons, reollable
i ieapons and models with a BS of 6 or
£

| Caleuiate (For weapons that use the flamg

%\. Iy empla ‘ BS of 0 is needed.

7 Macromedia Flash Player 8 [P=FE )

File View Control Help

The Assault Calculator (pictured Right)
has the ability to calculate the kills and
kills per point, just like the Shooting
Calculator.

AsTronomican]

4814814814]  [0.02832244

Please direct dlfeedback on this tool in
the form of either a PM to Arkaedin or an|
email to him attheastromag@gmail.com
gAGK a! a0NB | I YYSN]
YOUR feedback helps to make this totalll
free tool even better!



http://www.astronomican.com/forums/showthread.php?p=123574#post123574
mailto:theastromag@gmail.com

We need more bolters over here!

Written by: WillemWI Yy a1 SLIKSa G 2¢ S NI NI Y

Moved on to your fourth (Chaos) Space Marine army, in need of
some variation in the design of the holy bolter or just interested

in giving those Chosen or Veterans some unique weaponry? Then
perhaps the barreloaded bolter may offer you some new inspiration.

After several people asked me how | made the bolters for my Purge
Chaos Space Marines | decided to make a conversion guide. Though
this weapon looks great on Nurglesque models it should also work for

others. | imagine that Imperial Fists veterans woulabk great with
these as well!

Now:to get started you will need the following items: ‘
- A (Chaos) bolter. ol -

- A spare Ork barrdbaded shoota. ‘ fj_v: p

- Glue and a cutting tool.
- Some plasticardk: ,
- Greenstuff (only neededto fill a gap here and ther‘e)‘*; :

1. Get abolter and an Ork barrel2. Clean any moldtli‘nes off the 3w
loaded shoota. bolter and remove the trigger.

In addition you may want to
drill out the gunbarrel at this

stage.
4. Time to move on to the 5. Cut off the entire barrel,
shoota, remove the trigger to including a millimeter or so

make further cutting easier. above the barrel.

Remove the ammo clip or bel
you can use the horizontal lin

justbehindi KS 4 S LX

as a guideline.

Cut of a small section of the
0 I NNEB f a5 shavdziidlLd
the picture above.



