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THE RULES

Welcome to the rules section of Codex: Necrons. On the following pages you
will find all the rules content you need to bring every aspect of the Necrons
dymasties to life on your tabletop battlefields. Maybe you'e inspired to dive
straight into some open play games, maybe you want to forge your own tales of
glory and infamy with narrative play, or perhaps you can’t wait to pit yourself
against your opponents in nail-biting matched play contests. Whichever appeals
to you - even if it’s a bit of all three — this section of your Codex provides a
modular toolbox that allows you to get the most out of your collection.

Of course, theres no need to take it all in at once! Some of the content on the
following pages, things like your army’ datasheets and the rules for its weapons,
will be useful no matter what kind of game you're playing. Others, such as your
army’s Stratagems, Warlord Traits and Relics, will become relevant once you
start playing games with Battle-forged armies. Then there’s content like Cryptek
Arkana or the Powers of the C'tan that you will unlock by including particular
models in your tabletop army. In each case, you can include these new elements
at your awn pace; whether you're a brand new hobbyist playing your first few
games or a veteran general ready to cause carnage, there’s plenty here to provide
you with countless hours of fresh and exciting gameplay.

On top of this, the Necrons are the only faction in Warhammer 40,000 with
access to Command Protocol rules, by which you can guide your army’s strategy
and direct your legions to their inevitable victory, You will find everything you
need on the following pages to include these rules in your games of Warhammer
40,000, not te mention bespoke content for your Necrons Crusade force.
Included in the latter are exciting Requisitions that enable you to expand the
ranks of skills of your Royal Court or see your noble fall to the grip of madness,
and a system of Dynastic Epithets — a brand new Battle Honour only available

to Necrons nobles — by which the full majesty of your army’s leader can be
properly communicated to the ignorant lesser races!

Tt is a source of constant irritation that my
opponents cannot correlate their innate
inferiority with their inevitable defeat. It would

seem that stupidity is as etemal as war,'

- Nemesor Zahndrefkh of the Sautekh Dynasis




DETACHMENT ABILITIES (PG 51-55)

Units in Necrons Detachmients gain additional abilities to
better reflect how Necrons armies operate together and wage
war on the battlefield, including Dynastic Codes to describe
individual fighting styles of different Necrons dynasties. You
can find out more about Detachment abilities in the Battle-
forged Armies section of the Warhammer 40,000 Core Book.

STRATAGEMS (PG 56-59)

Necrons armies have access to unique baitlefield strategies
and tactics that they can utilise to best their foes in any
theatre of war; these are represented by the Stratagems in
this section, which you can spend Command points to use
in your games. You can find out more about Stratagems and
Command points in the Warhammer 40,000 Core Book.

CRYPTEK ARKANA (PG 62-63)

CrYPTEK models in your Necrons army can be upgraded to

take rare and esoteric items called Cryptek Arkana. Sucha

CRYPTEK will be able to unleash new abilities and powers on
the battlefield.

ARMY RULES

WARLORD TRAITS (PG 64-65)

The Warlord of a Necrons army can have one of the traits
presented in this section. These help to personalise the leader
of vour force and better reflect their individual combat
prowess and command style on the battlefield.

RELICS (PG 66-67)

Necrons characters can take powerful artefacts and ancient
weapons called Relics into battle; these Relics and the nﬂes
they bestow are described in this section.

POWERS OF THE C'TAN (PG 68)

If your army includes any C'tan Shards or Tesseract Vaults,
they can be given powers from the Powers of the C'tan, These
represent the reality-defying talents of each individual C'tan
Shard as they destroy their foes with but a gesture.

MATCHED PLAY RULES '

CHAPTER APPROVED RULES (PG 69)

If you are playing a battle that instructs you to select secondary
objectives, then you will be able to choose from the additional
Necrons ones printed here. These represent the tactical and
strategic goals unique to Necrons armies. You can find out
more about selecting secondary objectives in many matched
play mission packs, including the Eternal War mission pack
found in the Warhammer 40,000 Core Book.

CRUSADE RULES
CRUSADE (PG 70-77)

Necrons have access to a host of additional rules that
further personalise your Crusade force. These include
bespoke Requisitions, Agendas, Crusade Relics and
Weapon Enhancements that reflect the rich background of
the Necrons. Amongst the rules presented in this section
are Dynastic Epithets, a new type of Battle Honour that
Necrons Warlords can gain to better reflect their individual,
megalomaniac status.

DATASHEETS (PG 80-111)

This section is essential to all Necrons players, regardless of
preferred play style, containing as it does the datasheets for
Necrons units. Each datasheet describes, among other things,
the profiles of its models, the wargear they can be equipped
with and the abilities they have. You can find out more about
datasheets in the Warhammer 40,000 Core Book.

WEAPON PROFILES [PG 112- 115]

This section provides an alphabetised Hst of all the weapons
that Necrons units can be equipped with, and should be used
in copjunction with the datasheets section.

POINTS VALUES (PG 116-118]

TIfyou are playing a matched play game, or a game that
otherwise uses points values, you can use the alphabetised
lists in this section to determine the points value of each
unit in your army. These values will be reviewed and
updated annually.

RULES REFERENCE

GLOSSARY (PG 119)

In this section you will find a glossary of rules terms used in
this Codex. This is intended to work alongside the glossary
found in the Warhammer 40,000 Core Book, and aid in
resolving any compWargelex rules interactions that may arise.

REFERENCE (PG 120]

Here you will find a handy bullet-pointed rulés reference that
summarises some common Necrons tules.
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COMBAT PATROL

Combat Patrol is the smallest size game, and the Necrons force
below is a great way to start - regardless of whether you want to
play an open play game, forge a narrative with a Crusade army,
or compete in a matched play mission. Created from the contents
of the Warhammer 40,000 Elite Edition Starter Set, this force can
beised in a Battle-forged army, and in itself comprises a Patrol
Detachment, as described in the Warhammer 40,000 Core Book.

The Necron Warriors are a reliable unit that, as part of a

Battle forged army, gain the Objective Secured ability (see the
Warhammer 40,000 Core Book), making them ideally suited

to holding battlefield objectives. Their Reanimation Protocols
ability helps them in this role, enabling them to withstand more
firepower than the troops of many other armies,

The Necron Warriors' mobility and offensive output can be
greatly improved by the Overlord’s Relentless March and My

Will Be Done abilities. The Overlord is himself a deadly foe, able
to slay his enemies in close combat with his hyperphase glaive,
or from range using a single shot from his tachyon arrow:

The Skorpel<h Destroyers are a tough, elite combat unit.
Though few in number, they can - especially when boosted

by a Canoptek Plasmacyte’s Infused Madness ability - carve
through enemy units with ease. Use them to break through
your foe’s front lines or to clear enemy-held objectives in a burst
of violence.

The Canoptek Doomstalker is a giant walking gun capable of
vaporising enemy battle tanks. It needs to Remain Stationary to
fire at full effect, so position it whete it will have good coverage
of the battlefield. It does not excel at close combat, so be sure to
protect it with your Canoptek Scarab Swarms lest your opponent
seek to engage and neutralise it with a fast moving melee unit.




DETACHMENT ABILITIES

A NECRONS Detachment is one that only includes models with the
Necrons keyword (excluding models with the Unauignen keyword).

» NEecrons Detachments gain the Royal Court and Dynastic
Agents and Star Gods abilities,

« NECRONS units in NEcrons Detachments gain the Dynastic
Codes ability.

» Troops units in NECRONS Detachments gain the Objective
Secured ability (this ability is described in the Warhammer
40,000 Core Bools).

DYNASTIC CODES

'The scattered dynasties of the Necrons pursue many different paths to
dominance, embracing their own traditions, arcane technologies and
martial doctrines.

All NECRONS units with this ability, and all the models in them,

gain a Dynastic Code so long as every unit in that Detachment is
from the same dynasty. The Dynastic Code they gain depends upon
which dynasty they are from, as shown on the following pages.

S31NY 0398043 1LL

Example: A Mephrit unit with the Dynastic Codes ability gains the
Selar Fury code.

If your dynasty does not have an associated Dynastic Code, you
must instead creafe a new Dynastic Code for them, as described
on pages 54-55. This allows you to customise the rules for

your Necrons dynasty to best represent their fighting style on
the battlefield.

In either case, write down all of your Detachments’ Dynastic Codes
On your army roster.

THE ROYAL COURT

A strict hierarchy dictates every aspect of the Necrons® Royal Courts.
Though titles such as Nemesor, Vargard or Heirophactor confer
Jfar-reaching duties and martial authority, it is literally encoded into
the Necrons’ persenality engrams to offer ultimate deference to the
highest-placed noble on the baitlefield.

When mustering your army, if it contains THE SILENT KING mode],
that model must be selected as vour WARLGRD. Otherwise, if your
army contains a PHAERON model, that model must be selected as
your WarLoRD. Otherwise, if your army contains an OVERLORD
model, that model must be selected as your WarLorn. Otherwise,
if your army contains a LORD model, that model must be selected
as your WARLORD. If your army contains none of the listed models,
select your WARLORD as normal.

DYNASTIC AGENTS AND STAR GODS

There are those who move amongst the dynasties and switch their allegiances as best suits their needs, or else are seen as naught but
chattel to be used and discarded at will.

= DyNasmic Agent and C'TAN SHARD units can be included in a NEcrRons Detachment without preventing other units in that
Detachment from gaining a Dynastic Code.

» DyNaAsTIC AGENT and C’TAN SHARD units never gain a Dynastic Code.

+ You can include a maximum of one C'ran SHARD model in each NEcrons Detachment in your army.
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MEPHRIT: SOLAR FURY

The Mephrit have harnessed the
wrath of captive stars to imbue into
their weapons. This raging solar
energy coiifers immense raw power
and can sear through even the
thickest armour with ease.

Add 3" to the Range characteristic of ranged weapons
{excluding Pistols) that models with this code are
equipped with.

Each time a model with this code makes a ranged attack that
targets a unit within half range, the Armour Penetration
characteristic of that attack is improved by 1.

‘When the Protocol of the Vengeful Stars (pg 81)

becomes active for your army, if every unit in your army
{excluding DyNASTIC AGENT and C'TAN SHARD units) has
this code, you can select both of that command protocols
directives instead of just one.

NEPHREKH:
TRANSLOCATION BEAMS
The Crypteks of this dynasty
adapted metagold to create what
their phaeron calls the golden
formi’. Their soldiery can utilise
translocation beamer technology

to transmute their bodies into
living light in order to flicker across
the battlefield.

Models with this code have a 6+ invulnerable save.

Each time a unit with this code Advances, it can translocate.
If it does, do not make an Advance roll for it. Instead, until
the end of the phase, add &" to the Move characteristic of
models in that unit. If 2 unit translocates, until the end of the
turn. models in that unit cannot shoot.

Each time a unit with this code Falls Back or translocates,
until the end of the phase, models in that unit can move
across models and terrain as if they were not there.

When the Protocol of the Sudden Storm (pg 81)

becomes active for your army, if every unit in your acmy
(excluding DynasTiC AGENT and C'TAN SHARD units) has

this code, you can select both of that command protocol’s
directives instead of just one.
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DYNASTIC CODES

NOVOKH: AWAKENED

BY MURDER

The crimson hosts of Novokh
remember well the sacred rites

of blooding performed by their
warriors in the ancient times. The
dynasty’s martial heritage awakens
a spark of violent pride within its
legions, lending power and ferocity
to their aftacks.

Add 1 1o charge rolls made for units with this code,

Each time a model with this code makes 2 meles attack,
if that model’s unit made a charge move, was charged or
performed a Heroic Intervention this turn, improve the
Armour Penetration characteristic of that attack by 1.
‘When the Protocol of the Hungry Void (pg 81) becomes
active for your army, if every unit in your army
{excluding DYNASTIC AGENT and C'TAN SHARD units) has
this code, you can select both of that command protocol’s
directives instead of just one,

NIHILAKH: AGGRESSIVELY
TERRITORIAL

Regal and arrogant, the warriors
of this proud dynasty will not

give a single inch to their foes.

They stand their ground defiantly,
unleashing a formidably accurate
hail of fire that deanses the stain of
the lesser races from the Nihilakh's
rightful lands.

Units with this code have the Objective Secured ability (see
the Warhammer 40,000 Core Boak). If a model in such a unit
already has this ability, that model counts as one additional
model when determining control of an objective marker.
Each time an attack with an Armour Penetration
characteristic of -1 is allocated to a model with this code, if
that model’s unit is wholly within its controller’s deployment
zone, that attack has an Armour Penetration characteristic of
0 instead.

When the Protocol of the Eternal Guardian (pg 81)

becomes active for your army, if every unit in your army
(excluding DynasTiC AGENT and C'TAN SHARD units) has

this code, you can select both of that command protocol’s
directives instead of just one.




‘Order. Unity. Obedience. We taught the galaxy
these things long ago, and we wiirl_:d_o-so again.'

i the Stormlord

SZAREKHAN: UNCANNY 2
ARTIFICERS

The Szarekhan dynasty exhibit a
deep-rooted ability to fashion and
maintuin the finest wargear of
any Necron dynasty. Enemy fire
ricochets harmlessly from their
magnificent android forms while,
in return, every blast and blade
stroke the Szarekhan level af their
enemies is lethal in the extreme.
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Each time a model with this code would lose a wound as the
result of a mortal wound, roll one Dé; on a 5+ that wound is
not lost,

Each time a unit with this code is selected to shoot or

fight, you can re-toll ane wound roll when making that
unit’s attacks.

When the Protocol of the Undying Legions (pg 81)
becomes active for your army, if every unit in your army
(excluding DYNASTIC AGENT and C'TAN SHARD Units) has !
this code, you can select both of that command protocol’s
directives instead of just one.
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SAUTEKH: RELENTLESS
ADVANCE

Nothing can halt the inexorable
march of the Sautekh. These
disdainful conquerors will stop

at nothing to retake their ancient
dowain, obliterating any who dare
to defy them in a storm of death
and destruction.

Each time a Morale test is taken for a unit with this code, you

can re-roll that test.

Instead of following the normal rules for Rapid Fire weapons,

models with this code shooting Rapid Fire weapons make
double the number of attacks if the shooting model’s target is

within 18",

When the Protocol of the Conquering Tyrant (pg 81)

becomes active for your army, if every unit in your army

{excluding DYNASTIC AGENT 2nd C'TAN SHARD units) has

this code, you can select both of that command protocol’s

directives instead of just one.
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If your chosen dynasty does not have an associated Dynastic Code on pages 52-53, you must instead create their Dynastic Code by

selecting one code from the Dynastic Traditions list, below. Unless you selected the Vassal Kingdom Dynastic Code, you can then
also select one additional code from the Circumstances of Awakening list, opposite,

DYNASTIC TRADITIONS

Even the most mitior Necron dynasties are ancient organisations dating back to galactic prehistory. Each maintains its own deeply
ingrained, defining cultural and martial practices, which can be recognised by their prevalence amongst its ranks.

ETERNAL CONQUERORS

UNYIELDING

Proudly arrayed in their lords’ colours, the soldiery of this dynasty  This dynasty employ closely guarded metallurgical technomancy

see all the enemy’s tevritories as theirs for the taking by ancient
right of conquest.

Units with this code have the Objective Secured ability (see
the Warhammer 40,000 Core Book). If a model in such a unit
already has this ability, that model counts as one additional
model when determining contrel of an ebjective marker.

PITILESS HUNTERS

This dynasty have long viewed their enemies as little better
than vermin, and seek to scour them from the batilefield with
overwhelming weight of fire.

Instead of following the normal rules for Rapid Fire weapons,
models with this code shooting Rapid Fire weapons make
double the number of attacks if either the shooting model’s
target is within half the weapon's range, or if the shooting model
is INFANTRY and its unit Remained Stationary in your previous
Movement phase,

SUPERIOR ARTISANS

‘This dynasty employ their vast wealth of rare minerals to arm
their legions with finely crafted and sublimely powerful weapons.

Each time a unit with this code s selected to shoot or fight, vou
can te-roll one wound roll when making that unit’s attacks.

RAD-WREATHED

Hailing as they do from tomb worlds long bombarded by cosmic
energies, the soldiery of this dynasty have become saturated with
spectra of lethal radiation. Foes who draw tao close soon discover
this ta their cost.

Units with this code have the following ability:
‘Rad-wreathed (Aura): While an enemy unit (excluding
VEHICLE units) is within 1" of this unit, subtract 1 from the
Toughness characteristic of models in that enemy unit’

IMMOVABLE PHALANX

This dynasty see hastening into battle as unseemly - ihe province
of primitive lesser beings. Instead, they form tight and unyielding
battle lines to weather the excitable assaults of their foes.

Each time an attack with a Damage characteristic of 1 is
allocated to an InFaNTRY model with this code, unless that
model’s unit made a Normal Move, Advanced or Fell Back this
battle round, add 1 to any armour saving throws taken against
that attack.
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to render the endoskeletons of their soldiery exceptionally durable,

Models with this code have a 6+ invulnerable save.

CONTEMPTUOUS OF THE CODES

Rarely does this dynasty see any value in the ancient Triarchal
codes that dictate the strategies of their peers. Instead, they
eliminate their enemies’ leaders by any means necessary.

Each time a model with this code makes an attack against a
CHARACTER unit, you can add 1 to that attack’ hit roll.

THE UNMERCIFUL HORDE .

This dynasty ate infamous for flooding the battlefield with masses
of unthinking, unfeeling infantry, whose fearless adviiiice soon
overwhelins the foe.

Each time a Morale test is taken for a unit with this code, you
can re-roll that test.

MASTERS OF THE MARTIAL

Having long prized martial excellence, this dynasty have become
renowned for the lethal combat abilities of their legions.

Each time a unit with this code is selected to shoot or fight, you
can re-roll one hit roll when making that unit’s attacks.

BUTCHERS

Whether they be battlefield vivisectors satisfying scientific
curiosity or simply murderous by nature, this dynasty’ legions are
eager o wreak bloody slaughter amongst the foe.

Add 1 to charge rolls made for units with this code.

SEVERED

These mindless puppets now serve their master program.

A unit with this code benefits from the selected directive of
your army’s active command protocol while it is within 9" of
a friendly NEcrRoNs CHARACTER model (excluding C'TAN SHARD
models), instead of 6.

VASSAL KINGDOM

Whether through allegiance or conquest, this dynasty was long
ago subsumed into another greater than itself, £

Select one of the following dynasties and use the Dynastic Code
of that dynasty as listed on pages 52-53: Mephrit; Nephrekh;
Nihilakh; Novokh; Sautekh; Szarekhan.
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‘Time is a weapon like any other. If nothing else, | can simply wait for my foes to rot.’

- QOrikan the Diviner

CIRCUMSTANCES OF AWAKENING

Every tomb worlds awakening is diverse depending upon the conditions of the planet, the potential
presence of localised enemy forces and whatever engrammatic corruption may have crept into the
minds of the worldss leaders during their Great Sleep. Even two worlds belonging to the same dynasty
may fight very differently, depending upon the circumstances thai have dictated their return to the

galactic stage.

THE ANCIENTS STIR

Some worlds are still only stirring. As their
revivification continues, it is their Canoptek
consiricts  driven into a state of hyper-
aggression — that bear the brunt of defensive
combat operations.

« Add 1" to the Move characteristic of CANOPTEK
models with this code.

» FEach time a CANOPTEK unit with this code
makes a pile-in or consclidate move, so long
as each model that moves ends its move
closer to the closest enemy model, you can
move each model in that unit up to 4"

ARISE AGAINST THE INTERLOPERS
This world was awakened by the presence of
incautions intruders. Affronted, the risen legions
seek to exact vengeance and make bloody
examples at close guarters.

Fach time a model with this code makes a melee
attack against an INFANTRY or BIKER unit, an
unmodified hit roll of 6 automatically wounds
the target.

HEALTHY PARANOIA

This tomb world’ leaders awoke possessed of
caution bordering upon — or possibly plunging
into — mania. Their legions operate accordingly,
seeking lo keep the lesser races at arm’ length and
exterminate them from afar.

Add 3" to the Range characteristic of ranged
weapons (excluding Pistols) that models with
this code are equipped with.

RELENTLESSLY EXPANSIONIST
Driven by an overriding martial mindset or
simply fortunate enough to have awoken to
minimal enemny resistance, this tomb world’s
legions are on the march and seek to seize every
world that lies in their path.

At the start of the first battle round, before the
first turn begins, units with this code can make
a Normal Move of up to &".

ISOLATIONISTS

This tomb world’s rulers consider all about them
to be a threat, be it the lesser races, old rival
dynasties or even the denizens of other worlds
within their own dynasty! Whether this attitude
is based upon dangers real or imagined, it has
led to them perfecting weaponry capable of
eliminating net only threats from outside their
own species, but also from within,

Each time 2 odel with this code makes an

attack with a Rapid Fire weapon that targets: =/
aunit within 12", 2dd 1 to the Strength.
characteristic of that attack.. i

WARRIOR NOBLES % i
This tomb world’s leaders are versed in the arts
of combat and enhanced by their Crypteks. &
Perhaps they awoke to find their phaeron slain %,

n

and were forced to fight for the throne, or perhaps"

they were beset by foes from the moment of their
waking - in any case, enly the sirongest warriors
have survived.

Each time a NoBLe model with this code makes

wound roll of 1.

INTERPLANETARY INVADERS

With their full military apparatus roused and
their sights set on galactic domination, this tomb
worlds Rayal Court send waves of war engines
into battle to wreak destruction and stamp their
immutable right of conquest upon the foe.

= VEHICLE units with this code are eligible to
shoot in 4 turn in which they Fell Back, but if
they do, then until the end of the turn, each
time a model in that unit makes a ranged
attacl, subtract 1 from that attack’s hit roll.

« VEHICLE models with this code do not suffer
the penalty to hit rolls incurred for firing
Heavy weapons while enemy units are within
Engagement Range of their unit.
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a melee attack, re-roll a hit rofl of 1 and re-rolla”

)
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STRATAGEMS

If your army includes any NECRoNS Detachments (excluding
Auxiliary Support, Super-heavy Auxiliary or Fortification
Network Detachments), you have access to the Stratagems
shown here, and can spend CPs 1o use them, When one of these
Stratagems instructs you to select a unit from your army, replace
all instances of the <DYNASTY> keyword on that Stratagem

(if any) with the name of the dynasty that your selected unit

is from.

Necrons - Battle Tactic Stratagem

Obeying recall protocols, this unit step into a temporary
dimensional displacement tunnel and re-emerge from the eternity
gate of a nearby Monolith.
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Use this Stratagem at the start of your Movement phase. Select
one <DYNASTY> CORE INFANTRY unit from your army that is on
the battlefield. Remove that unit from the battleficld. In the
Reinforcements step of this phase, set that unit back up on

the battlefield anywhere that is wholly within 3" of a friendly
<DyNasty> MoNoLITH model and more than 9" away from any
enemy models.

Necrons - Battle Tactic Stratagem
Guided by the painstaking predictions of a conclave of
astromancers, this shot strikes inescapably true.

Use this Stratagem in your Shooting phase, before making the
wound roll for an attack made by a Necrons model from your
army. Do not make a wound roll for that attack: it automatically
wounds the target.

EXTERMINATION PROTOCOLS
Necrons - Baitle Tactic Stratagem

Lokhust Destroyers have sacrificed every last ember of their souls
i order to pursue the eradication of all mortal life.

Use this Stratagem in your Shooting phase, when a LokHUST
DESTROYERS o1 LOKHUST HEAVY DESTROYERS unit from your
army is selected to shoot. Until the end of the phase, each
time a model in that unit makes an attack, you can re-roll the
wound roll.

M OF FLENSING BLADES

Necrons — Battle Tactic Stratagem

Driven into a grotesque frenzy by the hot gore sluicing through
their innards, the Flayed Ones lay about themselves wildly with
their vicious talons.

Use this Stratagem at the end of the Fight phase. Select one
FLAYED ONES unit from your army within Engagement Range of
any enemy units; that unit can fight again.
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Necrons ~ Battle Tactic Stratagem

Augmentative targeting routines have been pre-programmed
info these Tomb Blades’ strategic engagerent protocols, holding
the craft momentarily level as they lock on to their victims and
unleash a withering barrage of fire.

Use this Stratagem in your Shooting phase. Select one Tome
BLADES unit from your army. Until the end of the phase:

All Rapid Fire weapons that models in that unit are equipped
with are treated as being Assault 2 weapons.

Models in that unit do not suffer the penalty to hit rolls
incurred for firing Assault weapons in the same turn that
their unit has Advanced.

JUDGEMENT OF THE TRIARCH
Necrons — Battle Tactic Stratagem

Those who defy the will of the Final Triarch are subject to swift
and merciless retribution.

Use this Stratagem in your Shooting phase, when a TRIARCH unit
is selected to shoot, or in the Fight phase, when a TRiarcH unit is
selected to fight. Until the end of the phase, each time a model
in that unit makes an attack, add 1 to that attack’s hit roll.

ETERNAL PROTECTORS

Necrons - Battle Tactic Stratagem

Lychguard are the ultimate bodyguards; they never tire, never give
a thought to their own safety over that of their master and fight all
the harder as the danger to that master grows greater,

Use this Stratagem in the Fight phase. Select a <DynasTy>
LYCHBUARD unit from your army. Until the end of the phase,
while that unit is within 3" of a friendly <DynaSTY> NOBLE model,
add 1 to the Attacks characteristic of each model in that unit.

RESURRECTION PROTOCOLS
Necrons — Epic Deed Stratagem

Necron rulers possess sophisticated self-repair systems that can re-
knit their corporeal forms after even the most grievous wounds.

Use this Stratagem in any phase, when a NECRONS INFANTRY
NOBLE or NECRONS INFANTRY CRYPTEK model from your army is
destroyed. You can choose to roll one D6 at the end of the phase
instead of using any rules that are triggered when that model

is destroyed (e.g. the Surrogate Hosts abilities). If you do, then
on a 4+, set that model back up on the battlefield as close as
possible to where they were destroyed and more than 1" away
from any enemy models, with D3 wounds remaining. This
Stratagem cannot be used to set the same model back up more
than once per battle.



STRANGE ECHOES

Necrons — Epic Deed Stratagem

Battling its imprisonment, this C'tan Shard shows a flicker of will
as it moulds its powers anew to the alarm of friend and foe alike.

Use this Stratagem in your Command phase. Select one C'Tan
SHARD model from your army. Select one of the powers from the
Powers of the C'tan (pg 68) that the model does not know. The
selected power replaces one of the Powers of the C'tan that the
model does know.

THE DEATHLESS ARISE

Necrons - Epic Deed Stratagem

Focusing all of its talents, this Technomancer drags rank upon
rank of sundered Necron soldiery back io their feet.

Use this Stratagem in your Command phase. Select one
TECHHOMANCER model from your army. Until the end of the
phase, that mode] can use its Rites of Reanimation ability one
additional time.

DIMENSIONAL DESTABILISATION

Necrons — Epic Deed Stratagem

As the powers of this C'tan Shard reshape reality, its aftershocks
roll across the batilefield, triggering further cosmic phenomena.

Use this Stratagem at the end of your Movement phase, when

a C'1an SHARD model from your army has used a Power of

the C'tan. Roll one D6; that model can immediately use the
corresponding power from the Powers of the C'tan (pg 68), even
ifit has already been used this turn. If that model has the TiTanic
leyword, this Stratagem costs 2CP; otherwise it costs 1CP.

ENTROPIC STRIKE

Necrons - Epic Deed Stratagem

With every clenched fist, searing gaze and confemptuous gesture,
the C'tan Shard cbliterates from existence the matter that
comprises its enemnies,

Use this Stratagem in the Fight phase, when a C'TAN SHARD
model from your army is selected to fight. Until the end of
the phase, each time a melee attack is made by that model,
invulnerable saving throws cannot be taken against that attack.

HAND OF THE PHAERON

Necrons - Requisition Stratagem

This dynasty’s phaeron has sent out their chosen neruesor, imbuing
them with regal and absolute power to act in their stead.

Use this Stratagem before the battle, when you are mustering
your army. If your army does not contain a model with the
PHAERDN keyword, select one NECRONS OvVERLORD model from
your army (excliding named characters). That madel gains the
PHAERON keyword, and in your Command phase it can use its
My Will Be Done ability one additional time. You can only use
this Stratagem once,
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DYNASTIC HEIRLOOMS,

Necrons - Requisition Stratagem

Vast and sprawling are the treasure vaults of this legions dynasty,
and richly appointed are their noble leaders when in battle,

Use this Stratagem before the battle, when you are mustering
your army, if your WarLORD has the Necrons keyword. Select
one NECRONS CHARACTER model (excluding C'1an SHARD models)
in your army and give them one Relic (this must be a Relic they
can have). Each Relic in your army must be unique, and you
cannot use this Stratagem to give a model two Relics. You can
only use this Stratagem once, unless you are playing a Strike
Force battle (in which case you can use this Stratagem twice), or
an Onslaught battle (in which case you can use this Stratagem
three times).

RAREFIED NOBILITY

Necrons — Requisition Siratagem

In a show of arrogant superiority, the Necrons leader has brought
the cream of their noble allies to war at their side.

Use this Stratagem before the battle, when you are mustering
your army, if your WARLORD has the NEcRons keyword. Select
one NECRONS CHARACTER model (excluding C'TAN SHARD models)
in your army and determine one Warlord Trait for that model
(this must be a Warlord Trait they can have); that model is only
regarded as your WARLORD for the purposes of that Warlord
Trait. Each Warlord Trait in your army must be unique (if
randomly generated, re-roll duplicate results), and you cannot
use this Stratagem to give a model two Warlord Traits. You can
only use this Stratagem once, unless you are playing a Strike
Force battle (in which case you can use this Stratagem twice), or
an Onslaught battle (in which case you can use this Stratagem
three times).

