	DARK ELDAR TOTRURE CLASS CRUISER

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 6
	35cm
	90º
	Shadowfields
	5+
	0

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Batteries
	30cm
	12
	Front

	Select one of the following weapons for the points cost indicated in the fleet.

	Prow Torpedoes
	Speed: 30cm
	4
	Front

	Prow Phantom Lance
	30cm
	2
	Front

	1 or 2 Impalers
	Attack Craft: 30cm
	Special
	Front

	Launch Bays
	Raptor: 30cm
Razorwing: 20cm

Slavebringer: 30cm
	4 Squadrons
	-


	DARK ELDAR CORSAIR CLASS ESCORT

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	40cm
	90º
	Shadowfields
	4+
	0

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Batteries
	30cm
	2
	Front

	Select one of the following weapons for free.

	Prow Batteries
	30cm
	3
	Front

	Prow Phantom Lance
	30cm
	1
	Front

	Prow Torpedoes
	Speed: 30cm
	2
	Front

	Impaler
	Attack Craft: 30cm
	Special
	Front


	DARK ELDAR CRITICAL HITS TABLE

	2D6
	Extra Damage
	Result

	2
	0
	Weapons Systems Damaged: No weapons may fire until repaired.

	3
	0
	Prow Armament Damaged.  Main prow weapons may not fire until repaired. Batteries may still fire.

	4
	0
	Maneuvering Systems Damaged: Ship must pass a command check to use Come to a New Heading. 

	5
	0
	Weapons Batteries Damaged: Batteries may not fire until repaired.

	6
	0
	Turning Fins Dented: Turns reduced to 45º until repaired.

	7
	0
	Engines Damaged: Reduce speed by 10cm until repaired.

	8
	+1
	Superstructure Damaged:  Roll a D6 every time the ship goes on special orders.  On a 1, the ship suffers another point of damage.  This effect can be repaired.

	9
	0
	Commanders Slain: -1 Leadership.  May not be repaired.

	10
	0
	Shadowfield Generators Destroyed:  Ship no longer benefits from Shadowfields.  This may not be repaired.

	11
	+D3
	Hull Breach

	12
	+D6
	Bulkhead Collapse


Dark Eldar Pirates Fleet List

FLEET COMMANDER

You may include one Dread Archon in your fleet.  He improves the leadership of his ship by +2 to a maximum of 10.  If the fleet is more than 750pts, a Dread Archon must be included.  Dread Archons may purchase re-rolls.

0-1 Dread Archon (Ld+2)
100pts



One Re-Roll
+25pts



Two Re-Rolls
+50pts



Three Re-Rolls
+100pts

CAPITAL SHIPS

Dark Eldar Torture Class Cruiser
210pts
Torture Class Cruisers must take one of the following weapons:


Prow Torpedoes
+20pts


Phantom Lance
+20pts


1-2 Impaler Assault Modules
+20pts/module


Launch Bays

+40pts

Torture Class Cruisers may take Mimic Engines


Mimic Engines
+20pts

ESCORTS

Dark Eldar fleets must contain at least 3 Escorts for every Capital Ship

Dark Eldar Corsair Class Escort
50pts

Corsair Class Escorts may take Mimic Engines



Mimic Engines
+5pts
ORDNANCE

Dark Eldar Ships with launch bays are armed with Raptor Fighters, Razorwing Bombers and Slavebringer Assault Boats.  Ships with torpedo tubes are armed with Dark Eldar torpedoes and Leech Torpedoes.  Note that these types of torpedoes must be loaded separately.  Ships armed with Impalers have Impalers.  Note that Impalers are counted separately from other Attack Craft for how many Impalers can be on the board.
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Special Rules for Dark Eldar Ships
1. Dark Eldar automatically pass checks to go on Come to a New Heading special orders.

2. Dark Eldar ships have no minimum movement, and cannot use Burn Retros special orders.

3. Dark Eldar ships gain +1 leadership on the normal leadership table.

4. Dark Eldar gain a +1 modifier for the first round of boarding actions.  If the action against the same ship continues, they receive a -1 modifier instead.

5. Dark Eldar ships have no shields and are affected by Blast Markers in the same way as a ship without shields.  They take a hit on a 6+ when moving through Blast Markers.  They make a test for each movement in which they contact Blast Markers. 

6. Shadowfields: Dark Eldar ships have Shadowfields instead of shields.  Shadowfields work just like Eldar Holofields and anything that ignores Holofields also ignores Shadowfields.  Shadowfields cause one right shift for enemies firing on Dark Eldar ships using the Gunnery Table.  Against any other attack including ordnance, lances, hit-and-run attacks, boarding actions, ramming, or Nova Cannons, roll a D6.  On a 2+, the damage or hit-and-run attack is ignored and a Blast Marker is placed in base contact with the ship.  For Nova Cannon hits causing D6 hits, make one Shadowfield save for the hit, and if it fails, apply the damage as normal.  For ramming or boarding, make one Shadowfield save and apply the ram or board as normal if it fails.  Shadowfields do not save against area effects, exploding ships, or blast markers.

