Campaign Rules

Campaign Setup

1. Define Parameters: Decide Win Condition and Length of the campaign.
2. Sub Sector: Decide which sub-sector to use.  Check Battlefleet Gothic, Armada, online supplements, or draw your own.

3. Home Base: Battle Fleets pick a system that they control.  Raider Fleets pick a secret system that contains a pirate base.  Pirate bases may be in systems controlled by other players.  

4. Starting Fleets: Battle Fleets start with 2000pts, Raider Fleets start with 1500pts.  Ships/squadrons bought with these points are in the Fleet Register.  Roll for leadership and record.  Note that if a ship is used before it is assembled and painted it suffers a Critical Hit on a D6 roll of 1 every time it uses special orders.  Ships added to the fleet later suffer -1 leadership.  Players may only select ships/squadrons from their fleet register to play in campaign games.

5. Commander: Name a commander, who starts with 1 Renown.  Choose commander’s flagship.  You may only use Re-Rolls if the flagship is present.  If the flagship is destroyed, your commander escapes and chooses a new flagship after the battle.

6. Battles: Players challenge each other to battles using the campaign rules.  Players should decide before the campaign begins if there are penalties for refusing or not playing a game for a long time.
Campaign Turn

1. Build Up
a. Determine Initiative: Roll to see who is the attacker and the defender.  The player with fewer systems gains +1 to this roll.  Use Attack Ratings if desired.

b. Roll for incoming orders: Roll D6.  1-2: Raid, 500-750pts.  3-6: Battle, 750-1500pts.  If only one player has 21+ Renown, then that player may decide on a Raid or Battle.  Roll on the Raid or Battle Tables for the type of scenario. 

i. If a Raider fleet player is involved in a battle, it is instead a Major Raid, selected on the Raid table but with a points value of 750-1500pts.

c. Select Target System: The attacker selects a system connected to one they control where the battle takes place.  If none are controlled, any maybe selected.  If an uninhabited system is chosen, the defender reduces his fleet total by 100pts.  See system rules for effects of other types of systems.

i. Commanders with 21+ renown may attack a secret pirate base.  Roll D6x10.  If this is less than the base owner’s Renown, you discover their base.  If the base is in a system you control or a neutral system, you may attack it.  Play a Planetary Assault or Exterminatus! mission.  If you succeed, the base is destroyed.  If you do not find the base, play a normal scenario instead.

d. Decide Size of Battle: Players must agree on a size within the ranges listed above.  Whichever player holds more systems reduces their points total by 10pts for each system they hold greater than their opponent’s systems.

e. Select Forces from the Fleet Registry: Pick your fleet from your Registry.  Ships may not be changed at this point.

2. Fight Battle: Determine Sub-Plots for both fleets before following rules outlined in the Scenario.
3. Aftermath

a. Claim System: If you win a Battle in an attacked system adjacent to one you control, take control of the system.  This can only happen if the system was previously neutral or held by the opposing player.  If you win a Raid, you can count this system as your own for the rest of this campaign turn only.
b. Adjust Renown: Add or subtract Renown according to the Renown Table and Sub-Plot.  Commanders have a minimum of 1 Renown.

c. Promotions and Demotions: Adjust Re-Rolls, Marks of Chaos, etc. according to your new Renown

d. Ship Experience: Each ship that was not crippled or destroyed during the battle rolls 2D6.  If this roll is higher than the ship’s Leadership, it either gains +1 leadership OR a roll on the Crew Skills table.  If the ship has a leadership of 7 or less it must take the leadership.  Crew Skills do not add to the points cost of a ship.  Necrons cannot earn skills.
i. Orks, Craftworld Eldar, Corsair Eldar, and Dark Eldar roll on their race’s Crew Skill table.

ii. Crippled Ships: Ships that were crippled lose 1 leadership to a minimum of 6.  Crew skills are not lost.

iii. Destroyed Ships: Replace ship on roster with the same ship with 6 Ld, no Crew Skills, and no Refits.

