	NECRON CAIRN CLASS TOMBSHIP

	TYPE/HITS
	SPEED
	TURNS
	SAVE
	ARMOUR
	TURRETS

	Battleship / 12
	20cm
	45º
	(4+ save)
	6+
	4

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Lightning Arc
	30cm
	20
	Left / Front / Right

	Star Pulse Generator
	20cm
	(1 per enemy)
	All Around

	Gauss Particle Whip
	45cm
	6
	Left / Front / Right

	Portal
	10cm
	3
	All Around

	Notes:  One Tombship in a fleet may be upgraded to carry a Sepulchre.  See Special Rules for details.


	NECRON SCYTHE CLASS HARVEST SHIP

	TYPE/HITS
	SPEED
	TURNS
	SAVE
	ARMOUR
	TURRETS

	Cruiser / 8
	30cm
	45º
	(5+ save)
	6+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Lightning Arc
	30cm
	8
	Left / Right

	Gauss Particle Whip
	45cm
	4
	Left / Front / Right

	Star Pulse Generator
	20cm
	(1 per enemy)
	All Around

	Portal
	10cm
	2
	Left / Front / Right


	NECRON SHROUD CLASS LIGHT CRUISER

	TYPE/HITS
	SPEED
	TURNS
	SAVE
	ARMOUR
	TURRETS

	Cruiser / 4
	30cm
	45º
	(5+ save)
	6+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Lightning Arc
	30cm
	10
	Left / Front / Right

	Notes: As long as it is not crippled, a Shroud Class Cruiser will never activate Orbital Mines or give the enemy a bonus for being on special orders.  As long as a Necron fleet has at least one Shroud on the board that is not crippled, they get an extra +1 to command checks while any enemy ship is on special orders.


	NECRON JACKAL CLASS RAIDER

	TYPE/HITS
	SPEED
	TURNS
	SAVE
	ARMOUR
	TURRETS

	Escort / 1
	40cm
	90º
	(6+ save)
	6+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Lightning Arc
	30cm
	4
	Front

	Portal
	10cm
	1
	All Around


	NECRON DIRGE CLASS RAIDER

	TYPE/HITS
	SPEED
	TURNS
	SAVE
	ARMOUR
	TURRETS

	Escort / 1
	50cm
	90º
	(6+ save)
	6+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Lightning Arc
	30cm
	3
	Front


	Necron Critical Hits Table

	2D6
	Extra Damage
	Result

	2
	0
	Power Flow Disrupted.  May not fire Lightning Arc or Particle Whip in port arc.

	3
	0
	Power Flow Disrupted.  May not fire Lightning Arc or Particle Whip in starboard arc.

	4
	0
	Power Flow Disrupted.  May not fire Lightning Arc in any arc.

	5
	0
	Power Flow Disrupted.  May not fire Lightning Arc or Particle Whip in any arc.

	6
	0
	Drive Damaged.  May not change the ship’s facing until repaired.  Permanently reduce the ship’s leadership by 1.

	7
	0
	Drive Damaged.  Reduce movement by 5cm until repaired.  Permanently reduce the ship’s leadership by 1.

	8
	0
	Ineritaless Drive Damaged.  May not use All Ahead Full special orders until repaired.  Permanently reduce the ship’s leadership by 1.

	9
	0
	Sepulchre Damaged.  Roll again on this chart if the ship does not have a Sepulchre.  Ship loses Sepulchre ability until repaired.  Permanently reduce the ship’s leadership by 2.

	10
	0
	Command Core Damaged.  Permanently reduce the ship’s leadership by 3.

	11
	+D3
	Power Surge. Permanently reduce the ship’s leadership by 2.

	12
	+D6
	Ruptured Power Core.  Permanently reduce the ship’s leadership by 2.