ENSLAVED PROTECTORS
Necrons - Strategic Ploy Stratagem

Should danger threaten, Canoptek constructs are compelled by
their programming to surge selflessly fo their masters” aid.

Use this Stratagem in your opponent’s Charge phase. Select
one CANOPTEK unit from your army. Until the end of the phase,
that unit is eligible to perform Heroic Interventions as if it was
2 CHARACTER.

STELLAR ALIGNMENT PROTOCOL
Necrons - Strategic Ploy Stratagem

Driven by Cryptek manipulation, a key Necron war engine
activates backup systems in order to fulfil its crucial pre-aligned
role in the wider battle plan.

Use this Stratagem in the Command phase. Select one NECRONS
VEHICLE model from your army that has a Wounds characteristic
of 10 or more. Until the start of your next Command phase, that
model is considered to have its full wounds remaining for the
purposes of determining what characteristics on its profile to
use. If that model has the Tivanic keyword, this Stratagem costs
2CP; otherwise it costs 1CP,
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_ 10N PRIORITISATION
Necrons — Strategic Ploy Stratagem

Canoptel Reanimators can quickly re-prioritise which warriors
are in greaiest need of their healing beams.

Use this Stratagem in your opponent’s Shooting phase, when

a NECRONS unit from your army is selected as the target of an
attack. Select one CaNOPTEK REANIMATOR model in your army that
is within 6" of and visible to the targeted unit. That model can
use its Nanoscarab Reanimation Beam ability as if it was your
Command phase, selecting the targeted unit to be healed by its
reanimation beam (any unit that was already being healed by
that model’s reanimation beam is no longer considered to be
healed by it).

Necrons - Strategic Ploy Stratagem
Writhing and hissing, these Ophydian Destroyers plunge back inte
the bedrock with slashing claw strokes and flickering dimensional

displacements, The foe ook on fearfully, knowing that the
murderous androids will not remain buried for long.

Use this Stratagem at the start of your Movement phase. Select
one OPHYDIAN DESTROYERS unit from your army that is on

the battlefield. Remove that unit from the battlefield. In the
Reinforcements step of your next Movement phase, you can set
that unit back np on the battlefield anywhere that is more than
9" away from any enemy models. If the battle ends and that unit
is not on the battlefield, it is destroyed.

SELF.DESTRUCTION .
Necrons - Strategic Ploy Stratagem

If enabled, the self-destruct protocols of Canoptek Scarabs cause
them io explode in a hail of razor-sharp armour fragments.

Use this Stratagem in the Fight phase, when a CANOPTEK SCARAB
SWARMS unit from your army is selected to fight. Select one
model in that unit. After that unit has finished piling in, you can
select one enemy unit within Engagement Range of that model
and roll one D6: on a 2-5, that enemy unit suffers D3 mortal
wounds; on a 6, that enemy unit suffers 3 mortal wounds. The
Canoprek Scaras SwarM model is then destroyed.

PRISMATIC DIMENSIONAL BREACH _

Necrons - Strategic Ploy Stratagem

Engaging a secondary prismatic filter built info its invasion
bearn projector, the Necron construct splits the skin of realspace
with muitiple dimensional doorways from which the dynastic
legions advance.

Use this Stratagem in the Reinforcements step of your Movement
phase. Select one <DynasTY> CoRE unit from your army that is in
Strategic Reserves, and then select one friendly <Dynasty> NigHT
SCYTHE or <DYNASTY> MONOLITH model that is on the battlefield.
Set that CORE unit up anywhere on the battlefield that is wholly
within 3" of that NiGHT ScYTHE or MonouITH model and not within
Engagement Range of any enemy units. This Stratagem cannet
be used in the first battle round.

SHADOWS OF DRAZAK

Necrons - Strategic Ploy Stratagem

These Flayed Ones have drawn the crawling shadows of their
charnel realm through the veil with them. Now, they slink ever
closer to the enemy, their red eyes glowing like cerie lanterns from
amidst coiling curtains of ice-cold darkness.

Use this Stratagem in any phase, when a FLAYED ONES unit from
your army is selected as the target of an attack. Until the end of
the phase, each time an attack is made against that unit, subtract
1 from that attaclds hit roll.

Necrons - Strategic Ploy Stratagem »

With hunfers instincts honed over aeons, the Deathmarks pounce
precisely at the moment their prey enter battle, gunning them
down before they can even act.

Use this Stratagem in the Reinforcements step of your
opponent’s Movement phase, after an enemy unit has been set
up on the battlefield. Select one HYPERSPACE HUNTER unit from
your army that is either on the battlefield, in a hyperspace
dimension or in Strategic Reserves.

» Ifthat HYPERSPACE HUNTER unit is in a hyperspace dimension
or in Strategic Reserves, set it up anywhere on the battlefield
that is within 18" of that enemy unit and more than 9" away
from any enemy models.

» That HYrersPaCE HUNTER unit can, at the end of the phase,
shoot as if it were your Shooting phase, but until the end of
the phase it can only target the enemy unit that was just set
up on the battlefield (and only if that enemy unit is an eligible
target for that attack).

RELENTLESS ONSLAUGHT
Necrons - Strategic Ploy Stratagem
The Necron soldiery stride forward, tracking their targets and
unleashing volley after volley with merciless efficiency.

Use this Stratagem in your Shooting phase, when a Core
INFANTRY unit from your army is selected to shoot. Until the end
of the phase, each time a model in that unit makes an attack
with a Rapid Fire weapon, an unmodified hit roll of 6 scores one

additional hit.

Necron nobles are jealously protective of their armoury - should
Joes destroy such a jewel of the dynastic hoard, they risk triggering
vengeance protocols intended to demonstrate the Necrons'
displeasure in an explosive fashion.

Use this Stratagem in any phase, when a NECRONS YEHICLE model
from your army is destroyed. Da not roll to see if that model
explodes: it does so automatically. If that model has the Trranic
keyword, this Stratagem costs 3CP; otherwise it costs 1CP.
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Necrons - Strategic Ploy Stratagem

As the Doom Scythe screams overhead, its foes search for any
cover lest they too be disintegrated in the ensuing onslaught.

Use this Stratagem in your Shooting phase, when a Doom ScyTHE
model from your army is selected to shoot. After you select the
target umnit for that model’s heavy death ray, select one enemy
unit within 3" of that target (you can select the target itself if you
wish); that enemy unit can either brace or duck for cover.

« If that unit braces, and it is not 2 VEHICLE or a MONSTER unit, it
suffers D3 mortal wounds.

« If that unit ducks for cover, then until the end of the turn,
subtract 1 from the Attacks characteristic of models in that
unit, aind that unit cannot fire Overwatch or Set to Defend
(see the Warhammer 40,000 Core Book).

Necrons - Strategic Ploy Stratagem

Should their masters be slain, vengeance sub-protocols within
Canoptek Doomstalkers are triggered. The looming machines
swing their guns to bear upon those who struck the killing blow.

Use this Stratagem in any phase, when a <DYNASTY> CHARACTER
unit from your army is destroyed by an enemy unit, Select
one friendly <DYNASTY> CANOPTEK DOOMSTALKER model from

your arimy.

- At the end of the phase, that CANDPTEK DOOMSTALKER model
can shoot as if it were your Shooting phase, but it can only
target that enemy unit (and only if that enemy unit is an
eligible target for that attack).

+ Until the end of the battle, each time that CANDPTEK
DoomstaLker model makes an attack that targets that enemy
unit, add 1 to that attaclds hit roll.

DISRUPTION FIELDS 1CE
Necrons — Wargear Stratagem

The thrumming aura of negative energy known as a disruption
field warps and dissolves both armour and flesh.

Use this Stratagem in the Fight phase, when a Necrons Core unit
from your army is selected to fight. Until the end of the phase,
add 1 to the Strength characteristic of models in that unit.

DISINTEGRATION CAPACITORS iCcp
Necrons — Wargear Stratagem

Molecular disintegration emitters activate withirn these Necrons'
weapons even as they open fire, flaying away additional layers of
enemy armour in explosive eruptions of glowing dust,

Use this Stratagem in your Shooting phase, when a NECRoNS
unit from your army is selected to shoot. Until the end of the
phase, each time a model in that unit makes an attack with a
gauss weapon (pg 112}, an unmodified hit roll of 6 automatically
wounds the target,
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MALEVOLENT ARCING 1CP
Necrons — Wargear Stratagem

Leaping and cotling about ifs target with malicious pseudo-
sentience, the living lightning of these tesla weapons coils outward
like a slavers whip to lash at yet more nearby victims.

Use this Stratagem in your Shooting phase, when a NECRONS
model from your army targets an enermy unit with a tesla
weapon (pg 112). After making that weapon’s attacks, roll one
D& for each other unit within 6" of that enemy unit: on a 4+, the
unit being rolled for suffers 1 mortal wound.

WHIRLING ONSLAUGHT 1CP
Necrons — Wargear Stratagem

Skorpekh Destroyers carom into battle with a spiralling gait that
allows them to deflect enesmy shots with their whirling blades.

Use this Stratagem in any phase, when a SkorpeKH DESTROYERS
Or SKORPEKH LorD unit from your army is selected as the target
of an attack. Until the end of the phase, each time an attack is

made against that unit, subtract 1 from that attack’s wound roll.

QUANTUM DEFLECTION 1cp
Necrons — Wargear Stratagem

Necron quanturn shielding is a true marvel of techno-arcana,
Pphasing into existence at the moment of impact and capable
of adaptive remodulation to diffuse and deflect even the most
powerful enemy attacks.

Use this Stratagem in any phase, when a NECRONS DUANTUM
SHIELDING unit from your army is selected as the target of an
attack. Until the end of the phase, models in that unit have a 4+
invulnerable save,

SOLAR PULSE 1CP

Necrons — Wargear Stratagem

Many Necron weapons contain pulsing orbs, within which is
bound the awesome power of a solar flare,

Use this Stratagem in your Shooting phase. Select one enemy
unit. Until the end of the phase, each time a model in 2 NECRONS
unit from your army makes a ranged attack against that enemy
unit, the target does not receive the benefits of cover against
that attack.

RECONSTITUTION PROTOCOLS 1CP
Necrons — Wargear Stratagem

In response to pre-programmed parameters, this Ghost Ark diverts
additional power to rapidly repairing and re-deploying the fallen
Necron soldiery that it has harvested from the battlefield.

Use this Stratagem in your Command phase. Select one GHost
ARK unit from your army. Until the end of the phase, cach time
that unit uses its Repair Barge ability, you can set up to D6
destroyed models back up on the battlefield, instead of D3.
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DYNASTIC STRATAGEMS

If your army includes a MEPHRIT, NEPHREKH, NIHILAKH, NOVOKH, SAUTEKH or SZAREKHAN Detachment (excluding Auxiliary Support,
Super-heavy Auxiliary or Fortification Network Detachments), then you will gain access to that dynasty’s Stratagem, shown below;
in addition to the ones on pages 56-59. Such a Detachment is one where every unit in that Detachment (excluding DYNASTIC AGENTS
and C'TAN SHARD units) is from the same dynasty (and it is one of the ones listed above).
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THE DEEPER THAT WE DELVE

TALENT FOR ANNIILATION
Mephrit - Strategic Ploy Stratagem

The Mephrit seek not merely to defeat their
Jees, but to entirely expunge them from the face

of the galaxy.

Use this Stratagem in your Shooting phase,
when a MEPHRIT unit from your army is
selected to shoot. Until the end of the phase,
each time a model in that unit makes an
attack, an unmodified wound roll of & inflicts
1 mortal wound on the target in addition

to any normal damage (a maximum of 3
mortal wounds can be inflicted per phase via
this Stratagern).

TRANSLOCATION CRYPT 1CP
Nephrekh — Wargear Stratagem

Masters of teleporiation fechnology, the
Nephrekh ride into battle upon blinding beams
of light from deep within their armoured

tomb complexes.

Use this Stratagem before the battle when
declaring reserves and transports (if you

are playing a mission without this step, use
this Stratagem during deployment instead).
Select one NEPHREKH unit (excluding VEHICLE
or MONSTER units) from your army. That unit
gains the Dimensional Translocation ability

(pg 80).

RECLAIM ALOSTEMPIRE 1CP
Nihilakh - Strategic Ploy Stratagem
The Nihilakh seek to rule the galaxy, and

once they have claimed a domain it is almost
impossible to drive them from it,

Use this Stratagem in your Shooting phase.
Select one NIHILAKH INFANTRY unit from your
army that is currently performing an action,
That unit can still shoot this phase without
that action failing,

Novokh - Battle Tactic Stratagem

Anointed in the spurting bicod of the foe, the
movements of the Novokh legions become ever
more swift, purposeful and deadly.

Use this Stratagem in the Fight phase, when
a Navoku unit from your army is selected to
fight. Until the end of the phase, add 1 to the
Attacks characteristic of models in that unit.

METHODICAL DESTRUCTION _ 2CP,
Sautekh - Battle Tactic Stratagem

The Sautekh Dynasty excel in systematic
killing, marking each target then
concentrating their fury upon it until it is
completely obliterated.

Use this Stratagem in your Shooting phase,
after a SAUTEKH unit from your army has
finished making its attacks. Select one enemy
unit that was targeted by an attack made by
a model in that unit this phase. Until the end
of the phase, each time an attack is made by
a model in another friendly SauTekH unit
against that enemy unit, add 1 to that attack’s
hit roll.

EMPYRIC DAMPING 1ER
Szarekhan - Wargear Stratagem

Many Szarekhan bear finely worked noctilith
chest-ankhs that create an ambient counter-
empyric field that deadens the abilities of even
the most powerful psykers.

Use this Stratagem in your opponent’s Psychic
phase, when an enemy PsYKER attempls to
manifest a psychic power within 18" of a
SZAREKHAN unit from your army. Roll one Dé:
on a 4+, that psychic power is denied.
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If your army is Battle-forged and includes any NEcrRons
Detachments (excluding Auxiliary Support, Super-heavy
Auxiliary and Fortification Network Detachments), then when
you are mustering your army, you can upgrade any of the CRYPTEK
models in your army by giving them an item of Cryptek Arkana,
chosen from those presented here. Each time you give a CRYPTEK
model an item of Cryptel Arkana, its Power Rating is increased
by the amount shown in the table opposite. If you are playing a
matched play game, or a game that uses a points limit, then the
points value of that model is also increased by the amount shown
on the same table. Make a note en your army roster each time
you give a CRYPTEK model an item of Cryptek Arkana,

Namied characters cannot be given Cryptek Arkana, Each
CryrTEk model can only have one item of Cryptek Arkana,

An army (or a Crusade force) cannot include the same item

of Cryptek Arlana more than once. Cryptek Arkana are not
considered to be Relics for any rules purposes — this means a
CryPTEK model can be equipped with both z Relic and an item of
Cryptek Arkana.

ATAVINDICATOR

CRYPTEK ARKANA

A Crusade force cannot start with any CRyPTEK models having
Cryptek Arkana - to include one in a Crusade force you must
use the Cryptek Arkana Requisition (pg 72).

CRYPTEK ARCANA ITEM POWER POINTS
ATAVINDICATOR +1 +25
CORTICAL SUBJUGATOR SCARABS +1 +15
COUNTERTEMPORAL NANOMINES +2 +30
CRYPTOGEOMETRIC ADJUSTER +1 +15
DIMENSIONAL SANCTUM +1 +15
FAIL-SAFE OVERCHARGER +2 +30
HYPERMATERIAL ABLATOR +1 +25
METALODERMAL TESLA WEAVE +1 +20
PHOTONIC TRANSUBJECTOR +1 +20
PHYLACTERINE HivE +1 +20
PRISMATIC DBEUSCATRUN +1 +20
OuaAnTUM DRE +1 +20

DIMENSIONAL SANCTUM

Employing psycho-interrogative transoptic projeciors, this cruel
device plucks the target’s most primitive fears from their mind
and projects them in a bewildering assault upon their field of
vision. Bombarded by horrible visions of their own onrushing
death, foes are likely to harm themselves in an effort to escape
their hallucinatory fate, or else suffer crippling psychological
and physical side effects from their siate of abject terror.

PsYCHOMANCER model only. At the end of your Movement
phase, select one enemy unit (excluding VEHICLE units)
within 18" of the bearer and roll 3D6: if the total is equal to
or greater than that enemy unit’s Leadership characteristic, it
suffers D3 mortal wounds.

CRYPTOGEOMETRIC ADJUSTER

Keyed to trigger vertiginous responses in the sensory apparatus
of non-Necron life forms, this malicious device cases nearby
foes ta shoot wildly and inaccurately as their perception of space
and tirne warps in a dizzying rush.

At the start of your opponent’s Shooting phase, you can select
one enermy unit that is within 12" of and visible to the bearer.
Until the end of the phase, each time a model in that unit
malkes an attack, subtract 1 from that attack’s hit roll.

PHOTONIC TRANSUBJECTOR

This device fashions temporary, hard-light holagrammatic
simulacra of its user to bewilder attackers and
confound assassins.

Once per turn, the first time a saving throw is failed for the
bearer, the Damage characteristic of that attack is changed
to 0.
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This Cryptek has had a personal dimensional pocket-reality
crafted for themn, from which they can emerge into batile
at will.

The bearer gains the Dimensional Translocation ability
(pg 80).

CORTICAL SUBJUGATOR SCARABS

Paranoid and self obsessed, this Cryptek has seen to it that
key underlings are infested — without their knowledge, of
course — with a specialised variant of mindshackle scarabs.

In an emergency, ihese allow the parasitised minion to be
activated, their thought patterns overridden by the singular
and overwhelming desire to storm into battle and protect their
master; no matter the cost.

Once per battle, at the start of the Heroic Interventions step
of your opponents Charge phase, you can select one friendly
<DYNASTY> unit within 6" of the bearer. Unless that unit is
within Engagement Range of any enemy units, it can perform
a Heroic Intervention as if it were a CHARACTER,

COUNTERTEMPORAL NANOMINES

Released from a hive-gem about the bearer’s person, a swarm
of nanoscarabs sweep out and lace the ground before them with
microscopic temporal charges. Foes advancing into this invisible
mingfield find reality stuttering and glitching around them as
they trigger one minufe chronofault after another.

CHRoNOMANCER model only. In your Shooting phase, you can
select one enemy unit within 18" of the bearer. Until the start
of your next turn, halve Advance rolls and charge rolls made
for that unit.



FAIL-SAFE OVERCHARGER

METALODERMAL TESLA WEAVE

By triggering the override protacols embedded in
this stave, the bearer can activate the guardian
fail-safes in nearby Canopiek constructs.
Believing the Master Program of their tomb world
to be under direct assault, the constructs access
hidden power reservoirs and enter a furious state
of aggressive overdrive.

TECHNOMANCER maodel only. In your Command
phase, you can select one friendly Canoprek

unit within 9" of the bearer. Until the start of
your next Command phase, add 1 to the Attacks
characteristic of models in that unit. If that

unit is a MONSTER or VEHICLE unit, add D3 to

the Attacks characteristic of models in that unit
instead of 1.

HYPERMATERIAL ABLATOR

By simply pointing and activating this
slender quasinium rod, the bearer shrouds
their targeted allics in a whirling field of
accumulated hypermatter,

In your Command phase, you can select one
Iriendly <DynasTY> CORE or <DYNASTY> CANDPTEK
unit within 9" of the bearer. Until the start of
vour next Command phase, each time a ranged
attack is made against that unit, if the attacker is
more than 12" away, then the unit you selected
is treated as having the benefits of light cover
(see the Warhammer 40,000 Core Book).

QUANTUM ORB

This smooth and featureless orb is activated by the
depression of a series of hidden triggers across its
sutface in g particular sequence. This act releases
the safeguard fields within it one at a time.

When the last of these is released, the device is
annihilated along with those nearby as it frees the
collapsing quantum singularity at its heart.

PLasMANCER model only. Once per battle, in
your Command phase, the bearer can activate
this item of Cryptek Arkana. I it does, select
one point on the battlefield anywhere within 24"
of the bearer and place a marker on that point.
At the start of your next Command phase, roll
one D6 for each unit within 6" of the centre

of that marker, subtracting 1 if the unit being
rolled for is a CHARACTER. On a 4-5, that unit
suffers 13 mortal wounds, and on a 6, that
unit suffers 3 mortal wounds. The marker is
then removed.

This microsilicate weave generates a cyclical
electrostatic overload that, providing its user
triggers it in time, sends arcing lightning leaping
out to roast onrushing attackers.

Al the end of the Charges step of your
opponents Charge phase, you can select one
enemy unit that finished a charge move within
6" of the bearer this phase. Roll one D6: on a 2+,
that enemy unit suffers D3 mortal wounds.

PHYLACTERINE HIVE

Held in a stabilised flux-field within this small
mica-steel orb is a swarm of particularly pofent,
if shori-lived, nanoscarabs. By deactivating the
field, then tossing the hive into the midst of a
friendly Necron unit, these quick-burning repair
drones can be unleashed fo restore the physical
forms of even the most complex or wnusual
android soldiery.

TECHNOMANCER model only. Once per battle,
when the bearer uses its Rites of Reanimation
ability, you can select one friendly <Dynasty>
CANDPTEK, <DYNASTY> DESTROYER CULT Or TRIARCH
PRAETORIAN unit to be affected by that ability
instead of one friendly <DYNASTY> CORE unit.

PRISMATIC OBFUSCATRON

The bearer of this glimmering interspotial gem is
surrounded by a multispectral glare so dazzling
to organic sight, and so bewildering to artificial
senses, that they resemble nothing less than a
blazing star. Even looking at them is a irial, much
less attemnpting to fire upon them. Only as they
draw nearer does the cosmic glamour subside and
the bearer resolve into their true self.

Unless the bearer is the closest eligible

target, enemy models cannot target it with
ranged attacks,
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WARLORD TRAITS

If a NECRONS CHARACTER model is your WARLORD, you can use the Necrons Warlord Traits table below to determine what Warlord
Trait they have. You can either roll one D6 to randomly generate one, or you can select one. If you wish, instead of selecting a
Warlord Trait from the table below, you can select 2 Dynastic Warlord Trait for your WARLDRD from the table opposite, but only if
they are from the relevant dynasty.

When you have determined a Warlord Trait for a NECRONS CHARACTER model, replace all instances of the <DyNASTY> keyword on their

Warlord Trait (if any) with the name of the dynasty that your CHARACTER is from. If your Warlord has the DYNASTIC AGENT keyword,
replace all instances of the <DYNASTY> keyword on any Warlord Trait they have (if any) with NECRONS.

NECRONS WARLORD TRAITS

1. ENDURING WILL

No mortal weaponry will Break this warlord’ iron resolve.

SITNY AWHY

Each time an attack is allocated to this WARLORD, subtract 1 from
the Damage characteristic of that attack (to a minimum of 1).

2. ETERNAL MADNESS
This warlord’s sanity suffered during the Great Sleep, and now he
is driven by a wrathful zeal.

Each time this WaRLORD makes a melec attack, you can re-roll
the wound roll.

3. IMMORTAL PRIDE

This warlord refuses to allow his warriors a single step backwards
even in the face of intense psychic onslaught.

+ Bach time this WarLoRrD would lose a wound as the result of a
mortal wound, roll one Dé: on a 5+, that wound is not lost.

» This WARLORD has the following ahility: ‘Immortal Pride
(Aura): While a friendly <DYNaSTY> CORE unit is within 6" of
this model, each time a Combat Attrition test is taken for that
unit, ignore any or all modifiers!

4. THRALL OF THE SILENT KING

This warlord pursues the agenda of the Silent King, and so
commands his legions with unparalleled authority.

Add 3" to the range of this WARLORD's aura abilities (to 2
maximum of $"). Tn addition, when this WARLORD uses its My
Will Be Done, The Lord’s Will or Adaptive Strategy abilities, you
can select one friendly <DynasTY> CORE unit within 12" of this
WARLORD, instead of 9",

S.IMPLACABLE CONQUEROR [AURA)
This warlord strides at the head of his legions.

While a friendly <DyNASTY> CORE unit is within 6" of this
WARLORD, you can re-roll charge rolls made for that unit.

6. HONOURABLE COMBATANT

This warlord is a strict adherent to the ancient codes.

In the Fight phase, each time this WARLORD is selected to fight, it
can engage in honourable combat. If it does, select one enemy
CxaracTER unit; until the end of the phase, add 2 to the Attacks
characteristic of this WARLORD, but it can only make attacks that
target that enemmy CHARACTER unit.



DYNASTIC WARLORD TRAITS

MEPHRIT: MERCILESS TYRANT
Warlords of the Mephrit Dynasty will suffer no threats to
their rile, annihilating any who dare to oppose them.

Add 1 to the Strength and Attacks characteristics of
this WARLORD.

NEPHREKH: SKIN OF LIVING GOLD
Those who gaze upon this Nephrekh warlord are blinded
by his radiant glory.

Each time an attack is made against this WARLORD,
subtract 1 from that attack’s hit roll.

NIHILAKH: PRECOGNITIVE STRIKE
This Nihilakh warlord has foreseen his moment of
glorious victory - or rather, the Yyth Seer has done so.

At the start of the Fight phase, if this WaRLORD is within
Engagement Range of any enemy units, it can fight first
that phase.

NOVOKH: BLOOD-FUELLED FURY
Warlords of the Novokh Dynasty are awakened and
empowered by the gushing blood of the foe.

Each time this WARLDORD makes a melee attack, an
unmodified wound roll of 6 inflicts 1 mortal wound on
the target in addition to any normal damage.

SAUTEKH: HYPERLOGICAL STRATEGIST
Sautekh warlords can apply a filter of infallible logic to
develop unbeatable strategies.

While this WARLORD is on the battlefield, each time you
spend a Command point to use a Stratagem you can
roll one D6: on & 5+, that Command point is refunded.

SZAREKHAN: THE TRIARCH'S WILL
Certain in the kriowledge that they act as arbiters of
the Final Triarch, this Szarekhan warlord exercises
overwhelming strategic authority.

If your WARLORD has this Warlord Trait, then when
assigning command protocols for the battle (pg 81),
you can select four command protocols instead of
five, and then one of those command protocols can be
assigned to two battle rounds instcad of one.§
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NAMED CHARACTERS AND WARLORD TRAITS |
If one of the following characters gains a Warlord Trait, |
they must have the one shawn below: !

Named Character Warlord Trait

The Silent King The Triarch’s Will
Imotekh the Stormlord Hyperlogica] Strategist
Nemesor Zahndrekh Eternal Madness i
Vargard Obyron . Honeurable Combatant
Illuminor Szeras Enduring Will {
Orikan the Diviner Immortal Pride
Anrakyr the Traveller Implacable Conqueror

Enduring Will

STINY AWHY
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RELICS

If yonr army is led by a NECRONS WARLORD, you can, when
mustering your army, give one of the folfowing Relics of the
‘Acons to a NECRONS CHARACTER model from your army. Named
characters and €'TaN SHARD models cannot be given any of the
following Relics.

‘When a model from your army is given a Relic of the Aeons,
replace all instances of the <D¥NASTY> keyword on that Relic’s
rules (if any) with the name of the dynasty that your model
is from.

Note that some Relics replace one of the model's existing
weapons or items of wargear. Where this is the case, you must, if
you are using points values, still pay the cost of the weapon/item
of wargear that is being replaced. Write down any Relics of the
Aeons your models have on your army roster.

ORB OF ETERNITY

The Orb of Eternity is thought to be the first resurrection orb ever
created. For millennta, it vested in a primitive fane on the world of
Ormandus, where the indigenous populace marvelled at ifs abil ity
to effect tepairs upon their technologies, Ever since this state of
affairs was righted by a host of Triarch Praetorians, the orb has
been imparted as a boon to those nobles who are deemed worthy.

Model with a resurrection orb enly. This Relic replaces a
resurrection orb. Once per battle, in your Command phase,

the bearer can use this Relic., If it does, sclect one friendly
<DYNASTY> unit within 6" of the bearer that is not at its Starting
Strength and has not had its reanimation protocols enacted
this phase. That unit's reanimation protocols are enacted, and
every destroyed model in that unit begins to reassemble. Each
time 2 Reanimation Protocol roll is made for those reanimation
protocols, add 1 fo the result.

NANOSCARAB CASKET

Imvented by the Cryptek Onyx Swarsm, this vial of black crystal is
filled with thousands of tiny Canoptek automatons. Once released,
ile swarm of constructs envelops the bearer’s necrodermis,
repairing wounds and flooding their body with synthetic stimuli.

Each time the bearer uses its Living Metal ability, it regains 1
additional lost wound.

GAUNTLET OF THE CONFLAGRATOR

Crafted by the Cryptek Harriapt the Conflagrator, this gauntiet
uses interdimensional energy-exchangers to open a microscopic
conduit to the raging heart of a star. The superheated piasmic
flame that erupts through this hole is forced down a cone of hyper-
dense gravitons that spew the energy forth in a blazing cloud.

This Relic has the following profile:

WEAPON RANGE TYPE S AP D
Gauntlet of the
Conflagrator 12" Fistol 1 -

Abilities: Fach time an attack is made with this weapon, that attack
automatically hits the target. Instead of making a wound roll, foll one
D& for each madel in the target unit: that unit suffers 1 mortal wound
for each result of 6 snd the attack sequence ends.
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VEIL OF DARKNESS

This device was fashioned from transpositanium, a substance so
rare that it can only be found in a handful of places in the galaxy.
1t is highly sought after by the Necrons, and wars have been waged
to secure if. Activated with a thought, the veil causes space and
time to warp around its user and those near them, enfolding them
in a swirling darkness. As the darkness fades, the user and their
comrades appear clsewhere on the battlefield, transported through
a miracle of arcane science.