iv. Escort Squadrons: Escorts earn experience in the same way.  Squadrons which suffer 50% or greater casualties count as being crippled.

e. Repairs and Withdrawals

i. Repair: All Critical Effects are repaired.  Controlled systems provide Repair Points, as shown on the Repair Points table.  Each Repair Point fixes 1 Damage or replaces 1 lost Escort.

ii. Withdraw: Ships or Escort squadrons on your roster may Withdraw.  They are not selectable for the next game, but after that return completely repaired.  Escort squadrons return at full strength.

f. Make Appeals: Make a # of Appeal rolls based on the Appeal chart.  Roll the D6 based on the Appeal Granted chart.  Success = roll on appropriate chart or take appropriate bonus.  Refits increase points value of a ship by 10%.

i. All races may add a ship/squadron to their roster by rolling for Reinforcements as long as they own it.

ii. Imperial Navy and Space Marine Fleets may roll on the Refits and Space Marines charts.

iii. Chaos Fleets may roll on the Refits and Forces of Chaos charts.

iv. Orks may roll on the Ork Refit Chart and the Power of the WAAAAGH! chart.

v. Craftworld Eldar, Corsair Eldar, and Dark Eldar roll on the Eldar Refit chart.

vi. Tyranids roll on the Evolution of the Hive Mind refit chart only.

vii. All other races except Necrons use the Refit chart.  Re-roll results that do not apply.
Winning the Campaign


The winner is the player with the most Renown, or any alternate condition your group decides at the start of the campaign.

Types of Fleets

Battle Fleets: All Imperial Navy lists including Adeptus Mechanicus, but not Pirates and Wolfpacks.  All Chaos lists.  All Space Marine lists.  Ork lists except Pirates of the Cyclops Cluster.*  Tyranid Hive Fleet List.†  All Tau Lists, including Demiurg.
Raider Fleets: Pirates and Wolfpacks.  All Corsair and Craftworld Eldar lists.  Dark Eldar Pirate Fleet.  Ork Pirates of the Cyclops Cluster Fleet.  Necron Harvest Fleet.  Tyranid Vanguard Fleet. †

* Ork Battle Fleets may be used as Raider Fleets if they use a Space Hulk as a Pirate Base.

† Campaign Organizers may allow Tyranid players to use the Hive Fleet list for Battles and the Vanguard Fleet list for Raids.

Sub Plots
Roll a D6 to determine which Sub-Plot Chart to roll on.  In a campaign, both players must generate a Sub-Plot.  For campaigns players gain or lose renown according to the values in brackets.  A {+1/-1} bracket means that the player gains 1 renown if the Sub-Plot succeeds, and lose 1 if it fails, regardless of the battle outcome.  Sub-Plot success condition is in italics.

	Legacies of War Table (1-2)

	D6 Roll
	Sub-Plot

	1
	Gunnery Practice: Roll a D6 for each capital ship in your fleet.  On a 4+, this ship receives a +1Ld bonus when attempting a Lock On special order.  You must inflict at least 1 point of damage on every enemy capital ship. {+1/-1}

	2
	Extended Duty: Roll a D6 for each capital ship in the fleet.  On a 1, it starts the battle with D3 damage.  On a 2, it suffers   -1Ld to all Leadership tests for Lock on and Reload Ordnance special orders.  On a 3+ it is unaffected.  Destroy/cripple more points of enemy ships than you lose. {+1/0}

	3
	Blood Bond: If one of your capital ships is crippled or destroyed during the battle, all other ships gain +1Ld next turn.  Finish the battle with less than ½ of your capital ships crippled or destroyed. {+1/-1}

	4
	Fleet Experience: Any ship within 30cm of your commander’s ship may use the commander’s leadership.  Your commander’s ship must survive the battle with at least 75% of its HP left. {+1/0}

	5
	No Quarter!: Cripple or destroy at least ½ the points value of the enemy fleet. {+1/-1}

	6
	Vendetta: Nominate one enemy capital ship to be the target of your vendetta, and cripple or destroy it.  {+1/-2}


	Chance Circumstances Table (3-4)

