Necrontyr Living Machines 

From the great foundries of the Exiled come forth the Living Machines.  Near sentient robots that serve the Necrontyr in their effort to remove the stain of the Necron and C’tan threat across the galaxy.  Utilizing the most advanced technology available, the Necrontyr have built a well rounded army capable of dealing a swift and deadly blow to any foe they meet.

The Force Organization follows the same as any other army.  1 HQ and 2 Troop units are the compulsory units.  It widens to an additional HQ Choice, 3 Elite Choices, 4 Troop Choices, 3 Fast Attack Choices, and 3 Heavy Support Choices.

In the galaxy, the Living Machine army will be transported by great carrier ships which are capable of teleporting vehicles directly to the surface of a world from great distances.  These carriers are protected by great warships but the Exiles are attempting to keep a low profile, any contact made in space will immediately send the warships and the carrier away.  Something they can do easily with their teleporting capabilities.

At this time there are a limited number of carrier fleets operating in the galaxy as the Exiles are still getting their feet wet in the fields of war.  When they feel that they are ready to fully commit to the conflict, they will disgorge scores of carrier fleets into the galaxy, intent on hunting and destroying the Necron threat.  

Necrontyr Living Machines Rules

We will be back 
The Necrontyr utilize the same technology that the Necrons have benefited from though at least in this aspect, it is in a lesser form.  So like the Necrons, you could fight the same machine multiple times.  The ability to repair itself is not nearly as strong as it is with their Necron kin and so the roll for WBB is d6 roll of 5 and 6 will repair.

Phase Out 
The Necrontyr battle force is not subject to the same rules of Phase Out.  It is possible to phase out an army of Necrontyr but only when the last Matrix of Control is removed from the game.  This is an equipment piece carried by HQs and Tomb Lords.  It’s a fail safe that the Necrontyr are using to help minimize any sort of accidental loss of innocent life and prevent an entire force of Living Machines to spend needless time in repair.

Morale Check  
The Living Machines will act like any other squad in battle, so could very well react to sniper fire by taking cover or find that an assault is going so poorly that retreat is a better option.  Point is; The Living Machines will take Morale checks like any other army does following the same rules.

The Old Foe
When facing a Necron in Close Assault, Living Machines will always strike them on a 3+.  They are the hated foes of the Exiled and this hatred is built into their machines of war.
HQ Choice

Necrontyr Master
“Fear not the reaper, for we come to strike him down and send his slaves into the eternal slumber”

Necrontyr Master is the mastermind behind the Living Machine army.  Very few Necrontyr have stepped outside the hidden domain but those few who have are the Masters of the Living Machine armies.  Protected within their Matrix Array, these generals are able to dictate every action and movement in battle.
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Weapons:  Gauss H. Micro Projectors and Tomb Sword.

Disc of the Master:  The Master may sit or stand upon the Disc; it will make slight adjustments to the immediate temperature and protect the Master from environmental effects.  The disc helps the Master manage the Array and therefore manage the Living Machine army.  Allows him to move 6” but is considered stationary for shooting purposes.

The Matrix Array:  The Necrontyr Master may take 150 points worth of Matrix Modules and Orbs that will accompany him.  The Array will always stay within 1” of the Necrontyr Master.  The Modules themselves are small and phased out (similar to Wraiths) making it impossible to attack them.  In order to shut down the Matrix Array, one must slay the Master.
Matrix of Control (50/1):  This Module allows the Necrontyr Master to override Living Machine protocols that would otherwise call for withdraw or for them to take cover.  Any unit with a model within 12” of the Necrontyr Master is considered Fearless.

Matrix of Command (10/1):  This Module passes the Necrontyr Masters Leadership to all Living Machine models in the game.  If all Matrix of Command Modules are removed from play, the Living Machine army phases out.  The Necrontyr Master must purchase a Matrix of Command.
Matrix of Renewal (25/special):  Any unit with a model within 6” of the Necrontyr Master benefits from a 4+ WBB roll; does not save from weaponry that causes instant death or close combat weapons that allow no Armor save.  Only one Matrix of Renewal allowed per army.

