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NOTE FROM THE EDITOR
Hello again, and welcome to Necromunda: Compilation I. This is a compilation of articles
and additional rules published in the Citadel Journal, Gang War and Necromunda Maga-
zine, all originally written for use with the original boxed set of Necromunda.

Please excuse some of the formatting - many of these articles are only available as image
file scans, which makes capturing much of the text impossible - and all of those different
source publications have wildly different house styles. I've confined myself to making sure
the text is roughly the same size throughout and the image policy is consistent!

Note that later articles, intended for use with Necromunda: Underhive and the Livign
Rule Book, are not included here, and are available in Necromunda: Compilation II.

Necromunda, all Necromunda art and the Necromunda design and logo are all copyright
Games Workshop. No copyright infringment intended. All written material is copyright
the original writer or Games Workshop.
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Lachlan is anothber cbhap
Jrom ‘Down-under’ and
bails from a peculiar
sounding place —
Yarralumla Act (the Aussies
Just get all of the groovy-
sounding place names). He
is another Necromunda
obsessive, a game which
seems incredibly popular
in Oz. Maybe it’s living in
such a vast and beautiful
land that makes them feel
the need for claustrophobic
settings!

Lachlan is presently
working up a few new
Hired Guns, one of which is
the Crazy Doc, although be
is baving trouble trying to
fix a bead-mirror to bis
model conversion

But what we want to know
is, who exactly is this ‘Hive
Ken’ geezer and is there a
‘Hive Barbie’?

Hive Ken Skills represent
gangers who develop
professions in the Underhive.
If any ganger rolls the ‘select
any skills table’ result on the
advance table he may select to

Hive Ken Skill Table
2D6 Result
‘2 Wildsnake Hunter

3 . Gigantic Spider
a Hunter

4  Stinger Mould
‘Harvester

Orb Spider Handler
Rumour M(.)nger
-Scavenger

Explorer

O X &

Giant Rat Herder
10 Carrion Bat Handler
12-11 Player’s choice

Hive Ken Skills

New skills and professions in the Underhive
By Lachlan Abrahams

roll on any one of these tables.
Models learning skills from
these tables must miss the next
fight whilst they are finding a
tutor to teach them the skill.
Redemptionists and Spyrers
may not select these skills. To
use any Hive Ken skills the
model may not forage, collect
income from territories or
search for rare items during
the tuen that they elect to use
their skill.

The Wildsnake Hunter
A ganger with this skill can
hunt Wildsnake after each
game. If the Wildsnake Hunter
successfully passes a
leadership test on 2D6 his hunt
has been successful and he
may roll on the Wildsnake
hunting table to see how may
snakes he has found (see end
of article). 1f the Wildsnake
Hunter is successful he may
sell any Bottles of Wildsnake
he brews for 10 credits each
and sell Wildsnake skins for 5
credits each. The ganger may

give any bottles of Wildsnake
to their gang leader to issue to
his gang instead of selling
them.

The Wildsnake hunter is given
a Wildsnake Catchpole when
he gets this skill and is his
badge of acceptance amongst
the Wildsnake hunting parties.

Spider Hunter

A model with this skill can try
and hunt for Gigantic Spiders
after each game. If he
successfully passes a
Leadership test on 2D6 his
hunt has been successful and
he may roll on the Gigantic
Spider hunting table (see end
of article).

A Gigantic Spider Hunter must
buy a Gigantic Spider Harpoon
Gun when he gets this skill, the
Harpoon gun costs 50 credits
and is his badge of acceptance
amongst the Gigantic Spider
hunting Parties. If a model rolls
this skill and his gang is not
willing to pay for his Harpoon

Wildsnake Catchpole
Strength ~ Damage

Type

Save Modifier

Close Combat User +1

Special Rules: Requires two hands to use.

If the model using the weapon hits an opponent in hand-to-hand
combat, re-roll any dice which roll 6’s to wound. If the second
roll is also a 6 the victim’s neck is snapped, unless they can make
an Armour Saving Throw, or Dodge.