Necron Special Rules
Weapons

· Sepulchre – A ship with a Sepulchre automatically gains a leadership of 10.  The Sepulchre can make an attack against any one enemy vessel within 20cm range, but only if the Tombship is not on special orders or crippled.  The enemy makes a Leadership test.  If passed, nothing happens.  If failed, the ship’s leadership is permanently reduced by 1, and the ship may not use any special orders until the end of their next turn, including Brace For Impact.  Any ordnance within 20cm of the Necron ship when its Sepulchre is used is destroyed on a 4+, except non-boarding torpedoes which are unaffected.  
· Lightning Arc – Functions as Batteries.  Do not suffer column shifts for Holofields or Shadowfields.  Treats all targets as closing.  Lightning Arcs with multiple fire arcs can split fire.

· Star Pulse Generator – Roll to hit against all enemy ships and ordnance within 20cm, using the nearest facing armour value.  Ignores Holofields and Shadowfields.  Cannot be used while crippled or on special orders, including Lock On.
· Gauss Particle Whip – Fired as Lances.  Rolls of 6 to hit ignore Shields, Holofields, and other similar mechanisms, and damage a ship directly.

· Portal – Portals confer an additional Teleport Attack.  The restriction against attacking ships without fewer hull points is waived, and these attacks can be made against any vessel.  However, Raider class vessels may only make Portal attacks against ships with 6 hull points or less remaining.  Portals may be used if a ship is on special orders, but they are halved by being crippled or on Brace for Impact.  Ships that are both crippled AND on Brace for Impact may not use Portals.
Reactive Hulls

Necron Ships do not have Shields.  Necron ships do not take damage, leadership modifiers, or movement modifiers from solar flares, radiation, gas clouds, or blast markers.  All Necron ships are armor 6+, and receive a saving throw against any damage, see ship profile for save.  This save does not protect against hit-and-run attacks unless the Necron ship is on Brace for Impact.  If a Necron vessel is on Brace for Impact special orders, the saving throw is increased to 2+, but the armor value of the ship is reduced to 4+.  These rules replace the normal 4+ save for Brace for Impact.  Necron Ships do not receive Reactive Hull saves from Warp Cannons from a Blackstone Fortress unless the Necron ship is on Brace for Impact.  In addition, all Necron critical effects are repaired on a 4+.  
Inertialess Drive

Necron ships on All Ahead Full special orders gain D6 x 10cm additional movement, and can make a turn every 20cm.  Necron ships on All Ahead Full still halve weapons as normal.
Disengaging

Necron ships may disengage automatically at the end of the movement phase with no roll required.  Count the following modifiers to victory points for a Necron fleet.

· Capital ships that disengage with no damage give10% of their value as victory points.

· Capital ships with any damage, or any escort squadron that disengages gives 25% of their points as victory points.

· Capital ships that are crippled give 50% of their points as victory points.

· Capital ships that are destroyed but not left as drifting hulks give 200% of their points as victory points.

· Capital ships that are left as drifting hulks give 300% of their points as victory points.
Necron Fleets in Campaigns

In a campaign, Necron ships require twice as many repair points to repair any damage.  Necron ships cannot earn Crew Skills or Refits during a campaign, but earn an extra repair point for each successful skill or refit they earn.
Mind of the Machine
Necron Fleets do not have Fleet Commanders.  Leadership is determined normally, but any Tombship with a Sepulchre is automatically Leadership 10.
Firing on Friendly Hulks
Necron ships may fire on friendly Hulks.
Necron Harvest Fleet List

Re-Rolls

Necron Fleets have no Fleet Commanders, but the Fleet as a whole has one re-roll.  The Fleet may purchase additional re-rolls.


One Additional Re-Roll
25 pts


Two Additional Re-Rolls
75 pts

Capital Ships

A Necron Fleet may have one Tombship for each Scythe Class Harvest Ship it contains.


Cairn Class Tombship
500 pts


     0-1 Sepulchre Upgrade
50 pts
Cruisers


0-6 Scythe Class Harvest Ships
275 pts


0-3 Shroud Class Light Cruisers
155pts
Escorts


0-12 Jackal Class Raiders
50pts

0-12 Dirge Class Raiders
40pts
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