Once per battle, in your Movement phase, the bearer can use
this Relic. If it does, the bearer’s nnit and up to one friendly
<DYNASTY> CORE unit within 3" of the bearer can be removed
from the battlefield and set back up anywhere on the battlefield
that is more than 9" away from any enemy models. If two units
are set back up on the battlefield using this Relic, both units
must be placed wholly within 6" of each other.

VOLTAIC STAFF

The Voltaic Staff is the pinnacle of the art of aethermancy. Blazing
arcs of ghtning continuously ripple down the shaft of this onyx
stave, and the bearer can send these electrostatic beams hurtling
towards their enemies with fearsome rapidity. Living targets

are enveloped in a searing halo of bone-charring voltage, while
vehicles find their guidance systems burtied out and their hulls
Ppeeled open.

Model with a staff of light only. This Relic replaces a staff of light
and has the following profile:

WEAPQON RANGE TYPE S AP D
Voltaic Staff [shooting) 18" Assault 4 6 -2 2
Voltaic Staff {melee) Melee  Melee +1 -2 2

Abilities [shooting): Each time an attack is made with this weapon, an
unmadified hit roll of 6 scores 2 additional hits,

VOIDREAPER

Legend has it that on the day the Nichtbringer was sundered into
shards, this warscythe appeared in the armoury of the Nekthyst
Dynasty’s crownworld. Iis blade is a sliver of the void, and when
switng, it cuts through more than just mere physical forms. Its
victims drop to the ground as husks, their souls torn from their
bodies before dissipating with final screams of horror,

Model with a voidscythe or warscythe only. This Relic replaces a
voidscythe or warseythe and has the following profile:

WEAPON

Voidreaper

RANGE TYPE S AP D
Melee +2 -4 3

Abilities: Each time an attack is made with this weapan, rules thatignore
wounds cannot be used.

Melee
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SEMPITERNAL WEAVE INFINITY MANTLE " "
Only the finest Cryptek artificers know the secret of crafting a Fashioned from unique cosmic materials amassed over aeons : i ™
Sempiternal Weave. These gossamer-thin plates are formed from armidst the Nihilakh Dynasty’s treasure horde, this regal battle e
phase-hardened amarathine and threads of adamantine. They are  armour resists hostile Blows and energies by means even its <
then layered over the bearer’s carapace of living metal, stiffening creators do not fully comprehend, and could never recreate.
and contracting when struck to turn aside energy blades, bolt
shells and even the searing heat of a plasma burst. NiHiLAkH model only.
INFANTRY NoBLE model only. Add 1 to the Toughness and =+ Add 1 to armour saving throws made for the bearer.
‘Wounds characteristics of the bearer. « Each time the bearer would lose a wound, roll one Dé: on a 6, -
that wound is not lost. §‘
THE ARROW OF INFINITY =
This advanced tachyon weapon contains a gravitationally BLOOD SCYTHE B
compressed sliver of the Star of Ages, the magnificent energy It is said that Ultep the Divider fought ten thousand duels and =
crystal that was the heart of the Khosyphane civilisation. The was never once defeated. He is amongsi the Novokhs greatest E
Crypteks of the Mandrakyn Conclave eradicated the Khosyphane  heroes, venerated to this day by the dynasty’s warrior cults. Only )

to seize the crystal, and now use its tremendous destructive force
ta subjugate new foes.

Model with tachyon arrow only. This Relic replaces a tachyon
arrow and has the following profile:
WEAPON RANGE TYPE S AP D

The Arrow of Infinity 120" Assault1 16 -3 6
Abilities: The bearer can only shoot with this weapon once per battle.

CONDUIT OF STARS

At this guns heart lies a condensed particle-prison within

which the dying heart of a star writhes inendless death throes.
Though vast power must be expended to contain this volatile
star-fragment, bleeding off even the merest flickers of its energies
produces lethal blasts.

MEePHRIT model only. This Relic replaces a relic gauss blaster and
has the following profile:

WEAPON RANGE TYPE 5 APLD
Conduit of Stars 36" RapidFire3 6 -2 2
SOLAR STAFF

Forged within the Heligconvarium of Aryand, the Solar Staff
burns with the light of truth and honour. Set loose, the staff's
energies blaze outward in a mighty flare, as though a new sun was
born. The darkness is driven back by this false dawn, and the foe
reels as their eyes are blinded and their deceptions are laid bare.

NEPHREKH model with a staff of light only. This Relic replaces a
staff of light and has the following profile:

WEAPON RANGE TYPE SHVAR ST
Solar Staff [shooting) 24" Assault§ 5 2 1
Solar Staff [melee) Melee  Melee User -2 1

Abilities: Each time an attack is made with this weapon againstan
INFANTRY unit, if a hitis scored, then until the end of the tumn that unit
is blinded. Blinded units cannot fire Overwatch or Setto Defend (see
the Warhammer 40,000 Core Book).

the untrammelled power of o rampaging C'tan finally scattered
Ultep’ metal body to atoms, though his crimson war scythe
survived his destruction. Forged from sanguiphagic star-metal
alloys, a single cut from this blade can draw a torrent of blood
from an opponent.

NovokH model with a voidscythe or warscythe only. This Relic
replaces a voidscythe or warscythe and has the following profile:

WEAPON RANGE TYPE S A D

Blood Scythe Melee  Melee +2 -4 2

Abilities: Each time the bearer fights, it makes 2 additional attacks
with this weapon.

THE VANQUISHER'S MASK

This death mask - affixed to its wearers android skull by means
of a microgravitic weave - incorporates a sliver of metal harvested
[from the weapons and armour of every enemy commander ever
bested by Sautekh forces. Contra-empathic nullifiers are built into
its structure, lending the wearer’s eye lenses a terrifving lantern
glare as they radiate waves of disharmony, mistrust and primitive
terror that disrupt and paralyse their enemies’ minds.

SAuTEkH model only. At the start of the Fight phase, you can
select one enemy unit within 3" of the bearer. That unit is not
eligible to fight this phase until after all eligible units from your
army have done so.

THE SOVEREIGN CORONAL

A band of living quicksilver, this strange ariefact is shot through
with artificial networks of command-wave nanocircuitry. This
strange pseudo-animate crown is gifted to especially promineint
nobies amongst the Szarekhan Dynasty. As it is donned it sinks
through the metallic skin of its wearer’s brow and meshes with
their synthetic cortex, enhancing and projecting their dominating
will through multiple spectra across a substantial distance.

SZAREKHAN NOBLE model only. The bearer has the following abilities:

» Command-wave Amplifier (Aura): While a friendly
SZAREKHAN unit is within 9" of the bearer, that unit benefits
from the selected directive of your army’s active command
protocel while it is within 9" of a friendly NEcRons CHARACTER
model (excluding C'Tan SHARD models), instead of 6"

« Synthetic Cortex Enhancer (Aura): While a friendly
SzAREKHAN CORE unit is within 9" of the bearer, that unit
benefits from both directives of your army’s active command
protocol, instead of just the selected one.
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POWERS OF THE C’TAN

Before the battle, generate the Powers of the C'tan for C'TAN SHARD units from your army using the table below. You can either roll
one D6 to generate each power randomly (re-rolling duplicate results), or you can select which powers each unit knows. If selecting
powers, a power cannot be selected for a second time until all other powers have been selected at least ance by units in your army,
and no unit can know the same power more than once. Write down any Powers of the Ctan vour units know on your army roster.

POWERS OF THE C’'TAN

1. ANTIMATTER METEOR

This C'tan Shard gathers an orb of roiling antimatter, before
hurling the crackling projectile into the midst of the foe.

Roll one D6, adding 1 to the roll if this C'TAN SHARD is a
TESSERACT VAULT: on a 3-5, the closest enemy unit that is within
24" of and visible to this C'TAN SHaRD suffers 3 mortal wounds;
on a 6+, that enemy unit suffers D3+3 mortal wounds,

2. TIME'S ARROW

Twisting the flow of causality and remoulding temporal streams,
this C'tan Shard erases its foe’s existence from space and time.

Select one enemy unit within 18" of and visible to this C'Tan
SHARD. Roll one D6, adding 1 to the roll if this C'TAN SHARD is

a TESSERACT VAULT: if the total equals or exceeds the Wounds
characteristic of any models in that enemy unit, your opponent
selects one of those models to be destrayed.

3. SKY OF FALLING STARS

Savagely bequtiful spheres of coruscating light plummet from
the cold depths of space, growing to roaring bale-stars as they
approach, then impacting with killing force.

Select up to three enemy units within 24" of this C'rAN SHARD.
For each of those units, roll one D6: on a 1-5, if the dice result
is less than the number of models in that unit, that unit suffers
D3 mortal wounds. If this C'TAN SHARD is a TESSERACT VAULT, that
unit suffers 3 mortal wounds from this power, instead of D3,

4. COSMICFIRE

At this C'tan Shard’s gestured command, a pillar of black fire
streaks down from the heavens to consume the foe.

Roil one D6 for each enemy unit within 3" of this C'TAN SHARD:
on a 4+, that unit suffers D3 mortal wounds. If this C'TAN SHARD
is a TESSERACT VAULT, units suffer 3 mortal wounds from this
power, instead of D3.

5. SEISMIC ASSAULT

Stone fractutes and oves melt as the C'tan Shard drags up tides of
magma from deep below. Foes are plunged screaming into steam-
gushing vents as the land shatters beneath them, while tectonic
shock waves hurl others from their feet with bone-breaking force.

Select one enemy unit within 18" of and visible to this C'ran
SHARD. Roll one D6 for each model in that unit, adding 1
to the roll if this C'TAN SHARD is a TESSERACT VAULT: for each
6+, that unit suffers 1 mortal wound, to a maximum of 10
mortal wounds.

6. TRANSDIMENSIONAL THUNDERBOLT

The C'tan Shard projects a crackling bolt of energy from its
outstretched palm, blasting its foe into oblivion.

Select one enemy unit within 24" of and visible to this C'Tan
SHARD {an enemy CHARACTER unit with a Wounds characteristic
af 9 or less cannot be selected for this power while it is within 3"
of another enemy unit, unless that CHARACTER unit is the closest
visible enemy unit). Roll one Dé: on a 2+, that unit suffers D3
mortal wounds. Then, roll one D6 for each other enemy unit
within 3" of the selected unit: on a 4+, that unit suffers 1 mortal
wound. If this C'TAN SHARD is a TESSERACT VAULT, roll for each
other enemy unit within 6" of the selected unit, instead of 3",

UNIQUE C’TAN POWERS

C’'TAN SHARD OF THE DECEIVER — COSMIC INSANITY
The C'ta Shard of the Deceiver uses it powers to flood his victims'
mitids with vast and terrible cosmic truths, overwhelming even the most
ironclad minds and driving them instantly and irrevocably insane,

Select one enemy unit within 12" of and visible to this C'TAN SHARD.
Roll one D6 and add this C'TAN SHARD’s Leadership characteristic to
the result. Your opponent then rolls one D6 and adds the Leadership
characteristic of the selected unit to the result. That enemy unit
suffers 1 mortal wound for each point by which your total exceeds
your opponent’s.

C'TAN SHARD OF THE NIGHTBRINGER — GAZE OF DEATH

Dark energies leap from the Shard’s eyes and its distended maw, reducing
Jfoes to blackened bones crawling with frost.

Select one enemy unit within 9" of and visible to this C'TaN SHaRD. Roll
three Ds: for each 4+, that unit suffers D3 mortal wounds.

C'TAN SHARD OF THE VOID DRAGON — VOLTAIC STORM

When this Ctan points one imperious hand, foes reel as the air sings with
a monstrous whine. The awful sound builds, then erupts into a sudden
and ferocious storm of emerald lightning to annihilate all it touches,

Select one enemy unit within 18" of and visible to this C'tan Shard (an
enerny CHARACTER unit with a Wounds characteristic of @ or less cannot
be selected for this power while it is within 3" of another enemy unit,
unless that CHARACTER unit is the closest visible enemy unit). Roll one
Dé6: on a 2+, that unit suffers D3 mortal wounds (it suffers D6 mortal
wounds instead if it has the VenicLE keyword) and, until the start of
your next turn, if that unit is a VEHICLE whose characteristics change as
it loses wounds, then it halves the number of wounds it has remaining
when determining what characteristics to use.
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CHAPTER APPROVED RULES

If every model in your army (excluding UNALIGNED units) has the NECRONS keyword, and your WARLORD has the NECrons keyword,
you can, if you are playing a matched play battle that instructs you to select secondary objectives (e.g. a mission from the Eternal
War mission pack in the Warhamimer 40,000 Core Book), select one of them to be from the NECRONS secondary-objectives

listed below.

Like all other secondary objectives, each of the secondary objectives listed below has a category, and they follow all the normal rules
for secondary objectives (for example, when you select secondary objectives, you cannot choose more than one from each category;
you can score no more than 15 victory points from each secondary objective you select during the mission etc.).

NO MERCY, NO RESPITE

CODE OF COMBAT

SHADOW OPERATIONS

ANCIENT MACHINERIES

End Game Objective

Though the Necron nobility view even the mightiest of their foes
as little more than barbarous beasts, still many seek to uphold the
Triarchal codes by affording their enemies an honourable death.

Score 3 victory points at the end of the battle for each enemy
unit that was destroyed by a NECRONS NOBLE unit from
your army,

BATTLEFIELD SUPREMACY

PURGE THE VERMIN

Progressive Objective

This territory is infested by the contemptible vermin of the lesser
races. They must be driven wholesale from the Necrons’ rightful
lands in order for reclamation to commence.

Score 2 victory points at the end of your turn for each table
quarter that does not have any enemy units (excluding AIRCRAFT
units) wholly within it. This objective cannot be scored in the
first battle round.

THE TREASURES OF AEONS

Progressive Objective

The foe have looted ancient Necron riches that do not belong to
them. These st be reclaimed at all costs.

If you selected this secondary objective, then after both sides
have finished deploying, your opponent selects 3 objective
markers on the battlefield. Score a number of victory points
at the end of your turn if you control onie or more of those
objective markers, as shown in the table below:

NUMBER OF SELECTED
OBJECTIVE MARKERS
YOU CONTROL

VICTORY POINTS
SCORED

2
[
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Progressive Objective

Countless worlds across the galaxy harbour quiescent Necron
technology, buried beneath the surface or mistaken for mere
xenoarchaeological yuins. As the Necron conquest of the galaxy
gathers pace, so they seek to rouse these strange engines fo
wakefulness and — in so doing - reclaim the worlds upon which
they languish,
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Ifyou selected this secondary objective, then after both sides
have finished deploying, starting with your opponent, the
players alternate selecting objective markers that are not within
any player’s deployment zone to be Ancient Machinery objective
markers, until 3 objective markers have been selected (if there is
only one such objective marker, then only that objective marker
is an Ancient Machinery objective marker).

NECRoNS CORE or NECRONS CANDPTEK units from your army can
attemnpt the following action;

Awaken Ancient Machinery (Action): At the end of your
Movement phase, one or more NECRONS CORE or NECRONS
CANOPTEK units from your army can start to perform this action.
Each unit from your army that starts to perform this action
must be in range of a different Ancient Machinery objective
marker. A unit cannot start this action while there are any
enemy units (excluding AIRCRAFT) in range of the same objective
marker. The action is completed at the end of your next
Command phase, provided the unit attempting that action is
still within range of that Ancient Machinery objective marker.

Score 3 victory points each time a unit from your army
completes the Awaken Ancient Machinery action.
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CRUSADE RULES

In this section you’ll find additional rules for playing Crusade battles with Necrons, such as Agendas, Battle
Traits and Crusade Relics that are bespoke to NECRONS units. You can find out more about Crusade armies in

the Warhammer 40,000 Care Book.

This section contains the following additional rules:

AGENDAS

NECRONS units attempt to achieve unique Agendas in Crusade
battles, which can be found on page 71. These Agendas reflect
the unique goals of Necrons armies on the battlefield and help to
reflect their particular methods of waging war. You can find out
more about Agendas in the Crusade mission packs, such as that
presented in the Warhammer 40,000 Core Book.

REQUISITIONS

The Requisitions presented on page 72 can be used on NECRONS
units. They represent unique upgrades and effects for NECRONS
units in 2 Crusade force that help to reflect the individual
character of their tomb world and its legions.

BATTLE TRAITS

NECRONS units can select one of the Battle Traits presented

on page 73 as they gain experience and are promoted in your
Crusade force. These help to reflect the distinctive upgrades and
Battle Honours that are bestowed upon NECRONS units,

DYNASTIC EPITHETS

Each time a NecRONS NOBLE WARLORD wins a victory, their legend
will grow and they will acquire a new title. On page 74 you

will find a list of Dynastic Epithets that can be gained. If such

a WARLORD gains enough titles they can also gain one or more
additional abilities, which are described on page 75.

WEAPON ENHANCEMENTS

NECRONS units equipped with tesla or gauss weapons can select
one of the Weapon Enhancements presented on page 76 as
they are upgraded in your Crusade force. These help to better
reflect the deadly hyper-science of Necrons technology on

the battlefield.

BATTLE SCARS

If a particular NECRONS unit gains a Battle Scar, you can select
one from those presented on page 76. These Battle Scars
represent the unique challenges and afflictions of the Necrons,
and help to add further character to your Crusade force.

CRUSADE RELICS

In addition to the Crusade Relics presented in the Warhammer
40,000 Core Book, Necrons characters can quest to search for
one of the Crusade Relics described on page 77; these Relics
are unique to the Necrons, and grant the bearer both power
and prestige.

SHOWCASE CRUSADE ARMY

On pages 78-79 you will find Jay Goldfinch’s menacing Jhaetekh
Dynasty Necrons Crusade army with a write-up detailing the
narrative and inspiration behind the force, and some details of
its battlefield exploits,




AGENDAS

If your Crusade army includes any NECRONS units, you can select an Agenda from the Necrons Agendas, listed
below: This is a new category of Agendas, and follows all the normal rules for Agendas (for example, when you select
Agendas, you cannot choose more than one from each category).

THE UNENDING TALLY

Necrons Agenda

Destroyers care only for the niurder of organic life - their
obsession is monomaniacal, their tally of the slain ever
growing and their joyless appetite never sated.

Keep an Unending tally for each Necrons DESTROYER unit
from your army. At the end of each battle round, add 1 to
that unit’s Unending tally if it destroyed 2 or more enemy
units that battle round.

At the end of the battle, each unit gains 2 experience
points for every mark on its Unending tally,

SUPREMACY THROUGH ANNIHILATION

Necrons Agenda

To the Necrons it is not enough fo simply defeat their
enemies. They must prove their superiority by completely
obliterating them with contemptuous ease. How else, after
all, are the lesser races to be truly put in their place?

Keep an Annihilation tally for each Necrons unit from
your army. At the start of each battle round, select ane
enemy unit that is at its Starting Strength in which
every model has its starting number of wounds. If that
enemy unit is destroyed this battle round, add 1 to the
Annihilation tally of each unit from your army that
destroyed one or models from that enemy unit during
this battle round.

Each unit gains a number of experience points equal to
their Annihilation tally.

TERRITORIAL IMPERATIVE

Necrons Agenda

Duiring the Great Sleep, the Necrons’ once-sprawling
territories were steadily eroded, conquered and parcelled
up by other beings. Now that they are rising once more, the
dynasties are loathe to lose any more ground.

Keep a Territorial Imperative tally for each NECRONS unit
in your army. Add 1 to a unit’s Territorial Imperative
tally each time it destroys an enemy unit that started the
turn within 3" of an objective marker and each time it
completes the Territorial Imperative action (see below).

If you selected this Agenda, NECRONS INFANTRY units
(excluding CHARACTER units) from your army can attempt
the following action, as described in the Warhammer
40,000 Core Book:

Territorial Imperative (Action): At the end of your
Movement phase, one NECRONS INFANTRY unit from your
army (excluding CHARACTERS) that is within range of

an objective marker that is not wholly within your own
deployment zone, can start to perform this action. A
unit cannot start to perform this action while there are
any enemy unit (excluding AIRCRAFT) within range of the
same objective marker. This action is completed at the
start of your next Command phase.

Each unit gains a number of victory points equal to their
Territorial Imperative tally.

INESCAPABLE RETRIBUTION

Necrons Agenda

As though it were not enough of an insult that the creeping
thieves of the lesser races defiled the dynastic tombs with
their intrusion, they also stole precious artefacts whose
true worth they cannot comprehend, These must be
recovered, even if the quest should take a thousand vears!

If you selected this Agenda, then after both sides have
finished deploying, your opponent must set up one
objective marker on the battlefield that is not within their
own deployment zone. This objective marker represents
the Dynastic Treasure, but does not count as an objective
marker for any rules purpose other than for this Agenda.

NECRONS INFANTRY units from your army can attempt the
following action, as described in the Warhamimer 40,000
Core Bool:

Recover Treasure (Action): At the end of your
Movement phase, one unit from vour army that is within
3" of the Dynastic Treasure objective marker can start to
perform this action. This action is completed at the start
of your next Command phase. If completed, remove the
Dynastie Treasure objective marker from the hattlefield.

A unit gains 3 experience points if it completed this
action. If that unit s either within your deployment zone
at the end of the battle, or if every enemy unit on the
battlefield is destroyed, and if that unit is a CHARACTER,
you can additionally use the Relic Requisition (see the
Warhammer 40,000 Core Book) or Cryptek Arkana
Requisition (pg 72) to give that model a Relic or Cryptek
Arkana as if it had gained a rank, without spending a
Requisition peint (that model must be able to take either
a Relic or an item of Cryptek Arkana).
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REQUISITIONS

A Crusade army that includes any NECRONS units can spend Requisition points (RPs) on any of the following Requisitions in
addition to those presented in the Warhammer 40,000 Core Book.

CRYPTEK ARKANA 1RP

THE SLOW DECAY OF THE SELF 1RP

Crypteks are forever inventing, seeking io bend the laws of the
material universe to their whims by shackling those forces within
devices that stand festament to their subjugation of the living
cosmos. Here is but the latest product of that endless quest,

Purchase this Requisition when you add a CRYPTEK unit to
your Order of Battle (excluding named characters), or when a
CrypTEK model in your Crusade force gains a rank. That model
is upgraded to have one item of Cryptek Arlkana, as described
on page 62; increase its Power Rating accordingly and make

a note on its Crusade card. A model can never have more

than one item of Cryptek Arkana. You cannot purchase this
Requisition if doing so would cause vour total Power Level to
exceed your Crusade force’s Supply Limit.

THE GLORY OF SUBJUGATION 1RP

As the ancient codes of honour demand, the victor in any dynastic
war may claim the resultant spoils — greater notoriety, rich
treasures and a iithe of soldiery subsumed from the legions of the
defeated joe.

Purchase this Requisition after a victory is achieved in a battle
against a NECRONS army. Your Warlord gains 5 experience
points and you can immediately purchase the Fresh Recruits
Requisition (see the Warhammer 40,000 Core Book) once,
for ORR.

CUNNING ADVISORS 1RP

The greater a Necron nobles reputation, the more cunning and
accomplished are the Crypteks who seek them out and offer
them service.

Purchase this Requisition when you add a CRYpTEK unit to

your Order of Battle if your Crusade force already includes a
NoBLE unit of at least Blooded rank. That CRYPTEK unit gains 6
experience points (and therefore gains the Blooded rank). Select
one Battle Honour for them as normal.

ELDRITCH ARTIFICE 1RP

No greater status symbols are there fo the Necron nobility

than mighty war engines. Any dynastic leader with designs on
hierarchical elevation would do well to pour all the resources they
can into furnishing their armoury with the finest weapons they
possibly can.

Purchase this Requisition when you add a NECRONS VEHICLE
unit to your Order of Battle, or when a NECRONS VEHICLE unit
in your Crusade force gains a rank, if your Crusade force
includes 2 Tecunomancer. That VEHICLE unit gains one Weapon
Enhancement; increase its Crusade points accordingly and
make a note on its Crusade card.

It is perilous to fight alongside the Destroyer Cults for too long,
lest their nihilistic madness find purchase within the personality
engrams of formerly stable Necrons.

Purchase this Requisition after a battle in which your Crusade
army contained one or more units with the DESTROYER CuLTs
keyword. Sclect one LoRD or OVERLORD model that was also part
of that Crusade arny; remove that model from your Order of
Battle and replace it with a DESTROYER CuLT CHARACTER model
from the same dynasty. You cannot purchase this Requisition
if doing so would cause your total Power Level to exceed your
Crusade force’s Supply Limit, The newly added Destrover CuLt
CHARACTER model starts with the same number of experience
points as the CHARACTER it replaced and immediately gains the
appropriate number of Battle Honours for its rank.




BATTLE TRAITS

When a NECRONS unit gains a Battle Trait, you can use one of the tables below instead of one of the tables in the
Warhammer 40,000 Core Book. Each time you do so, roll one D6 and consult the appropriate table to randomly
determine what Battle Trait the unit gains, or choose one that tells the best narrative for your unit. All the normal rule
for Battle Traits apply (e.g. a unit cannot have the same Battle Trait more than once), As with any Battle Honour, make
a note on the unit's Crusade card when it gains a Battle Trait and increase its Crusade points accordingly, as described
in the Warhammer 40,000 Core Book.

NOBLE UNITS CRYPTEK UNITS
D6 TRAIT D6 TRAIT
Hierarchical Advancement Corporeal Integration
This nobie hos successfully climbed another rung within the This Cryptek has taken into themselves elements of their own
e byzantine hierarchies of the Royal Court. 5 technologies with potent results,
Add 3" to the range of this model's My Will Be Dane ability, Once per battle, after this model has used its Chronemetron,
: 3 Harbinger of Despair, Harbinger of Destruction or Rites of
Mart:alAtheosis ; Reanimation ability, it can use that ability one additional time.
The passing aeans pravide ample opportunity to improve one's
S+ bladesmanship when mortality is but a dim memony. Energy Savant
Eachtime an attackis made by this model, re-roll a hitroll of 1. Able to perceive the living currents of cosmic energy that
powertheir stave, this Cryptek can channel its power with
Endless Legions 34 increased efficacy.
Aeyer mam systens swe Hpan s febie’s tmb woid, Once per battle, in your Shooting phase, after this unit has
ever greater legions became theirs to command, shot, it can shoot again,
58 [fthis model is part of your Crusade army and it gained 3 ar
more experience points from the battle [excluding experience Dimensional Emancipation
gained from Marked for Greatness, see the Warhammer By accident or design, this Cryptek has placed themselves
40,000 Core Boak], gain 1 Requisition paint. slightly cut of phase with realspace. As o result, their blows pass
c 5-5 through foes'defences as easily as any hyperphase blade.

D6

Core UNITS _

TRAIT

1-2

The Will to Serve

These combatants have developed a truly indamitable will,
rapidly recovering from even the most catastrophic demage in
their determination to serve their masters.

OutofAction tests taken for this unitare
automatically passed.

= Improve the Weapon Skill characteristic of this model by 1.
+ Each time this model makes a melee attack, a successful hit
roll automatically wounds the tarpet.

Engrammatic Imprinting
The soldiery in this unit are receptive to the desires and
commonds of their betters even at great distances.

This unit will henefit from the selected directive of your
army's active command protocal while itis within any range
of a friendly NECRONS CHARACTER model [excluding C'TAN
SHARD models), instead of 6",

CANOPTEK UNITS

TRAIT

Guardian Constructs

This Canoptek unit exhibit hyper-developed protective
protocols, engaging extermination protocols to defend their

5-6

Undying Revenants
Thase Necrons rise again end again despite the most grievous
woeunding, resolutely refusing to succumb to their wounds.

Each time you make Reanimatian Protacol rolls forthis unit,
youcanchangeasingle diceresultto a 6.

1-2  Cryprek masters.
While this unit iz within 6" of a friendly CRYPTEK unit, each
time a melee attack is made by a mode! in this unit, re-roll a
wound rall of 1,
Optimised Aggressars
Their duties as tomb guardians discarded, these Canoptek
1.4  constructs have adapled to focus on speed and aggression.

You can re-roll Advance rolls and charge rolls made for
this unit.

5-6

Self-replicator Nodes
Augmented with odvonced matter-replication capabilities, these
Canoptek constructs can swiftly repairthemselves in battle.

Each time you make Reanimaticn Protocol ralls for this unit,
you can change a single dice resulttoa 6.
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DYNASTIC EPITHETS

If the WaRLORD of your Crusade army is a NECRonS NoBLE
{excluding a named character), then, each time you win a
battle, you must generate a new Dynastic Epithet for that
WARLORD. You can either select one from the tables below, or
you can randomly generate one by first rolling a D6 to select
one of the two tables (on a 1-3, use table 1; on a 4-6, use table
2), before rolling a D66 on that table (to roll a D66, roll two
Dés, one after the other — the first result is your ‘tens’ and your
second is your “units. For example, a D66 roll where the first

D66  TABLE 1 EPITHET

resultis a 3 and the second is a 6 is a result of 36). Make a note
of any Dynastic Epithets gained on that model’s Crusade card.