Any models that suffer this fate are automatically dead and don't
roll on the Serious Injuries Table.

-1

Note, that 2 model with a broken neck can’t be revived with

medic skills, medipacks etc.




Gun, the model must reroll his
advancement on another table
of his choice, however he may
not re-roll on the Hive Ken
Table.

Orb Spiders are sometimes
reared from hatchlings and
raised within settlements to
gather their web silk and
venom. Sometimes an Orb
Spider will prepare a nest for

Range To Hit

Gigantic Spider Harpoon Gun

Short Long Short Long Strength Damage Save Ammo

0-12 12-24 - -1 6

Counts as a Heavy Weapon.

Special Rules: As Scaly Spear Gun (see page 54 of Outlanders).

The Gigantic Spider Hunter is able to use this weapon, which
unlike the Scaly Spear Gun he would not be able to use unless
his Strength was 5 or more, as the Harpoon Gun has a motor
winch to help the model load the massive harpoons. The
Harpoon Gun may not be used by any other model unless they
also have the Raft Spider Hunter Skill.

D3 -3 6+

Stinger Mould Harvester
A model with this skill can
search for patches of Stinger
Mould after each game. If the
Stinger Mould  Harvester
successfully passes a
leadership test on 2D6 his hunt
has been successful and he
may roll on the Stinger Mould
Patch table to see how may
patches he found (see end of
article). 1f the model is
successful he may either sell
Patches of Stinger Mould for 15
credits for each patch or give
them to his gang instead.

Orb Spider Handler
The model with this skill can
milk venom and weave silk
thread from a domesticated
Orb Spider. He may even try to
harvest the rare steel web used
to make cables of incredible
strength. If the Orb Spider
Handler successfully passes a
leadership test on 2D6 he may
roll on the Orb Spider
Harvesting Table (Yup, you
guessed it! See end).

its eggs out of a special type of
web called ‘Steel Web’, this is
collected and made into rare
Web Grenades. The Orb Spider
will not attack its Orb Spider
Handler in her lair but
anything else in or within 2" of
her lair she will see as an
intruder and charge them.

Note: The Orb Spider Handler
may give doses of Blade venom
to their gang instead of sclling
them.

Having this skill means that
when the Orb Spider Handler’s
gang is fighting in their own
territory there will be a site
allocated for the Orb Spider
Grove which the Orb Spider
Handler and Harvester
maintains. The gang may
position the 4" x 2" Orb Spider
Grove in any corner of any

structure on the board. If the
Orb Spider 1is killed the
handler must spend the next
turn seeking a new one. He
cannot collect income or roll
on the Orb Spider Harvesting
Table. The turn after the
handler may start harvesting
from his new Spider.

Web Grenades

Web Grenades are usually used
to attract young Orb Spiders
for capture and farming, as
such they may only be used by
the Orb Spider Handler in
combat. When he first creates a
supply of Web Grenades the
orb Spider Handler will have to
take an Ammo test every time
he rolls a 4+ (and then his
supply for the game will run
out) every further time he
manages to make Web
Grenades he may -1 from his
roll to make an Ammo check.
i.e. The Handler has managed
to create Web Grenades twice,
therefore he must make an
ammo check whenever he rolls
a 5+. Once the Handler has
reduced his ammo check 1o 6
then every time he rolls a 6 on
the Orb Spider Harvesting
table count the result as a S
instead.

Rumour Monger
The Rumour Monger is an
expert at finding out or
fabricating information or
evidence. This may lead to
some calling them a spy. They
are also wusually adept at
forgery and mimicry. After each
game if the Rumour Monger
successfully passes a

Orb Spider

M WS BS S T
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Special Rules: As a normal Orb Spider.
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Web Grenade

Save Modifier
Special 2”

Strength Area effect

Special

Damage
Special

Special Rules: Once a Web Grenade has hit its target the victim
is automatically enmeshed - there is no roll for wounds or
injuries and no saving roll is allowed for armour. A webbed
target may do nothing other than attempt to struggle free — roll
a D6 and add the model’s Strength. If the total is 9 or more the
victim frees himself from the web and may continue normally. If
the total is less than 9 then the victim suffers 1 wound
immediately, though an armour save may be attempted if the
victim has armour.

