
 

 

THE ASTRO MAG 
                                                            Issue #2 November 2008  

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

PAGE 21 
PRE-HERESY 
REFERENCE 
SHEETS! 

PAGE 8: ά!{¢RO-I!aa9wέ  

PAGE 31 
AN ORIGINAL 
40K GRAPHIC 
SERIES 



 

 

TABLE OF CONTENTS 
(Use the page numbers in the sidebar for reference) 

 

Armored Company Tactica ς Page 4 

 

Astro Hammer ς Page 8 

Drum-Fed Bolters ς Page 9 

Painting Stubble ς Page 12 

 

Painting Lizardmen ς Page 13 

Zealot Pattern Backpacks ς Page 16 

Greenstuff Bases ς Page 18 

Photographing Your Minis ς Page 19 

Pre-Heresy Reference Sheets ς Page 21 

Battle of Patton Hill ς Page 27

 

Saints and Sinners ς Page 31 

Apocalypse Datasheets ς Page 35 

Armageddon Battle Report ς Page39 

A Request ς Page 49 

ΨwƻǳƴŘ ǘƘŜ ²Ŝō ς Page 51  

 

 

http://www.astronomican.com/forums/index.php


 

 

Letter From The Editor: 

 ²Ŝƭƭ LǎǎǳŜ ǘǿƻ ƛǎ Ŧƛƴŀƭƭȅ ƘŜǊŜΣ ǎƻƳŜǘƘƛƴƎ ǿŜΩǾŜ ōŜŜƴ ŜŀƎŜǊƭȅ ǿƻǊƪƛƴƎ ƻƴ ŦƻǊ ŀ ŦŜǿ ƳƻƴǘƘǎΦ  L 

knƻǿ ǘƘŜǊŜΩǎ ƎƻƛƴƎ ǘƻ ōŜ ƳƻǊŜ ŦƛǊǎǘ ǘƛƳŜ ǊŜŀŘŜǊǎ ƻǳǘ ǘƘŜǊŜ ǎƻ ƭŜǘ ƳŜ ǎŀȅ ǘƘŀƴƪ ȅƻǳ ŦƻǊ ŘƻǿƴƭƻŀŘƛƴƎ 

this humble magazine created by the wonderful Warhammer Community at Astronomican.com!  We 

apologize that the first issue had compatibility errors with earlier versions of Acrobat, and we are 

happy to say that error is pretty much gone!  Now onto some serious business. . .  

 This issue is MASSIVE.  Packed with modeling articles that are very helpful for any hobbyist 

ǿƘŜǘƘŜǊ ōŜƎƛƴƴŜǊ ƻǊ άǎŜŀǎƻƴŜŘ ǾŜǘέΦ  bƻǘ to meƴǘƛƻƴ ǘƘŜ άƳƛƴƛέ !ǊƳŀƎŜŘŘƻƴ /ŀƳǇŀƛƎƴ .ŀǘǘƭŜ 

wŜǇƻǊǘΣ ǘƘŜ /ŀƭƛȄƛǎ /ŀƳǇŀƛƎƴ ŀǊǘƛŎƭŜΣ ŀ ƴŜǿ ƎǊŀǇƘƛŎ άŎƻƳƛŎέ ǎŜǊƛŜǎΣ ǎƻƳŜ ŀƳŀȊƛƴƎ ƻǊƛƎƛƴŀƭ ŦƛŎǘƛƻƴΣ ŀƴŘ 

extremely helpful tactics articles.  A great guide for all hobbyists 40k and WHFB alike! 

 Enough of me talkinƎΣ LΩƭƭ ƭŜǘ ȅƻǳ ƎŜǘ ǘƻ ǊŜŀŘƛƴƎ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ƳŀƎ όŀǎǎǳƳƛƴƎ ȅƻǳ ƘŀǾŜƴΩǘ 

skipped this part already!).  Just one last thanks to everyone at Astronomican.com for making this 

issue bigger and better than ever! 