For every third title gained, you can select one of the Dynastic
abilities shown opposite for that CHARACTER unit. Increase its
Crusade points by 1 for each of these abilities selected. No
model can have more than five of these abilities and the same
ability cannot be taken more than once in your Crusade force,

D66  TABLE 2 EPITHET

11 Archnemesor of the Dread Legion
12 Keeperofthe Light

13 Grand Sunderer

14 EverVengeful Tyrant of the Night
15 Uncorroded Slayer of Empires

16  Butcher of the Five Hundred Worlds
21 Doom of Morrigar

22  King ofthe Crimson Rising

23  Indestructible Lord of Stars

24 Death ofthe Great Krork Empire

25  Embodiment of Metalloglory

26 Sentinel of the Eternal Gate

31 Keeper of the Bladed Void

32 Intolerant Ruler of the Ninth Kingdom
33 Undying Commander of the Lost Legions
34  Wrathful Lord of the Crystal Empires
35  Destroyer of the Fleshling Curse

36  RulerofaThousand Moans

41 Masterof the Coreworlds

42  Awakened Heir to the Crownworld
43  Subjugator of the Phloxos Hordes
44  Congueror of the Xaraxians

45  Masterof the Twilight Kingdoms

46 Vanguisherofthe Zoath

o1  Rightful Ruler of the Third Dynasty
5¢  Eternal Lord of Heavens

53  Keeperofthe Hyper-ankh

54 Enlightened Monarch of the Void

55  Majestic Lord of the Shifting Stars
56  Sovereign of the Thirty-five Hollow Worlds
61  Slayerof the Cosmic Spyder

62  The Eye of the Triarch

63  Reaperofthe Dhorm System

64 Celestial Ruler of Divine Right

65  Technomagister of the Third Epoch
66  Voidlord of the Vassal Dynasties

11 Bane ofthe Talassari

12 Hierarch of the Ghoul Stars 4
13 Nemesis of the Gul'dar Race

14 Scourge of the Blood Worlds

15  Breakerofthe C'tan

16 Technomartyr of the InnerWorlds

21 Saviour of the Wars of Rust

22 Obliterator of the Negatuul

23 Resplendent Master of the Cosmic Fires
24 Monarch of the Quter Void

25  Oppressor of the Unworthy

26  Uniteraf the Broken Worlds

31  Wielderof the Secret Blade

32  Champion of the Ancient Codes

33 He Who Spits Upon the Ancient Codes
34 SlayerofaThousand Foes

35  Keeperof the Sempiternal Tame

36  Conquercrof the Sperithrast Knarls

41  Beheader of the Emperor Enthroned

42 All-conquering Master of the Billion Blades
43 He Who Bars the Gate

44 Plunderer of the Solar Catacamb

45 Herald of the Night Unending

46 Unsleeping Eye of Infinity

51 He Who Listens Notto Unworthy Prattlings
52  Breakerofthe Beings Below

53  Baneofthe Vyggh

54  Despiser of the Yabi-Yabi

S5  Eradicator of the Elquon

56  Scourge of the Sslyth

61  Bladethief of the Kehletai

62  Dominator of the Pernicious Antedil

63  Monarch of Monarchs

64  The Great Awakener

65  Unrusted Lord of the Bratak Empire

66  Destroyerof the Swarm




ARKANE COLLECTOR

This Necron yearns to understand the mysteries of the galaxy,
secking to study the artifice of each of its other races to learn how
best to subjugate them utterly.

Each time a melee attack made by this NoaLE destroys an
enemy model that has a Relic, this NoBLE gains 2 bonus
experience points,

LORD OF LEGIONS

This noble has prioritised the awakening of their vast legions as
only an obsessive completionist could,

If this NoBLE is part of your Crusade force, then the Fresh
Recruits Requisition (see the Warhammer 40,000 Core Book)
costs 0 Requisition points if the unit being increased is from the
same dynasty as this NaBLE,

ARCH-MACHINATOR

There is much to learn in the galaxy, for wuch has chan ged since
the Great Sleep. This noble pours all of their time into setting new
schetnes in motion, bending this new reality to their will.

If this NoBLE is part of your Crusade army; then when selecting
Agendas (pg 71), you can select one additional Agenda. If you
do so, after Agendas are revealed, you must discard one of them,

MARTIAL PERFECTIONIST

Since their revivification, this noble has become obsessed with
refining their fighting form to peak efficiency, for they desive to
slaughter the lesser races.

Once per battle, if this NOBLE is on the battlefield, You can use
one Battle Tactics Stratagem for 0 Command points.

RESTORER OF EMPIRES

This dynastic master seeks to impose an order of their own
devising - that of dominance under their rule.

If this NoBLE is part of your Crusade army and at the end of the
battle you are the victor, you can increase your Crusade forces
Supply Limit by 1.

LOYAL SERVANT

This noble retains absolute devotion to the Silent King, command
protocols or no. While some may now believe themselves more
suitable to rule, this loyal servant seeks to work Szarekhs will by
furthering his plans in battle.

Once per battle, if this NoBLE is on the battlefield, you can use
one Strategic Ploy Stratagem for 0 Command points.

DYNASTIC EMBODIMENT

For this Necron, order and tradition are everything. The codes of
battle must be adhered to.

If this NoBLE is part of your Crusade army; you can select a
maximum of two Agendas from page 71 instead of one.

UNFLINCHINGLY REGRESSIVE

This commander longs for the glory days of the past, when their
existence was simple and the galaxy was not plagued with upstart
races. Nothing brings them clarity like the absolute expunging of
the lesser species from their sight,

If, at the end of the battle, this NoBLE is on the battlefield and
there are no enemy models on the battlefield, this NoBLE gains 3
bonus experience points,
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WEAPON ENHANCEMENTS

When a NECRONS unit gains a Weapon Enhancement, you can, if
the weapon selected is either a tesla weapon or a gauss weapon
{pg 112) use one of the tables below instead of one of the tables
in the Warhammer 40,000 Core Book. Once you have selected
the weapon, roll one D3 and consult the appropriate table to
randomly determine what Weapon Enhancement is gained, or
choose the one that tells the best narrative for your unit. If the

BATTLE SCARS

When a NECRONS unit gains a Battle Scar, you can select the
relevant Battle Scar below instead of determining one from the
Warhammer 40,000 Core Book. All the normal rules for Battle
Scars apply {e.g. 2 unit cannot have the same Battle Scar more
than once). As with any Battle Scar, make a note on the unit’s
Crusade card, but unlike other Battle Scars, do not decrease

a units Crusade points for acquiring one of the Battle Scars

e weapon you have selected is equipped on an INFANTRY or BIKER listed below.
= model, you can instead roll two D3 (re-rolling duplicate results)
E or choose two. All the normal rules for Weapon Enhancements BATTLE SCARS
> still apply. As with any Battle Honour, make a note on the
E | unit’s Crusade card when it gains a Weapon Enhancement and UNIT BATTLE SCAR
o increase its Crusade points accordingly, as described in the Creeping Madness
IE i Warhammer 40,000 Core Book. This noble's sonity is unravelling ene engram at a time,
m iending them a savage vitality, but rendering their
7] TESLAWEAPONS capacity to issue rational commands non-exisient,
D3 | ENHANCEMENT NOBLE unit | » Add 1 to the Strength and Attacks characteristics of
— only models inthis unit,
Electromaghetic Overcapacitars = This unitis not considered to be a NOBLE o
This weapon's living lightning discharge ercs and leaps with CHARACTER unit forthe purposes of the Command
increased ferocity and aggression. Protocols ability (pg 81], and no longer has the
1| Eachtimean attack made with this weapon targets a unit following abilities: My Will Be Done; The Lerd's Will,
within 127 the additional hits scored as a result of this Mindless Reaper
weapon's abilities are on an unmodified hitrell of 5+, instead Whatever dregs of personality or intellect this being
ar s possessed are draining awoy, replaced by their
Arcshock Prejectors mechanistic obsession with endless slaughter.
Quantum cells ensure this weapon fires at maximum dischorge. DEstRover | = Whenamadel in this unitmakes an attack, you can
2 | Inyour Shooting phase, afteryou have made attacks with this CULTURit re-roll the hitroll.
weapon, unless the Stratagem has already been used this only * In your Shooting phase, each time this unitis
phase you can use the Malevolent Arcing Stratagem for OCP. selected 10 shaat, models in this unit can only target
Atmospheric Fulminator Array the closesteligible enemy unit.
As they rise skyward, this weapon's lightning blasts splinter * In your Charge phase, each time this unitdeclares a
3 | intoacrockling web that envelops aerial targets. charge,‘guu can only sglectthe closest enemy unit
Eachtime an attack is made with this weapon againstan iexchiing knitsifoe Seiestanhadarce,
AIRCRAFT unit, add 1 to that attacks hitroll and wound roll. Engrammatic Degradation
So damaged has this unit been that their core
personolity engroms have become scrambled.
GAUSS WEAPONS NECRONS | « Subtract 1" from the Move characteristic of models
- unitonly in this unit.
B3 AENDANCEMENT (excluding | « Subtract 1 from Advance and charge rolls made for
MolecularVaporiser C'TAN this unit.
Targets of this weapon are flayed apart with such violence that SHARD = This unit always benefits fram the selected directive
L they explode in shocking molecular eruptions. units] of the command protocol that was active for your
Ifan enemy model is destroyed as a result of an attack made army during the first battle round, instead of the
with this weapon, until the end of the turn, that model’s unitis selected directive of the command protocol that s
treated as being at below Half-strength. currently active for your army.
Nanoparticulate Disassembler Cails Depleted Transmaterial Reserves
This weapon assesses and then assiduously deconstructs its These constructs are running on exhausted power
2 | target's molecular makeup at o terrifying rate. supplies, leaving them nothing in reserve to effect self-
Each time an attackis made with this weapan, an unmodified CANOPTEK | Fepairduring battle.
hit roll of 6 scores 1 additional hit. unitonly | e Add 1 to the Attacks characteristic of models in
Metallophagic Atomic Decouplers thijs Hhit- -
Even the heaviest siabs of armour cannet resist the flensing - Th1_s unit canno‘tlulse its Reanimation Protocels and
touch of this vicious weapon, Living Metal abilities.
3 | Inyour Shooting phase, after you have made attacks with this
weapon, unless the Stratagem has already been used this
phase you can use the Disintegration Capacitors Stratagem
for OCP.




CRUSADE RELICS

ARTIFICER RELICS

A NECRONS CHARACTER can e given one
of the following Artificer Relics instead
of one of the ones presented in the
Warhammer 40,000 Core Book.

Transdimensional Shroud

A veil of gossamer-fine dimensional
transitions billows about this Necron,
obfuscating their precise location and
causing incoming enemy fire fo be diverted
into alternate dimensional states.

Each time a ranged attack is made against
the bearer, an unmodified wound roll of
1-3 for that attack fails, irrespective of any
abilities that the weapon or the model
making the attack may have.

Engrammatic Entangler

The core of this Necron’s artificial cerebrum
is maintained within a quasinium casing
that is in a state of constant quantum
entanglement with an exact copy stored
within the vaults of the bearer’s tomb
world. Should the Necron'’s physical form
be destroyed beyond all possibility of self-
repait, their personality engram is instantly
projected across the interstellar qulf and
into iis cerebrum backup.

« All Battle Scars this unit has are
removed from its Crusade card.

= Qut of Action tests made for the bearer
are automatically passed.

ANTIQUITY RELICS

A Necrans CHARACTER of Heroic rank
can be given one of the following
Anfiquity Relics instead of one of the
ones presented in the Warhammer
40,000 Core Book. Add 1 to a unit’s total
Crusade points for each Antiquity Relic
it has — this is in addition to the +1 from
gaining a Battle Honour, for a total of +2.

Necroexcruciator

This unassuming device possesses the
ability to inflict such potent agonies upon
the necrodermis of C'tan Shards that

even the stunied and recursive echoes of
consciousness trapped within can feel it.
So motivated, C'tan strive to unlegsh every
iota of cosmic might available to them.
Whether this reaction is an attempt to stop
the pain or a confused gesture of outrage
at the presumption of those who inflict it
is debatable.

The bearer has the following ability:
‘Necroexcruciator {Aura): While a
friendly C'TAN SHARD model is within
12" of this model, add 1" to the Move
characteristic of that C'TAN SHARD model
and add 1 to the Strength, Toughness
and Attacks characteristics of that C'TAN
SHARD model’

LEGENDARY RELICS

A NecRoONs CHARACTER of Legendary

rank can be given one of the following
Legendary Relics instead of one of the
ones presented in the Warhammer 40,000
Core Book. In addition, in order to give
amodel a Legendary Relic, you must
also pay 1 Requisition point (if you do
not have enough Requisition points,

you cannot give that model a Legendary
Relic). Add an additional 2 to a unit’s total
Crusade points for each Legendary Relic
it has - this is in addition to the +1 from
gaining a Battle Honour, for a total of +3.

Tachyon Field Phase Inducer

A controversial and dangerous weapons
technology, this device generates a tachyon
energy field around its bearer’s blade,
resulting in their every blow striking faster
than light and discharging tremendous
destructive energy fnto their victims.
Shotdd the bearer be slain, the field rapidly
overloads and delonates in a blinding flash
of lethal power.

» Select one melee weapon the bearer
is equipped with. Each time an attack
made with that weapon scores a hit,
that attack inflicts 1 mortal wound in
addition to any normal damage.

« When the bearer is destroyed, roll one
D6 before removing it from play. On a
2+ it explodes, and each unit within 3"
suffers D3 mortal wounds.

il hail Lord Hasmoteph the Resplendent, Master of the
Thousand Worlds, Oppressor of the Vordish Hordes..."

Hasmoteph's elite soldiery were closing in on the Aumans now.

‘... Master of the Seven Realities, Lord of the Outer Kingdoms. "

Lord Hasmoteph glared imperiously down upon fis foes as fis
Royal Warden, Mohep the Indomitable, intoned the phaeron's
tnnumerable honorifics. The wind wailed through the boughs of
the trees that clung lo the wooded ridge, hut Mokep’s amplified
vocalisation easily overrode the piercing fowl. His wards even cut
through the din of the fierce batlle raging below.

... Grand Immolatar of tfie Poisoned Star, He Who Fought the
Screaming God, Wielder of the Song of Sorrows.. !

The enemy were trying again to force their way threugh the
Necron lines. As Hasmoteph understood it, these blue-armoured
beings were the finest soldiery of the Human species. He was
not impressed. Even now their transport vehicles shuddered as
gauss five stripped away armour plating and ravaged their motive
systems. One of the skimming vefiicles ploughed into the ground
and belched flames. The other two mandged to land in a more
controlled fashion, disgorging bands of blue-armoured giants
whose guns thundered. They blasled swathes of his warriors
from their feet, but the phaeron was unmoved. Peons, fie conld
easily replace.

Hasmoleph doled out to show his disappointment were severe.

While fiis Warriors kept the enemy pinned, Thoktar's Immorials
and Shefkfmet's Lychguard converged from the flanks. Away
amidst the ruins, more blue-armoured Humans lay down covering
fire, but with Hasmoteph's Tomb Blades strafing them, they fad
problems enough of their own.

‘... Executioner of Cessol, Wearer of the Starpyre Raiment. ..’

The jaws of the trap closed. Tesla Blasts spat and crackled.
Energised blades clove primitive powered armour. Still the
humars fought back. His soldiery were, no doubt, becoming
increasingly anxious. Tradition diclated that, should viclory not be
won by the lime Mohep finished his recitation, the phaeron would
be compelled to join the fight. On such cecasions, the punishmenis

Yet privately the phaeron willed his Royal Warden to finish Lhe
announcement. His list of titles grew longer with every conquest,
and it had been an age now since Hasmoteph fad gotten to
Gudcher the lesser races in person. Perhaps this time, he thought,
and grivped the haft of his warscuthe tighter as Makep's voice
droned on.
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CRUSADE
ARMY

Jay Goldfinch is an army painter in the Age of
Sigmar studio, and a veteran Necron collector.
Embracing the Crusade rules, he has decided to start
a new wave of Necrons to add ta his evergrowing
collection, and to fead them out on campaign.

Jay has a huge Necron collection that includes models dating back
to the race’ first plastic releases. Jay drew the inspiration for his
colour scheme from such aeons past, specifically from a diorama
built and painted by Kirsten Mickelburgh for the first ever edition
of Codex: Necrons. Keen to apply this colour scheme across

an entire army, Jay long ago created his own dynasty. Though

the name was at first something of a joke between him and his
gaming group, he has come to embrace the Jhaetekh Dymasty:
Drawn to the dark and nihilistic side of the Necrons’ lore, Jay

sees this dynasty as being relentléss butchers who seel out enemy
worlds one after another, bombard them mercilessly from space
and then descend to exterminate whatever life remains.

To reflect this grim background, Jay has gone out of his way

to model bases strewn with rubble and wreckage. Due to the
fact that his regular gaming opponents almost all field Imperial
armnies, Jay has ensured that the vast majority of this wrack and
ruin comes from cast-offs and spares from Imperial miniature
sprues. In order to give his foremost units and characters more
presence on the tabletop, he has even taken to mounting some
of them on larger bases than those they are provided with. This
allows him even more space to display the apocalyptic remains
of each new world they destroy,

Itisn’t hard to see why, with such a rich — and indeed dark -
theme to his Necron collection, Jay was excited to begin a new
Crusade army. With this force he has been forging narratives
of death and destruction on the tabletop. He chose to begin the
new chapter of his hobby journey with the Necron minjatures
from Warhammer 40,000: Indomitus. Jay applied his time-
hanoured dynastic colour scheme to a new generation of
Necron models, and thus continued to build upon a beloved
project of many years.

So were awalkened the Skorpekh Lord Sartokh the Butcher -
soon (o earn himself epithets such as Bane of the Talassari and
Ruler of a Thousand Moons - and his soldiery, known as the
Merciless Legion. Crypteks and Destroyers both have a place
close to Jay's heart, and so his Crusade army incorporated some
of these from the very start. He included Skorpekh Destroyess
and began work on a converted Lokhust Lord and his retinue
that he hopes to unleash upon battleficlds as soon as his battles
earn him a few more Requisition points. In the meantime,
such heartless killers as Jay’s Royal Warden ~ Amkhep of the
Bloody Hand - and his Technomancer - Tzennakh the Eternal
= lead his legion on to new victories over the lesser races.

As his Crusade journey continues, Jay even intends to paint
whirling energised glyphs onta his models to deénote veteran
advancements and hard-earned battle scars, describing this
process as the activation of his dynasty’s electrodermal circuits.
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DATASHEETS

This section contains the datasheets that you will need to fight batties with your Necrons miniatures, as
well as an explanation of any selectable keywords those datasheets might have and details of army-specific
abilities. You can find out how to use datasheets in the Warhammer 40,000 Core Book.

THE <DYNASTY> KEYWORD

Many datasheets in this section have the <DYNASTY> keyword.
This is a keyword that you can select for yourself, as described in
the Warhammer 40,000 Core Book, with the guidance below.

Most Necrons unils are drawn from a dynasty. When you
include such a unit in your army, you must nominate which
dynasty it is from and then replace the <DyNAsTY> keyword
in every instance on its datasheet with the name of your
chosen dynasty. This could be one of the dynasties detailed a
‘Warhammer 40,000 publication, or one of your own design.

Example: If you include a Royal Warden in your army; and you
dectde it is from the Novokh Dynasty, its <DYNASTY> keyword
becornes Novokw and its Releritless March ability reads ‘While a
friendly NovokH CORE unit is within 6" of this model, each time that
unit is selected to make a Normal Move or Advance, until the end of
the phase, add 1" to the Move characteristic of models in that unit.’

If your army is Battle-forged, you cannot include units from two
different dynasties in the same Detachment. You can find out more
about Battle-forged armies in the Warbammer 40,000 Core Book.

WARGEAR

The weapon profiles found on datasheets describe the primary
weapons that models in that unit can be equipped with. A
summary of all Necron weapon profiles can be found on
pages 112-115.

ABILITIES

A units datasheet will list all the abilities it has. Certain
abilities that are common to many units are only referenced
on the datasheets rather than described in full. These are
described below,

DIMENSIONAL TRANSLOCATION

The Necrons are unparalleled masters of technological lore, and
can even bend the dimensions of space to suit their whims.

During deployment, you can set up this unit in a hyperspace
dimension instead of setting it up on the battlefield. If you do,
then in the Reinforcements step of one of your Movement phases,
you <an set up this unit anywhere on the battlefield that is more
than 9" away from any enemy models.

LIVING METAL

The Necrons’ semi-sentient metal skin lets them heal mid-batile.

At the start of your Command phase, each model in this unit
regains 1 lost wound,
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REANIMATION PROTOCOLS

Should a Necron be slain, its body becomnes wreathed in an eerie
glow. Crawling limbs reattach. Sundered torsos and smashed skulls
reform amidst emerald sparks. Witchlights flare back to life within
dead eye-lenses and the Necron rises again, shambling back into
their battle line. Those Necrons too catastrophically damaged to
reform vanish instead, teleported away to their tombs for repair.

Each time an enemy unit shoots or fights, after it malkes its
attacks, if any models in this unit were destroyed as a result

of those attacks but this unit was not destroyed, this unit’s
reanimation protocols are enacted and those destroyed models
begin to reassemble.

Each time a unit’s reanimation protocols are enacted, make
Reanimation Protocol rolls for that unit by rolling a number
of D6 equal to the combined Wounds characteristics of all the
reassembling models. Each Reanimation Protocel roll of 5+
is put into a pool. A Reanimation Protocol roll can never be
modified by more than -1 or +1.

If the number of dice in that pool is greater than or equal to the
Wounds characteristic of any of the reassembling models, select
one of those models to be Reanimated. A Reanimated model:

« Isadded back to its unit with its full wounds remaining.

= Can only set up within Engagement Range of enemy units
that are already within Engagement Range of the Reanimated
model’s unit.

+ Cannot, if it is your Charge phase, be set up closer to any
enemy units that are targets of a charge declared by its unit
this phase.

= Nolonger counts as having been destroyed for the purposes
of Morale tests this turn.

You then reduce the number of dice in that pool by a number
equal to the Wounds characteristic of the Reanimated

model and repeat this process until either there are no more
reassembling models, or the number of dice remaining in

the pool is less than the Wounds characteristic of any of the
reassembling models. Any models that did not Reanimate fail to
reassemble, and any dice remaining in the pool are discarded.

Example: In the Shooting phase, an enemy unit targets and makes
its attacks against a 5-strong unit of Lychguard, destraying 3 models
and leaving another with only one wound left. The Lychguard unit’s
reanimation profocols are enacted, and you now make Reanimation
Frotocol rolls for it. Each Lychguard has a Wounds characteristic of
2, so you would roll a total of six D6s. If you rolled 1, 3, 4, 5, 5 and
6, you would put three dice into a pool. This pool contains enough
dice to Reanimate one of the destroyed models, and so it is set

back up on the battlefield. After that model has been Reanimated,
there is only one dice remaining in your pool. This is not enough to
Reanimate another reassembling Lychguard model, as it is less than
the models Wounds characteristic; this dice is therefore discarded.




COMMAND PROTOCOLS

The Necron nobility make war in a codified and
reléntless fashion. Their command protocols
crackle out across multi-dimensional spectra
from carrier-wave projectors, compelling their
semi-sentient soldiery into battle one overriding
directive at a time.

If every unit from your army (excluding
DYNASTIC AGENT, C'TAN SHARD and UNALIGNED
units) is from the same dynasty, and you select
a NoBLE model 1o be your WARLORD, this unit
is eligible to benefit from this ability and the
following rules apply.

After both sides have deployed, but before
you have determined who will have the first
turn, you must assign a different one of the
command protocols below to each of the first

Example: Matts army is led by an Overlord (a
NaBLE), and every model i it is from the same
dynasty, therefore he must assign command
protocols. He selects the following, writing them
down on his army roster:

» Battle Round 1 = 2 (Sudden Storm)

s Battle Round 2 = 3 (Vengeful Stars)

» Battle Round 3 = 5 (Undying Legions)

+ Battle Round 4 = 4 (Hungry Void)

+ Battle Round 5+ = I (Eternal Guardian)

Designer’s Note: If you have a set of Necrons
Datacards, you can instead assigh your command
protocols by selecting the five corresponding cards
you wish to use and placing them in a face-down
deck in an order such that - by turning over the
top card at the start of each battle round - you
reveal the command protocol that will be active

At the start of each battle round, if any NaBLE
units from your army are on the battlefield,
the command protocol that you assigned to
that battle round becomes active for your
army until the end of that battle round.

Each command protocol is made up of

two directives. When a command protocol
becomes active for your army, reveal it to your
opponent and select one of its directives. Until
the assigned command profocol stops being
active, while a unit that is eligible to benefit
from this ability is within 6" of a friendly
NECRONS CHARACTER model {excluding C’ran
SHARD models), that unit benefits from the
selected directive,

If the battle lasts for more than five battle
rounds, then until the end of the battle,
whichever command protocol was active in the

five battle rounds, and note this down secretly
01 your army roster.

Sor your army that battle round.

fifth battle round rémains active. The available
command protocols.are show below.

1. Protocol of the Eternal Guardian
Temporary dimensional shielding flickers into being around the Necrons as
they stand tall upon the battlefield like graven statues,

* Directive 1: Each time an attack is made against this unit, if it did
not make a Normal Move, Advance or Fall Back this battle round,
this unit receives the benefit of Light Cover, as described in the
Warhammer 40,000 Core Baok.

» Directive 2: Each time an enemy unit declares a chatge against this
uit, ifthis unit is not within Engagement Range of any enemy units,
it can eithier Hold Steady or Set to Defend,

+ Ifit Holds Steady, then until the end of the phase, any Overwatch
.attacks made by models in that unit score hits on unmodified rolls of
S5+, instead of 6.
« If it Sets to Defend, then until the end of the phase, it cannot fire
Overwatch, but until the end of the next Fight phase, each time a
model in that unit makes a melee attack, add 1 to that attacis hit roll

2. Protocol of the Sudden Storm
Atcing enevgies leap from one Necron unit to the next, lending speed to
their limbs and causing their eye lenses to blaze.

= Directive 1: Add 1" to the Move charactesistic of models in this unit.
* Directive 2: If this unit is performing an action, it can still make
attacks with ranged weapons without that action failing.

3. Protocaol of the Vengeful Stars
Criss-cross fire leaps from the Necron ranks, Jorming a blazing corona of
deadly energy from which there can be no escape.

« Directive 1: Each time a model in this unit makes a ranged attack,
onan unmodified wound roll of 6, improve the Armour Penetration
characteristic of that attack by 1,

» Directive 2: Each time 2 model ini this unit makes a ranged attack that
targets a unit within half range, the target does not receive the benefits
of cover to its saving throw against that attack,

4, Protocol of the Hungry Void
The Necrons strike with date-augmented accuracy, their murderous
attacks as inescapable as the killing cold of space.

« Directive 1: Each time a model in this unit makes a melee attack,
on an unmodified wound roll of 6, improve the Armiour Penetration
characteristic of that attack by 1.

» Directive 2: Fach time a madel in this unit makes a melee attack, if
this unit made a charge move, was charged or performed a Heroic
Intervention this turn, add 1 to that attack’s Strength characteristic,

5. Protocol of the Undying Legions
At a hissing static signal, nanoscarabs are released in boiling black clouds,

that whirl about the legions and effect constant repairs.
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= Directive 1: Fach tirie this unit uses its Living Metal ability (pg 80),
each model in this unit regains 1 additional lost wound.

+ Directive 2: Each time you make Reanimation Protocol rolls for this
unit (pg 80), you can re-roll one of the dice.

6. Protocol of the Conquering Tyrant
The legions employ the siralegies of their masters in perfect synchronicity,
laying down hails of mechanically coordinated fire.

« Directive 1: Add 3" to the range of this unit’s aura abilities (t0.a
maximum of 12) and inctease the range of the following abilities this
unit has by 3" (to a maximum of 12"): Lord's Will; My Will Be Done:
Rites of Reanimation.

» Directive 2: This unitis eligible to shoot in a turn in which it Fell
Back, but if it does, then until the end of the turn, each time x model
in this unit makes a ranged attack, subtract 1 from that attacks hit roll




Imotekh is a sublimely

skilled strategist,

wielding his armies

with hyperlozic

and unleashing deadly

strategic ploys. In battle he
ates enemies with

his Gauntlet of Fire, blasts

them with pan-dimensional

energies from his Staff of
stroyer or humb

them in punishing one-on-

one duels,

Orikan is a master
astromancer, using his
knowledge of astral
tions to predict

of battle and
empower himself with
cosmic energies. He
supplements these skills
with chronomanti ilities
that allow him to see
events before they happen
and know just where to aim
his blows.

IMOTEKH THE STORMLORD

8 POWER

No. Name M

WS BS S T W A Ld Sv

1 Imotekh the Starmlord B"

2+ 2+ 5 3 & 4 10 2+

imotekh the Stormlord is equipped with: Gauntlet of Fire; Staff of the Destroyer. Your army can only include one IMOTEKH THE

STORMLORD model.

WEAPON RANGE TYPE S AP D ABILITIES
Each time an attack is made
Gauntlet of Fire 12" Assauh DG g -1 1 withthis weapon, thatattack
automatically hits the target.
Staff of the Destroyer (shooting) 18" Assault3 B 3
Staff ofthe Destrayer [melee) Melee  Melee +1 -3 -

ABILITIES

Living Metal, Command Protocols (pg 80-81)

My Will Be Done: In your Command phase, you can select
one friendly SAUTEKH CORE unit within 9" of this unit.
Until the start of your next Cornmand phase, each time a
model inthat unit makes an attack, add 1 to that attack’s
hitroll. Each unit can only be selected for this ability once
per phase.

Relentless March [Aura): While a friendly SAUTEKH

CoRE unit is within 6" of this madel, each time that unitis

selected to make a Normal Move or Advance, until the end
of the phase, add 1" to the Move characteristic of models

in that unit.

Phase Shifter: This model has & 4+ invulnerable save.