Freeing webbed models: Surprisingly enough, Blade Venom
dissolves Web Grenades, any model with Blade Venom may
automatically free a webbed model at the start of the turn if he
is within 1".

However, a model can never free itself from a web using Blade
Venom, as the strands are far too tight to allow the fighter to
reach his en-venomed weapon.

leadership test on 2D6 he vmay
rol on the Rumour Monger
Table.

serviceable parts on the
corpses. If he successfully
passes 2 Leadership test on
2D6 his hunt has been

Instead of rolling on the above successful and he may roll on

table the Rumour Monger may
alternatively apply his
knowledge and information
(or mis-information) to draw
up a Ratskin Map (you don’t
honestly believe they're all
drawn by Ratskins!) which he
may sell for 1D3 x 5 Credits. In
order to draw the map he must
still  successfully pass a
leadership test on 2D6 to make
it look believable. Note: The
Rumour Monger’s gang can't
use his maps to give them
greater insight into the hive -
they just don’t trust him

Scavenger
The Scavenger is adept at
exploring the Hive's Body
Dumps, the piles of corpses
which either fuel the Hive's
furnaces or are reconstituted
into food by the Long Pig
processing plants. A model
with this skill may choose to
search for any loot or

the Body Scavenger Table to
see how his search went.

Explorer

The Explorer is adept at
exploring the Hive, knowing
ways and means to get places
that ordinary Underhivers
wouldn’t dream of Then
again, ordinary Underhivers
know better than to take short
cuts through Rad Zones and
Acid Bogs. If the Explorer
successfully passes a
leadership test on 2D6 his
exploration has turned
something up and he may roll
on the Explorer Table to see
what happened.

If the Explorer’s gang takes a
piece of territory from another
gang, they may choose which
territory they capture, instead
of deciding it randomly, as the
Explorer leads them to the
usurped gang’s prime sites.

Giant Rat Herder

The model has been trained to
catch and herd Giant Rats. A
gang who has 2 member with
this skill can lower their
upkeep as they have a herd of
rats to keep them fed. Non
Outlaw gangs may add two
credits per ganger to their
stash after working out their
upkeep. Outlaw gang members
only cost 1 credit each to feed
per turn.

When the Giant Rat Herder's
gang is fighting in their own
territory they may position a
Giant Rat Pen anywhere on the
board. The Pen contains D6+ 2
captured Giant Rats, the pen
has a Toughness of 4 and has 1
wound. If released Giant Rats
will head towards the closest
table edge or artack the closest
model within double their
Initiative range. Rats may be
released by either destroying
the pen or if a model opens it
by spending a full turn doing
nothing else.

If the Giant Rats are released,
the gang which benefited from
them, loses their food bonus
after the game, the Giant Rat
Herder has to go and round up
some more Giant Rats to
replenish his herd. Next turn,
his gang regains the bonus.
Giant Rat Herders will never be

Giant Rat

M WS BS S T
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Special Rules: Dodge as normal Giant Rat.




attacked by Giant Rats, they
will ignore him instead.

Carrion Bat Handler
The model has managed to
catch, tame and train Carrion
Bats. Domesticated Carrion
Bats are useful for delivering
messages between the gang’s
territories and assisting their
Handler in combat.

The model with the Carrion
Bat handling skill can be
accompanied by three Carrion
Bats. Even if some are killed in
a game, it is assumed that next
game he will have caught and
trained some more. These bats
have been domesticated and
are under the command of the

Carrion Bat Handler. He
maintains control over them
with  strange clicks and
whistles.

The Bats must remain within
10" of him at all times. But, as
long as they remain within 5"
of him they can use his

Leadership characteristic for
any Leadership roll they have
to take. If they ever end a
movement phase more than
10" from their controlling
model or the model goes out
of action, they are removed
from play, as it is assumed they
have fluttered off into a nearby
nook or cranny. Carrion Bat
Handlers will never be
attacked by Carrion Bats, they
will ignore him instead.

