Refits chart

Roll 2D6 to determine the refit for the ship. 

2 - Agumented Power Matrix � The ship�s power matrix had been once serving as an auxiliary power supply to a C�Tan stasis crypt. When the crypt was destroyed, the ship was able to rise from the surface of the dead world thanks to the exceptionally efficient power feed to the engines . When on �All Ahead Full� orders, the ship rolls 2D6 and chooses highest for the purpose of determining the movement range. 

3 - Gravitic Thrusters � The necron vessel originates from a tomb complex situated within a dense asteroid field. Its hull has been modified to accommodate a number of gravitic thrusters, which can turn a ship almost on the spot while not interferring with weapon and targetting systems, but feeding their power directly from main engines. The ship in question may turn after travelling only 5 cm, but may not move any further, as main engines are cut from power feed. 

4 - Inertialess Brakers � For some unknown reason the necron vessel is always ending its long distance travels with inertialess drive in almost immediate stop on the verge of collision with its target. It has been theorized that this could be some kind of malfunction of the command core, caused earlier by exceptionally powerful solar flare in the vicinity of the starship, and that this was countered by mounting augmented brakers inside the ship hull. When attempting a �Burn Retros� special order, the ship may add +2 to its Leadership value. 

5 - Agumented Power Conduit � power conduit, feeding ship�s main engines, has been slightly modified to boost its efficiency to the maximum, probably being used before to power additional systems which were destroyed aeons ago. The ship adds +5 cm to its maximum speed. 

6 - Shroud Sensory Arrays � Sensors on this necron vessel are of very similar construction of those employed on Shroud class light cruisers. When taking leadership tests to go on special orders, the ship adds +2 to its Ld for enemy ships being on special orders instead of the normal +1. 

7 - Crystalline Overgrowth � Crystals of specific structure are a common sight on Necron tomb worlds. While their exact origin is unknown, it�s been proved that they are often, if not always, a part of the Necron starship plating, growing under control of the ship�s systems. On this particular vessel, however, the crystal growth control system has failed, either as an effect of a solar flare or just millennia of dormancy. Crystal shell now covers almost the entire surface of the ship�s hull. When enemy fires any weapons at the ship, every �hit� will bounce off the thick crystalline shell on a D6 roll of 6+, regardless of it�s source. For each hit deflected by the crystal shell, place a blast marker in contact with the ship, just like when resolving hits against shields. This roll is in addition to the ship's normal save. 

8 - Agumented Energy Absorbers � The ship originates from a tomb complex, situated in a system with very little energy available, as its sun had burned down to a white dwarf. The ship's energy absorbers have been augmented to be able to use virtually any energy source available to boost the ship�s energetic balance. Whenever the ship comes into contact with a blast marker, the absorbers may be activated in the shooting phase in an attempt to collect the energy of the explosion. Roll a D6 for each blast marker within 5 cm of the ship � on a roll of 4+ the energy is absorbed and the ship may move additional 5 cm during its next movement phase and make one additional turn after ending its move. Remove all blast markers after rolling, no matter the result. Energy Absorbers interfere with weaponry systems and so the ship can fire its weapons only with half strength during the turn it used energy absorbers, and it cannot use solar pulse generator nor portals. 


9 -Supercharged Hull � The ship�s hull is powerfully energized due to being hit by a powerful solar burst. While this should heavily damage the ship, it was not so in this case and now the Necron vessel benefits from a new offensive capability. The strength of the Solar Pulse Generator of the ship is increased to 2 from the normal 1. If the ship has no Solar Pulse Generator, re-roll this result. 

10 - Harvester � The necron vessel is particularly suitable for harvest operations, by accommodating additional portals, chambers filled with dormant Necron warriors and so on. The ship�s portal strength is increased by one, and it adds +1 to its boarding value when resolving boarding attacks. Note that this would not allow a portal to a Dirge Class Raider, but still aguments its boarding value. 

11 - Agumented Gauss Coils � During one of the previous battles, ship�s gauss coils, responsible for firing the particle whip, were damaged. During the repair process, some anomaly occurred within the artifical intelligence of necron units repairing the ship, and the system had been modified to pass through more energy than originally. Roll a D6. On 1 or 2, the ship gets -2 to Lightning Arc strength, on 3 or 4 it gets -4 to batteries, and on 5,6 it gets -6 to lightning arc strength. Add 1 point of strength to Gauss Particle Whip strength for each two points lost in this way. 