 

-YŜǾƛƴ ά!ǊƪŀŜŘƛƴέ CǊƻƴŎȊŀƪ 

 

 

 

 

 

 

 



 

 

Tactica: Armored Company 
Written by: Tallarn 

 
You will need to have quite a few tanks to 
make this army type work well and in a normal 
game (non-apocalypse) the usual force 
organization chart applies: 
 
Mandatory Choices: 
1 Headquarters Choice 
2 Troops Choices 
 
Optional Choices: 
1 Additional Headquarters 
3 Elites Choices 
4 Additional Troop Choices 
3 Fast Attack Choices 
3 Heavy Support Choices 
 
HQ Tactics  
 
You can field two HQ choices in an Armored 
Company; however there are no real 
advantages from taking more than one except 
in the case where you use up Elite choices on 
Storm Troopers and Tech Priests; and need to 
create more troop slots. You are allowed two 
troops choices for each Command Tank or Tank 
Ace chosen for your army. Tank Aces have more 
choices for vehicle variant with the same BS as 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 be 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 
him on anti-ŀǊƳƻǊ ΨǎƴƛǇŜǊΩ Řǳǘȅ ŀǘ ǘƘŜ ōŀŎƪ ƻŦ 
the formation by using a Vanquisher variant. 
Dropping the hull mounted lascannon in favor 

of a heavy bolter is also advisable as it will 
reduce the overall cost; which you can then 
dump into doctrine upgrades.  
 
Against Horde armies it might even be worth 
putting him in a tank that does not have an 
ordinance weapon like the Exterminator; if you 
do, remember to buy sponson weapons. If 
taking an ordinance weapon a prudent choice 
may be the Conqueror variant which can move 
and fire due to the short barrel. 
 
Special Rule: Comm-Link 
 
Company Commanders always have the 
Improved Comms upgrade on their tanks at no 
additional charge. This allows you to re-roll one 
reserves roll per turn as well as re-roll for hits 
during preliminary bombardments. 
 
Elite Tactics  
 
9ƭƛǘŜ ŎƘƻƛŎŜǎ ŘƻƴΩǘ ƻŦŦŜǊ ǘƘŜ ǎŀƳŜ ŦƭŜȄƛōƛƭƛǘȅ ƻǊ 
game changing actions that the Fast Attack 
ŎƘƻƛŎŜǎ ŘƻΣ ǎǘƛŎƪ ǿƛǘƘ ŀŘŘƛƴƎ ¢ŀƴƪ !ŎŜΩǎ ŀǎ ȅƻǳǊ 
Elites to give you more Tank Squadrons under 
Troop Choices.  
 
 

 
 

 



 

 

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 Hunter and decide to leave it 
towards the back on anti-armor 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 non-
blast weapons. For 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 a Chimera 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 Armored Company, a Tech Priest with 
combat or heavy 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 in 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 standard issue. However, the Storm Troopers 
must be mounted in a Chimera Transport thus 
negating their infiltration and deep striking 
abilities, but they can still conduct a flanking 
movement in their transport. However, they 
will not count as a scoring unit for taking victory 
locations, but can stand up reasonably well to 
most enemy infantry units if equipped correctly. 
 
Just remember that if Storm Troopers are taken 
as an Elite Choice, you lose the option of two 
additional tanks as troops; you only get two 
troop choice tanks for each Command Tank or 
Tank Ace in the army! 
 
Troop Tactics 
 
These are your scoring 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 equally well in 
front of your Russ Squadrons. Additionally an 
Armored Fist 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 everything else exists to 
support your troop choices, so push them 
forward and tie up the enemy with them. An 
Armored Company commander is really trading 
ΨǎǇŀŎŜ ŦƻǊ ǘƛƳŜΩ ǘƘŜ ŜƴǘƛǊŜ ōŀǘǘƭŜ ōŜŎŀǳǎŜ ǘƘŜ 
last thing you want is a bunch of Tank Bustas 
getting close to you! 
 
Tank Squadron 
 



 

 

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 the Armored Company dynamic ; meaning 
this is where you will get the vehicles and troop 
choices that will surprise, irritate and generally 
disrupt your opponents plan. 
 
Sentinel Squadron 
 
Sentinels are scouts, so they can conduct 
flanking marches and they can make a special 
move before the first turn of 12 inches. So if you 
decide to put them on the table, put them 
where they can get shot, give your opponent a 
nice target and he will position forces to kill 
them the first turn. After deployment is over 
simply make your 12 inch move and get them 
ƻǳǘ ƻŦ ƘŀǊƳΩǎ ǿŀȅΣ ƴƻǿ ƘŜΩǎ ǎǘǳŎƪ ǿƛǘƘ ǳƴƛǘǎ 
that have no target! 
 