A gang who has a member with
this skill may add +2 to any
dice rolls which determine
how many gang members they
are allowed to field in a fight.
This represents the Carrion Bat
Handler sending messages to
gangers via ‘courier bat’

(‘courier bat’?! Whatever next?
Pet Zombies? - Ed.)

At the end of each game. Roll
1D6 to see whether the
scratches the Carrion Bat
Handler receives from his bats
have any effect on him.

Carrion Bat Handlers keep
their bats clean and feed them
clean food, thus their bats have
a lesser chance of giving the
Zombie Plague to models they
bite (1-2 on 1D6). Carrion Bats
belonging to a Scabbie Carrion
Bat Handler are not as cared
for, as in other gangs, so they
have the same chance of giving
a model the Zombie Plague as
Wild Carrion Bats (1-3 on
1D6).

Carrion Bat
M WS BS S T
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Carrion Bat).

1 3 3 4

Special Rules: Fly (as normal Carrion Bat), Plague (as normal

Carrion Bat Plagde Table

Result

2-5 Nothing happens.

1 Test the Carrion Bat Handler for the Zombie Plague. (The model apphes -2 to the dice
roll due to him only having received a scratch.)

6 The Carrion Bat Handler is now immune to the Zombie Plague and never needs to
roll on this table or the Zombie Plague table again.

Wildsnake Hunting Tabie

1D6 Result
i The Wildsnake Hunter finds a huge snake and is wounded in the savage battle. The
model must miss the next fight. No income may be generated by the model.
2-4 ‘The Wildsnake Hunter kills one snake. The snake yields 1 Bottle of Wildsnake and its’
hide is worth 5 credits
5 The Wildsnake Hunter kills D3 snakes. Each snake yields 1 Bottle of Wildsnake and 1
; snake hide. - ;
6 The Wildsnake Hunter finds a huge snake, the struggle is long and vicious but

eventually the hunter wins the battle. The snake yields 3 Bottles of Wildsnake and

NEW RULES - 7
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Spider Hunting Table

Result

6

The Hunter takes on more than he can handle. Roll on the serious wounds table ~
Captured and Survives Against The Odds counts as Full Recovery, whist Head Injury and
Multiple Wounds count as Death. If he lives, he gains 1D6 experience points from the
ordeal.

The Hunter is wounded in a savage battle. The model must miss the next fight while
he recovers.

The Hunter suffers a Flesh Wound in a savage battle. He suffers -1 to his Weapon Skill and
Ballistic Skill in the next battle only.

The Hunter brings down a Gigantic Spider. He can sell 1D6 x 10 credits worth of the
spider’s meat and venom.

The hunt takes place near the sump lake. Roll a further D6:

1-3 The Hunter brings down a Gigantic Spider. He can sell 1D6 x 10 credits worth of the
spider’s meat and venom.

4 6 The Hunter brings down a Gigantic Raft Spider. He may pluck out several eyes
before the body sinks below the surface of the sump and sell them for ID6 x 5 credits
each. Roll another DG:

1 The Hunter managed to get one eye but loses his knife (he must
immediately buy a new knife for 5 credits).

The Hunter managed to get 2 eyes.
The Hunter managed to get 3 eyes.
The Hunter managed to get 4 eyes.
The Hunter managed to get 5 eyes.
The Hunter managed to get all 8 eyes.

[«X3V TN U V]

The Hunter brings down a rare type of Gigantic spider. Roll a further DG:

1 The Hunter has killed a rare Tank Spider. As well as collecting income for he
spider’s meat and venom he may also make armour out of the Spider’s hide. Chitin
Armour has a Save of 5. Chitin armour may be worn by the hunter, given to any other
member of his gang or sold for 10 c¢redits. He can sell 1D6 x 10 credits worth of the
spider’s meat and venom.

2 The Hunter has kilied a rare Chameleon Spider. The model may be able to
make a chameleon cloak out of the Spider’s hide. Anyone shooting at a model
wearing the chameleon cloak suffers a - | to hit. A chameleon cloak may be worn by the
hunter, given to any other member of his gang or sold for 15 credits. He can sell 1D6
x 10 credits worth of the spider’s meat and venom.