Matrix Field Disruptor (10/2):  No enemy teleportation is allowed within 12” of the Necrontyr Master.  If the Necrontyr Master has two Matrix Field Disruptors then the distance is doubled to 24”.  He may only ever have two but two Necrontyr Masters can cover a large area if they both carry these Modules.
Orb of Rejuvenation (10/2):  With a Orb of Rejuvenation, the Necrontyr Master may ignore the first wound he takes each turn so long as it was not caused by a shooting attack that causes instant Death or a close combat attack that allows no armor save.  If he has a second Orb of Rejuvenation then he may ignore the first wound he takes regardless of whether it causes Instant Death or was from a close combat weapon that allows no armor save.

Orb of Shielding (10/3):  This Orb will allow the Necrontyr Master to allocate a wound to the Orb, but he may only allocate one wound per shooting and per assault phase.  This must be done before any saving throws are attempted.  The Orb of Shielding is allowed to make a save if applicable.
(Orb of Shielding Profile:  WS nil, BS nil, S nil, T nil, W 2, I nil, A nil, Ld nil, Sv 3+.)

Matrix Energy Shield (25/2):  This Module provides a shield around the Necrontyr Master and his Matrix Array.  The first module provides a 4+ invulnerable save.  Having a second will increase that to 3+, but the Necrontyr Master is only allowed to have two at a time in the array.

Orb of Optimization (40/1):  This Orb allows the Necrontyr Master to increase the ballistic skill of one unit by tapping into the sight of another unit that is within 24” of the target unit.  The Necrontyr Player must declare this prior to the shooting phase.  This will count as the Necrontyr Master shooting attacks.  The unit that he assists will gain a +1 to their BS for this turn, maximum of BS 5.  The Master must be within 12” of the units in question.
Orb of Displacement (15/1):  This Orb generates a field around the Necrontyr Master and his Matrix Array that displaces the terrain around them making it difficult to target from range.  Any enemy unit wishing to fire on a Necrontyr Master with an Orb of Displacement must roll as per Night Fighting Rules for shooting. 
Elite Choices
Tomb Lords 0-1
A Necrontyr Living Machine that excels in range and close combat and is able to be teleported deep into enemy territory and function independently while carrying out their assignments.  Tomb Lords are embedded with a Matrix of Command.
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Squad Size: 1 to 3

Weapons:  Able to alter their living metal skin into one of the following; Micro Multi Projector, Multi Projector, Micro Lightning Flux,  Slip Projector, Matrix Combat Shield and Great Tomb Blade (When in assault the Tomb Lord has a 2+ save).

Deep Strike Awareness:  Tomb Lords are engineered to hit the ground on the move.  If the scenario allows Deep Strike, then the Tomb Lords can Deep Strike.  When the turn comes that they come into play, roll and place for the Deep Strike normally but once they are in game it will not count as a move for them allowing them to move normally.
Matrix of Command:  Embedded in the Tomb Lord, this Matrix sits on standby until needed.  If all Necrontyr Masters are removed from play, the Matrix of Command will kick on allowing the Tomb Lord to take over command of the battle. 

Near Sentience:  Tomb Lords are as close to pure individual thought as possible to allow them to learn and lead when required.  It is believed that in time, all the Tomb Lords will be given sentience.
Tomb Serpents

A Necrontyr Living Machine that is similar to a beast (serpent/lizard look) from the Necrontyr home world during their early eras.  Quick and agile, this Living Machine is able to meld into terrain making it far more difficult to shot it at range.  Deadly in close assault with its claws and teeth but the real threat comes into play when it spits forth a mass of tiny filaments which cover a small area.  Those caught inside of it will suffer hundreds of tiny cuts from a near nano sized mono filament wiring.  Built into deadly spray of the Filament Array is an ionized pulse which does not harm living beings but does cause great harm to vehicles.
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Squad Size: 2 to 6

Weapons:  Filament Array

Options:  May upgrade its claws to Serrated Claws at 15 points a model and may take Serpents Darkness at 10 points a model.
Agile and Lithe:  Tomb Serpents gain a +1 cover-save when in terrain and has move through cover allowing these squads to roll 3d6 and pick the highest for moving through terrain.  It has the ability to manipulate its body to slide between small spaces and making itself a very difficult target to hit while in cover.