	D6 Roll
	Sub-Plot

	1
	Meteor Storm!: Roll a D6 for each capital ship in your fleet.  1-3: Roll a Critical Damage result. 4+: no effect.  Win the mission.  {+3/-2}

	2
	Signaling Problems: Only ships within 30cm of your commander’s ship may use commander Re-Rolls.  At least ½ of your escorts must survive the battle.  {+1/-1}

	3
	Unexpected Help: Add a ship or escort squadron to your fleet worth D3x50pts.  The reinforcing ship/squadron must not be crippled or destroyed.  {0/-2}

	4
	Navigational Hazards: Roll a D6 on the chart below.  Win the mission.  {+1/-1}

	
	D6 Roll
	Effect

	
	1-2
	Place an extra Gas/Dust Cloud on the table.

	
	3-4
	Place two extra Gas/Dust Clouds on the table.

	
	5
	Place an extra Asteroid Field on the table.

	
	6
	Place an extra Asteroid Field AND D3 Gas/Dust Clouds on the table!

	5
	Fresh Captain: One randomly selected capital ship suffers -1Ld.  This ship must cripple or destroy ships worth equal or greater to its own points value. {+1/-1}

	6
	Enemy Plans: Each time you launch a Boarding Action, roll a D6 and add +1 if the ship has the enemy commander.  On a 4+, you find enemy plans.  You must find the plans. {+1/-1}


	Secret Ploys Table (5-6)

	D6 Roll
	Sub-Plot

	1
	Surprise Attack!: The enemy fleet cannot go on special orders for the first D3 turns.  Win the mission. {+2/-2}

	2
	Secret Intelligence: You gain an extra commander Re-Roll.  Nominate one enemy capital ship.  You must board the ship or make a hit-and-run attack on it.  {0/-1}

	3
	Experimental Ship: Randomly select a capital ship in your fleet.  Roll on both of the following tables and apply the results.  Re-roll the side effect if they contradict.  This ship must not be crippled or destroyed. {+1/-1}

	
	D6
	Improvement
	D6
	Side Effect

	
	1
	All batteries/lances +50% range
	1
	-1 shield

	
	2
	+1 shield
	2
	All batteries/lances -50% range

	
	3
	+5cm Speed
	3
	-2 damage

	
	4
	+2 damage
	4
	-5cm Speed

	
	5
	Ship makes 90º turns
	5
	-1 Leadership

	
	6
	+1 Leadership
	6
	All batteries/lances  at 50% strength

	4
	Desperate Mission: Nominate one of your capital ships.  It must not be crippled or destroyed.  {+1/-1}

	5
	Decoy: Include an extra capital ship in your fleet.  However, this ship has the characteristics of a Transport.  Do not tell your opponent which ship is the Decoy.  Your opponent must fire on the Decoy with a capital ship.  {+1/-1}

	6
	Hit and Run: Roll 2D6.  You must win within this number of turns. {+1/-1}


	Renown Table
	
	Appeal Chart

	Event
	Renown
	
	Renown
	# of Appeals

	Winning a Battle or Major Raid
	+2
	
	1-10
	1

	Winning a Raid
	+1
	
	11-30
	2

	Victory Points earned in a game
	+(VP / 100) round up
	
	31-50
	3

	
	
	
	51+
	4

	Each Capital Ship Hulk captured
	+1
	
	

	Fought Commander with higher Renown
	+1
	
	Appeal Granted

	Fought fleet with higher points value and lost
	+1
	
	Type
	Granted on a

	Fought fleet with higher points value and won
	+2
	
	Reinforcements
	2+

	Lost a Battle or Raid
	-1
	
	Refit
	4+

	Each capital ship lost
	-1
	
	Any Other (Space Marines, etc)
	5+


\
	Repair Points Table

	Renown
	Agri
	Penal (min 1)
	Mining
	Forge, Hive, Pirate Base
	Civilized
	Uninhabited