7. When choosing to Brace for Impact, the roll must be made before any Shadowfield saves.

8. Dark Eldar receive +1 on any hit-and-run attack.  The +1 modifier only applies to Teleport Attacks and Slavebringer Assault Boats, not Impaler Attack Craft.  However, they may forego this hit-and-run attack in order to gain +10 victory points automatically.  This option for victory points is not available if the attack is affecting a Tyranid or Necron ship.  If 30 or more victory points are harvested in this way from an Escort sized ship, the Escort is destroyed.  
9. Mimic Engines: Dark Eldar ships equipped with Mimic Engines may mimic ships from any fleet except Tyranid or Necron ships.  When fighting a fleet against which Mimic Engines are effective, ships equipped with Mimic Engines make one normal move after deployment but before the game begins.  In addition, if it ends this movement more than 30cm from enemy ships, then no enemy ship may fire on the Dark Eldar ship for the first turn only, unless the Dark Eldar ship has fired on the enemy.  Attack craft launched by a ship with Mimic Engines are also covered by this special rule, but they will still attack an enemy ship that moves into them.  If attack craft from a Dark Eldar ship attack an enemy, this counts as the Dark Eldar ship firing on the enemy.

10. Dark Eldar have a unique critical hits table.

11. Impaler Assault Modules: Move as assault boats during the Ordnance Phase.  Impalers are resilient, giving them a 4+ save against the first enemy ordnance that would remove them.  See rules for resilient ordnance.  When an Impaler attacks, roll a D6.  On a roll of 1, the Impaler is destroyed, and may not be used again for the rest of the game.  On a 2-6, instead of a normal hit-and-run attack, the Impaler causes a normal critical hit.  Roll 2D6 on the appropriate table.  Dark Eldar vessels must reload ordnance before launching Impalers again.  At the beginning of each Dark Eldar Ordnance Phase, remove all Impalers from play.  You may only have a number of Impalers in play equal to the number of Impalers in the fleet, which is independent of the number of Launch Bays. Impalers may forego their critical hit to gain +30 victory points.
12. All Dark Eldar ordnance including Impalers are hit on a 6 by turrets instead of 4+.

13. Dark Eldar Torpedoes re-roll failed rolls to hit.

14. Dark Eldar Raptor Fighters are resilient on a 4+.  See rules for resilient ordnance.

15. Dark Eldar Razorwing Bombers may re-roll the D6 when determining their number of attacks, but must accept the second result.

16. Dark Eldar Weapons Batteries treat all targets as closing.

17. Dark Eldar Phantom Lances roll 1D6 per strength.  1-3: no hit.  4: 1 hit.  5-6: 2 hits.

18. Leech Torpedoes: All Dark Eldar ships with torpedoes are armed with Leech Torpedoes at no extra cost.  Ships may begin the game with Leech Torpedoes loaded, but otherwise must declare when making a Reload Ordnance special order whether the ship is loading Dark Eldar torpedoes or Leech torpedoes.  When Leech torpedoes interact with a ship, any that make it past turrets hit automatically.  Successful hits by a Leech torpedo cause an automatic special critical hit.  This critical hit causes a      -10cm speed penalty to the affected ship until repaired and prevents the ship from going on All Ahead Full.  Multiple Leech criticals do not stack, but all must be repaired before the ship loses the speed penalty.  This special critical hit does not destroy Escorts as it normally would, and can affect Escorts.  Escorts may repair this critical by rolling 1D6 just like capital ships.  Being on Brace for Impact gives a 4+ save against each Leech critical.
19. Dark Eldar may use any transport vessels available to Imperial players.  They may not use Eldar transports.

20. In a campaign, Dark Eldar players have a number of repair points equal to having a Pirate Base for each Haven in their list.  Havens counts against the point cost for a fleet for any individual game, but not against the starting cost of the fleet as they are hidden.  A Haven cannot be attacked until an enemy player discovers it.  A Dark Eldar player may start the campaign with one, but can earn up to two more.  Dark Eldar Commanders with 11 or more Renown can spend a Dedicated Appeal and will earn another Haven on a 5+.  If a Haven is discovered, it can retreat back into the Webway.  Roll a D6.  On a 1, the Haven is lost in the Webway.  On a 2+ the Haven is hidden again and must be discovered again.  Dark Eldar Havens have modified weapons, see rules for the Haven.