Infiltrate:  The Tomb Serpent may infiltrate if the rules allow.  They move in ahead of the Living Machine army and find a small hidden place to reside till they are called forth.
Tomb Revenants
Once, the Tomb Revenant was considered the Guardian of Deaths Portal.  Used extensively throughout Necrontyr architecture and seen by all in every city and tomb.  These icons represented the protectors of the land of the dead, viewed with both quiet reverence and a constant reminder that the curse of death was not far away.  Brought to life as a Living Machine, the Exiles continue to remind the C’tan and Necrons just who it is that will hunt and destroy them where they are found.
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Squad Size: 1

Crew:  None
Weapons:  Gauss Heavy Projector (Built into an arm), Gauss H. Micro Projectors (Built into its mouth) and they wield a pair of great Tomb Blades, the strength of which is already factored into the profile.
Vehicle Upgrades:  May purchase any vehicle upgrades from the Vehicle Armory.

Transport:  None

Walker:  Follows the same rules as Walker.

Living Metal:  All of the vehicles in service by the Exiles utilize the Living Metal rule as per the Necron Codex, pg 21.

Troop Choices
Tomb Guardians

The basic warrior of the Living Machine army, armed with a Gauss Projector, these tireless warriors march into battle ready to face any foe of their Masters.  Each squad may be outfitted with a different set of gear per battle allowing them to adjust as needed to the chaos of war.  Three defined tasks Ranged Combat, Shield Line and Close Assault. 
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Squad Size: 5 to 20

Weapons: Gauss Projectors

Squad Options:  Gauss Projectors come free but the squad may choose one of the following weapon combination and Sentinel Howl at +1 per model.

Matrix Combat Shield and Gauss Pila at +6 per model



(3+ Armor Save in close combat)

Gauss Micro Projectors and Tomb Sword at +4 per model



(+1 S and +1 A to the profile)

The Shield Line:  Only usable when the Tomb Guardians are using the Matrix Combat Shield.  When firing on a unit that can claim 50% of its model base is behind the Shield Guardians, the Leader Ship roll gets a +1 per 5 Shields.  So a full squad of 20 will increase the leadership roll by +4 making it more difficult to shot at units behind a unit of Shield Guardians.
Transport:  May take a Tomb Barge at 80 Points.  The Tomb Barge must be deployed via Deep Strike or in the Deployment zone.  The Tomb Guardian Squad is left on the Carrier and must be transported down.

Unit Coherency:  All Tomb Guardians must be within 1” of each other instead of the normal 2”.
Tomb Barge (Transport)

A Living Metal vehicle designed to be a mobile teleporting and fire support vehicle for the Living Machine army.  This skimmer can be teleported (deep strike) into battle where it can unload those warriors inside while providing fire support.  Units are teleported directly to the field from the Carrier.

Points

Front Armor
Side Armor
Rear Armor
BS

80


12

12

12
4

Type: Transport, Skimmer

Crew: None

Weapons: Arc Gauss Flux

Vehicle Upgrades:  May purchase any vehicle upgrades from the Vehicle Armory.

Deep Strike:  The Exiles prefer teleporting their Tomb Barges to the surface of a world in order for them to begin strategically teleporting down their Living Machine army.  A Tomb Battle Barge may be deployed by Deep Strike if the special rules for the mission being played include it.  It follows the same rules as Deep Strike, meaning if it arrives and there are enemy units within an inch it is destroyed etc.
Fast Vehicle:  The Tomb Barge is a ‘skimmer’ which can move up to 12” a turn and can if it wishes remain totally stationary.  It will not drift if stunned or shaken and if immobilized it will not crash like other skimmers, but will sink slowly to the ground and continue to fight from there.  It may move 12” and still utilize its Teleporting Matrix.