Lord of the Storm: Once per battle, in your Shoating
phase, this medel can call the storm, [fit does, selactone
enemy model within 48" of and visible to it [you can anly
select a CHARACTER model with a Wounds characteristic
of 9 or less if it is the closest enemy model to Imotekh].
Roll one D& for each other enemy unit within 6" of that
model: on a 4+, that unit suffers D3 mortal wounds. Then
roll one D&: on a 4+, that model suffers 3 mortal wounds.

Grand Strategist: If your army is Battle-forged, you
receive 2 additional Command Points if you select this
madel as your WARLORD.

Phaeren: This model can use its My Will Be Dore one
additional tirne per turn,

FACTION KEYWORDS: NECRDNS, SAUTEKH

KEYWORDS: INFANTRY, CHARACTER, PHAERON, OVERLORD, NOBLE, IMOTEKH THE STORMLORD

ORIKAN THE DIVINER

6 POWER

WS BS S i W A Ld Sv

No. Name M
1 Orikan the Diviner oY
Orikan Empowered 51

3+ 34 4 4 5 ? 10 44
26 PR 7 7 5 (R EO

Orikan the Diviner is equipped with: Staff of Tomoerrow. Your army can only include ane DRIKAN THE DIVINER model,

WEAPON RANGE TYPE S AP D ABILITIES
Each time an attack is made with this weapon,
Staff of Tomorrow Melee  Melee User -3 D3 invulnerable saving throws cannot be taken
againstthat attack,
ABILITIES

Living Metal, Command Protocols (pg 80-81)

Master Chronamancer: In your Command phase, you can
select one friendly NECRONS unit within 9" of this madel.
Uniil the start of your next Command phase, you can re-
roll charge rolls made for that unit and models in that unit
have s 5+ invulnerable save.

Prescient Strike: Atthe start of the Fight phase, ifthis
madel is within Engagemant Range of any enemy units, it
can fight first that phase.

Timesplinter Mantle: This mode| has a 4+
invulnerable save.

The Stars Are Right: In your Command phasg, if this
model is on the battlefield, roll one D6: if the resultis
less than the current battle round number, then until
the end of the battle, use the Orikan Empowered profile
for this model [note thatany wounds it has already last
remain lost).

FACTION KEYWORDS: NECRONS

KEYWORDS: INFANTRY, CHARACTER, CHRONOMANCER, DYNASTIC AGENT, CRYPTEK, ORIKAN

THE DIVINER




ANRAKYR THE TRAVELLER

? POWER

No. Name M

WS BS § IF W A Ld sv

1 Anrakyrthe Traveller 6"

2+ 2+ 6 5 [ 4 10 3+

Anrakyrthe Traveller is equipped with: tachyon arrow; warseythe. Yaur army can only include one ANRAKYR THE

TRAVELLER model,

WEAPON RANGE TYPE S AP D ABILITIES

Tachyon arrow 120" Assaultl 12 -5 D6 The baates can only shooywith this
wezpan once per battle.

Warscythe Melee  Melee +2 -4 2

ABILITIES

Living Metal, Command Protocols [pg 80-81)

My Will Be Done: In your Carmmand phase, you can select
ane friendly NECRONS CORE unit within 9” of this madel,
Until the start of your next Command phase, eachtime a
model in that unit makes an attack, add 1 to that attack's
hitroll. Each unit can only be selected for this ability once
per phase.

Relentless March (Aura): While a friendly NEcrons
CORE unitis within 6" of this model, each time that unitis
selected to make a Nermal Move or Advance, until the end
of the phase, add 1" to the Move characteristic of models
in that unit,

Phase Shifter: This model has a 4+ invulnerable save.

Lord of the Pyrrhian Legions [Aura): While a friendly
NEecrons CORE unitis within 6” of this model, add 1 to the
Attacks characteristic of models in that unit,

Mind in the Machine: At the start of your Shooting phase,
you can select one enemy VEHICLE model that is visible
to and within 12" of this model and roll 306 {if the mode|
you selected is TITANIC, roll 206 instead]. Ifthe resultis
greaterthan or equal to the Leadership characteristic of
the selected model, you can shoot one of that model's
ranged weapons as if that model was a unit from your
army, using this model's Ballistic Skill characteristic
instead of the target model's.

FACTION KEYWORDS: NECRONS

KEYWORDS: INFANTRY, CHARACTER, NOBLE, DYNASTIC AGENT, OVERLORD, ANRAKYR THE TRAVELLER

VARGARD OBYRON

5 POWER

No. Name M

WS BS S T W _ A Ld 5S¢

1 Vargard Obyron 6"

2+ 3+ 5 5 B 4 10 2+

Vargard Obyron is equipped with: warscythe. Yourarmy can only inelude one VARGARD DBYRON modsl.

WEAPON RANGE TYPE S AP D ABILITIES
Warseythe Melee  Melee +2 -4 2 -
ABILITIES

Living Metal, Command Protocols, Dimensional
Translocation (pg 80-81)

Cleaving Caunterblow: When this model is destroyed by
amelee attack, do not remove this model from play; after
the attacking model's unit has finished making its attacks,
this model fights as if it were the Fight phase. This model
is then removed from play.

The Lord’s Will: In your Command phase, you can select
one friendly SauTEKH CoRE unitwithin 9" of this model.
Until the start of your next Command phase, each time a
madel in that unit makes an attack, re-roll a hitroll of 1,

The Vargard’s Duty [Aura]: While a friendly Nemesor

ZAHNDREKH unit is within 3" of this model, enemy madels
cannot target that unit with ranged attacks.

Relentless March [Aura): While a friendly SAUTEKH

CORE unit is within 6" of this model, each time thatunitis

sefected 10 make a Normal Move or Advance, until the end
ofthe phase, add L" to the Move characteristic of models

in that unit.

Ghostwalk Mantle: At the start of your Movement phase,
you can remove this model from the battlefield. If you do,
then in the Reinforcements step of that phase, set this
model back up on the battlefield, anywhere within 3" of a
friendly NEMESOR ZAHNDREKH model,

Ever-present Protector: Ifa Detachment includes
NEMESOR ZAHNDREKH, then VARGARD OBYRON can
be included in that Detachment without taking up a
Battlefield Role slot.

FACTION KEYWORDS: NECRONS, SAUTEKH

KEYWORDS: INFANTRY, CHARACTER, LORD, NOBLE, VARGARD OBYRON

Anrakyr voyages from one
tomb world to the next at
the head of his veteran
Pyrrhian Eternals. Anrakyr's
Tachyon arrow can
unleash an unstoppable
thunderbolt of energy,
capable of shattering
mountains, and his will is
so great that he can even
seize temporary control
of his enemies’ engines
of war.

Obyron is Nemesor

powerful clos

combatant, Moreover,
thanks to his ghostwalk
mantle, he is always ready
to teleport back to h
master's side and place
his resilient living metal
form between Zahndrekh
and harm.

83




Hluminor Szeras is a
ghoulish bioscientist who
haunts the battlefield

to gather luckless living
specimens, He is a
master of technomantic
lore and android
augmentation, emplc
horrible arcanoscien
instruments to disassemble
his enemies, even as he
fortifies the living metal
forms of his allies.

Nemesor Zahndrekh is
one of the finest generals
in the Sautekh Dynasty,
ertly directing his own
warriors while neutralising

his enemies’ every
it. is especially
ressive considering
degraded engrammatic
state, which has left him
Il lives and
breathes during the time
of the Necrontyr,

8 POWER

ILLUMINOR SZERAS

No. Name M

WS BS S T WA d ey

1 luminorSzeras g8"

I+ I+ 6 6 14 4 10 3+

llluminor Szeras is equipped with: Eldritch Lance; impaling legs. Your army can only include one ILLUMINDR SZERAS madel.

WEAPON RANGE TYPE S AP D ABILITIES
Eldritch Lance (shooting] 36" Assault D3 8 -4 D6 -
Eldritch Lance [melee] Meles  Melee User -4 2

. Each time the bearer fights, it makes
Impaling legs Weise: el Rer =2 2 additional attacks with this weapon,
ABILITIES

Living Metal, Command Protocols (pg 80-81)

Rites of Reanimation: in your Command phase, you can
select one friendly NECRONS CoRE unftwithin 6 of this
model. One destroyed model from thatunitis Reanimated
(pg 80]). If the elected unitis a NECRoN WARRIORS unit, D3
destroyed models from that unit are Reanimated instead.

Each unit can only be selected for this ability once per phace.

Empyric Overcharger [Aura): While an enemy PSYKER unit
is within 12" of this model, each time a Psychictestis taken
forthat unit, it suffers Ferils of the Warp on any dice rall that
includes a double, instead of only a double 1 ordouble B.

Atomic Energy Manipulator: n the Fight phase, if this madel
destroys one ar more enemy models, then at the end of that
phase itcan use its Mechanical Augmentation ability as if it
were the end of your Movement phase.

Mechanical Aupmentation: At the end of your Movement
phase, you can select one friendly NECRONS CORE unit
within &" of this model. If you do, roll one D3 and consult the
tahle below:

03 Result

1 Until the end of the battle, add 1 to the Strength
characteristic of models in that unit.

2 Until the end of the battle, add 1 ta the

Toughness characteristic of models in that unit,

3 Until the end of the battle, improve the Ballistic
Skill characteristic of models in that unitby 1,

Each unit can only be selected for this ability once per battle,

Hluminor: This model can use its Rites of Reanimation abiliy
one additional time per turn.

FACTION KEYWORDS: NECRONS

KEYWORDS: INFANTRY, CHARACTER, DYNASTIC AGENT, CRYPTEK, TECHNOMANCER, ILLUMINOR SZERAS

NEMESOR ZAHNDREKH

? POWER

WS BS S T W A Ld Sv

~ No. Name M

1 Nemesor Zahndrekh B”

2+ 2+ 5 5 B 4 10 24

Nemesor Zahndrekh is equipped with: staff of light. Your army can only include one NEMESOR ZAHNDREKH madel,

WEAPON RANGE TYPE S AP D ABILITIES
Staff of light [shooting] 18" Assault3 5 -2 1 -
Staff of light [melee) Melee  Melee User -2 1

ABILITIES

Living Metal, Command Protocols [pg 80-81)

My Will Be Done: In your Cammand phase, you can select
one friendiy SAUTEKH CORE unitwithin 8” of this model,
Until the start of your next Command phase, each time a
madel in that unit makes an attack, add 1 to that attack’s
hit roll. Each unit can only be selected for this ability once
per phase.

Relentless March (Aura): While a friendly SAuTEKH

CORE unit is within 6" of this model, each time that unit is
selected to make a Normal Move or Advance, until the end
of the phase, add 1" to the Move characteristic of models
in that unit,

Counter Tactics: Once per batte, when your opponent
declares they will use a Stratagem during a battle round
but before any Command points are spent, this model
can engage its counter tactics. If it does, your oppenent
cannot use that Stratagem this battle rourd.

Phase Shifter: This mode| has a 4+ invulnerable save,

Transient Madness: In your Command phase, you can
selectone friendly SAUTEKH CORE unitwithin 9" of this
model and rall 30E. If the total is |ess than this model's
Leadership characteristic, you can select one of the
results below to apply to that unit; otherwise, rall one D3
to determine which of the results below 2pply to that unit.

D3 Result

1 Avenge the Fallen: Until the start of your
next Command phase, add 1 to the Attacks
characteristic of models in that unit.

2 Queli the Rebellion: Until the start af your
next Command phase, improve the Ballistic
Skill of models in that unit by 1.

3 Solarmills? Charge!: Until the start of your
next Command phase, you can re-roll charge
rolls made for that unit.

FACTION KEYWORDS: NECRONS, SAUTEKH

KEYWORDS: INFANTRY, CHARACTER, OVERLORD, NOBLE, NEMESOR ZAHNDREKH




TRAZYN THE INFINITE

5 power

No. Name M

WS BS S T W xAaldl ey

1 Trazynthe Infinite 6"

2 2+ 5 5 ] 4 10 3+

Trazyn the Infinite is equipped with: Empathic Obliterator,

Yourarmy can only include one TRAZYN THE INFINITE model.,

WEAPON RANGE TYPE S AP D ABILITIES
Each time an attack is made with this weapon, if
. - @ CHARACTER model is destroyed by that attack,
B athi D15 Salee:  Molee e 03 each enemy unit within 6" of the bearer suffers
D3 mortal wounds.
ABILITIES

Living Metal, Command Protacols (pg 80-81)
Phase Shifter: This model has a 4+ invulnerable save.

My Will Be Done: n your Command phase, you can select
one friendly NECRONS CORE unit within 9" of this model.
Until the start of your next Command phase, each time 3
model in that unit makes an attack, add 1 to that attack’s
hitroll. Each unit can only be selected for this ability ance
per phase.

Ancient Collector: If this model iz included in your
amy, the Dynastic Heirlooms Stratagem (pg 57) costs
1 fewer Command points to use the first time you use it.
Ifthis model is included in your Crusade force, the Relic
Requisition costs 0 Requisition points to use.

Surrogate Hosts: When this model is destroyed, instead
of using any ather rule that s triggered when a model is
destroyed, after removing it fram play you can roll one
05:0n a 2+, you can select anather friendly NECRONS
INFANTRY CHARACTER model on the battlefield [excluding
named characters]. Remove that model as if it were
destroyed [you cannot use any rules that are triggered
when a mode| is destroyed] and return this madel to
play, placing it in the removed model's place with 3
wounds remaining,

Relentless March (Aura): While a friendly NEcrons
CoRe unitis within 6" of this madel, each time that unit is
selected to make a Normal Move or Advance, umtil the end

of the phass, add 1" to the Move characteristic of models
in that unit,

FACTION KEYWORDS: NECRaNS

KEYWORDS: INFANTRY, CHARACTER, OVERLORD, NOBLE, DYNASTIC AGENT, TRAZYN THE INFINITE

A thief of moments in

history, Trazvn tz

the battlefield to

that which cunning cannot

secure. His Empathic

Obliterator triggers psionic

shock waves that kill not

only his immediate

but those of a like mind

nearby, while his ability

rrogate

ensures
ndee

body to the ne»
he is hard to s




Royal Wardens ensure
their lord’s will is carried
out by the dynasty's vast
armies. They possess the
initiative to adapt the
strategies of the phalanxes
under their command with
engrammatic logic. While
they retain independence
of thaught, protocols
buried deep within their
living metal cortices render
them unquestioningly loyal.

Skorpekh Lords have
fallen far from their noble
beginnings, allowing an
obsession with slaushter
to twist their bodies and
minds. Lurching forward
on tripod beodies, their
enmitic annihilators
blast victims messily
apart as their claws and
blades lash out to reap
a crim est across
the battlefield.

4 power

ROYAL WARDEN

No. Name M WS BS S T W A Ld Sv
1 Royal Warden 8" 3+ 3+ 5 5 4 3 10 3+

A Royal Warden is equipped with: relic gauss blaster.

WEAPON RANGE TYPE S AP D ABILITIES
Relic gauss blaster DS Hapid Fire 2 ] -2 2
ABILITIES

Living Metal, Command Protocols [pg 80-81)

Adaptive Strategy: In your Command phase, you can select one friendly <DYNASTY> CORE unit within 9° 0% this model,
Untii the end of the turn, that unit is eligible to shoot and declare a charge with in a turn in which they Fell Back.

Relentless March (Aura): While a friendly <DynasTY> CORE unitis within 6" of this modal, each time that unit is selected
0 make a Normal Move or Advance, until the end of the phase, add 1" ta the Move characteristic of madels in that unit.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, CHARACTER, ROYAL WARDEN

SKORPEKH LORD 7 POWER
No. Name M WS BS S T W A Ld Sv
i Skerpekh Lord 8" 2+ 2+ b 6 b 4 10 3+

ASkorpekh Lord is equipped with: enmitic annihilator: flensing claw; hyperphase harvester.

WEAPON RANGE TYPE S AP D ABILITIES
Enmitic annihilator 18" Assault 2D3 B -1 1 Blast
Haneing cléw Milds:  Milss Oser 4 1 Each time an attack is made with this

weapon, make 2 hitrolls instead of 1.

Each time an attack is made with
this weapaon, subtract 1 from that
attack’s hit roll.

Hyperphase harvester Melee  Melee +2 -4 3

ABILITIES
Living Metal, Command Protocols [pg 80-81)

Phase Shifter: This model has a 4+ invulnerable save.

United in Destruction [Aura): While a friendly <DynasTY>
DESTROYER CULT unit is within B" of this model, each time
amodelin that unit makes an attack, re-roll a wound rall
of 1.

Hardwired for Destruction: Each time this model makes
an attack, re-roll a hit roll of 1.

FACTION KEYWORDS: NECRONS, DESTROYER CULT, <DYNASTY>
KEYWORDS: INFANTRY, CHARACTER, SKORPEKH LORD




CATACOMB COMMAND BARGE

9 POWER

No. Name

M WS BS S T W A [Id S»

1 Catacomb Command Barge 2" 2+ 2+ 5 6 9 4 10 3+

A Catacornb Command Barge is equipped with: gauss cannon; staff of light.

WEAPON RANGE TYPE S AP D ABILITIES
Gauss cannon 24" Heavy 3 6 -3 D3
Staff of light [sheoting) 18" Assault 3 5 -2 I -
Each time an attack is made with this
Tesla cannon 307 Heavy 3 5 0 1 weapon, an unmodified hit roll of 6
scores 2 additional hits.
Hyperphase sword Melee  Melee +1 3 1
Staff of light [melee] Melee  Melee User -2 1
i Wt o 1 SO e |
Warscythe Melee  Melee +2 -4 2
OTHER WARGEAR ABILITIES

Resurrection orb

Once perbattle, in your Command phase, the bearer can use its resurrection orb. If it does,
selectone frigndly <DYMASTY> unitwithin 6" of the bearer thatis not at its Starting Strength
and has net had fts reanimation protacols enacted this phase. That unit’s reanimation
protocols are enacted, and every destrayed model in that unit begins to reassemble,

WARGEAR OPTIONS

* This model's gauss cannon can be replaced with 1 tesla cannon.
= This model’s staff of light can be replaced with ene of the fallowing: 1. hyperphase sword; 1 voidblade; 1 warscythe.
= This model can be equipped with 1 resurrection orb.

ABILITIES

Some Necron nobles
ride to battle enthroned
on Catacomb Command
Barges. These armoured
skimmers beam out carrier
waves that bear anoble’s
orders directly to the
gians, while

so providing them with

quantum shielding, heavy

perphase.

in that unit.

Living Metal, Command Protocols [pg 80-81]

My Will Be Dene: In your Command phase, you can select
one friendly <DYNASTY> CORE unit within 3" of this model.
Until the start of your next Command phase, each time a
model in that unit makes an attack, add 1 to that attack's
hitrell. Each unit can only be selected for this ability once

Relentless March (Aura): While a friendly <DyNASTY>
CORE unitis within 6" of this mudel, each time that unitis
selected to make a Normal Mave or Advance, until the end
of the phase, add 1" to the Move characteristic of models

Quanturn Shielding; This model has a 5+ invulnerable
save. In addition, each time an attack is made against
this model, an unmodified wound rell of 1-3 always
fails, irrespective of any abilities that the weapon or the
attacker may have.

Explodes: When this model is destroyad, roll one D&
before removing it from play. On a B it explodes, and each
unit within 3" suffers L mortal wound.

Hovering: Distances are measured to and from either this
model’s hull or its base, whichever is the closest.

gauss firepower and a
fast-moving platform from
which to fight.

FACTION KEYWORDS: NECRONS, <DYNASTYS>

KEYWORDS: VEHICLE, CHARACTER, QUANTUM SHIELDING, NOBLE, OVERLORD, FLy, CATACOMB
CoMMAND BARGE




OVERLORD 6 rower

No. Name M Ws BS S T W A Ld Sv
1 Overlord B 2+ 2+ 5 5 5 4 10 3+
An Overlord is equipped with: tachyon arrow; hyperphase glaive.
WEAPON RANGE TYPE S AP D ABILITIES
Staff of light [shooting) 18" Assault 3 5 -2 1
Tackyonarrow 120"  Assauki 12 5 08 The bearer can only shoot with this weapan
once per battle.
Hyperphase glaive Melee  Melee +2 -3 03
Hyperphase sward Melee  Melee +1 =3 1
Staff oflight [melee) Melee  Melce User -2 1
. Each time the bearer fights, it makes 1
Voidblade Melee  Melee User -3 1 additional attack with this weapon,
2 Each time an attack is made with this
Voidscythe Meige  Melee € 4 3 weapon, subtract 1 from that attacks hit rall,
Warscythe Melee  Melee +2 -4 2

OTHER WARGEAR  ABILITIES

Once per battle, in your Command phase, the bearer can use its resu rrection orb. If it does,
select one friendly <DYNASTY> unit within 6" of the bearer that is not at its Starting Strength and
has not had its reanimation protocols enacted this phase. That unit’s reanimation protocols are
enacted, and every destroyed model in that unit begins to reassemble.

Resurrection orb

WARGEAR OPTIONS

= This model's tachyon arraw and hyperphase glaive can be replaced with one of the following: 1 hyperphase sword; 1
staff of light; 1 voidblade; 1 voidscythe; 1 warscythe.

= If this model is not equipped with a tachyon arraw, it can be equipped with 1 resurrection orb.

ABILITIES
Overlords lead the Necron
Living Metal, Command Protocols [pg 80-81) My Will Be Done: In your Command phase, you can select dynasties in battle.
Relentless March (Aura): While a friendly <DynasTY> one friendly <DYNASTY> CORE Unit within 9" of this model, Their android minds are
CoRe unitis within 6" of this model, each time that unitis ~ Until the start of your next Command phase, each time a tremen
selected to make a Normal Mave or Advance, untiltheend ~ Modelin thatunit makes an attack, add 1 oihatattack’s and their weapons
_ofthe phzfse* add 1" to the Move characteristic of madels h:rrolri;iaech unit can only be selected for this ability once B e letfwa i v
in that unit. EPRGE; the Overlords’ indomitable
Phase Shifter: This model has a 4+ invulnerable save. wills that are perhaps their
fearsome assets,
FACTION KEYWORDS: NECRONS, <DYNASTY> with these they dri
KEYWORDS: INFANTRY, CHARACTER, NOBLE, OVERLORD entire armies to w:
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Technomancers possess
the power fo augment
and swiftly repair Necron
units and Caneptek

use Canoptek cloaks tc

flit swiftly to wherever

they are heeded most,

while others employ the

nanoscarab beams of their
ptek control nodes to
ent from afar.

Psychomancers study
the science of fear, T
are expert manipulators,
conjuring phantasms and
temporary hard-light
constructs that trigger
nal survival instincts
in their victims' minds, or
overload even the most
d soria. No
being is safe from the

TECHNOMANCER

4 POWER

_ No. Name _ M

WS THS s T WA iRy

1 Technomancer 5"

3+ 3+ 4 a4 4 L 10 4

ATechnomancer is equipped with: staff of light,

WEAPON RANGE TYPE S AP D ABILITIES
Staff of light [shosting) 18" Assault3 5 -2 1

Staff of light (melee) Melee  Melee User -2 1 =

OTHER WARGEAR  ABILITIES

The bearer has a Move characteristic

Canoptek cloak Movement phase, you can repair one

of 10" and the FLY keyword. In additian, at the end of your
friendly <DYNASTY> model within 3" of this model. That

model regains up to D3 lost wounds. Each model can only be repaired once per turn.

The bearer has the following ability: ‘Contral Nede [Aura): While a friendly <DYNASTY> CANGPTEK

Canoptek control node
attack’s hitroll.

unit is within 6" of this model, each time a model in that unit makes an attack, add 1 tothat

WARGEAR OPTIONS

= This model can be equipped with one of the following: 1 Canoptek cloak; 1 Canoptek contral nade.

ABILITIES

Living Metal, Command Protocols (pg 80-81)

Dynastic Advisors: If yourarmy is Battle-forged, then for
each CRYPTEK unit [excluding DYNASTIC AGENTS units)
included in a Detachment that also contains at least one
NDBLE unit, a second CRYPTEK unit [excluding DYNASTIC
ABGENTS units] can be included inthat Detachment without
taking up an additional Battlefield Role slot.

Rites of Reanimation: In your Command phase, you can
selectone friendly <DYNASTY> CORE unit within 6" of this
maodel. One destroyed mode! fram that unit is Reanimated
(pe 80). Ifthe selected unitis a NECRON WARRIORS unit,
D3 destroyed models from that unit are Reanimated
instead. Each unitcan only be selected for this ability once
per phase.

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: INFANTRY, CHARACTER, CRYPTEK, TECHNOMANCER
PSYCHOMANCER 4 rower
No. Name M WS BS S T W A Ld Sy
1 Psychomancer 5 3+ 3+ 4 4 4 1 10 4+

A Psychomancer is equipped with: abyssal lance,

. WEAPON RANGE TYPE S AP D ABILITIES
Abyssal lance [shooting) 18" Assault3 4 3 1
Abyssal lance [melee] Melee  Melee User 3 1

ABILITIES

Living Metal, Command Protocols [pg 80-81]

Dynastic Advisors: [fyour army is Battle-forged, then foreach
CRYPTEK unit [excluding DYMASTIC AGENTS units) included ina

Detachmentthat also contains at least one NOBLE unit, a second
CRYPTEK unit [excluding DYNASTIC AGENTS Units) can be included

in that Detachment without tzking up an additional Battlefield
Role slot.

* The selected unit cannot perform actions [if
that unitis currently performing an action, it
immediately fails].

¢ The selected unit loses the Objactive
Secured abiljty.

* Halve Advance rolls and charge rolls made forthe
selected unit.

* The selected unit cannet fire Dverwatch or Set

Harbinger of Despair: In your Morale phase, you can select one
enemy unit within 127 ofthis model and roll 306: if the result is
greaterthan the enemy unit's Leadership characteristic, select
one of the results opposite to take effect until the start of your
next Morale phase. Each unitcan anly be selected for this ability
once per phase,

to Defend, and is not eligible to fight in the Fight
phase until after all eligible units from your army
have done sa.

Nightmare Shroud (Aura): While an enemy unit

is within 6" of this model, subtract 1 from the
Leadership characteristic of models in that unit
and subtract 1 from Combat Attrition tests taken for
that unit.

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: INFANTRY, CHARACTER, FLY, CRYPTEK, PSYCHOMANCER




CHRONOMANCER 4 rower

No. Name M WS BS S T W A Ld Sv
3+ 4 4 4 1 10 4+

1 Chronomancer 8" 3+

A Chrenamancer is equipped with: seonstave; chronotendils.

WEAPON RANGE TYPE S AP D ABILITIES
Blast. Each time an attack is made with this
Aeonstave [shaoting) 18" AssaultD3 & -2 1 weapon, invulnerable saving throws cannat be
taken against that attack.
Entrapic lance (shoating) 18" Assaultt 8 3 0343 -
Each time an attack is made with this weapan,
Aeonstave [melee) Melee  Melee User -2 1 invulnerable saving throws cannot be taken
against that attack.
Chaioteids Mélee  Melse Usee i 1 Each tlme_the ?earerﬂghts, it makes 3 additional
attacks with this weapon,
Entropic lance [melee) Melee Melee User -3 3

WARGEAR OPTIONS

= This medel's azonstave can be replaced with 1 entropic lance.

Chronomancers are
Crypteks who harness
temporal energies, their

ABILITIES

Living Metal, Command Protocels [pg 80-81)

Dynastic Advisors: |f yourarmy is Battle-forged, then for
each CRYPTEK unit [excluding DYNASTIC AGENTS units)
included in a Detachment that also contains atleast one
NOBLE ynit, a second CRYPTEK unit [excluding DYNasTIC
AGENTS units] can be included in that Detachmentwithout
taking up an additional Battlefield Role slot.

Timesplinter Mantle: This model has a 4+ invulnerable save,

Chronometron: In your Command phase, you can select
one friendly <DYNASTY> unit within 9" of this model. Until
the start of your next Command phase, you can re-roll
charge rolls made for that unit and models in that unit
have a 5+ invulnerable save.

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: INFANTRY, CHARACTER, FLY, CRYPTEK, CHRONOMANCER

aeonstaves and entropic
lances slowing down or
speeding up weaponised
time. Their timesplinter
mantles use crystallised
moments to confound
enemy blows while their
chronometrons hasten
allies through time itself.

PLASMANCER 4 power
No. Name M WS B S T W A Ld Sv
1 Plasmancer L3 ] 3+ 3+ 4 4 4 1 10 &y

A Plasmancer is equipped with: plasmic lance.

WEAPON RANGE TYPE S AP D  ABILITIES
Plasmic lance [shooting] 18" Assault D3 7 -3 Zz
Plasmic lance [melee) Melee  Melee User -3 z

ABILITIES

Living Metal, Command Protacols [pg 80-81)

Living Lightning: Atthe start of the Fight phase, roll ane DB
far each enemy unitwithin &7 of this model: on a 4+, that
unit suffers 1 mortal wound.

Harbinger of Destruction: At the end of your Moverment
phase, if this model did not Fall Back that phase, rall three
DBs: for each 4+, the closest enemy unit within 24" of and
visible to this model suffers 1 mortal wound.

DOynastic Advisors: If your army is Battle-forged, then for
each CRYPTEK unit (excluding DYNASTIC AGENTS units)
included in a Detachment that also contains at leastone
NOBLE unit, a second CRYPTEK unit (excluding DYNASTIC
AGENTS units] can be included in that Detachment without
taking up an additional Battlefield Role slot.