	1-2
	1
	1
	2
	3
	1
	1

	6-10
	1
	D6-4
	2
	3
	2
	1

	11-20
	1
	D6-3
	2
	4
	3
	1

	21-30
	2
	D6-2
	2
	5
	4
	1

	31-50
	2
	D6-1
	3
	6
	5
	1

	51+
	3
	D6
	4
	12
	6
	1


	Imperial Promotion Table
	
	Chaos Promotion Table

	Renown
	Title
	Ld
	Notes
	
	Renown
	Title
	Ld
	Notes

	1-5
	Commander
	8
	1 Re-Roll
	
	1-5
	Chaos Champion
	8
	1 Re-Roll

	6-10
	Battle Group Commander
	8
	2 Re-Rolls
	
	6-10
	Exalted Chaos Champion
	8
	1 Re-Roll, 1 Mark

	11-20
	Subsector Commander
	9
	2 Re-Rolls
	
	11-20
	Tyrant
	9
	1 Re-Roll, 1 Mark

	21-30
	Admiral
	9
	3 Re-Rolls
	
	21-30
	Chaos Lord
	9
	1 Re-Roll, 2 Marks

	31-50
	Fleet Admiral
	10
	3 Re-Rolls
	
	31-50
	Overlord
	10
	1 Re-Roll, 2 Marks

	51+
	Solar Admiral
	10
	4 Re-Rolls
	
	51+
	Warmaster
	10
	1 Re-Roll, 3 Marks

	
	
	

	Ork Promotion Table
	
	Eldar Promotion Table

	Renown
	Title
	Notes
	
	Renown
	Title
	Ld
	Notes

	1-5
	Nob
	1 Re-Roll
	
	1-5
	Captain
	+0
	1 Re-Roll

	6-10
	Big Nob
	2 Re-Rolls
	
	6-10
	Lord
	+1
	2 Re-Rolls

	11-20
	Boss
	2 Re-Rolls
	
	11-20
	Shadow Lord
	+1
	2 Re-Rolls

	21-30
	Big Boss
	3 Re-Rolls
	
	21-30
	Prince
	+2
	3 Re-Rolls

	31-50
	Warboss
	3 Re-Rolls
	
	31-50
	Shadow Prince
	+2
	3 Re-Rolls

	51+
	Warlord
	4 Re-Rolls
	
	51+
	King
	+3
	4 Re-Rolls


	
	Refits Tables (Roll D6 to determine which Refit)

	1-2 Engine Refit
	D6
	Engine Refit
	(Note: Cannot be earned by a Ramilles Star Fort or Space Marine Fortress Monastery)

	
	1
	Secondary Reactors: +2D6 on All Ahead Full

	
	2
	Evasive Jets: At the start of the enemy shooting phase, the ship may pass a Leadership Test to turn 45º immediately.  It may not use any special orders next turn.

	
	3
	Maneuvering Thrusters: -5cm to minimum speed needed to make a turn.

	
	4
	Arrester Engines: +1Ld for Come to a New Heading or Burn Retros.

	
	5
	Auxiliary Power Relays: +5cm Speed

	
	6
	Navigational Shields: Ignore reduction in speed due to Blast Markers and Gas/Dust Clouds.

	
	
	

	3-4 Ship Refit
	D6
	Ship Refit

	
	1
	Improved Sensor Array: +2Ld for enemy ships being on Special Orders instead of +1.

	
	2
	Additional Shield Generator: +1 Shield

	
	3
	Superior Damage Control: +1D6 when repairing critical effects.

	
	4
	Reinforced Hull: Increase Hull Points by 25%, but reduce Speed by 5cm.

	
	5
	Improved Logic Engines: Ignore -1Ld when in contact with Blast Markers.

	
	6
	Overload Shield Capacitors: For every hit that lowers a shield, roll a D6.  On a 6, the Blast Marker is not placed.

	
	
	