Teleporting Matrix (Major):  Can teleport up to 20 models a turn and acts similar to a Teleport Homer.  The player can choose any point within 8 inches of the Power Matrix to place the first model.  All models must be placed around this one as per deep strike rules.  They may shoot but may not move till the next turn.  Teleporting back to the Carrier removes the unit from the game.  The Tomb Barge may move up to 12 inches and still use its Teleporting Matrix.

Living Metal:  All of the vehicles in service by the Exiles utilize the Living Metal rule as per the Necron Codex, pg 21.

Fast Attack
Tomb Sentinels

Necrontyr Living Machine that resembles a Necrontyr male with bird like wings and legs, built to resemble an ancient icon from their home world that carried messages of death to the Necrontyr.  They were seen a spiteful and eager to carry forth their message to the Necrontyr and their icons were never personified but used to scare children into behaving.  The Tomb Sentinel is quick fly into battle, preferring to get into assault.  Not built for ranged support, they carry with them a short ranged weapon and close combat weapon.  
Pts/Model
WS
BS
S
T
W
I
A
Ld
Sv

24

4
4
4(5)
4
1
4
2
8
4+

Squad Size: 4 to 10

Weapons: Gauss Micro Projectors, Tomb Sword and Sentinel Howl

Squad Options:  May upgrade their Tomb Swords to Serrated Tomb Swords at +10 per model.
Flight:  They move like jump packs and are unable to hover.
Agile Landing:  When landing in terrain, so adapt are the Sentinels in landing difficult terrain that they need not make a dangerous terrain test.

Tomb Sirens

A Necrontyr Living Machine which carries the form of a Necrontyr female from the waist up, while the lower half is that of a very agile multi legged reptile.  In the very early days of the Necrontyr, there is a myth of a creature called the Siren lived in the deep caves of their world away from the cursed light of their sun.  It had such a striking resemblance to a female Necrontyr, at least the upper half, that it was able to lure males deep into their caves.  Trapping and toying with them before tearing them apart with their claws, feasting upon them.  This myth has become reality and is ready to do battle for the Exiles.
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Squad Size: 3 to 6

Weapons: Claws
Squad Options:  Sentinel Howl at +1 per model, Siren’s Call at +8 per model and Serrated Claws at +15 per model.
Charge:  Tomb Sirens may move 12” a turn and then also charge 12”.  (As per the rules for Beasts and Cavalry on pg 57 of the Rule Book)

Sirens Call:  Using a combination of sonic and visual effects, the Sirens call can be used to affect the minds of a unit it is directed at.  See the profile below for the statistics of the Siren’s Call.




Range
Str
AP
Type

Siren’s Call


18
nil
nil
Assault 1

For every 2 successful hits on a unit, reduce their leadership by 1.  Once the hits and leadership has been tallied, that unit must make a leadership test.  If they succeed then the unit may move and act normally on their next turn.  If they fail then the unit must move toward the Tomb Sirens during their movement phase.  They may shoot normally and even assault another unit if it is near enough.

Tomb Horrors

Brought to life by the Exiles, this Living Machine embodies a horror from the myth of the Necrontyr peoples during their days prior to leaving their home world.  Fearful of death the Necrontyr conjured up many icons of death, one such icon was collectively called the Horror.  Victims of the curse would claim to see swarms of bugs as bright as the harsh sun they lived under attempting to enter their homes or rooms, trying to lay claim to them and burn their bodies.  When on the battle field the enemy will see swarms of large insects with bright glowing thoraxes flying quickly in their direction.  So bright and reflective is the light they give off that it makes it difficult to target them.
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Squad Size:  4 to 10 Swarms

Weapons:  Chain Energy Burst (see Necrontyr Weapons) and Claws

Options:  None

Radiant Lights:  Due to the extreme and reflective nature of the Horrors, it is difficult to get proper range on them.  When a unit is firing on the Horrors they need to roll 2d6 and times the result by 3.  Treat like Night Fighting Rules, pg 84.  This effect is negated in dusk and dawn turns.
Swarm:  Due to being a swarm, they suffer from the same effects that other swarms do.  See page 75 in the Rule Book for Swarm Rules.

