Necron Units

	XE "Characters:Necron" \r "Characters_NEC"

XE "Necrons:Characters" \r "Characters_NEC"Personnages
	
	<50%


XE "Necrons:Necron Lord" \r "NecronLord_NEC"Seigneur Nécron
84 points (Issu Codex V2)
	Nom
	M
	CC
	CT
	F
	E
	PV
	I
	A
	Cd

	Seigneur Nécron
	4
	4
	4
	5
	5
	3
	4
	3
	10


Corps de métal (svg 2+), porte un Bâton de Lumière. Le joueur Nécron se déploie toujours en dernier et joue toujours en premier (hé hé!)
	XE "Squads:Necron" \r "Squads_NEC"

XE "Necrons:Squads" \r "Squads_NEC"Troupes
	
	25%+


XE "Necrons:Necron Warrior" \r "NecronWarriorSqd_NEC"Escouade de Guerriers Nécrons
35 points par Guerrier Nécron (5-10x)
	Nom
	M
	CC
	CT
	F
	E
	PV
	I
	A
	Cd

	Guerrier
	4
	3
	4
	4
	5
	1
	2
	1
	10


Corps de métal (svg 4+), porte un Gauss-Flayer (317).

XE "Necrons:Necron Warrior" \r "NecronWarriorSqd_NEC"Escouade d’Immortels Nécrons
50 points par Guerrier Nécron (3-6x)

	Nom
	M
	CC
	CT
	F
	E
	PV
	I
	A
	Cd

	Immortel
	4
	4
	4
	4
	6
	1
	2
	1
	10


Corps de métal (svg 2+), porte un fusil à fission loud.

XE "Necrons:Necron Warrior" \r "NecronWarriorSqd_NEC"Escouade de Spectre Nécrons
65 points par Guerrier Nécron (1-5x)

	Nom
	M
	CC
	CT
	F
	E
	PV
	I
	A
	Cd

	Spectre
	8
	4
	4
	6
	5
	1
	2
	3
	10


Corps de métal (svg 3+ invulnérable), porte une arme de càc.

XE "Necrons:Necron Warrior" \r "NecronWarriorSqd_NEC"Escouade de Dépeceurs Nécrons
40 points par Guerrier Nécron (5-10x)

	Nom
	M
	CC
	CT
	F
	E
	PV
	I
	A
	Cd

	Dépeceur
	4
	4
	4
	4
	5
	1
	2
	1+1
	10


Corps de métal (svg 4+), porte deux armes de càc (donne parade ?)

XE "Necrons:Necron Warrior" \r "NecronWarriorSqd_NEC"Escouade de scarabées Nécrons (0-1, ou bien pas plus que d’unités de guerriers ?)
15 points par socle (3-10x)

	Nom
	M
	CC
	CT
	F
	E
	PV
	I
	A
	Cd

	Scarabées
	8
	2
	0
	2
	2
	3
	2
	3
	10


Corps de métal (svg 6+), porte une arme de càc.

(Oui, ça c’est complètement pourri, mais pour 15 points…)
XE "Scarab" \r "Scarab_NEC"

XE "Necrons:Scarab" \r "Scarab_NEC"Scarab V2 (à garder?)
30 points

	Troop Type
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Scarab
	8
	1
	0
	3
	8
	1
	2
	1
	10


Armored body (2+ save). You may include up to 2 Scarabs for every 5 Necron Warriors in your Necron army. Scarabs do not form units and fight independently on the battlefield in the same manner as characters (51). Enemy troops do not have to shoot at Scarabs if they are the closest unit. Instead of its normal 8” move, a Scarab may make a leap of up to 16”. Leaping Scarabs may move over any terrain during their leap without penalty, but are assumed to land at the end of the leap. Scarabs attached to a vehicle or a unit with armor locations reduce the Armor Value at all locations by 3 while they are attached. This effect is cumulative; so a Leman Russ Battle Tank (209) with three Scarabs attached to it would have a Turret armor value of 16 from the front (25-9). It does not matter where the Scarabs are physically attached to the tank, since all armor locations are affected equally. In addition, note that all Necrons are subject to the Repair (219), Isolation (219), and Leadership/Defeat (219) rules for Necrons.

	XE "Support:Necron" \r "Support_NEC"

XE "Necrons:Support" \r "Support_NEC"Appui
	
	<50%


XE "Necrons:Destroyer" \r "NecronDestroyer_NEC"Necron Destroyer (inutilisable en l’état, la fig V3 ne porte pas de ‘servant’!)
75 points

	Troop Type
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Necron
	4
	4
	4
	4
	5
	1
	2
	1
	10


Skimmer (66). Carries a crew (52) of 1 Necron Warrior. The Destroyer is armed with a Gauss Cannon (322) with a 90( arc of fire to the front.

	Ram
	Speed

	Str
	Dmg
	Save Mod
	Slow
	Combat
	Fast

	5
	D4
	-5
	8”
	20”
	30”

	
	
	Armor

	D6
	Location
	Front
	Side/Rear

	1-2
	Necron Warrior
	See below

	3-6
	Destroyer
	12
	12

	D6
	Destroyer Damage Table

	1
	Gauss Cannon is destroyed.

	2
	Destroyer may only move at Slow speed for the rest of the game.

	3
	Roll a D6 at the start of each of the Destroyer’s movement phases (63). On a 4+, the Necron retains control and can move normally; otherwise, the Destroyer moves out of control (66) for that turn.