	5-6 Weapons Refit
	D6
	Weapons Refit

	
	1
	Extra Turrets: +1 Turret

	
	2
	Turbo-Weapons: Ignore column shift for firing over 30cm

	
	3
	Targeting Matrix: Left shift before all other modifiers are applied.

	
	4
	Auto-Loaders: +1Ld for Reload Ordnance

	
	5
	Superior Fire Control: +1Ld for Lock On

	
	6
	Motion Targeting Trackers: Weapons only reduced by 25% for All Ahead Full, Burn Retros, or Come to a New Heading.


	Crew Skill Table

	D6
	Skill

	1
	Expert Gunnery: Roll 3D6 and discard the highest when using Lock On.

	2
	Skilled Engineers: Roll 3D6 and discard the highest when using All Ahead Full or Burn Retros

	3
	Adept Trimsman: Roll 3D6 and discard the highest when using Come to a New Heading

	4
	Excellent Pilots: Ship gains Resilient Fighters, and Bombers may re-roll the dice to determine # of attacks.  Ships without Launch Bays should re-roll if they receive this skill.

	5
	Disciplined Crew: Once per battle, re-roll a failed Leadership or Command check.

	6
	Elite Command Crew: Once per battle, automatically pass a Leadership or Command check before rolling.


	Space Marines Table

	2D6
	Effect

	2
	Include a Space Marine Battlebarge in your next game for free.  If you do not have a model, re-roll this result.

	3
	Include two Space Marine Strike Cruisers in your next game for free.  If you do not have the models, re-roll this result.

	4
	Include one Space Marine Strike Cruiser in your next game for free.  If you do not have the model, re-roll this result.

	5
	Add +1 to the Boarding Action rolls for two ships in your fleet for the rest of the campaign.

	6
	Add +1 to the Boarding Action rolls for one ship in your fleet for the rest of the campaign.

	7
	A ship with Attack Craft may launch Thunderhawk Gunships for the whole campaign.  This ship must halve its Launch Capacity (round up) and launches Thunderhawk Gunships.  (see Space Marine fleet for rules)

	8
	A ship with Torpedoes may launch Boarding Torpedoes for the rest of the campaign.

	9
	Add +2 to the Boarding Action rolls for one ship in your fleet for the rest of the campaign.

	10
	You may “train” one ship’s crew after each game.  “Trained” crews may re-roll the die during Boarding Actions.

	11
	In your next game, your opponent reduces their Fleet points value by D6x30pts.

	12
	In the next game in which your opponent has Planetary Defences, reduce points opponent spends on Defences by D6x30pts.


	Forces of Chaos Table

	2D6
	Effect

	2
	At the start of the next battle, roll on the Critical Effects table for your Warmaster’s ship!

	3
	Re-roll the dice when determining initiative for your next game.  You must accept the second roll.

	4
	Nominate one capital ship to be infested with daemons.  One enemy within 15cm of this ship during the next battle takes D6 attacks vs. their armour value. These attacks ignore shields.

	5
	Add a Chaos Lord (with a Mark of Chaos if you wish) to your Fleet Registry

	6
	Your flagship gains an additional +1 to Boarding Actions.

	7
	Your flagship and any other ship with a Chaos Lord gains an additional +1 to Boarding Actions.

	8
	Add +2 to the Boarding Action rolls for one ship in your fleet for the rest of the campaign.

	9
	One ship in your fleet may be equipped with Boarding Torpedoes and/or Dreadclaw Assault Boats.

	10
	In your next battle, one ship in your fleet may have a Chaos Reward for free as if the Warmaster were aboard.

	11
	Choose one ship to gain a Ward of Chaos.  Enemies shooting at this ship suffer a Right Shift before any other modifiers.

	12
	Choose one ship to gain a Vortex of Chaos.  In the next battle any enemy ship within 15cm counts as having one Blast Marker.