Small Target:  Even though they glow brightly, they are still considered small targets and gain a +1 cover save bonus while in cover.

Fearless:  Tomb Horrors are fearless.

Heavy Choices
Tomb Battle Barge 

A Tomb Barge with heavier weapons and a Minor Teleporting Matrix, this vehicle is meant to deliver both fire support on the field of battle and teleport in squads to the front lines.  Units are teleported directly to the field from the Carrier.

Points

Front Armor
Side Armor
Rear Armor
BS

150

12

12

12

4

Type: Tank, Skimmer

Crew: None

Weapons:  Lightning Flux and Arc Gauss Flux
Teleporting Matrix (Minor):  Can teleport up to 10 models a turn and follows the same rules as a Teleporting Matrix (Minor).
Vehicle Upgrades:  May purchase any vehicle upgrades from the Vehicle Armory.
Deep Strike:  The Exiles prefer teleporting their Tomb Barges to the surface of a world in order for them to begin strategically teleporting down their Living Machine army.  A Tomb Battle Barge may be deployed by Deep Strike if the special rules for the mission being played include it.  It follows the same rules as Deep Strike, meaning if it arrives and there are enemy units within an inch it is destroyed etc.
Fast Vehicle:  The Tomb Battle Barge is a ‘skimmer’ which can move up to 12” a turn and can if it wishes remain totally stationary.  It will not drift if stunned or shaken and if immobilized it will not crash like other skimmers, but will sink slowly to the ground and continue to fight from there.  It may move 12” and still utilize its Teleporting Matrix.

Living Metal:  All of the vehicles in service by the Exiles utilize the Living Metal rule as per the Necron Codex, pg 21.
Tomb War Barge

The Power Matrix is used solely for weapons and fire support, capable of delivering devastating precise strikes on enemy vehicles and fortifications. 

Points

Front Armor
Side Armor
Rear Armor
BS

220

14

14

14

4

Type: Tank, Skimmer

Crew: None

Weapons:  Projector Cannon, Heavy Arc Gauss Flux

Transport:  None

Vehicle Upgrades:  May add the Lightning Flux System for 25 points.  May purchase any vehicle upgrades from the Vehicle Armory.
Deep Strike:  The Exiles prefer teleporting their Tomb Barges to the surface of a world in order for them to begin strategically teleporting down their Living Machine army.  A War Battle Barge may be deployed by Deep Strike if the special rules for the mission being played include it.  It follows the same rules as Deep Strike, meaning if it arrives and there are enemy units within an inch it is destroyed etc.

Ponderous:  The Tomb War Barge is a ‘skimmer’ which can move up to 6” a turn and can if it wishes remain totally stationary.  It will not drift if stunned or shaken and if immobilized it will not crash like other skimmers, but will sink slowly to the ground and continue to fight from there.  Considered stationary even when moving 6”.
Living Metal:  All of the vehicles in service by the Exiles utilize the Living Metal rule as per the Necron Codex, pg 21.

The Tomb King 0-1
The early Necrontyr had no idea that the true culprit behind their cursed flesh and frail bodies was the star that gave them life so instead they developed great mythologies and superstitions.  The pinnacle of this myth was the Tomb King, a great being of near pure light who rules from the darkness in the land of the dead.  The Necrontyr built massive Tombs dedicated to the Tomb King, seeking ways to pacify him and his minions allowing them a longer life.  This belief dominated the Necrontyr for thousands of years.
The Exiles have brought this icon back into the galaxy to show to their lost kin for all Necrontyr will remember the Tomb King.
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Squad Size: 1

Crew:  None
Weapons:  Multi Projector (Built into an arm) and Heavy Micro Projectors (Built into its mouth and eyes) striking as twin linked pistols.  The Tomb King carries a great sword of energy called the Mourning Sword. 
Vehicle Upgrades:  May purchase any vehicle upgrades from the Vehicle Armory.
Transport:  None

Walker:  Follows the same rules as Walker.

Living Metal:  All of the vehicles in service by the Exiles utilize the Living Metal rule as per the Necron Codex, pg 21.