	4
	Destroyer moves out of control and crashes to the ground, where it is destroyed. Anybody under the model when it crashes takes D3 S6 hits with a –2 save modifier.

	5
	Destroyer plummets straight to the ground and is destroyed. Anybody under the Destroyer when it strikes the ground takes D3 S6 hits with a –2 save modifier.

	6
	Destroyer moves out of control and then explodes spectacularly. Anyone beneath the fireball takes D6 S6 hits with a –4 save modifier.

	
	Necron Warrior Damage Table

	
	Roll to wound the Warrior as normal; if the Necron is slain, the Destroyer moves out of control, and continues to move in this manner until it moves off the table, is destroyed, or the Necron Warrior makes a successful repair (219) roll, in which case he regains control of the vehicle.


XE "Necrons:Destroyer" \r "NecronDestroyer_NEC"Monolithe
250 points

	Ram
	Speed

	Str
	Dmg
	Save Mod
	Slow
	Combat
	Fast

	9
	2D6
	-8
	4”
	10”
	15”

	
	
	Armor

	D6
	Location
	Front
	Side/Rear

	1
	Matrice cristalline
	14

	2-6
	Monolithe
	16
	16

	D6
	Destroyer Damage Table


Necron Rules (à traduire…)
	XE "Disruptor Zone" \r "DisruptorZone_NEC"

XE "Necrons:Disruptor Zone" \r "DisruptorZone_NEC"Disrupter Zone
	


If a vehicle or a dreadnought is within 6” of a Necron at the start of its turn, then it must roll a 4+ on D6 to move at all that turn. Even if successful at this roll, its movement is halved that turn. Any weapon attempting to shoot suffers a –1 To Hit penalty for each Necron within 6”. Enemies in close combat (75) may not use the Strength of any close combat weapons when resolving hits; use the Strength of the model itself. This rule applies to all weapons, except Tyranid (271) weaponry.

	IsolatioXE "Isolation" \r "Isolation_NEC"

XE "Necrons:Isolation" \r "Isolation_NEC"n
	


Necrons ordinarily must maintain squad coherency as is normal for a squad. However, “active” Necrons do not need to maintain this coherency with Necrons which have been downed in combat and are attempting to repair (219) themselves. Thus a Necron which repairs itself may find itself outside of normal coherency to the rest of its squad. Necrons in such a condition are said to be isolated.

Necrons which recover must try to join up with a Necron unit of the same type as themselves or with another individual model of the same kind. Until it does so, the Necron is isolated. Isolated Necrons cannot shoot, although fights as normal in all other respects.

	XE "Leadership:Necrons and" \r "LeadershipDefeat_NEC"

XE "Necrons:Leadership" \r "LeadershipDefeat_NEC"Leadership and Defeat
	


Necrons do not take Leadership tests — any test they would normally be required to take, they automatically pass. The Ld of 10 has been provided for convenience.

If the entire Necron force is reduced to 25% or less of its original number at the start of any Necron turn, then the whole army will mysteriously vanish; the Necrons are assumed to have been driven away. Necrons which have fallen down but not yet removed can’t be counted as part of the remaining force, so a Necron army can be defeated if enough models are knocked down even if they are not permanently destroyed.

	XE "Repair:Necrons" \r "Repair_NEC"

XE "Necrons:Repair ability" \r "Repair_NEC"Repair
	


Slain Necrons are not removed as casualties but are placed on their sides in a manner similar to that of a slain Tyranid with the Regeneration Biomorph (275). The Necron takes no part in the game while in this condition and cannot be further harmed. At the start of each of its controller’s turns, roll a D6:

	Roll
	Effect

	6
	The Necron is repaired. It rises to its feet and can immediately move and fight as normal.

	2-5
	The Necron remains on the ground.

	1
	The Necron’s body fails to repair itself and wastes away; remove the model as a casualty.


ARMES

XE "Staff of Light" \r "StaffOfLight_Wpn"

XE "Weapons:Staff of Light" \r "StaffOfLight_Wpn"Bâton de lumière
	Range
	To Hit
	
	
	Save
	Armor
	

	Short
	Long
	Short
	Long
	Str
	Dmg
	Mod
	Pen
	Special

	0-6
	6-18
	+1
	-
	5
	D3
	-2
	D6+D3+5
	Close combat


XE "Gauss-Flayer gun" \r "GaussFlayer_Wpn"

XE "Weapons:Gauss-Flayer gun" \r "GaussFlayer_Wpn"Fusil à fission
	Range
	To Hit
	
	
	Save
	Armor
	

	Short
	Long
	Short
	Long
	Str
	Dmg
	Mod
	Pen
	Special

	0-6
	6-24
	+1
	-
	4
	1
	-2
	D6+4
	Metal Flayer


If you roll a 6 when determining Armor Penetration, roll a further D6 and add it to the score, resulting in a total penetration of 2D6+4 points
XE "Gauss Cannon" \r "GaussCannon_Wpn"

XE "Weapons:Gauss Cannon" \r "GaussCannon_Wpn"Canon à fission
	Range
	To Hit
	
	
	Save
	Armor
	

	Short
	Long
	Short
	Long
	Str
	Dmg
	Mod
	Pen
	Special

	0-12
	12-36
	+1
	-
	6
	D6
	-3
	2D6+6
	Metal Flayer


If you roll a 6 when determining Armor Penetration, roll a further D6 and add it to the score — this would results in a total armor penetration of 3D6+6 points.