12 - Weapon Matrix Refit � The ship has been damaged heavily during one of its recent battles. The lances subsystem is still undergoing major repairs, and cannot operate correctly, but as the next battle is imminent, a rerout has been made to connect energy conduits of Particle Whip and Lightning Arc systems to maximize the efficiency of the ship as fast as possible. The ship may not fire lances at all, but for each point of its lance strength add 4 to its Lightning Arc strength. If the ship has no lances, re-roll this result. 




Appeal chart



Necron fleet rolls 2D6 on Appeal chart as normal.

2. Solar Harness - An enormous device, capable of absorbing and converting solar energy, is constructed around the star in a forgotten system. Such energy supply allows to greatly intensify construction processes. From now on, you may re-roll a single roll to appeal for reinforcements or refits every campaign turn. 

3. Favoured servants of the Star Gods - The fleet has become the choice servants of one of the C'Tan, and only takes part in most daring raids and most vicious battles. The fleet gains an additional +1 / -1 renown for winning/losing battles and raids. 

4. Dreaded Reaper - One of your ships has gained enormous infamy for its lethal efficiency in harvest, and its now familiar energy emissons sow terror in the souls of mortal crews. Select the capital ship that has taken part in the most battles (in case of a draw, select randomly); it becomes the Dreaded Reaper. At the beginning of a battle that the Dreaded Reaper takes part in, all enemy ships must take a leadership test. If they fail, they suffer a -1Ld modifier until the end of the game. The opponent may take the Vendetta subplot in addition to the subplot they have rolled, and the Dreaded Reaper must be the Vendetta's object. 

5. Necron Lord - A Necron Lord takes control over one of your ships. A random capital ship of yours gains a re-roll that can be used for that ship only. 

6. Schemes of the Jackal God - The machinations of the Deceiver have led to the enemy bickering and quarreling among themselves. This presents you a perfect opportunity for a swift strike that will bring fear to the hearts of mortals. The next campaign turn, your opponent suffers a -2 modifier to his initiative roll. 

7. Rich Harvest - The next time you win a battle or a major raid, and none of your capital ships are crippled or destroyed, gain an additional +1 renown, as great numbers of souls are brought as offerings to the C'Tan in consequence of your mighty victory. 

8. And they shall know fear - Frequent Necron raids have caused a surge of panic in mortals' systems. If your next opponent loses the game, he will also lose 2 repair points that turn, as resources need to be diverted to contain rising civil unrest. 

9. Pariah Genus - One of your ships has been granted with a mighty host of Pariah warriors. One capital ship of your choice gains a +1 to boarding action rolls, and the enemy must deduct 1 from any hit&run attack rolls against that ship. 

10. Death strikes at the time of her own choosing - The next campaign turn you automatically win the initiative roll. You may choose the battlezone where you fight, and your opponent must deploy his entire fleet before you do. 

11. Stalkers in the dark - For a long time you have watched a group of insolent mortals who believe they are mighty enough to stand against the Necrontyr. Time has come for them to know the terror of death... The next game you play will be a major raid of The Raiders, with you as the attacker. You may spend up to 60% of the agreed points limit, and enemy vessels can not go onto special orders for the first D3 turns. Do not roll for sub-plots; instead you get an additional +2 / -3 renown, and the opponent gets +2 / -2. 

12. When ancients awake - Another tomb complex has recently become active again, and hosts of Necrons take to the field of battle. This causes great strain on the mortal armies, as they are forced do divert forces to protect previously safe areas. The next campaign turn, your opponent reduces his points value by 2D6x10.

// Ardis: me an' Everkeeper know that Necrons are wierd beings. They are cold, devoid of feelings (ok, except for hatered towards all living maybe), and are utterly incomprehensible in their way of thinking. We realize that the concept of apealing for anything is completely alien to them, and they probably don't refit their ships in the way other races do. Still we felt bad about Toasters being simply boring to play in a campaign, so we sat down one day to write these charts. They shouldn't be treated as strict refits and appeals; rather they show some variety the Necron vessels can have, considering their places of origin and several things that could happen to them in their long history (the 'refits'), and represent the fates of a given Harvest Fleet in general during the war (the 'appeals'). Hope you find them interesting.