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: INFANTRY, CHARACTER, FLY, CRYPTEK, PLASMANCER

Plasmancers are unsubtle

annihilators, They are
e of wielding energy
apen itself rather
than needing to bind it
to other forms. Arcs of
unstable lightning leap
from their forms to wrack
nearby foes, and
gesture these
can channel those same
energies inte searing
ranged blasts,




Necron Warriars attack in
rank upon shambling rank.
Individually little more
than mindless autemata,
relentless and

when commanded

:se. The Warriors’

¢ bodies can self-
repair from even the most
hideous damage, while
their unceasing volleys of
fire butcher the foe with
mechanical efficiency.

Once the shook troops of
the Necrontyr, Immortals

still provide their masters
with @ powerful core of

skilled soldiery
later. More anced than
MNecron W s, they
can employ a number of
tegies even without
command, and their
firepower makes them
se or mid-
ments.

millennia

NECRON WARRIORS 6 rower
No. Name M WS BS S T W A Ld Sv
10-20 Necron Warrior 5" 3+ 3+ 4 4 1 1, 10 4+

Ifthis unit contains 11 or more models, it has Power Rating 12. Every modelis equipped with: gauss flager.

WEAPON RANGE TYPE S AP D ABILITIES
Gauss flayer 24" Rapid Fire 1 4 -1 1
§ Gauss reaper 12" Assault 2 5 -2 L =
SN L — =
ARGEAR OPTIONS

* Any number of models can each have their gauss flayer replaced with 1 EAUSS reaper.

ABILITIES
Reanimation Protocols, Command Protacols [pg 80-81) Their Number is Legion: Re-roll Reanimation Protocal rolls
of 1 made for this unit. -

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: INFANTRY, CORE, NECRON WARRIORS
IMMORTALS 4 rower
No. Name M WS BS § T W A Ld Sv
510 Irmmortal 5" 3+ 3+ 4 5 1 2 10 3+

If this unit contains 6 or more models, it has Power Rating 8. Every model is equipped with: gauss blaster,

WEAPON RANGE TYPE S AP D ABILITIES

Gauss blaster 30" Rapid Fire 1 5 -2 1 -
Each time an attack is made with this

Tesla carbine 24" Assault 2 5 0 1 weapon, an unmodified hit roll of 6 scores 2
additional hits.

WARGEAR OPTIONS

= All of the models in the unit can have their gauss blaster replaced with 1 tesla carhine each.

ABILITIES

Reanimation Protocols, Command Pratocols (pg 80-81)

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, CORE, IMMORTALS




CANOPTEK REANIMATOR

6 POWER

No. Name M

WS BS S T W A Ld Sv

1 Canoptek Reanimator 8"

4+ A ! 5 5 4 10 3+

ALanoptek Reanimator is equipped with: 2 atorniser beams; reanimator’s claws.

WEAPON RANGE TYPE AP D AB| LFTIES_
Atomniser beam iz Assault 3 -2 1

Reanimator’s claws Melee  Melee User -2 1

ABILITIES

Living Metal, Command Protocals [pg 80-81]

Explodes: When this model is destroyed, roll one D6
before removing it from play. On a G itexplodes, and each
unitwithin 3" suffers 1 mortal wound.

Nanoscarab Reanimation Beam (Aura): Inyour
Command phase, you can select one friendly <DYNASTY>
unitwithin 6" of and visible to this model. Until the start of
your next Command phase, while that unitis within 6" of
and visible to this model, that unit is being healed by this
model's reanimation beam. While 2 unit is being healed by
a reanimation beam, add 1 to Reanimation Protocol rolls
made for that unit. Each unit can only ever he healed by
one reanimation beam at a time.

FACTION KEYWORDS: NECRONS, CANOPTEK, <DYNASTY>

KEYWORDS: MONSTER, CANOPTEK REANIMATOR

Canoptek Reanimators
prowl the Mecron lines,
out ethereal

HEXMARK DESTROYER

touched by these

lights stagger to

resur d, repaired and
ready to fight again. Foes
are less fortunate, wailing
in agony as their atoms are
torn apart and recombined
in a hideous, gory fashion.

4 POWER

No. Name M

WS BS § T W A Ld Sv

1 Hexmark Destroyer 8"

3+ 2+ 5 5 5 4 10 3+

A Hexmark Destroyer is equipped with: 6 enmitic disintegrator pistals.

WEAPON RANGE TYPE AP D  ABILITIES
Enmitic disintegrator pistol ig" Pistol 1 -1 1
ABILITIES

Living Metal, Command Protocols, Dimensional
Translocation (pg 80-81)

Inescapable Death: Each time this model makes a ranged
attack, you can ignare any orall hit roll and Ballistic Skill
modifiers, and the target does not receive the benefits

of cover against thatattack. In addition, each time this
madel fires Overwatch, it scores hits on unmodified hit
rolls of 2+, instead of 6.

Multi-threat Eliminator: Each time an enemy model

is destroyed by a ranged attack made by this model’s
enmitic disintegrator pistols, after this model makes the
rest of its attacks, it can shoot with ane of its enmitic
disintegrator pistols one additional time. These attacks
cannot generate additional attacks,

Hardwired for Destruction: Each time this model makes
an attack, re-roll a hit roll of 1.

FACTION KEYWORDS: NECRONS, DESTROYER CULT, <DYNASTY>
KEYWORDS: INFANTRY, CHARACTER, HYPERSPACE HUNTER, HEXMARK DESTROYER

Hexmark Destroyers were
oncé Deathmarks. Bursting
from their dimensicnal
oubliettes like ambush
predators, these
hunchbacked monsters
unleash inescapable
hails of enmitic fire.
Independent octlar
targeting and optimised
firing patterns leave their
prey with no escape.
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Incapable of disloyalty and
clad in forms as resilient
ndent as their
chguard are
protectors.
Whether reaping the
foe with warscythes

advancing with dispersion
shields locked and
hyperphase swords
thrumming, at close
quarters these bodyguards
are nigh on unstoppable.

No target can evade the
Deathmarks. Watching from
dimensional oubliettes,
these expert snipers
track enemy movements,
communications and
even teleport signatures
before striking. They do
50 in a blaze of synaptic
disintegrator fire that
shreds not only their
victims’ bodies, but also
their very minds.

LYCHGUARD ? PowER

No. Name M WS BS S T W A Ld Sv

510 Lychguard B 3+ 3+ 5 5 2 31w 3

Ifthis unit contains 6 or more models, it has Power Rating 14, Every model is equipped with: warscythe.

WEAPON RANGE TYPE S AP D ABILITIES

Hyperphase sword Melee  Melee +1 -3 1

Warscythe Melee  Melee +2 -4 2

OTHER WARGEAR ABILITIES

R ERY The bearerhas a 4+ invulnerable save. In addition, add 1 to armour saving throws made
for the bearer.

WARGEAR OPTIONS

= All of the models in the unit can have their warscythe replaced with 1 hyperphase sword and 1 dispersion shield 2ach.

ABILITIES

Living Metal, Reanimation Protocols, Command Protocols (pg 80-81]

Guardian Protocols [Aura): While a friendly <DYMASTY> INFANTRY NOBLE or DYNASTIC AGENT INFANTRY NGBLE unitis
within 3" of this unit, enemy units cannot target that unit with ranged weapons.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, CORE, LYCHGUARD

DEATHMARKS 4 power
No. Name M WS BS S T w A d Gy
510 Deathmark £ 3+ 2+ 4 5 1 1 10 3+

WEAPON

If this unit contains & or mare models, it has Power Rating 8. Every model is equipped with: synaptic disintegrator.

RANGE TYPE S AP D ABILITIES

Each time you select a target for this weapon,
you can ignore the Look Out, Sirrule, Fach
time an attackis made with this weapon,

an unmadified wound roll of 6 inflicts 1
mortal wound on the target in addition to any
normal damape.

Synaptic disintegrator 3g" Heavy 1 5 -2 1

ABILITIES

Reanimation Protocols, Command Protocols, Dimensional Translocation (pp 80-81)

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, CORE, HYPERSPACE HUNTER, DEATHMARKS




FLAYED ONES 3 rower

No. Name M WS BS S T W A Ld Sv
5-20 Flayed One 5 3+ Bs 4 4 i 3 10 4+

If this unit contains between 6 and 10 models, it has Power Rating 6. If this unit contains between 11 and 15 models, it has
Power Rating 9. If this unit contains 16 or more models, it has Power Rating 12. Every model is equipped with: flayer claws.

WEAPON ~ RANGE TYPE S AP D ABILITIES
Flayer claws Melee  Melee User -1 1
_ABILITIES _
Reanimation Protacols, Command Pratocols, Terrifying Foes (Aura): While an enemy unit s within 3" of
Dimensional Translocation (pg 80-81) this unit, subtract 2 from the Leadership characteristic of
Fiesh Hunger: Each time a model in this unitmakes a models in thatunit

melee attack against an enemy non-YEHICLE unit, an
unmodified hit roll of 6 scores 1 additional hit.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, FLAYED ONES

Flayed Ones keen shrill
hunting cries as they

fall upon the foe, talons
flashing. Infected with the
gruesome flayer virus, the
Flayed Ones attempt to
gorge themselves upon
the flesh and blood of
their butchered foes, gore
drizzling throusgh their
mechanical forms as they
seek to slake a thirst they
can never quench.

CRYPTOTHRALLS 2 PowER

No. Name MEIWSI BSOS WA S sy
2 Cryprothrall e Los 4+ 5 5 2 3 10 3+
Every model is equipped with: scouring eye; scuthed limbs.
WEAPCN RANGE TYPE S AP D ABILITIES
Scouring eye 12" Pistol 2 5 -2 1 -
Scythed limbs Melee  Melee User -1 1
ABILITIES

Living Metal, Reanimation Protocols, Command Protecals [pg 80-81)

Bound Creation: If your army is Battle-forged, then for each CRYPTEK unitincluded ina Detachment, one CRYPTOTHRALLS
unit can be included in that Detachment without taking up a Battlefield Role slot.

Protectors [Aura]: While a friendly CRYPTEK unitis within 3" of this unit, enemy units cannot target that CRYPTEK unit
with ranged weapons.

Systematic Vigour: While this unit is within 8" of any friendly CRYPTEK units, models in this unit have a Weapon Skill and
Ballistic Skill characteristic of 3+ and an Attacks characteristic of 6.

Some Crypteks are -
accompanied by bound
KEYWORDS: INFANTRY, CRYPTOTHRALLS Cryptothralls that act as

FACTION KEYWORDS: NECRONS, CANOPTEK, <DYNASTY>

sla ards.
These hunched and
sinister beings are not
truly sentient, but are
rather construct creatures
nslaved to the Cryptek's
will and engrammatically
compelled to protect their
master with their living-
metal bodies and fierce,
short-ranged weaponry.




Skorpekh Destroyers
favour averwhelming
close-quarters violence

to slaughter their victims.
Though ungainly off the
battlefield, in combat their
tripod limbs allow them ta
pass through enemy lines
in a madcap pirouette

of slashing hyperphase
blades, nigh on impossible
to evade or parmy.

- Canoptek Plasmacytes
use their monomolecular
proboscis to inject an
infectious, sentient

r into the deranged

¢ s of the Destroyer
Cults. This hateful
substance — as dangerous
as it is powerful -
heightens their nih
insanity drives th
mindless annihilation to

SKORPEKH DESTROYERS O POWER
No. Name M WS BS S T W A Ld Sv

IEthis unit contains 4 or more models, it has Power Rating 10, For every 3 madels in this unit, one mode| is equipped with:
hyperphase reap-blade. Every other model s equipped with: hyperphase threshers.

WEAPON RANGE TYPE S AP D ABILITIES
Hyperphase reap-blade Melee  Melee +2 -4 i -

Each time the bearer fights, it makes 1
Hyperphase threshers Melee  Melee User -3 2 additional attack with this weapon.
ABILITIES

Living Metal, Reanimation Protecols, Command Pratocols (pg 80-81]

Hardwired for Destruction: Ezch time a madel in this unit makes an attack, re-roll @ hit roll of 1.

FACTION KEYWORDS: NECRONS, DESTROYER CuLT, <DYNASTY>
KEYWORDS: INFANTRY, SKORPEKH DESTROYERS

CANOPTEK PLASMACYTE 1 rower
No. Name M WS BS S T W ATLdIES Sv
1 Canoptek Plasmacyte g a+ A+ 4 5 1 1 10 4+

A Canoptek Plasmacyte is equipped with: monomolecular proboscis.

WEAPON RANGE TYPE S AP D  ABILITIES

Monomolecular proboscis Melee  Melee User -1 -

ABILITIES
Dimensional Translocation, Command Pratocols [pg Recall Pratacol: In the Unit Coherency Checks step of
80-81) the Morale phase, if this model is not within 6" of any

friendly <DYNASTY> DESTROYER CULT Units, this model
is destroyed.

Viral Construct: If your army is Battle-forged, then for
each <DynASTY> DESTROYER CULT unitincluded in a
Detachment, cne <DYNASTY> CANOPTEK PLASMACYTE unit
can be included in that Detachment without taking up a
Battlefield Role slot. You cannot include more <DYNASTYS
CANOPTEK PLASMACYTE units in a Detachmeant than there
are <0YNASTY> DESTROYER CULT units in that Detachment.

Infused Madness: Once perium, atthe start of either
your Charge phase or the Fight phase, you can select one
friendly <DYNASTY> DESTROYER CULT unit within 3" of this
maodel. If you do, roll one DB: on a 1, one model in that unit
is destroyed, Repardless of the result, until the end of the
tum, add 1 to the Strength and Attacks characteristics of
models in that unit. Cach unit can only be selected for this
ability ance perturn,

Evasion Protocol: While this model is within 3" ofa
friendly <DYNASTY> DESTROVER CULT unit, enemy models
tannot target this model with ranged weapons unless it
is the closesteligible target. In addition, this unit cannot
perform actions.

FACTION KEYWORDS: NECRONS, CANDPTEK, <DYNASTY>
KEYWDRDS: BEAST, FLY, CANOPTEK PLASMACYTE




TRIARCH STALKER ? POWER

Some of this model’s characteristics change as it suffers damage, as shown below:

No. Name M WS BS S T W A Ld Sv
1 Triarch Stzlker (7+wounds remaining) 0" 3+ 3+ 7 4 12 3 10 34+
Triarch Stalker [4-6 wounds remaining] 8" 4+ 4ot 7 & WA 3 10 3+
Triarch Stalker [1-3 wounds remaining] 6" 5+ 5+ 7 B N/ 3 10 3+
ATriarch Stalker is equipped with: heat ray: Stalker's farelimbs.
WEAPON RANGE TYPE S AP D ABILITIES
Heat ray Before selecting targets, select one of the profiles below to make attacks with.

Each time an attack is made with this weapon,

e sas = Hey 2t 5 * 1 thatattack automatically hits the target.

Each time an attack made with this weapaon
- Focused 24" Heavy 2 8 -4 Db targets a unitwithin half range, that attack has a
Damage characteristic of D6+2.

Particle shredder 24" Heavy8 6 4 2
Twin heavy gauss cannon 30" Heavy B 7 -3 D3
Stalker’s forelimbs Melee  Melee User -2 3
WARGEAR OPTIONS

* This model's heat ray can be replaced with one of the following: 1 particle shredder; 1 twin heavy gauUss cannon,

'l

ABILITIES Triarch Stalkers are agile
Living Metal, Command Protocols (pg 80-81) Targeting Relay: Each time this model makes a ranged combat walkers wh
Ouantum Shielding: This model has a 5+ invulnerable attack against an enemy unit, if a hit is scored, until the f_lﬁ_ﬁ\"}f f_I_r_}e‘.fiJ!U__‘wer m?kcs
save. In addition, each time an attack is made against end of the phase, each time another friendly NECRONS ;Lﬂr:ﬁ:?‘;:;dl-.;;tt:jrlt‘u;;armr"
this model, an unmodifizd wound roll of 1-3 always modelmefkesa ranged attack against that enemy unit, B s ¥
fails, irrespective of any abilities that the weapon orthe re-roll a hit roll of 1. though guantum shieclded
amtacker may have. Explodes: When this model is destroyed, roll one D8 and focused blasts of

before removing it from play. On a B it explodes, and each energy and flame were

unit within B suffers D3 mortal wounds, not enough, they can also
— augment the targeting of
FACTION KEYWORDS: NECRONS nearby Necron forces to

KEYWDRDS: VEHICLE, DYNASTIC AGENT, TRIARCH, TRIARCH STALKER further punish the foe.




Mephet'ran the

Deceiver y ever the
mast duplicitous of his
monstraus brood. Even
shattered and bound
within a restraining
necrodermis, each sh:

the Deceiver still radiates
a potent blend of deadly
truths and bewildering lies
against which the fallible
senses of mortal beings
possess no defence.

The very essence of

life bleeds away when
exposed to a d of

the C'tan known as the
Nightbringer. Aza'gorod he
was, the Inevitable Blade;
his spectral form, cowl

of shadows and flashing
scythe are said to have
spawned countless avatars
of death in the legends

of primitive cuitures the
entire galaxy over.

C’'TAN SHARD OF THE DECEIVER

18 POWER

No. Name M

WS BS S T W A Id Sv

1 Can Shard of the Deceiver 8"

2+ 2+ 6 7 9 5 10 4+

The C'tan Shard of the Deceiver is equipped with; galden fists. Your amny can only include one C'TAN SHARD OF THE

DECEIVER model.

WEAPON RANGE TYPE S AP D  ABILITIES
_f_.?oldenﬁsts Melee  Melee User -3 3
ABILITIES

Living Metal, Dimensional Translocation (pg 80)

Grand lllusion: At the start of the first battle round, you
can select up to three friendly NECRONS units, Remave
those units from the battiefield, then set them up
anywhere on the battlefield that is wholly within your
deployment zone. If the mission you are playing uses the
Strategic Reserves rules, you can place any of those units
into Strategic Reserves instead.

Enslaved Star God: This model can never have a Relic or
aWarlord Trait. In addition, enemy models can ignore the
Lock Dut, Sir rule when selecting this medel as the tarpet
of a ranged attack.

POWERS OF THE C'TAN

Misdirection: Each time an attack is made against this
model, subtract 1 from the hit roll,

Necrodermis: This model has a 4+ invulnerable save. In
addition, this model cannot lose more than 3 wounds in
the same phase. Any wounds that would be lost after that
pointare notlost.

Reality Unravels: When this model is destroyed, roll one

DE befare removing it from play. Dn a 4+ it explodes, and
each unitwithin 8" suffers D3 mortal wounds,

This model knows the Cosmic: Insanity C'tan Power and one other Ctan Power selected fromn the Powers of the Ctan [pg
6B]. At the end of your Movement phase, if this model did not Advance or Fall Back that phase, it can use twao of the Ctan
Powers it knows. [t cannot use the same ('tan Power more than once perturn.

FACTION KEYWORDS; NECRONS

KEYWORDS: MOMSTER, CHARACTER, FLY, C’TAN SHARD, C'TAN SHARD oF THE DECEIVER

C'TAN SHARD OF THE NIGHTBRINGER 18 rower

No. Name M

WS BS S T W A Ld Sv

1 CtanShard of the Nightbringer g"

2+ 2+ 7 7 g B 10 A4

The C'tan Shard of the Nightbringer is equippad with: Scythe of the Nightbringer. Your army can enly include one C'TAN

SHARD OF THE NIGHTERINGER model.

WEAPON RANGE TYPE

S AP D ABILITIES

Scythe of the
Nightbringer

- Reaping sweep Melee  Melee User -3 1

- Entrepic blow Melee Melee x2 -4 DB

Before selecting targets, select ore of the profiles below to make attacks with.
Each time an attack is made with this wea pon profile, make 2
hit rolls instead of 1.

Each time an attack is made with this weapon profile,
invuinerable saving throws cannotbe made against that attack.

ABILITIES

Living Metal [pg 80)

Necrodermis: This model has a 4+ invulnerable save. In
addition, this model cannot lose more than 3 wounds in
the same phase. Any wounds that would be lost after that
point are not lost.

Enslaved Star God: This model can never have a Relic or
a Warlord Trait. In addition, enemy models can ignore the
Look Dut, Sirrule when selecting this model as the target
of aranged attack.

POWERS OF THE C'TAN

Reality Unravels: When this model is destroyed, roll one
D6 before removing it from play. On a 4+ itexplodes, and
each unitwithin 6" suffers D3 mortal wounds.

Drafn Life: Each time this model makes a melee attack
thatis allacated to an enemy model, that enemy model
cannot use any rules to ignore the wounds it loses.

This mode! knows the Gaze of Death C'tan Power 2nd one other C'tan Power from the Powers of the C'tan [pg 68). Atthe end
of your Movement phase, if this model did not Advance or Fall Back that phase, it can use two of the C'tan Powers it knows.

Itcannot use the same Ctan Power more than once pertum.

FACTION KEYWORDS: NECRONS

KEYWORDS: MONSTER, CHARACTER, FLY, C'TAN SHARD, C'TAN SHARD OF THE NIGHTERINGER




C'TAN SHARD OF THE VOID DRAGON 18 rowexr

No. Name M WS BS § T W A [d Sv

1 Can Shard of the Void Dragon 8" 2+ 24 B 7 9 5 10 34

The C'tan Shard of the Void Dragon is equipped with: Spear of the Void Dragon: Canoptek tail blades. Yourarmy can only
include one C'TAN SHARD OF THE V0ID DRAGON model.

WEAPOM RANGE TYPE S AP D

ABILITIES

Each time an attack is made with this weapon, if 3 hit
is scored, draw a straight line bewween the closest
point of this model's base [or hull] and that of the
closest modelin the target unit. Make one wound

roll against the target unit, and each tiher uritthis
line passes over. Each time an attack made with this
weapon is allocated to a VEHICLE model, that attack
has a Damage characteristic of 13+3,

Spear of the Void Dragon

[shaoting] 12 Heawy 1 g 4 DG

Each time the bearer fights, it makes D6 additional

i Mel - L
Canoptek tail blades Melee  Melee User -2 1 attacks with this weapon.
. Each time an attack made with this weapon is
S of the ¥ f
{peﬁr ] Ll Melee  Melee +3 -4 D6 allocated to a VEHICLE model, thatattack has a
el Damage characteristic of D3+3,
ABILITIES

Living Metal [pg 80) Reality Unravels: When this model is destroyed, roll one
DE before removing it from play. On a 4+ it explodes, and

each unit within 6" suffers 03 mortal wounds.

Necrodermis: This model has a 4+ invulnerable save. In
addition, this model cannot lose more than 3 wounds in
the same phase. Any wounds that would be lost after that
point are not lost.

Matter Absorption: At the end of each phase, roll one D&
for each enemy VEHICLE model destroyed as a result of
an attack made by this model or a C'tan Power used by
this model that phase: for each 2+, this model regains

1 lostwound (to a maximum of 3 regained wounds

per phase).

Enslaved Star God: This model can never have a Relic or

aWarlord Trait. In addition, enemy models can ignore the
Lok Dut, Sir rule when selecting this model as the target
ofaranged attack.

POWERS OF THE C’TAN

This model knows the Valtaic Storm C'tan Power and one ather C'tan Power fram the Powers of the Ctan [pg B8] At the end
of your Movement phase, if this madel did nat Advance or Fall Back that phase, it can use two of the ('tan Powers it knows.
Itcannot use the same C'tan Power more than once per turn.

FACTION KEYWORDS: NECRONS

KEYWORDS: MONSTER, CHARACTER, FLY, C’TAN SHARD, C'TAN SHARD OF THE VOID DRAGON

Shards of the Void Dragon
fill the air around them
with a searing scream of
distorted static. With a
gesture they can unmake
the war engines of the
lesser races, dragging the
resultant disintegrating
matter into themselves
like the gravity well of a
black hole and using it to
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Shards of the C'tan
the Necrons as ensl:

endent C
ose fury and powe
are so terrifying that they
must be trammelled

When
C P& are
hed, reality itself is
torn asunder,

TRANSCENDENT C'TAN

14 rower

No. Name M WS

BS 5§ T W A Ld 5v

1 Transcendent Ctan 8" 2+

2+ 6 7 9 5 10 4+

ATranscendent C'tan is equipped with: crackling tendrils.

WEAPDON RANGE TYPE ) AP D ABILITIES
Crackling tendrils Melee  Meles User -4 06 -
ABILITIES
Living Metal (pg 80) D6 Ability
Necrodermis: This model has a 4+ invulnerable save. In 1 Cosmic Tyrant: At the end of your Movement

addition, this model cannot lose mare than 3 waunds in
the same phase. Any wounds that would be [ost after that
pointare not lost.

Enslaved Star God: This model can never have a Relic or

a Warlord Trait. In addition, enemy models can ignore the 2
Look Dut, Sir rule when selecting this model as the target

of aranged attack.

Reality Unravels: When this model is destroyed, roll ane
D6 before removing it from play. On a 4+ 1t explodes, and 3
each unit within 6" suffers D3 mortal wounds.

Fractured Personality: Before the battle, select one of 4
the abilities in the table to the right for this model to

have for the duration of the battle. Altematively, you can
randomly determine two abilities from the table for this 5
rmodel to have hy rolling two 06 and looking up the result

(ifa double is rolled, roll both dice again until two different
results are rolled].

POWERS OF THE C’TAN

phase, if this model has not Advanced or Fallen
Back that phase, it can use one additional C'tan
Power thatit knows, It cannot use the same Ctan
Power more than once pertum,

Immune to Natural Law: Each time an attackis
made against this model, an unmodified wound
roll of 1-3 always fails, irrespective of any abilities
thatthe weapon or the attacker may have.

Sentient Necrodermis: This model has a Save
characteristic of 3+.

Transdimensional Displacement: This model
gains the Dimensional Trans|ocation ability
(pe 80).

Untamed Power: This model has an Attacks

characteristic of 6 and a Strength characteristic
of 7.

Writhing Worlds cape: At the start of your
Movementphase, roll one D6 for each enemy unit
within Engagement range of this model: on a 4+,
thatunitsuffers 1 mortal wound. In addition, each
time a unit declares a charge against this model,
until the end of the phase, subtract 2 from charge
ralls made for that unit.

This madel knows two Ctan Powers from the Powers of the Ctan [pg 68). Atthe end of your Movement phase, if this model
did notAdvance or Fall Back that phase, it can use one of the Ctan Pawers it knows.,

FACTION KEYWORDS: NECRONS

KEYWORDS: MONSTER, CHARACTER, FLY, C'TAN SHARD, TRANSCENDENT C’TAN

o
i

e




CANOPTEK SPYDERS 4 rower
No. Name M WS BS § T W A Ld sv
1-3  Canopiek Spyder g 44 A+ B [ 54 5 10 3+

Ifthis unit contains 2 models, it has Power Rating 8. If this unit contains 3 models, it has Pawer Rating 12. Every model is
equipped with: automaton claws.

WEAPON RANGE TYPE S AP D ABILITIES

Particle heamer 18" AssaultB 5 0 1 -

Automatan claws Melee  Melee +2 -3 2

OTHER WARGEAR  ABILITIES
Atthe end of your Movement phase, the bearer can repair one friendly <DYNASTY> VEHICLE

Fabricator claw array model within 3" of it. That model regains up to D3 lost wounds. Each model can only be repaired
once perturn,

Glaom prism !n your opponent’s Psychic phase, the bearer's unit can attempt to deny one psychic power as if
twers a PSYKER.

WARGEAR OPTIONS

* Any number of models can each be equipped with 2 particle beamers,
* Any number of models can each be equipped with 1 fabricator claw array.
= Any number of models can each be equipped with 1 gloom prism,

ABILITIES

Living Metal, Reanimation Protocols, Command Protocols
{pg 80-81)

Scarab Hive: In your Command phase, one
destroyed model from each friendly <DYNASTY>
CANOPTEK SCARAR SWARM unit within 6" of this
unitis Reanimated (pg 80]. Each unit can only be
affected by this ability once per phase.

Expledes: Each time a model in this unitis destroyed, roll one
D6 before removing it from play. On a & it explodes, and each
unitwithin 3" suffers 1 mortal wound.

'FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: MDNSTE_R, FLY, CANDPTEK, CANOPTEK SPYDERS

CANOPTEK SCARAB SWARMS 2 PowER
No. Name M WS BS S T W A Ld Sv

If

this unit contains between 4 and 6 madels, it has Power Rating 4. If this unit contains 7 or more models, it has Power
Rating 6. Every model is equipped with: feeder mandibles,

WEAPON RANGE TYPE S AP D ABILITIES
Each time an attack is made with this
Feeder mandibles Melee  Melee User O 1 weapon, an unmodified hitroll of 6

automatically wounds the target.

ABILITIES
Living Metal, Reanimation Protocols, Command Protocols (pg 80-81)

FACTION KEYWORDS: NECRaONS, <DYNASTY>
KEYWORDS: SWARM, FLY, CANOPTEK, CANOPTEK SCARAB SWARMS

Canoptek Spyders are
formidable control-
and-repair constyucts,

augmented with battlefield

pport systems. Whe
nies wi

particle beamers, warding
off empyric energies
with gloom prisms or
fabricating and unleashing
fresh waves of Canoptek
Scarabs, they are a force to
be reckoned with.

Canoptek Scarabs attack
in skimming swarms.
nd upon the
with high-pitched
chitters before breaki

down into raw energ
their feeder mandibles.

Often ¢ ing as the
first wave of a

assault, these mechanical
insectoids spread fear
and destruction.
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Repugnant to ather
Necrons, Qphydian
Destroyers echo elements
of setvile Canoptek Wraiths
and reviled Flayed Ones
in their murder-optimised
bodies. Tunnelling through
solid ferrocrete with
frenzied violence and
flickers of dimensional
displacement, they burst
into view to ambush, hack
and rend their prey apart.