Radiant Lights:  Due to the extreme brightness and reflective nature of the Tomb King, it is difficult to get proper range.  When a unit is firing on the Tomb King they need to roll 2d6 and times the result by 3.  Treat like Night Fighting Rules, pg 84.  This effect is negated in dusk and dawn turns.
Reflective Shielding:  Built into the Tomb Kings armor is an energy shield that protects it against the Gauss weapons pure destructive power.  The Gauss weapon will find no purchase against this shield and what is normally considered a ‘Glance’ on a 6 is negated.  If the Necrons wish to slay the Tomb King, they will to earn it.
The Mourning Sword:  This great sword of near pure gauss energy is capable of destroying anything it touches.  Any successful wound inflicted by this weapon instead inflicts 2 wounds upon the target.  When it lands a successful hit upon a vehicle, roll 3d6 for the armor penetration choosing the 2 highest of the rolls.
Necrontyr Weapon Systems and Equipment
Vehicle Weaponry

Range
Str
AP
Type

Projector Cannon


48
10
1
Heavy 1

Lightning Flux


24
8
2
Heavy 1, Special
Arc Focal Projector

24
9
2
Heavy 1, Special

Heavy Arc Gauss Flux 

12 
5
5
d6 hits per unit within 12 inches

Arc Gauss Flux 


12 
5
6
d3 hits per unit within 12 inches

Unit Weaponry


Range
Str
AP
Type

Projector


24
4
5
Rapid Fire


Heavy Projector


36
6
4
Heavy 3


Micro Projector


12
4
5
Pistol
Pila



12
4
5
Pistol, Close Combat Weapon



Heavy Micro Projector

12
6
3
Pistol



Micro Multi Projector

24
5
4
Assault 2
Multi Projector


36
8
2
Heavy 1


Micro Lightning Flux

18
6
4
Assault 1, Flame Template
Slip Projector


48
5
6
Heavy 2 and Pinning 


Filament Array


*FT*
5
4
Assault 1, 2d6 versus vehicles AP
Chain Energy Burst

6+
3+
Varies
Heavy 1
Gauss Technology

Exactly the same technology in use by the Necrons, these weapons are some of the most destructive in the galaxy.  The Exiles have gone to great lengths to provide an array of varies weaponry to supply their Living Machine army.  See page 14 in the Necron Codex.

The Gauss Pila was built specifically for the Tomb Guardians who utilized the Matrix Combat Shield.  The Pila has a short ranged Gauss attack using the same stats as the Gauss Micro Projector and when engaged in close combat the Pila is used as a close combat weapon.

The Lightning Flux fires a burst of dense gauss energy that upon hitting its target; will expand and wrap around it seeking the weakest points all at the same time.  Against vehicles, the strength is applied to the weakest armor and against everything else; it is simply a strength 8 and AP 2 weapon.
The Micro Lightning Flux follows a similar pattern that the larger vehicle version does but instead of focusing on a single target, this one expands out.  Roll to hit, use a flame template and you must attempt to cover as many models as possible.  Partials are hit on a 4+.  The Hole of the Flame Template must be within line of sight of the firer.

Chain Energy Burst 

A Tomb Horror attack that is based on the number of actual swarms assisting in the attack, useable only in the Shooting Phase.  The minimum number of Swarms that can use this ability is 4, the base stats of the weapon are generated with that in mind already.  The base range is 6”, add an additional 1” per Swarm Base assisting.  The maximum range is 12”.  The Base Strength is 3, add an additional +1 Strength per Swarm Base assisting.  The Maximum Strength is 9.  The Base AP Value is 6+, for every 2 Swarm Bases assisting reduce the AP value by 1 to a maximum of 3.  When generating the power to use this effect, the Horrors will need to be stationary during the Movement Phase.
Filament Array

The Filament Array is a spray of nano thin mono filament wires that writhe and constrict when they are sprayed.  So sharp is the filament that it can easily slice through many common armors and even lightly armored vehicles alone.  Though built into the Array of filament wires is a disruption field pulse.  This will give the Filament Array an additional d6 when making an armor penetration roll against a vehicle. 