Remember that in the Armored Company 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, taking out his armored 
forces which pose the greatest threat to you. 
Once his anti-tank armored forces 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 your reserves 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 

any of the following vehicles; Hellhound, 
Salamander or a Chimera. More often than not, 
this is where you will select at least one, if not 
more, Hellhounds; to assist with anti-infantry 
ŦƛǊŜǇƻǿŜǊΦ ²ƛǘƘ ǘƘŜ IŜƭƭƘƻǳƴŘΩǎ ǊŀƴƎŜ ƻŦ нп 
inches on a heavy flamer template; it is the 
perfect complimentary weapon to the rest of 
the armoured force. Particularly in dense or 
built up terrain; the Hellhounds Inferno Cannon 
ōŜŎƻƳŜǎ ƛƴǾŀƭǳŀōƭŜ ŀǘ ΨǎƳƻƪƛƴƎ ǘƘŜ ŜƴŜƳȅ ƻǳǘΩ 
of buildings or other dense terrain. With its 
decent strength and AP values, it will make 
quick work of anything except Marines. 
 
Salamanders count as fast vehicles and carry an 
auto-cannon and heavy bolter, however they 
are open-toped. The Salamander is a great tank 
for harassing the enemy flanks with some anti-
infantry fire and because of its speed it can 
generally get into and out of trouble fairly 
quickly. However, for the points, the Hellhound 
is still a better all-purpose vehicle in the fast 
attack slot. 
 
Armoured Fist Squad 
 
As with Storm Troopers, the Armoured Fist 
Squad will not count as a scoring unit because it 
will be purchased as a Fast Attack choice. 
However, like Stormtroopers, they can still 
ƳŀƪŜ ŀ ŎƻƴǾŜƴƛŜƴǘ ΨǎǇŜŜŘ ōǳƳǇΩ ŦƻǊ ȅƻǳǊ 
opponent; forcing him to deal with them before 
moving onto your main battle lines. 
 
 

 



 

 

Heavy Support Tactics 
 
Support Tank 
 
A Support Tank is anyone of the following 
variants; Demolisher, Conqueror or Destroyer 
Tank Hunter. To choose a Destroyer Tank 
Hunter as a heavy support choice is severe 
misuse of Army slots. Heavy Support Tanks have 
a standard BS of 3 and the Destroyer Tank 
Hunter, more than the other variants, relies on 
its Ballistic Skill to hit. Conquerors can be 
selected as Troop Choices and to waste one of 
our three Heavy Support Choices on something 
we could select as a Troop Choice would be 
silly. As the only remaining logical choice for 
Heavy Support Choices, as far as tanks go, this is 
the place to pick up your Demolishers; if you 
want more tanks. 
 

 
 
Artillery Vehicle 
 
¢Ƙƛǎ ƛǎ ǘƘŜ ǇƭŀŎŜ ǘƻ ΨƳŀƪŜ ǳǇ ǇƻƛƴǘǎΩΤ ǘƘŜ .ŀǎƛƭƛǎƪ 
is truly the best choice for heavy support 
choices. Cheep and destructive it offers the 
most bang for the buck and allows us to free-up 
points for costly upgrades and expensive 
variants. The Basilisk is truly a must for 
commanders for the sheer destructive power of 
this monster and the cheep cost, place it in the 
back, give it indirect fire, and watch it sing. 

Remember however, that most opponents will 
quickly get fixated on this vehicle and try to 
ŘŜǎǘǊƻȅ ƛǘΦ Wǳǎǘ ǊŜƳŜƳōŜǊ ǘƘŀǘ ŦƻǊ ŜǾŜǊȅ ΨŘŜŜǇ 
ǎǘǊƛƪƛƴƎ ǘŜǊƳƛƴŀǘƻǊ ǎǉǳŀŘΩ ƻǊ ΨƛƴŦƛƭǘǊŀǘƛƴƎ ƭƛŎǘƻǊΩ 
they send after it, ƛǘΩǎ one less you have to deal 
ǿƛǘƘ ǊƛƎƘǘ ŀǿŀȅΦ ¢Ƙƛƴƪ ƻŦ ƛǘ ŀǎ ŀ ΨōǳƭƭŜǘ ƳŀƎƴŜǘΩ 
that will, once again, buy you time for the troop 
choices to do their work!  
 
Closing Thoughts on Armored Company 
Tactics:  
 
Build your force around the Conquer and 
Exterminator Leman Russ Variant assault class 
tanks as this will give your force firepower with 
mobility. Use your fast attack choices wisely; 
this is where your army will derive its 
ΨǳƴŜȄǇŜŎǘŜŘ ǘǊƛŎƪǎΩ ǘƘŀǘ ǿƛƭƭ Ǌǳƛƴ ŀƴ ŜƴŜƳƛŜǎ 
plan. 
 
Choose Your Ground  
 
Armored Companies work best in games with 
large areas of open ground. If you get a chance 
to influence the scenery set-up, try to keep the 
table sparse or at least have some central open 
areas! If you are playing on a city fight board, 
bring more Hellhounds and Exterminators than 
Tank Hunters and Vanquishers! 
 