Tomb Blades are fast
assault skimmers whose
spiralling attack patterns
are based on fractal
hyperlogic. They are well-
armed, often afforded extra
protection by the addition
of darkness-generating
shadowlooms or armoured
shieldvanes. Others
employ nebuloscopes to
target the foe through even
solid fortifications.

OPHYDIAN DESTROYERS S power
No. Name MOTWSTBS 8 T W A Ld sv
3-6  Ophydian Destroyer 10" 3+ 3+ 4 4 3 3 10 4+

Ifthis unit contains 4 or more models, it has Power Rating 10. For every 3 models in this unit, ane mudel is equipped with: 2
hyperphase reap-biades; ophydian claws, Every other model is equipped with: hyperphase threshers; aphydian claws.

WEAPON RANGE TYPE S AP D ABILITIES

Huperphase reap-blade Melee  Melee +2 -4 3

Hyperphase threshers Melee  Melee User -3 2 g:;;:;:::h;ai;awri;ﬁti::z::;:fs1
pgtses e v o 1 hinetemi e
ABILITIES

Living Metal, Reanimation Protocols, Command Protocals [pg 80-81)
Hardwirad for Destruction: Each time a model in this unit makes an attack, re-rafl a hitroll of 1.

Hyperphase Reap-blades: Each time a medel in this unit makes an attack with a hyperphase reap-klade, an unmodified
hitroll of 6 scores 1 additional hit.

Whipcoil Bodies: Each time a melee attack is made againstthis unit, subtract 1 from that attack's hit roll.

Tunnelling Horrors: During deployment, you can set up this unit underground instead of setting itup on the battlcfield, If
you do, then during the Reinforcements step of one of your Movement phases, You can set up this unit anywhere on the
battlefield thatis more than 8" away from any enemy models.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, DESTROYER CULT, OPHYDIAN DESTROYERS

TOMB BLADES 4 rower
No. Name M WS BS 5 T w A Ld Sv
3-89 TombBlade 4" 3% 3 4 5 2 1 10 4+

Ifthis unit contains between 4 and B models, it has Power Rating B. [f this unit contains 7 or more models, it has Power
Rating 12. Every model is equipped with: twin gauss blaster.

WEAPON RANGE TYPE 'S AP D ABIUTIES

Particle beamer ig" Assault B 5 0 1

Twin gauss blaster 207 Rapid Fira 2 5 -2 1

Tinmalacaiking 24" Assault4 5 0 Each time an attack is macde with this weapon, an

unmodified hit roll of 6 scores 2 additional hits,

OTHER WARGEAR ABILITIES

Eachtime the bearer makes a ranged attack, the target does not raceive the benafits of cover

Hebul i
ebuloscope against that attack.

Shadowloom The bearer has a 5+ invulnerable save.
Shieldvanes The hearer has a Save characteristic of 3+.
WARGEAR OPTIONS

* Any number of models can each have their twin gauss blasters replaced with one of the following: 1 particle beamer; 1
twin tesla carbine.

* Any number of models can each be equipped with shieldvanes,

* Any number of models can each be equipped with one of the following: 1 nebuloscope; 1 shadowloom.

ABILITIES

Living Metal, Reanimation Protocols, Command

Evasion Engrams: Each time a ranged attack is made
Pratocols (pg 80-81]

against this unit, subtract 1 from that attack’s hit roll.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: BIKER, FLY, CORE, ToMB BLADES




TRIARCH PRAETORIANS

No. Name

6 POWER

M WS BS S T W A Ld Sv
5-10  Triarch Praetorian 10" 3+ 3+ 5 5 2 3 10 3+

Ifthis unit contains 6 or more models, it has Power Rating 12, Every model is equipped with: rod of covenant,

WEAPON RANGE TYPE S AP D ABILITIES
Particle caster 12" Pistol 2 b 0 1
Rod of covenant [shooting) 12" Assaultl 5 3 2
Rod of cavenant [melee) Melee  Melee User -3 2

s Each time the bearer fights, it makes
¥picklae eleer Meee e 4 1 additional attack with this weapon.
WARGEAR DPTIONS

* All of the models in the unit can have their rod of covenant replaced with 1 particle caster and 1 voidblade each.

ABILITIES

Living Metal, Reanimation Protocols, Command Protocols (pg BU-81)

FACTION KEYWORDS: NECRONS
KEYWORDS: INFANTRY, FLY, DYNASTIC AGENT, TRIARCH, TRIARCH PRAETORIANS

Triarch Practorians fight
t 1y t6 uphold the
ancient dynastic codes
of their race. Whether
blasting the foe with
antimatter particles,

g veidblades or
immolating them with
their rods of covenant,
the Praetorians' gravity
displacement packs and
combat prowess make
them truly deadly.

CANOPTEK WRAITHS S POWER
No. Name M WS BS § ELNE A ldl Sy
3-6 Canoptek Wraith 2" 4+ 4+ 4 5 3 4 10 3+

Ifthis unit contains 4 or more models, it has Power Rating 10. Every modelis equipped with: vicious claws,

WEAPON RANGE TYPE SINNEAP D ABILITIES
Particle caster iz Pistal 2 B 1} 1 -
Transdimensional beamer B Assault 1 4 -3 3
Vicious claws Melee  Melee +2 -2 2

G Each time an attack is made with this
Yhip coils Melee  Melee Uaer i weapon, make 2 hit rolls instead of 1,
WARGEAR OPTIONS

* Any number of models can each be equipped with one of the following: 1 particle caster; 1 ransdimensional beamer,
* Any number of models can each have their vicious claws replaced with whip coils.

ABILITIES

Living Metal, Reanimation Protocols, Command Protocals (pg £0-81)

These constructs serve

Slinking Strike: This unitis eligible to shootand declare a charge with in a turn in which it Fell Back.

Wraith Form: Models in this unit have a 4+ invulnerable save. In addition, each time this unit makes a Normal Move,
Advances, Falls Back or it makes a charge move, until that move is finished, models in this unit can move horizantally
through models and terrain features (they cannot finish a move on top of another model, orits base)

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: BEASTS, CANOPTEK, CANOPTEK WRAITHS

as the eyes and ears of
their masters while tomb

worlds slumber, and as
spectral assassins once
their armies march out to
war. Their dimensional
destabilisation matrices
allow them to phase in
and out of reality, passing
through solid objects and
sliding their talons through
armout, flesh and bone.
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Slow moving but deadly,
Annihilation Barges semve
as anti-infantry fire support
platforms. They are

often deployed to watch
over important strategic
locations, gliding serenely
into position upon a

cushion of repulsion

Ark is a
a artillery
so powerful that
it can threaten even the
super-heavy war engines
rraces. Th
lely dedicated
to overwhelming long-
firepower, even

functions in
order to unleash absolute
obliteration upon the foe,

ANNIHILATION BARGE 6 rower
No. Name M WS BS S T W A Ld Sy
1 Annihilation Barge 12" B+ 3+ 5 6 8 3 10 3+

An Annihilation Barge is equipped with: gauss cannon; twin tesla destructor.

WEAPON RANGE TYPE S AP D ABILTIES
Gauss cannon 24" Heavy 3 6 -3 03 -
T P — 30" Heavy 3 6 0 { Each time an attack is made with this weapon, an

unmodified hit roll of & scores 2 additional hits.

Each time an attack is made with this weapon, an

Thintesta destritor 9 unmadified hit roll of 5 scores 2 additional hits.

Heavy 10 7 a 1

WARGEAR OPTIONS

* This model's gauss cannon can be replaced with 1 tesla cannon.

ABILITIES

Living Metal, Command Protocals [pg B0-81] Explodes: When this model is destroyed, roll one 16
before removing it from play. On a 6 it explades, and each

Ouantum Shielding: This model has 2 5+ invulnerable
unitwithin 3" suffers 1 mortal wound.

save. In addition, each time an attack is made against
this model, an unmodified wound roll of 1-3 always
fails, irrespective of any abilities that the weapon or the
attacker may have.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, QUANTUM SHIELDING, FLY, ANNIHILATION BARGE

Hovering: Distances are measured to and from eitherthis
model’s hull orits base, whichever is the closest.

DOOMSDAY ARK

10 rower

Some of this model's characteristics change as it suffers damage, as shown belaw:

No. Name M WS BS S§ T W A Ld Sv
1 Doomsday Ark [8+ wounds remaining) 12" B+ 3+ 5 [ 14 3 10 3+
Ooomsday Ark (4-7 wounds remaining) B" B+ 4+ 5 6 N/A D3 10 3+
Doomsday Ark (1-3 wounds remaining) 4 B+ 5+ B B NA 1 10 3+
A Doomsday Ark is equipped with: doomsday cannon; 2 gauss flayer arays.
WEAPON RANGE TYPE S AP D ABILITIES
Doomsday cannon Before selecting targets, select une of the profiles below to make attacks with.
- Low power 36" Heavy D6 8 -2 03 Blast
Blast. The bearer can only make attacks with
- High power e Heavy DR 10 -5 D6 this profile if it Remained Stationary during its
previous Movernent phase.
Gauss flayer array 24 Rapid Fire 5 4 -1 1

ABILITIES

Living Metal, Command Protocols (pg 80-81) Quantum Shielding: This model has a 5+ invulnerable
save, In addition, each time an attack is made against
this model, an unmodified wound roll of 1-3 always
fails, irrespective of any abilities that the weapon or the

attacker may have.

Explodes: When this model is destrayed, roll one D&
befare removing it from play. On a 6 itexplodes, and each
unit within 6" suffers 03 mortal wounds.

Hovering: Distances are measured to and fram either this
model’s hull or its base, whichever is the closest.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, QUANTUM SHIELDING, FLY, DOOMSDAY ARK




LOKHUST DESTROYERS

3 POWER

No. Name M WS BS § T W A Ld Sv
1.6 Lokhust Destroyer 8" 3+ 3+ 4 5 3 2 10 3+
0-1  Lokhust Heavy Destroyer g 3+ 3+ & 5 4 2 10 3+

Increase this unit's Pawer Rating by +3 for every additional Lokhust Destroyer it includes. Increase this unit's Power Rating

by-+4 if itincludes a Lokhust Heavy Destroyer model. Every Lokhust Destroyer is equipped with: gauss cannon. A Lokhust
Heavy Destroyer is equipped with: gauss destructor.

WEAPON RANGE TYPE S AP D ABILITIES
Enmitic exterminator 36" Heavy 303 7 1L 1 Blast
Gauss cannon 24" Heavy 3 6 -3 0z

Gauss destructor 36"  Heawyl 10 -4 303

WARGEAR OPTIONS

* The Lokhust Heavy Destrayer’s gauss destructor can be replaced with 1 enmitic exterminator.

ABILITIES

Living Metal, Reanimation Protocols, Command Protocels (pg 30-81)

Repulsor Platform: Models in this unit do not suffer the penalty to hit ralls incurred for firing Heawy weapons in the same
turn that their unit has moved.

Hardwired for Destruction: Each time a model in this unit makes an attack, re-roll a hit ral| of 1.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS (Lokhust Destroyers]: INFANTRY, FLY, DESTROYER CULT, LOKHUST DESTROYERS
KEYWORDS (Lokhust Heavy Destroyer): INFANTRY, FLY, DESTROYER CULT, LokHusT HEAVY DESTROYER

LOKHUST HEAVY DESTROYERS 4 rower
No. Name M WS BS 5 T WA e EdD Sy

IFthis unit contains 2 models, it has Power Rating 8. If this unit contains 3 models, it has Power Rating 12. Every model is
equipped with: gauss destructor.

WEAPON RANGE TYPE S AP D ABILITIES
Enmitic exterminator 36" Heawy 303 I Bl 1 Blast
Gauss destructor 36" Heawyl 10 -4 303

WARGEAR OPTIONS

= Any number of models can each have their pauss destructor replaced with 1 enmitic exterminator.

ABILITIES

Living Metal, Reanimation Protocals, Command Pratocols (pg 80-81]

Repulsor Platform: Models in this unit do not suffer the penalty to hit rolls incurred for firing Heavy weapons in the same
turn that their unit has moved.

Hardwired for Destruction: Each time a model in this unit makes an attack, re-roll a hitroll of 1.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: INFANTRY, FLY, DESTROYER CULT, LoKHUST HEAVY DESTROYERS

t Destroyers rely
on speed and power
to annihilate any life
they encounter. Their
repulsor-sled bodies
and augmented kinetic
compensators ensure
they can fire on the
move without reduction
in efficiency, and their
speed allows them to run
even the swiftest prey
to ground.

The Destroyer Cults think
nothing of sacrificing
their physical forms to
optimise themselves for
slaughter. Lokhust Heavy
Destroyers skim to battle
upon repulsor-sled bodies,
their upper limbs bound
into gauss destructors

or enmitic exterminators
with which they decimate
their foes with devastating
blasts from afar.
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Canoptek Doemstalkers
stride with eerie grace.
Whether prowling their
masters' armouries as
tireless sentinels
providing mobile fire
support to the Necren
legions, the Doomstalkers
annihilate all those who
dare stand against them
with searing blasts from
their doomsday blasters.

Ghost Arks are repair
barges that glide amidst

> ranks af t ecran
athering up and
those androids
d to reconstruct

themselves and keep
fighting. These vehicles are
often pressed into service
as armoured tran ts,
advancing to disgorge
fresh waves of fully-
repaired Necrons directly
into the fight,

CANOPTEK DOOMSTALKER ? POWER
Some of this model's characteristics change as it suffers damage, as shown below:
No. Name M WS BS § T W A Ld Sv
1 Canoptek Doomstalker [7+ wounds remaining] 10" 4+ 4+ E 5 12 3 10 3+
Canoptek Doomstalker (4-6 wounds remaining] 8" 5+ 4+ B E  NA 2 0 3+
Lanoptek Doomstalker (1-3 wounds remaining ) B" 6+ 4+ B B NA i 10 3+
ACanoptek Doomstalker is equipped with: doomsday blaster; twin gauss flayer.
WEAPON RANGE TYPE S AP D ABILITIES
Dvomsday blaster Before selecting targets, select one of the profiles below to make attacks with,
- Low power 24" Heavy D6 8 -2 D3 Blast
Blast. The bearer can only make attacks with
- High power 48" Heawy D& 10 -5 D6 this profile if it Remained Stationary during
its previous Movement phase.
Twin gauss flayer 24" RapidFire 2 &l 1 1
ABILITIES

Living Metal, Command Protocols [pg 80-81]
Containment Field: This model has a 4+ invulnerable save.

Sentinel Construct: Each time an enemy unit declares a charpe against a friendly <DYNASTY > or DYNASTIC AGENT
unitwithin 6" of this model, unless this model is within Engagement Range of any enemy madels, this model can fire
Overwatch at the charging unitas if it were also a target of that charge [this Is in addition to any other units that are
firing Dverwatch]. Each time this model fires Overwatch, it makes attacks with its doomsday biaster using the high
power profile.

Explodes: When this model is destroyed, roll ane DB before removing it fram play. On a 5+ it explodes, and each unit
within 8" suffers 03 mortal wounds.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: MONSTER, CANOPTEK, CANOPTEK DOOMSTALKER

GHOST ARK

Some of this model’s characteristics change as it suffers damage, as shown below:

B POWER

No. Name M WS BS § TW A ledy TSy
1 GhostArk 8+ wounds remaining) 12" B+ 3+ B & 14 3 1 3+
GhostArk (4-7 wounds remaining] g B+ 4+ G B NA D3 10 3+
Ghuost Ark (1-3 wounds remaining) 4" B+ 5+ & 6 W/ 1 10 3+

A Bhost Ark is equipped with: 2 gauss flayer arrays.

WEAPON RANGE TYPE S AP D ABILITIES
Gauss flayer array 24" Rapid Fire 5 4 A 1 -
ABILITIES

Living Metal, Command Protacols [pg 80-81] Repair Barge: In your Command phase, you can select one
friendly <DYNASTY> NECRON WARRIORS unit within 6" of

this model. If you do, up to D3 destroyed models from that
unitReanimate (pg 80). Each unit can only be selected for

this ability once per phase.

Duantum Shielding: This model has a 5+ invulnerable
save. In addition, each time an attack is made against
this model, an unmadified wound roll of 1-3 always
fails, irrespective of any abilities that the weapan or the
attacker may have. Explodes: When this transport is destroyed, roll one 06
before any embarked models disembark and before
removing it from play. On a 6 it explodes, and each unit
within 6" suffers 03 mortal wounds.

Hovering: Distances are measured to and from either this
models hull orits base, whichever is the closest,

TRANSPORT

This model has a transport capacity of 10 <DYNASTY> NECRON WARRIORS or <DYHASTY> INFANTRY CHARACTER models.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, QUANTUM SHIELDING, TRANSPORT, FLY, GHOST ARK




DOOM SCYTHE

10 POWER

Some of this model's characteristics change as it suffers damage, as shown below:

No. Name M WS BS S TR WA S ]S Sy
1 Doom Seythe [7+ wounds remaining) 20-50° 6+ 3+ g E 12 3 10 3+
Doom Scythe [4-6 wounds remaining) 20-40" B+ 4+ & B N& D3 10 I+

Doom Scythe [1-3 wounds remaining) 20-30" 6+ 5+ 6 E N/A 1 10 s

ADoom Scythe is equipped with: heavy death ray; twin tesla destructor,

WEAPON RANGE TYPE S AP D ABILITIES

Heavy death ray 36" Heavy 3 12 -4 D3+3

s -; w Each time an attack is made with this weapon, an
SR BT <l Heson Al i f unmodified hit roll of 6 scores 2 additional hits.
ABILITIES

Living Metal, Command Protocols (pg 80-81] Hard to Hit: Each time a ranged attack is made against

Supersenic: Each time this model makes a Narmal move,  this Unit, subtract 1 from that attack’s hit roll
Advances ar Falls Back, first pivot it on the spot up to 90°
(this does not contribute to how far the model moves),
then move the model straight forwards. It cannot pivot

again after the initial pivot.

Airborne: You cannot declare a charge with this model,
and it can only be chosen as a target of a charge if the
unitmaking the charge can FLY. You can only fight with
this model if it is within Engagement Range of any enemy
units that can FLY, and this model can only make melee
attacks against units that can FLY. Enemy units can only
make melee attacks against this model if they can FLy.

Explodes: When this model is destroyed, roll one DB
before removing it from play, On a 6 it explodes, and each
unitwithin 6" suffers D3 mortal wounds,

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, AIRCRAET, FLY, DOOM SCYTHE

NIGHT SCYTHE

8 POWER

Some of this model's characteristics change as it suffers damage, as shown below:

No. Name M WS BS S T W A Ld Sv
1 NightScythe (7+ wounds remaining) 20-50" B+ 3+ B 6 12 3 U0 3+
Night Scythe (4-6 wounds remaining) 20-40" b+ 4+ 6 6 NA& D3 10 3+
Night Scythe [1-3 wounds remaining] 20-30" 6+ 5+ B 6 N/ 1 10 3+

A Night Scythe is equipped with: twin tesla destructor.

WEAPON RANGE TYPE S AP D  ABILITIES

q . o Each time an attack is made with this weapon, an
e 36 Heavy 10 g s unmodified hit roll of 6 scares 2 additional hits.
ABILITIES

Airborne: You cannot declare a charge with this unit, and
itcan only be chosen as a target of a charge if the unit
making the charge can FLY. You can only fight with this
model if it is within Engagement Range of any enemy
units that can FLY, and this model can only mzke meles
attacks againstunits that can FLY. Enerny units can only
make melee attacks against this madel if they can FLy.

Living Metal, Command Protocols (pg 80-81)

Supersonic: Each time this model makes a Mormal move,
Advances or Falls Back, first pivot it on the spot up te 90°
[this does not contribute to how far the model moves],
then move the model straight forwards, It cannot pivot
again after the initial pivar.

Explodes: When this model is destrayed, roll one D6
before any embarked models disembark and befare
removing it from play. On a B it explades, and each unit
within 6" suffers D3 mortal wounds.

TRANSPORT

Hard to Hit: Each time a ranged attack is made against
this unit, subtract 1 from thatattack's hit roll.

This model has a transport capacity of 20 <DYNASTY> CORE INFANTRY, <DYNASTY> INFANTRY CHARACTER of DYNASTIC
AGENT INFANTRY models.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, AIRCRAFT, FLY, TRANSPORT, NIGHT SCYTHE

The Doom Scythe is a
terror weapon whose
wailing engines evoke
horror in the
luckless foe. Their primary
armament, the heavy death
ray, is more frightening
ill, for wherever its
i ergy beam
ugh the enemy's
t leaves nothing
but blasted wreckage in
its wake.

Many Necron invasions
begin with Night Scythes
flitting through a world's
void defences. Potent
aerial fighters in their

own right, Night Seythes
also employ invasion
beams to generate captive
wormholes through which
invading infantry can march
direct from distant Necron
tomb worlds to begin their
conquests anew.

107



108

The Necron Obelisk is

a slab-sided war engine
designed to ensure air
superiority. When enemy
aircraft draw near,

powerful gravitic pu

that races out throug
skies over the batt

and swats the f

fighters and airborne
troops te the ground like
luckless insects.

These super-heavy
war engines channel
the furious might of
imprisoned Transcendent
C'tan Shards, unleashing
one unnatural
phenomeno ter another
upon the foe. Yet should
they ever be de

the C'tan
the god-shard’s wrath will
be great indeed, and all
should fear its rampage.

OBELISK

19 rower

Some of this model’s characteristics change as it suffers damage, as shown below:

No. Name M WS BS S T W A Ld Sv
1 Obelisk [15+ wounds remaining) g" B+ 3+ 8 B 28 6 10 2+
Obelisk (8-14 waunds remaining) 6" G+ 4+ 8 g NA DB 10 2+
Obelisk (1-7 wounds remaining) q 6+ 5+ 8 8 MA D3 10 2+

An Obelisk is equipped with: 4 tesla spheres.

WEAPON RANGE TYPE S AP D ABILITIES

. Each time an attack is made with this weapon, an
FAnapiee 2 Sonauled e & unmodified hit roll of 6 scores 2 additional hits.
ABILITIES

Living Metal, Command Protocols (pg 80-81)

Death Descending: During deployment, you can set

up this model in the upper atmosphere instead of
placing iton the battlefield. If you do, then during the
Reinforcerments step of ane of your Movement phases,
you can set up this unit anywhere on the battlefield that
is more than 9" away from any enemy models.

Hovering Sentinel: In your Movement phase, ifthis
maodel Remains Stationary, then until the start of your
next Movement phase, its tesla spheres have aType of
Assault 6, a Strength characteristic of 8 and a Damage
characteristic of 2.

Hovering: Distances are measured to and from either this
maodel’s hull orits base, whichever is the closest.

Explodes: When this model is destroyed, roll one 06
before removing it from play. On a 6 itexplodes, and each
unit within 6" suffers D6 mortal wounds.

Gravity Pulse: In your Shooting phase, you can select one
enemy unit that can FLy and is within 24" of this model.
Until the s1art of your next Shooting phase, halve the
Move characteristic of models in that unit. [fthe selected
unit is an AIRCRAFT, roll 2D6: for each point by which

the total exceeds that unit's Toughness characteristic,
that unit suffers 1 mortal wound. Each unit can only be
selected for this ability once per phase.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, TITANIE, FLY, OBELISK

TESSERACT VAULT

25 POWER

Some of this model's characteristics change as itsuffers damage, as shown below:

No. Name M WS BS S0 W A Ld Sv
1 TesseractVault [16+wounds remaining] 8" B+ 3+ 8 7 30 6 10 2+
Tesseract Vault (3-15 wounds remaining] &" B+ 4+ B 7 N4 DB 10 2+
Tesseract Vault [1-8 wounds remzining) 4" B+ B+ 8 7 N D3 10 2+
ATesseract Vaultis equipped with: 4 tesla spheres.
WEAPON RANGE TYPE S AP D ABILITIES
" Fach time an attack is made with this weapon, an
Ui A o8 unmodified hit roll of & scores 2 additional hits.
ABILITIES

Living Metal [pg 80)

Vengeance of the Enchained: When this model is
destroyed, roll one DB before remaving it from play. On
a4+ it explodes, and each unit within 206" suffers DS
martal wounds.

POWERS OF THE C’'TAN

Transtemporal Force Field: This model hasa 4+
invulnerable save,

Hovering: Distances are measured 1o and from either this
model’s hull or its base, whichever s the closest.

This rmodel knows four C'tan Powers from the Powers of the C'tan (pg 68). Atthe end of your Movernent phase, if this model
did not Advance or Fall Back that phase, it can use a number of Ctan Powers it knows equal ta the number in the tabla
below. [t cannot use the same ('tan Power more than once per turm.

Remaining Wounds Powers ofthe Ctan
16+ 3
915 2
1-8 3

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: VEHICLE, TITANIC, FLY, C'TAN SHARD, TESSERACT VAULT




MONOLITH

Serne of this model's characteristics change as it suffers damage, as shown below:

19 rower

No, Name M WS BS S T W A Ld Sv
1 Monolith [13+wounds remaining] 8" B+ 3+ 8 8 24 B 10 2+
Manolith (712 wounds remaining) 6" B+ 4+ 8 8 MN/A DB 10 2+
Monolith [1-6 wounds remaining] 4 B+ 5+ B B NA D3 10 2+

AMonolith is equipped with: 4 gauss flux arcs; particle whip; portal of exile,

WEAPON RANGE TYPE S AP D ABILITIES
Oeathray 24" Heavy 1 9 -3 D343 -
Gauss flux arc 30" Rapid Fire 3 5 -2 1 -
Particle whip 35" Heavy D6 12 -3 3 Blast
: Each time an attack is made with this weapan, that
Eateioh el R e e 2 attack automatically hits the target.
WARGEAR OPTIONS

* This model's 4 gauss flux arcs can be replaced with 4 death rays.

ABILITIES
Living Metal, Command Protocols (pg 80-81]

Eternity Gate: In your Movement phase, if this model
Remains Stationary, thenin the Reinforcement step of
that phase it can summaon a unit_ If it does, select one
<Drnasty> CORE INFANTRY unit from your army thatis
in Strategic Reserves: set up that unit anywhere on the
battlefield that it is wholly within 3" of this model and
notwithin Engagement Range of any enemy models.
Models in units that are setup using this ability count as
having moved a distance in inches equal to their Move
characteristic in the Movement phase.

Death Descending: During deployment, you can set

up this model in the upper atmosphere instead of
placing it on the battlefigld. If you do, then during the
Reinforcements step of one of your Movement phases,
you can set up this unit anywhere on the battlefield that
is more than 9" away from any enemy models.

A Mongclith is capable

of skimming across the
battlefield, or even
descending from sp

can slaughter fo

array of potent weapons,

Hovering: Distances are measured to and from either this
model’s hull or its base, whichever is the closest.

Explodes: When this modal is destroyed, roll one 06
before removing it from play. On a & itexplodes, and each
unit within 5" suffers D6 mortal wounds.

FACTION KEYWORDS: NECRONS, <DYNASTY>
KEYWORDS: VEHICLE, TITANIC, MONOLITH

heal damage with the -
living metal of its hull

and even teleport Necron
reinforcements into battle
through its shimmering
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The Silent King rides to
war aboard his dais of
dominion, flanked by the
phaerons of his Triarch
and orbited by crackling
noctilith menhirs. He
unleashes god-like powers
of annihilation upen his
dismayed foes, even as his
absolute authority radiates
out to empower the Necron
legions and drive them to
inevitable victory,

THE SILENT KING

23 rower

Some of Szarekh's characteristics change as it suffers damage, as shown below:

No. Name M WS BS § W A e ey
1 Szarekh [9+wounds remaining) B" 2+ 2 5 ? 16 6 10 3+
Szarekh [5-8 wounds remaining] 8" 2+ 2+ 5 7ONA 4 me 3¢
Szarekh [1-4 wounds remaining) 4" 2+ 2+ 5 7 N/ 2 10 3+

2 Triarchal Menhir 8" b+ 2+ 5 7 5 1 10 3+

Szarekh is equipped with: Sceptre of Eternal Glory; Staff of Stars; Scythe of Dust, Every Triarchal Menhir is equipped with:
annihilator beam. Your army can only include one THE SILENT KING unit.

WEAPON RANGE TYPE S AP D ABILITIES

Annihilator beam 36"  Heawyl 12 -4 8

Scept B 16l

R 24" Mssak3 8 3 2

(shooting)

Staff of Stars (shooting) 24" Assaul® B 2 1

Sceptre of Eternal Glory e Hoten o m @

{melee)
Each time the bearer fights, it makes 4

Seythe of Dust Melee  Melee +3 -4 3 additional attacks with this weapon and no more
than 4 attacks can be made with this weapon.
Each time the bearer fights, it makes 3

Staff of Stars [melee) Melee Melee User -2 1 additional attacks with this weapon and no more

than 3 attacks can be made with this weapon.

ABILITIES

Living Metal, Command Protocols (pg 80-81)

Noctilith Beacons: In your opponent’s Psychic phase,
Szarekh can attempt ta deny one psychic power as if he
were a PSYKER.

Obeisance Generators: At the start of the Fight phase,
if there any enemy units within Engagement Range of
Szarekh, then until the end of the phase, those units
cannot fight until after all other eligible units from your
army have done so.

Phaeron of the Stars (Aura): While a friendly Necrons
CorE unitor TRIARCH PRAETORIANS unitis within 6 of
Szarekh, each time a ranged attack is made by a model in
that unit, you can re-roll the hit rall,

Phaeron of the Blades [Aura): While a friendly NEcrRoNs
COoRE unit or TRIARCH PRAETORIANS Unit is within 6" of
Szarekh, each time a melee attack is made by a model in
that unit, you can re-roll the wound roll.

