Necrons can only receive refits on a roll of

5+ and reinforcements on a 6+.
D6 Engine Refit

1  Secondary Drives Secondary Drives The ship’s additional power generators allow it to put on a small additional burst of speed for short length of time. The ship gains an extra

10cm once per game when on All Ahead Full special orders.

2 Evasive Jets The hull of the ship is studded with powerful short burn engines, which allow it to drastically turn to avoid incoming fire. At the start of the enemy shooting phase, the

ship may make a Leadership test. If it is passed the ship may make a 45-degree turn immediately, however it may not go onto special orders next turn.

3 Manoeuvring Thrusters Additional thrusters along the crescent of the ship allow it to turn much more quickly. The ship reduces the distance it needs to move before turning by

5cm

4 Momentum Shifter The ship possesses a high capacity momentum transfer unit that allows it to transfer some of its momentum to nearby stars. When attempting to Burn Retros

or Come to New Heading special orders, the ship may add +1 to its leadership

5 Additional Power Nodes The ship contains additional power distribution nodes leading to its drives, allowing more power to be routed to them. The ship gains +5cm movement
6 Enhanced Guidance The ship is skilled at navigating celestial phenomena. When traversing an asteroid field the ship rolls 3D6 and selects the lowest two dice.

D6 Ship Refit

1 Enhanced Sensors The ship possesses a system, which locates almost any artificial electromagnetic emissions nearby. When taking leadership tests to go onto special orders,

the ship gains +2 for enemy ships on special orders. Note, Sepulchre equipped ships must roll again as they already posses a superior system.

2 Scarab Cloud: The ship is surrounded by a cloud of scarab machines many kilometers thick that attacks incoming projectiles, and is so dense it affects incoming fire. The ship

gains +1 to its save when not on Brace for Impact. (So that a Tombship would have a 3+ save.)

3 Improved Self-Repair Instincts The vessel’s living metal has a highly developed sense of self, and acts to repair injuries with more effort than it normal would. The ship may roll

an additional dice when attempting to repair critical damage.

4 Dense Hull The ship’s hull is constructed of dense exotic matter, and gains 25% (rounding up – scythes become Battlecruiser/10, Tombships become Battleship/15) additional

damage, but its increased mass reduces its speed by 5cm and now uses the All Ahead Full rules in the Necron.

5 Improved Stealth Hull The ship is an especially stealthy vessel. Its hull is a further refinement of the normal Necron design, which is even harder to detect. As long as it is not

crippled it will never activate orbital mines or grant the enemy bonuses to their Command rolls if it is on special orders. Shroud Class Cruisers reroll this refit.
6 Gravatic Shifter The ship contains a modified phase shift device that renders it immune to the gravitational pull of celestial phenomena. It is not pulled towards a planet when on

the Low Orbit Table. It still however suffers column shits as normal. It will still crash if it hits the surface.

D6 Weapons Refit

1 Enhanced Turrets The vessel’s turrets are more effective than normal turrets. The ship adds +1 to its turrets value.

2 Enhanced Lightning Arcs The Lightning Arcs aboard this ship are particularly powerful, and do not suffer a right column shift when firing through blast markers.

3 Energetic Lightning Arcs This ship’s lightning arcs are more active in hunting targets than normal, and benefit from a left column shift on the gunnery table.

4 Additional Portals The ship gains +1 portal, even if it previously had none.

5 AI Fire Control The ship is able to run an artificially intelligent system in its weapons designed to track targets more effectively. The ship adds +1 to its leadership when attempting

the Lock On special order.
6 Velocity Compensation A system much like AI fire control activates when the ship is moving rapidly to compensate for the effects on fire control. If the ship is on All Ahead Full,

Burn Retros or Come to New Heading special orders, its firepower and lance strength is reduced by 25% rather than halved.