	Adeptus Mechanicus Quest For Knowledge Sub-Plot Table

	D6 Roll
	Sub-Plot

	1
	Roll a D6 for each Mechanicus capital ship.  On a 1 it takes D3 damage.  On a 2 it suffers -1Ld when using Lock On or Reload Ordnance special orders.  3+ has no effect.  You must destroy or cripple more enemy ships than you lose.  {+1/0}

	2
	Roll a D6 for each Mechanicus capital ship.  On a 1-3, roll a Critical Result.  You must win the battle. {+2/-1}

	3
	Include an extra cruiser in your fleet.  However, this ship has the characteristics of a Transport.  Do not tell your opponent which ship is the Decoy.  Your opponent must fire on the Decoy.  {+1/-1}

	4
	Choose one capital ship in your fleet.  This ship may not be crippled or destroyed. {+1/-2}

	5
	Choose one enemy capital ship.  Cripple or destroy this ship.  If the ship explodes, Renown does not change.  {+1/-2}

	6
	Choose a capital ship in your fleet.  Roll on both of the following tables and apply the results.  Re-roll the side effect if they contradict.  This ship must not be crippled or destroyed. {+1/-1}

	
	D6
	Improvement
	D6
	Side Effect

	
	1
	All weapons except Ordnance gain +15cm range
	1
	All batteries/lances  at 50% strength

	
	2
	+1 shield
	2
	-2 starting Hull Points

	
	3
	Turrets re-roll misses against Ordnance
	3
	-2 turrets (after the +1 for Adeptus Mechainicus)

	
	4
	Turn rate increased 45º
	4
	Ship must move an additional 5cm to turn.

	
	5
	Friendly ships within 15cm gain +1Ld when this ship is on special orders, max 10.
	5
	-5cm speed.

	
	6
	Dorsal or Prow Lances ignore shields on a 6.
	6
	Dorsal or Prow Lances only hit on a 6.


	Craftworld Eldar, Corsair Eldar, and Dark Eldar Crew Skill Table

	D6
	Skill

	1
	Expert Gunnery: Roll 3D6 and discard the highest when using Lock On.

	2
	Warlock: The ship may attempt to go on Special Orders even if another ship in the fleet has failed this turn.

	3
	Excellent Pilots: Ship gains Resilient Bombers.  Fighters launched by this ship ALWAYS move in the Ordnance phase before ANY other ordnance, even during the opponent’s turn.  Re-roll this result if the ship does not have Launch Bays.

	4
	Battle Stance: This ship may re-roll the die for Boarding Actions.

	5
	Disciplined Crew: Roll 3D6 and discard the highest when using ANY special order or for ANY leadership check.

	6
	Elite Command Crew: Once per battle, automatically pass a Leadership or Command check before rolling.  You may use this even if another ship in the fleet has failed a Command Check this turn.


	
	Craftworld Eldar, Corsair Eldar, and Dark Eldar Capital Ship Refits Tables (Roll D6 to determine which Refit)

	1-2  Engine Refit
	D6
	Engine Refit                                                                                            (Note: cannot be earned by a Haven space station)

	
	1
	Celestial Dragoon Engine: Instead of normal Eldar movement, the ship may turn up to 90º at the END of its movement instead of turning at the beginning.  Dark Eldar must re-roll this result.

	
	2
	Polarization Field: This ship does not take a hit for moving through Blast Markers, and ignores Solar Flares.

	
	3
	Drunken Weave: This ship gains a 6+ save against any damage it takes.  This does not count as being on Brace for Impact. This save does not apply when the ship is on Brace for Impact.  You may not attempt to Brace for Impact if this save fails.

	
	4
	Phoenix Sails: Eldar receive +5cm speed to all speeds.  Dark Eldar gain +1D6 on All Ahead Full.

	
	5
	Moon Gossamer Rigging: The ship may choose to make one 45º turn at ANY POINT during its movement instead of following normal rules for Eldar movement.  Dark Eldar must re-roll this result.

	
	6
	Stream Flow Enhancers: For Eldar, having the Sunward Edge in your Front arc counts as it being in your Rear arc, and if it is in your Rear Arc it counts as being in your Side arc.  Dark Eldar ships add +5cm Speed.

	
	
	

	3-4  Ship Refit
	D6
	Ship Refit

	
	1
	Crystal Web: If a ship has no Critical Effects, roll #D6 = hits remaining.  If any of them are a 6, recover one lost hull point.  No more than 1 hull point may be regained per turn.  You may attempt this roll once per turn.