Tomb Blades

Both the Tomb Blades and the Great Tomb Blades are enhanced swords that confer a greater strength to the user as they wield them.  Tomb Blades simply add a +1 Strength to the bearers profile while Greater Tomb Blades will add +2 Strength and counts as a Power Weapon.  The Necrontyr understand that close combat is unavoidable in these dark days of war and wish to make sure their Living Machine warriors are well armed.
Spiked Gauss Projectors
Gauss Projectors outfitted with spikes to enhance the close combat effectiveness of the warrior.  This allows the warrior to re-roll one failed to hit in close combat.
Matrix Combat Shield
Primarily used by Tomb Guardians and Tomb Lords, these shields are built to give the bearer the ability to deflect and absorb close combat strikes.  For the Tomb Guardians they server a greater purpose, to protect those to the rear of them from enemy fire by forming a wall of shields between the friendly unit behind them and the enemy unit ahead of them.

It will enhance the armor save of the model with this shield by 1 but never better than a 2+ armor save and the Shield Line ability is described in the Tomb Guardians listing.
Serrated Edges

After the first accidental dealing with an ork population, the Necrontyr discovered that the close combat weapons of the orks were not only deadly but their actual construction served a more fiendish purpose outside of simply striking their foe.  So research was committed to this and the result of which was technology that will basically give the blade a second chance at causing a wound. 

When using these blades, any failed to wound may be re-rolled.

Sentinel Howl 

Finding that when assaulting fortified structures, the Living Machine warriors needed a way to equalize the battle and so the Sentinel Howl was developed.  Using several technologies at once, the piercing scream of the Sentinel Howl causes the target to not only attempt to cover their ears but also the sonic and visual side distort the very air around them making it difficult to visually track the incoming Living Machine warriors.  This same technology is just as useful to counter charges made against a squad with the Sentinel Howl.  

When using while charging an enemy unit in cover, the Sentinel Howl will elevate the Initiative to 10 allowing both sides to strike simultaneously.  This will also work when the Living Machine squad is being charged, removing the additional attack gained from charging but nothing else.

Serpents Darkness
A black morass of thick black mists is issued forth from normally a Tomb Serpent, giving it a chance to break from close assault and withdraw.  In the ancient days of the Necrontyr, there was a small cave lizard that frequently made its home in the great Tombs of their people.  This lizard would spit forth a black liquid that quickly reacted with the air around it forming a thick black mist in which it would use to run from its perceived foe. 

This is used at the end of the assault phase after attacks have been made.  Treat it like a sweeping advance roll.  If the Serpent wins, it was able to withdraw out of the black mists and out of combat.  If the enemy unit wins, then they were able to stay in contact with the serpent preventing its withdraw.
Vehicle Upgrades
Matrix Selection



Cost
Void Shield



10
Stabilization Module


5

Ballistics Optimization


30

Reactive Core



10

Lightning Shield



15

Regenerative Matrix


30

Heavy Arch Gauss Flux Weapons System
15

Arc Focal Projector System

25

Void Shield:  Shield that will drop a single Penetrating Hit to a Glancing Hit, once used the shield is down for the rest of the game.
Stabilization Module:  Allows the vehicle to ignore Crew Stunned and treat it as Crew Shaken.
Ballistics Optimization:  When the vehicle does not move during the movement phase, it will fire with a +1 to its BS skill.
Reactive Core:  Upon rolling a Vehicle explodes or Vehicle annihilated, the vehicle will instead implode upon itself causing no damage to the surrounding around on a d6 roll of 3+.  On a roll of 1 or 2, the vehicle will only ‘Explode’, not be ‘Annihilated’.

Lighting Shield:  Any successful hits against the vehicle, whether they penetrate or glance will automatically return a Lighting Shield attack at strength 3.  Similar rule set to the Lightning Field in the Necron Codex, pg 15.

Regenerative Matrix:  Allows the Living Metal component to regenerate a ‘Weapon Destroyed’ or ‘Immobilized’ effect at the end of the Necrontyr players turn on a 4+.

Heavy Arch Gauss Flux Weapons System:  Upgrades the Arc Gauss Flux weapon system to a heavier version of itself.  