Relentless March [Aura): While a friendly NECRONS CoRE
or TRIARCH PRAETORIANS unitis within 6" of Szarekh,
each time thatunit is selected to make 2 Normal Mave ar
Advance, until the end of the phase, add 1" to the Move
characteristic of madels in that unit,

My Will Be Done: |n your Command phase, you can select
one friendly NECRONS CORE or TRIARCH PRAETORIANS
unit within 8" of Szarekh. Until the start of your next
Command phase, each time a model in that unit makes an
attack, add 1 to that attack’s hit roll. Each unit can only be
selected for this ability onee per phase.

Phaeron: This model can use its My Will Be Dane one
additional time per turn,

Voice of the Triarch: Once per battle, atthe start of any
battle round, if Szarekh is on the battlefield he can alter
Your command protacols. If he does, the command
protocel that you did not assign to any battle rounds
before the battle becomes active faryour army for that
battle round, instead of the one that you assigned toit.

Triarchal Menhir: While this unit contains any Triarchal
Menhirs madels, it does not count s a CHARACTER far
the purposes of the Look Out, Sir rule and each time an
attack successfully wounds this unit, that attack must
be allocated to one of those models. The destruction of
Triarchal Menhirs s ignared for the purposes of Morale
tests. If Szarekh is ever destroyed, any remaining
Triarchal Menhirs in this unit are also destroyed.

The Silent King: If your army is Battle-forged, Szarekh
must be your army's WARLORD. You receive 3 additional
Command points if Szarekh is your WARLORD,

Transtemporal Force Field: Models in this unit have a 4+
invulnerable save.

Preservative Auto-torpor: If Szarekh has 8 or fewer
wounds remaining, it cannot make attacks with its Staff of
Stars and loses the Phaeron of the Stars ability, If Szarekh
has 4 or fewerwounds remaining, it cannot make attacks
with its Scythe of Dust and loses the Phaeron of the
Blades ability.

Vengeance of the Enchained: When Szarekh is
destroyed, roll one D6 hefore removing it fram play. On
a4+ it explodes, and each unit within 206" suffers D6
martal wounds.

FACTION KEYWORDS: NECRONS, SZAREKHAN

KEYWORDS [Szarekh): VEHICLE, CHARACTER, FLY, SUPREME COMMANDER, PHAERON, NOBLE,
DYNASTIC AGENT, THE SILENT KING, SZAREKH
KEYWORDS (Triarchal Menhirs): VEHICLE, FLY, DYNASTIC AGENT, THE SILENT KIN G, TRIARCHAL MENHIRS




CONVERGENCE OF DOMINION

6 POWER

Some of this model's characteristics change as it suffers damage, as shown below:

No. Name M WS BS S T w A Ld Sv
3 Starstele [6+ wounds remaining) 3+ B 8 10 - - 3+
Starstele (3-5 wounds remaining 4+ B 8 N/A - - 3+
Starstele [1-2 wounds remaining] S+ B B N/A - - 3+
Every model is equipped with: transdimensional abductor.
WEAPON RANGE TYPE S AP D ABILITIES
Transdimensional abductor i Asszult D3 -3 3 -
ABILITIES

Living Metal, Command Protocols [pg 80-81)

Caonvergence of Dominion: When this unitis first set up on
the battlefield, its models do not have to be setup in unit
coherency. Instead, each model must be set up wholly
within 12" of one other model from its unit. From that point
on, each model in this unit is treated as a separate unit.

Dominian Protocols [Aura): While a friend|y <DYNASTY>
CORE unit is within 6" of this model, add 2 to the
Leadership characteristic of models in that unit,

Dynastic Command Nede: While 2 command protacol is
active for your army, friendly units with the Command
Protocols ability that are within 6" of this model

benefit from the selected directive(s] of the active
command protocol.

Translocation Protocols: While there are any STARSTELE
units from yourarmy on the battlefield, CRYPTEK units
inyourarmy can atiempt the following action, as
described in the Warhammer 40,000 Core Book: ‘Activate
Translocation Protocols [Action): At the end of your
Movement phase, one friendly CRYPTEK unit from your
army thatis within 3" of any friendly STARSTELE units can
start to perform this action. The action is completed at
the end of your turn. Bnce completed, select one of those
STARSTELE units and remove it from the battlefield; in the
Reinforcements step of your next Movement phase, set
that STARSTELE unit back up onthe battlefield, anywhere
thatis more than 8" away from any enemy models. If the
battle ends and that Starstele unit is not on the battlefield,
itis destroyed.'

FACTION KEYWORDS: NECRONS, <DYNASTY>

KEYWORDS: BUILDING, VEHICLE, STARSTELE, CONVERGENCE OF DOMINION

Starsteles were placed
upon worlds as territorial
markers and silent
guardians by jealous
Mecron nobles. Over

the millennia they

have become forsotten
archaeclogical curio

ar feared sources
superstitious rumour about
vanishments and strange
lights. Now they awak
again as their masters
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be found below:

Gauss Weapons

WEAPON PROFILES

Below you will find the weapon profiles for all the weapons that Necrons models can be equipped with. If a weapon has the Blast
ability, the details of this ability can be found in the Warhammer 40,000 Core Book.

WEAPON DEFINITIONS

Some rules refer to ‘gauss weapons' or "tesla weapons. The
definitions of these weapons for the purposes of such rules can

Tesla Weapons

A tesla weapon is any weapon whose profile includes the word
“tesla’ (tesla carbine, twin tesla destructor, etc.), and any Relic
that replaces such a weapon. The Voltaic Staff {pg 66) is also a
tesla weapon.

A gauss weapon is any weapon whose profile includes the word
‘gauss’ (gauss blaster, gauss flayer array, etc.), and any Relic that
replaces such a weapon (e.g. Conduit of Stars, page 67).

Doomsday cannon
- Low power
- High power

Eldritch lance [shoating)
Enmitic annihilator
Enmitic disintegrator pistol
Enmitic exterminator
Entropic Lance [shooting]
Gauntlet of Fire

Gauss blaster
[Fauss cannon
Gauss destructor
Gauss flayer
Gauss flayer array
Gauss Mux arc
Gauss reaper
Heatray

- Dispersed

- Focused

Heavy death ray

Particle beamer

Particle caster

Particle shredder

Particle whip

Plasmic lance [shooting)
Relic gauss blaster

Rod of covenant [shooting]

Scouring eye

Sceptre of Eternal Glory (shooting]

RANGED WEAPDNS RANGE TYPE S AP D  ABILITIES

Abyssal lance (shooting) 18 Assault3 s

Aeonstave [shooting) 18" Assault D3 58 -2 =k Blast. Each time an attack is made with this weapon, invulnerable
saving thraws cannot be taken against that attack,

Annihilator beam 36" Heawy 1 iz -4 6

Atarniserbeam 12 Aszault3 Bt il

Death ray 24" Heawvy 1 9 -3 D3:3

Doomsday blaster Before selecting targets, selectone of the profiles below to make attacks with.

- Low power 24" Heavy DS 8 -2 D3 Blast

- High power 48" Heavy D6 100 -5 D6  Blast The bearercan only make attacks with this profile if it

Retnained Stationary during its previous Movement phase.
Before selecting targets, select one of the profiles below to make attacks with.

36" Heavy DB B -2 D3 Blast

72 Heavy D6 10 -5 D6  Blast. The bearercan only make attacks with this profile if it
Remained Stationary during its previous Mavement phase.

35" AssaultD3 & -4 D& -

18° Assault 203 bl A Blast

L Hi Pistol 1 B - i

36" Heavy 303 e L Blast

18" Assault 1 8 -3 D3+3

12 Assault DB 5 358 g Each time an attack is made with this weapon, that attack
autamatically hits the target.

30" Rapiél Fire 1 SRl -

24" Heavy 3 B =3 [ =

36" Heavy L 10 -4 303 -

247 Rapid Fire 1 7 A | -

24" RapidFire 5 4 1 1 -

30" Rapid Fire 3 b =P 1 4

k]! Assault2 SNt -

Before selecting targets, select one of the profiles below to make attacks with.

1z Heavy 206 - TR Eachtime an attack s made with this weapon, that attack
automatically hits the target,

24" Heavy 2 8 -4 D&  Eachtime anattack made with this weapon targets a unitwithin
half range, that attack has a Damage characteristic 0f D6+2.

36" Heavy 3 12 -4 D3+3 -

18" Assault 6 R R -

3= Pistol 2 L3 =

24" Heavy8 T - 2

36" Heavy D6 g = Blast

18" Assault D3 7 9 b -

30" Rapid Fire 2 L =

12" Assault 1 L =3 ¢ -

24" Assault3 B s -

12" Pistol 2 5 g I 2
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RANGEDWEAPONS RANGE TYPE S AP D  ABILITIES

Spear of the Void Dragan [shooting] 12" Heavy 1 9 -4 D6  Eachtimean attack is made with this weapon, if a hitis scored,
draw a straight line between the closest point of this model’s base
[or hull] and thatof the closest model i the target unit. Make
one wound foll againstthe target unit, and each otherunit this
line passes over. Each time an attack made with this weapon
is allocated to a VEHICLE model, that attack has a Damage
characteristic of D3+3.

Staff of light [shooting] 18 Assault 3 e

Staff of Stars [shooting] 24" Assault 8 & -2 1

Staff of the Destroyer [shaoting] 18? Assault 3 Gl

Synaptic disintegrator 36" Heavy 1 LS Each time you select a target for this weapon, you can ignare the
Look Dut, Sir rule. Each time an attack is made with this weapon,
an unmodified wound roll of B inflicts 1 mortal wound on the
target in addition to any normal damage.

Tachyon arrow 120" Assault 1 12 -5 D6  Thebearercanonly shootwith this weapon once perbattle.

Tesla cannon 30" Heawy 3 B 0 1 Each time an attack is made with this weapan, an unmadified hit
roll of B scores 2 additional hits,

Tesla carbine 24" Assault 2 5 0 il Each time an attack is made with this weapan, an unmadified hit
roll of B scares 2 additional hits,

Tesla sphere 24" Assault4 7 0 ‘3 Each time an attack is made with this weapon, an unmodified hit
roll of 6 scores 2 additional hits.

Transdimensional abductor b AssaultD3 4 -3 3 -

Transdimensional beamer 12" Assault 1 4 3 3 -

Twin gauss blaster 307 Rapid Fire 2 Sl el EIEE

Twin gauss flayer 24" Rapid Fire 2 4 & i -

Twin heavy gauss cannon 30° Heavy B sy D o

Twin tesla carbine 24" Assault 4 G 1 Each time an attack is made with this weapon, an unmodified hit
roll of B scores 2 additional hits.

Twin tesla destructor 36" Heavy 10 Tl S Each time an attack is made with this weapen, an unmodified hit

roll of 6 scares 2 additional hits.




MELEE WEAPONS RANGE TYPE S AP D  ABILTIES

Abyssal lance [melee] Melee Melee User -3 1. =

Aecnstave [meles] Melee Melee User 2 1 Eachtime anatiackis made with this weapon, invuinerable
saving throws cannot be taken againstthat attack.

Automaton claws Melee Melee o i L -

Canoptek tail blades Melee Melee User -2 1 Each time the bearer fights, it makes DG additional attacks with
this weapon.

Chronotendrils Melee Melee User 0 1 Each time the bearer fights, it makes 3 additional attacks with
this weapon,

Crackiing tendrils Melee Melee User -4 DB

Eldritch Lance (melee) Melee Melee User -4 2

Empathic Obliterator Melee Melee +2 -1 D3  Eachtimeanattackis made with this weapon, ifa CHARACTER
model is destroyed by that attack, each enermny unitwithin & of
the bearer suffers 03 mortal wounds.

Entropic Lance [melee) Melee Melee User 3 3

Feeder mandibles Melee Melee User O 1 Each time an attack is made with: this weapen, an unmodified hit
roll 0f 6 automatically wounds the target.

Flayer claws Melee Melee User -1 1 -

Flensing claw Meles Malee User 1 1 Each time an attack is made with this weapon, make 2 hit rolls
instead of 1.

Golden fists Melee Melee User -3 3

Hyperphase glaive Melee Melee A S

Hyperphase harvester Melee Melee +2 4 3 Each time an attack is made with this weapon, subtract 1 from
that attack’s hizrall.

Hyperphase reap-blade Melee Melee #2032

Hyperphase sword Meles Melee e I A

Hyperphase threshers Melee Melee User -3 ¢ Each time the bearar fights, it makes 1 additional attackwith
this weapon.

Impaling legs Melee Melee User -2 L Each time the bearer fights, it makes 2 additional attacks with
this weapon.

Monomolecular proboscis Melee Melee LEGT i il -

Ophydian claws Melee Melge User -1 1 Each time the bearer fights, it makes 2 additional attacks with

this wezpon.




MELEE WEAPONS RANGE TYPE S AP D ABILITIES

Plasmic lance [melee] Melee Melee User -3 2 3

Portal of exile Melee Melee User -3 3 Each time an attack is made with this weapon, that attack
automatically hits the targel.

Reanimator's claws Melee Melee User -2 1 -

Rod of covenant [melee] Melee Melee: llser <3 2 =

Sceptre of Eternal Glory [melee] Melee Melee +4 3 2 -

Scythe of Dust Melee Melee £ S ] Each time the bearer fights, itmakes 4 additional attacks with

Scythe of the Nightbringer
- Reaping sweep

- Entropic blow

Scythed limbs
Spear of the Void Dragon [melee)

taff oflight [melee]
Staff of Stars [melee]

Staff of the Destroyer [melee)
Staff of Tomorrow

Stalker’s forelimbs

Vicious claws

Voidblade

Voidscythe

Warscythe
Whip cails

this weapon and no mare than 4 attacks can ba made with
this weapon.

Before selecting targets, select one of the profiles below to make attacks with,

Melee Melee

Melee Melee

Melae Melee
Melee Melee

Melee Melee
Melee Melee

Melee Melee
Melee Melee
Melee Melee
Melee Melee
Melee Melee
Melea Melee
Melee Melee
Melee Melze

User

-

User
+3

User
User

User
+2
User

x2

+2
User

3

1

D6

0§

D3

n

Each time an attack is made with this weapon profile, make 2 hit
rolls instead of 1.

Each time an attack is made with this weapon profile,
invulnerable saving throws cannot be made against that attack.
Each time an attack made with this weapon is allocated toa
VEHICLE model, that attack has a Damage characteristic of D3+3.
Each time the bearer fights, it makes 3 additional attacks with
this weapon and no more than 2 attacks can be made with
this weapon.

Each time an attack is made with this weapon, invulnerable
saving throws cannat be taken against that attack.

Each time the bearer fights, it makes 1 additional attack with
this weapon:

Each time an attack is made with this weapon, subtract 1 from
that attack's hitroll.

Each time an attack is made with this weapon profile, make 2 hit
rolls instead of 1.




POINTS VALUES

You can use this section to determine the points (pts) value of each unit in your army. Each entry lists the unit’s size (i.e. how many

models the unit can contain) and how many points the unit costs. Ifan entry has a un
points for every model in that unit. You must then add points for each weapon,
listed in that unit’s entry (weapons and wargear not listed in a unit's entry cost

®Ho

Anrakyr the Traveller [pg 83)

Unitsize

Unitcost,

Catacomb Command Barge [pg B8]

Unit size........

Unit cost.

* [auss cannon

Overlard [pg 89)

Imodel  Unitsize
i40pts  Unit cost...

= Resurrection orb

= Warscythe

Chranomancer (pg 91]
Unit size

Unit cost

llluminor Szeras [pg 84)
Unitsize.....

Unit cost

Imotekh the Stormlord (pg 82)

Unit size

1] 31} o1y S o

Lokhust Lord (pg 87)
Unitsize......

Unit cost

= Phylacteny..........c..
= Resurrection orb

* Warscythe

Lord (pg 87)

e e v I B, e

Unit cost

= Resurrection orb

= Warscythe

Nemesor Zahndrekh [pg 84)

Unit size

Unit cost......

Drikan the Diviner (pg 62)

Unit size

Unit cost,

it cost of 'x pts/model, then the unit costs x
or item of wargear, that is included in that unit if it is
no additional points to include in that unit).
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* Resurrectionorb........ . +30 pts
= Tachyonarrow....... o +5 pts
.1 mode| * Voidseythe +15pts
AR ps. Warscythessuaisiindaiie oo e +5pts
+5 pts
+30pts  Plasmancer [pg 91)
FOPES  UNitSIZer o iicsinsnnics i 1 model
Unit cost .70pts
1model  Psychomancer [pg 90])
80pts  Unitsjze, e L O]
Unit cost v 20 S

-.1madel  Royal Warden [pg 86)

160 pts  Unitsize w1 M0deEN
Unitcost s 5 PUS

1 model  Skorpekh Lord [pg 86)

Lanpes.  UnDMSIZecsnaiitiitnies 1 model
Unit cost 130pts

..l model Technomancer [pg 90]

105pts  Unitsize.. 1 model

+5pts  Unitcost, 75pts

+30 pts = Canoptek cloak......on., D PG

+3pts = Canoptek control node v +15 pts
Trazyn the Infinite [pg B5)

—.1model  Unitsize. B e AT B W AR 1 model
..70pts  Unitcost 100ps
+30pts

+5pts  Vargard Obyron [pg 83)
URIESIER et st it i 1 model
Unit cost 100 pts
1 model
135 pts
Cryptek Arkana [pg 62-63)
* Atavindicator +25 pts

.1 model = Cortical subjugator scarabs +15 pts

110 pts Cauntertemporal nanomines...... +30pts
Cryptogeometric adjuster, +15 pts
Dimensional sancwum........ +15 pts
Faitsafe mverchamer e e mas i +30 pts
Hypermaterial ablator +25 pts
Metalodermal tesla weave +20 pts
Photonic transubjector .. +20 pts
Phylacterine hive +20 pts
Prismatic obfuscatron +20 pts
=T T PR o s I i T +20 pts




} TROOPS Transcendent C'tan (pg 100)

Unit size et i SR 1 model
Immortals (pg 92] Unit cost 270 pts
Unitsize.... 5-10 models
Unit cost 17 pts/madel  Triarch Stalker [pg 97]
* Tesla carbine #2 P RIS s R R 1 model
Unit cost 135pts
Necron Warriors [pg 92) = Heatray +Spts
Unitsize 10-20 models = Twin heavy gauss cannon +15 pts
Unitcost 13 pts/model
W FAST ATTACK
M ELITES |
Canoptek Scarab Swarms [pg 101)
C'tan Shard of the Deceiver [pg 98) Unitsize 3-9models
Unitsize Lmodel  Unitcost 15 pts/model
Unitcost..... 350 pts
Canoptek Wraiths (pg 103)
C'tan Shard of the Nightbringer (pg 98) D T e 3-8 models
Unitsize.... ] tmodel  Unitcost 35 pts/model
Unit cost. 350 pts * Particle caster swssiins +0 PS
» Transdimensicnal beamer ...... +10pis
C’tan Shard of the Void Dragon [pg 99]
Unitsize t model  Ophydian Destroyers [pg 102
Unit cast ,350pts  Unitsize.... Dot 3-6 models
Unit cost. 35 pts/model
Canoptek Plasmacyte [pg 96)
Unit size tmodel Tomb Blades [pg 102]
Unit cost e 15t Unit size 39 models
Unit cost 25 pts/model
Canoptek Reanimator (pg 93) * Nebuloscape... +3pts
Unit size 1 model » Shadowloom... cneeins F 5 PLS
Unit cost 110 pts * Shieldvanes ... A3 pts
* Twin gauss blaster . ¥D pis
Canoptek Spyders pg 101]) = Twintesla carbine +5pts
Unit size 1-3 models
Unit cost 60 pis/model  Triarch Praetorians (pg 103)
= Fabricator claw array .. St e e S T R —————— T 5-10 models
* Gloom prism +5pts  Unitcost 25 pts/model
= Particle beamer +5 pts
Sk HEAVY SUPPORT
Cryptothralls (pg 95)
UNit SiZe o 2models  Annihilation Barge (pg 104)
Unit cost....... ADPs  UNMSIZE s mmiprimsisisisinssiiisssmismsingn .1 model
Unit Costo e i .120pts
Deathmarks (pg 94) * Gauss cannon SRR L o
Unitsize 5-10 models
Unit cost 18 pts/model  Canoptek Doomstalker (pg 108)
Unit size........ 1 model
Flayed Ones (pg 95) Unit cost 140 pts
Unitsize 5-20 models
Unit cost wrnw-13 ptsimodel  Doornsday Ark [pg 104)
Unit size e 1 model
Hexmark Destroyer (pg 93] Unit cost 190 pts
Unitsize .1 model
Unit cost 75pts  Lokhust Destroyers (pg 105]
Unitsize...... e 1-7 models
Lychguard (pg 94) Unitcost 55 pts/model
Unit Size .. 5-10 models * [auss destructor +15 pts
Unitcost....... 28 pts/mode! + Enmitic exterminator.... +15 pts
Skorpekh Destroyers [pg 96] Lokhust Heavy Destroyers [pg 105]
Unit size 3-6models  Unitsize 1-3 modeis
Unit cost 35 pts/medel  Unitcost 70 pts/model
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4} DEDICATED TRANSPORTS

Ghost Ark [pg 106)
Unitsize

Unit cost

$|¢ FLYERS

Doom Scythe [pg 107)
Unit size

Unit cost

Night Seythe (pg 10?}
Unit size

Unitcost B R

1 model

.. 145 pts

w1 model
... 200 pts

reeeee 1 MDdeE]
... 145 pts

& LORDS OF WAR
Monolith (pg 109)

DNl Elme . o i i w1 MOl

Unitcost............. . 360 pts
» Death ray... 45 pts

Obelisk [pg 108])

Unit Size ... 1Imodel

B} e 370 pts

The Silent King [pg 110]

Unitsize.... 3 models

Unitcost........ 450 pts

Tesseract Vault [pg 103]

Unitsize.........

Unit cost 500 pts

P ForTIFICATIONS

Comrergenr:e of Dominion [pg 111]
Unit size..

3Imodels

Unit cost

120 pts




GLOSSARY

Dn this page you will find a glossary that contains a number of terms used in this Codex. These are intended
to provide precise definitions to help resolve some of the more complex rules interactions that may arise,
and players should feel under no obligation to memorise this list.

Active command protocal [pg 81): The command protocol that is
currently active for your army.

All of the models in the unit can have their Weapon A replaced with 1
Weapon B each: When this wargear cption is selected for a unit, every
single model in that unit that is equipped with Weapon A must have
its weapon replaced with Weapon B. It is not possible for only some of
the modsls in that unit to have their weapon replaced and for others
not ta.

Any number of models can each have their Wedpon A replaced with

1 Weapon 8: When this wargear aption is selected for a unit, any
number of madels in that unit that are equipped with Weapon Acan
each have its weapon replaced Weapon B. [tis possible for only some
of the models in that unit to have their weapon replaced and for others
nat ta.

Command protacol [pg B1]: There are six command protocols:
Protocol of the Conguering Tyrany; Protocol of the Eternal Guardian;
Protacal of the Hungry Yoid; Protocol of the Sudden Starm; Protocol of
the Undying Legions; Protocol of the Vengeful Stars.

Cryptek Arkana (pg 62]: A unique piece of wargear that can be given
to NECRONS CRYPTEK models [excluding named characters).

C'ran SHARD [pg 51): A unitthat can be included in a NECRONS
Detachment without preventing other units in that Detachment from
gaining a Dynastic Code.

C'tan Powers [pg 68): C'1aN SHARD models can atterpt to use C'tan
Powers that they know.

Directive [pg 81): One part of a command protacol, when a command
protocol becomes active for your army, one of that cammand
protocol's directives will be selected to be the ane that applies to the
affected units in your army.

Dynastic AGENT [pg 51): A unit that can be included in a NEcroNS
Detachment without preventing other units in that Detachment fram
gaining a Dunastic Code,

Dynastic Code (pg 51): Detachment ability for NECRONS
Detachments. An ability gained by NECRONS madels [excluding
DYNASTIC AGENT 2nd C'TAN SHARD models) based on the Dynasty they
are from, if all models in that Detachment are from the same dynasty.

Dynastic Epithet (pg 24): A Crusade rule applied to NoBLE
CHARACTER WARLORD madels upon victary.

From [pg B0J: The dynasty that a unit belongs to is the dynasty they
are from. Aunit is from a certain dynasty if they have that dynasty's
name listed on its Faction keyword line,

Gauss weapon [pg 112]: A ranged weapan whose profile includes the
word 'gauss’, or a Relic that replaces a pauss weapon.

NEcrons Detachment [pg 51): A Detachment in a Battle-forged army
where every madel has the NECRONS keyword [excluding models with
the UNALIGNED keywords].

Necrons secondary objectives [pg 69]: Additional secondary
abjectives that can be used in certain matched play mission packs if
every Detachmentin your arrny is a NECRONS Detachment.

Power of the C'tan [pg 68): Alist of C'tani Powers that C’'TAN SHARD
models can use.

Reanimate (pg 80): When a model Reanimates it is set back up on the
battlefield with its full wounds remaining.

Reanimation protocols are enacted [pg 80): After a unit with the
Reanimation Protocols ability has any of its models destroyed by
enemy attacks, its reanimation pratocaols are enacted, and the models
that were destroyed by those attacks begin reassembling,

Reanimation Protocol roll (pg 80): One 06 roll. Cannot be modified by
more than -1 or +1.

Reassembling pg 80): When a unit's reanimation protocols are
enacted, Reanimation Protocol rolls are made for the models in that
unit that are reassembling.

Relic of the Aeons [pg 66-B7): A type of Relic that can be given to
NECRONS CHARACTER models,

Stratagem label: A Stratagem’s labels are written beneath its title
and can include: Necrons; Battle Tactic; Epic Deed, Strategic Ploy;
Requisition; Wargear. A Stratagem can have more than one label; for
example, a Stratagem with ‘Necrons — Wargear Stratagem’ has both
the Necrons and Wargear labels,

Tesla weapon (pg 112): A ranped weapon whose profile includes the
waord ‘teslg’, or a Relic that replaces a tesla weapon.
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REFERENCE

This section also includes a bullet-pointed summary of a number of Necrons rules. In most games, you may
find referencing this summary is all you need to resolve a rule, but if not, follow the page reference to read
the entirety of the rule.

COMMAND PROTOCOLS (PG 81) REANIMATION PROTOCOLS (PG 80)
+ Command Protocols only applies if every unit in your army + After an enemy unit attacks, if any models in this unit were
is from the same dynasty (excluding DYNasTIC AGENT, C'TaN destroyed, Reanimation Protocol rolls are made.
SHARD and UNALIGNED units) and your WARLORD is a NOBLE. » For each model destroyed by those attacks, roll number of D6
= Before battle, secretly assign one command protocol to each equal to its Wounds characteristic. Each 5+ added to a pool.
of first five battle rounds (no repeats). » Number of dice in pool / Wounds characteristic = number of
= Start of each battle round, reveal command protocol and models Reanimated and added back to the unit.

select one of its directives.
* Units with this ability benefit from selected directive if within ~ THE ROYAL COURT (PG 51)

6" of friendly NECRONS CHARACTER unit (excludin g C'Tan - If army has THE SILENT KING, it is your WARLORD. Otherwise, if
SHARDS) and friendly NeBLE is on the battlefield. it has a PHAERON, it is your WARLORD. Otherwise, if it has an
OVERLORD, it is your WARLORD. Otherwise, if it has a LoRo, it is
DETACHMENT ABILITIES (PG 51-55) your WARLORD.
+ NEcrons Detachments gain Royal Court and Dynastic Agents
and Star Gods abilities. STAR GODS AND DYNASTIC AGENTS (PG 51)
+ NECRONS units in NECRONS Detachments gain the Dynastic = DYNASTIC AGENT and C'TAN SHARD models do not prevent other
Codes ability. NECRONS units from gaining a Dynastic Code, but they do not
+ Troops units in Necrons Detachments gain the Objective themselves ever gain one,
Secured ability (see Warhammer 40,000 Core Book), » Can include a maximum of one C'TAN SHARD model in each

Detachment in your army.

DIMENSIONAL TRANSLOCATION (PG 80)

* During deployment, can set unitup in a hyperspace
dimension instead of setting it up on the battlefield.

+ Unit can then arrive during Reinforcements step of one of
your Movement phases.

+ When unit arrives, set it up on battlefield more than 9" from
any enemy models.

DYNASTIC CODE (PG 51-55)

» Ifevery unit in a Detachment is from the same dynasty; all
NECRONS units (except DYNASTIC AGENT and C'TAN SHARD units})
in that Detachment gain a Dynastic Code.

+ Dynastic Code gained depends on what dynasty they
are from.

» If dynasty does not have an associated Dynastic Code, you
must create one for them. To do so, select one Dymnastic
Tradition from page 54 and one Circumstance of Awakening
from page 55.

DYNASTIC EPITHETS (PG 74-75)

« After battle, if army’s WARLORD was 2 NoBLE and ¥ou womn, it
gains 2 Dynastic Epithet,

» For every third Dynastic Epithet, increase model’s Crusade
Points by 1 and it gains one of the associated abilities.

<DYNASTY> KEYWORD (PG 80)

+ When you include a unit with the <Dynasry> keyword,
nominate which dynasty it is from,

+ Replace every instance of the <DYNASTY> keyword on that
unit’s datasheet with the name of your chosen dynasty.

LIVING METAL (PG 80)

« Inyour Command Phase, this model regains 1 lost wound.
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