	
	2
	Bonesinger: Only suffer a Critical Hit on a 5+.  Dark Eldar must re-roll this result.

	
	3
	Mask of the Laughing God: Enemy ships do not get a leadership bonus for this ship being on Special Orders.

	
	4
	Gestalt Spirit Stone: This ship ignores ALL Leadership penalties such as Blast Markers, Marks of Chaos, etc.

	
	5
	Netherfield: Enemies firing on this ship take an additional right shift, cumulative with holofields/shadowfields.

	
	6
	Structural Purity: +1 Starting Damage Capacity.

	
	
	

	5 -6   Weapons Refit
	D6
	Weapons Refit

	
	1
	Talons: Enemy Boarding Actions and Hit-and-Run attacks suffer a -2 modifier.

	
	2
	Distortion Charges: Ship gains a special strength 1 aft-firing Ordnance weapon usable once per game.  When launched, it moves 10cm toward the nearest enemy each Ordnance Phase.  If it is not shot down by weapons or turrets (turrets hit on a 6) and contacts a ship, place the Nova Cannon template at the point of impact.  This counts as a Warp Rift!  At the beginning of each subsequent Eldar turn, roll a D6.  On a 6 the rift is removed.

	
	3
	Rune-Assisted Targeting Nodes: Ship may re-roll the first failed hit with Lance weapons each turn.

	
	4
	Gravitic Accelerators: Ordnance launched by this ship increases speed by +10cm on the turn it is launched.

	
	5
	Anomaly Clarification Stones: Ship does not suffer a right shift for shooting through Blast Markers.

	
	6
	Enhanced Crystal Focusing: +15cm range for Batteries and Lances.


Torpedo Refits

A roll on the Refit table may instead equip a Capital Ship with torpedoes to have Special Torpedoes.  Pay 10% of the ships points cost for the refit during a campaign, as normal.  For one-off games, pay 20pts if the ship’s Torpedo strength is 6 or less, and 30pts if 7 or more.  Roll a D6 for one of the special types.  No ship may have more than one Special Torpedo type.  Eldar and Dark Eldar pay double the amount of points for this refit.  Ork ships cannot purchase this refit unless they have Looted Torpedoes, in which case they count as torpedo strength 6.  Tau and Tyranids may not use Special Torpedoes.
1 - Short Burn: Speed increased to 40cm.  Roll a D6 for each wave after moving it.  On a 6, replace it with a Blast Marker.

2 - Guided: Take a Leadership check.  If passed, you may turn the wave up to 45º at the beginning of the ordnance phase.  If failed, the enemy can take a leadership test to turn the wave!

3 - Seeking: Wave will automatically turn 45º at the beginning of the ordnance phase toward nearest enemy.  If two are equidistant, it will turn toward the larger.  Wave is destroyed by Blast Markers on a 5 or 6.  Seeking Torpedoes will not attack friendly ships.

4 - Barrage: Can be fired in Low Orbit where they move as normal.  If it hits the planet surface, it scores 1 assault point for waves =< 6 or 2 assault points for waves > 6.  Barrage Bombs that attack ships do not ignore shields.
5 - Melta: Each hit causes a Fire! critical effect instead of damage.  If the Torpedo system is damaged, the owning ship suffers D3 Fire! critical effects.  

6 - Vortex: Hits from Vortex torpedoes are automatically critical.  If the Torpedo system is damaged, the owning ship takes D3 damage and a Critical Hit!

Torpedo Bombers

Any ship with Bombers may have Torpedo Bombers for +10pts per strength of Launch Bay.  These do not replace bombers; they are an additional option.  Ork vessels pay a points cost listed in their profile.
Orbital Mines

Any ship with attack craft may REPLACE any attack craft with Orbital Mines for +5pts per strength of Launch Bay.  Orbital Mines may not be launched in waves.  If the Launch Bay system is damaged, the ship takes D3 extra hits.