Hold Your Ground  
 
Most of your tanks will have Ordinance 
Weapons. These work best if you can place 
them where they have good lines of sight and 
leave them there so they can use their 
ordinance weapons each turn. Keep your sniper 
tanks back, by turn 3, at the latest, they should 
be in position and ripping apart any remaining 
armored vehicles or heavy infantry your enemy 
has. 

 

 
 



 

 

ASTRO HAMMER 
Astro-Hammer is a tool based off of the 
ΨǘƘŜƻǊȅΩ ƻŦ ƳŀǘƘƘŀƳƳŜǊ ǿƘƛŎƘ ŀŎŎƻǳƴǘǎ ŦƻǊ 
probability in situations during a game and 
what will be the best outcome.  To save you 
the nitty-gritty details, and inevitable 
confusion for some, we created this tool.  
While it is not something that is very portable, 
it is VERY useful when creating army lists to 
see what is more effective against certain 
units.  All you do is simply plug the numbers in 
you get the probability you need!  It was 
originally created by Tallarn for use in 
Microsoft Excel.  Due to ExcŜƭΩǎ ƭƛƳƛǘŜŘ ŎƻŘƛƴƎ 

ŎŀǇŀōƛƭƛǘȅΣ ¢ŀƭƭŀǊƴ άƘŀƴŘŜŘ ƻŦŦ ǘƘŜ ǊŜƛƎƴǎέΣ ǎƻ 
ǘƻ ǎǇŜŀƪΣ ǘƻ YŜǾƛƴ ά!ǊƪŀŜŘƛƴέ CǊƻƴŎȊŀƪ ǿƘƻ 
began development using Flash.  The program 
is currently in its beta stage on Version 5.21.  
The visuals still need to be worked out, but the 
Shooting and Assault codes are almost solid. 
Posted below are screen shots of the Astro 
Hammer tool in the current build.  Soon the 
visuals will be updated and more things added 
in (such as an anti-vehicle calculator) so watch 
that thread for updates! (the download URL 
links to the appropriate thread). 

DOWNLOAD VERSION 5.21b HERE 

 

 

The Shooting Calculator (pictured Left) 

Has the ability to properly calculate the 

number of kills a unit  (or model) will 

get and the kills per point cost of that 

unit (or model).  It also can calculate 

Twin-Linked weapons, re-rollable 

weapons, and models with a BS of 6 or 

higher.  For weapons that use the flame 

template, a BS of 0 is needed. 

The Assault Calculator (pictured Right) 

has the ability to calculate the kills and 

kills per point, just like the Shooting 

Calculator.  

 

Please direct all feedback on this tool in 

the form of either a PM to Arkaedin or an 

email to him at theastromag@gmail.com 

ǿƛǘƘ ά!ǎǘǊƻ IŀƳƳŜǊέ ƛƴ ǘƘŜ ǎǳōƧŜŎǘ ƭƛƴŜΦ 

YOUR feedback helps to make this totally 

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: Willem-Wŀƴ άIŜǇƘŜǎǘƻέ .ŜǊǘǊŀƳ 

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 barrel-loaded bolter may offer you some new inspiration. 

 

After several people asked me how I made the bolters for my Purge 

Chaos Space Marines I decided to make a conversion guide. Though 

this weapon looks great on Nurglesque models it should also work for 

others. I imagine that Imperial Fists veterans would look great with  

these as well! 

 

Now to get started you will need the following items: 

- A (Chaos) bolter. 

- A spare Ork barrel-loaded shoota. 

- Glue and a cutting tool. 

- Some plasticard. 

- Greenstuff (only needed to fill a gap here and there) 

 

 

 

 

 

 

1. Get a bolter and an Ork barrel-
loaded shoota. 

 

 

 

 

 

 

2. Clean any mold lines off the 
bolter and remove the trigger. 
In addition you may want to 
drill out the gunbarrel at this 
stage. 

 

 

 

 

 

 

3. Remove the ammo clip or belt, 
you can use the horizontal line 
just behind ǘƘŜ ǿŜŀǇƻƴΩǎ ƎǊƛǇ 
as a guideline. 

 

 

 

 

 

 

4. Time to move on to the 
shoota, remove the trigger to 
make further cutting easier. 

 

 

 

 

 

 

5. Cut off the entire barrel, 
including a millimeter or so 
above the barrel. 

 

 

 

 

 

 

6. Cut of a small section of the 
ōŀǊǊŜƭΩǎ ǎǳǇǇƻrt as shown in 
the picture above. 

 