Arc Focal Projector System:  This upgrade allows the Barge to focus its Arc Gauss Flux weapons into a single shot.  The Arc Focal Projector System and the Arc Gauss Flux use the same weapons, the controller must choose which will fire in the shooting phase.

Special Characters

O’si, the Warrior

During the early days of the Exiles ‘Great Plan’, they were split on the level of sentience that should be given to the Living Machine warriors.  In time, it was finally decided to limit the sentience but prior to that a few fully sentient Living Machines were created.  O’si was the first and only one allowed to awaken when the Exiles were preparing to send the first carrier fleet into the galaxy.  O’si was placed in a command role under the Necrontyr Master Acu’llus.  In a short time O’si out performed all expectations and soon was placed in command of an operation on a distant Imperial outpost.  In less than a month, O’si brought about the eradication of the Necron presence and even assisted the local Imperial Guard garrison against a Chaos spawned uprising.  Since then, O’si has been placed in command of a carrier fleet and let loose upon the galaxy.
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O’si can only be taken in an army of 1,500 or more.
Equipment:  O’si has a built in Matrix of Command that allows him to monitor and control the battle even while he is in close combat.  He was allowed to make upgrades and changes to his frame allowing him to better handle close combat, something he learned lacked when he faced off with a daemon during his first command.  He has several modifications listed below.  He carries a Gauss Micro Multi Projector for range combat.

Retractable Serrated Power Claws: Built into his wrists, these claws extend only when O’si finds that he needs them in close combat and allow him to re-roll any failed to wound rolls.

Sync-Gravitational Module:  This device is a prototype technology that the Necrontyr are developing.  It allows O’si to maneuver about as if he were wearing a jetpack but with far greater control.  He moves like a jump pack but if he chooses to jump into terrain, he can roll 2d6, choosing the more favorable roll in his dangerous terrain test.

Energy Shield Matrix:  This is what gives him his 4+ invulnerable save.

Regenerative Matrix:  Normally something reserved for vehicles, this Matrix allows O’si to regenerate a single lost wound at the end of each assault phase on a 5+.  This ability works even against Instant Death attacks and close combat strikes that do not allow for armor saves.

Self Repair Matrix:  By tying in the Regenerative Matrix in with the Self Repair ability of the Living Machine.  O’si can self repair bringing him to a single wound on a roll of 3+.  If he fails this then his body is immediately teleported to his carrier.

Sentinel Howl:  Same effect as a Fragmentation Grenade when assault a unit in cover and that of Photon Grenades when used against units charging them.
Tomb Lords:  When an army is commanded by O’si, remove the 0-1 restriction on the Tomb Lords for O’si prefers to bring several units into battle.  He has taken it upon himself to teach and mold these Tomb Lords.

Ba’lacor, the Sharp Eye

Seeing only a few actual conflicts, Ba’lacor has already gained a reputation for coordinating and mastering the Matrix Array and the Living Machine army itself.  He studies the battle as it unfolds around him, adjusting units and optimizing their attacks as needed with lethal accuracy.  This young Necrontyr Master has many years of war ahead of him and he is taking great care to ensure he sees every bit of it.
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Weapons:  Gauss H. Micro Projector and a Serrated Tomb Blade

Matrix Array:  Ba’lacor has learned to master the Matrix Array and is allowed to take up to 150 points of Matrix and Orb Modules.

Orb of Optimization Control:  When Ba’lacor utilizes the Orb of Optimization he can coordinate not one unit but two units, allowing him to add an additional +1 BS to their attacks in the shooting phase.  All he needs is a unit within 24” of the desired target.  Both units may still only fire on the single target.
Living Armor:  Allowing the ultimate freedom of movement and offering immense protection, this armor increases the hardiness of the wearer.  

Changes List

Reduced the Strength of the Filament Array to 5

Increased the WB to 5,6

Tomb Battle Barge increased movement
Armor Save decreased for the Sentinels
Adjusted the weapons available to a Tomb Lord

Adjusted names of weapons, added in two vehicle weapons and a new personal weapon.