3 The Hunter has killed a rare Stiletto Spider. It.does not have enough meat

on it to collect, but its venom sacs, whilst small, contain incredibly potent venom.
‘Two fangs may be collected and made into daggers. These Venom daggers act as
normal daggers but have the additions of an extra -1 Save and inflict 1D3 wounds. A
venom dagger may be wielded by the Hunter, given to any other member of his gang
or sold for 10 credits each. He can sell 1D6 x 10 credits worth of the spider’s venom.

4 The Hunter brings down 2 very old Gigantic Spider whose flesh and venom are
hardly worth anything but, slitting open its abdomen reveals several pieces of
equipment. The mode] may roll 1D6 random pieces of equipment from the trading list.
(Roll a further D6 for each item -1-3 roll on the normal Trading List 4-6 roll on the
Outlaw Trading List).

(Cont over the page)




1D6

Spider Hunting Table {cont)

Result

The Hunter fights against the largest Gigantic Spider he has ever come across and
barely makes it out alive. Due to the horror he was exposed to the Hunter is now
immune to all Fear and Terror. He manages to tear out one of the spider’s eyes which
he may sell for 1D6 x10 credits. If the Hunter has already had this result on a prior
hunt, he must roll again on the rare type of Gigantic spider table — he doesn’t believe |
in tempting fate twice!

The Hunter kills a Giant Albino Raft Spider mare. The Raft Spider’s eyes are worth 8D6
x 10. The fame that this kill brings the Hunter makes other gangers Fear him. He gains
10 experience points and now causes Fear in his opponents. If the Hunter has already
had this result on a prior hunt, he must roll again on the rare type of Gigantic spider
table - he doesn’t believe in tempting fate twice.

1D6

Rumour Table
Result

The Rumour Monger's information was completely and unconvincingly fabricated. The
opponent of the Rumour Monger's gang chooses the next scenario. The Rumour
Monger's enemy will always be the attacker in this instance.

Next time the Rumour Monger’s gang rolls on the scenario table they may apply +1 or
-1 to the dice roll.

Next time the Rumour Monger's gang rolls on the scenario table they may re-roll the
dice if you wish.

The Rumour Monger’s gang may choose the next scenario they fight in from any ltst They
will always be the attackers in this instance.

A carefully placed word of spite reaches important ears. One gang of your choice is
subject to Guild Sanctions, they may not buy anything from the Trading Post this turn.
You may select the gang that the disadvantage is placed upon.

A carefully placed word of spite reaches important ears and culminates in an
Investigation by the Adeptus Arbites. The gang in question must halve their income
gained this turn. You select the gang that the disadvantage is placed upon.

1D6

Orb Spider Harvesting Table
Result

The Handler receives a small bite from the Orb spider which turns septic. The model
must miss the next fight. Nothing is produced this turn.

The Handler weaves a skein of Silk Thread which he may sell for 5 Credits.
The Handler weaves 1D3 skeins of Silk Thread which he may sell for 5 Credits each.

The Handler milks a dose of Blade Venom from the Orb spider which he may sell for
10 Credits.

The Handler milks 1D3 doses of Blade Venom from the Orb spider which he may sell
for 10 Credits each.

The Handler may produce a batch of Stee/ Web this turn, He may not produce any
Blade Venom or skeins of Silk Thread as the special Steel Web, used to make Web
Grenades, is hard to work with and harder to get away from the Orb Spider.

NEW RULES - 9
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Explorer Table
1D6 Result

1 The Explorer is attacked in the dark. Roll on the Serious Injuries table. If the result is
Captured randomly roll the gang that captured him.

2 The Explorer is attacked in the dark. He manages to crawl back to the gang’s base, but
must miss the next fight while be recovers

3 The Explorer gets hopelessly lost and gets into several scrapes before he returns to his
gang's base. He gains 1D6 experience points for the fact that he won’t go down that
tunnel again. If the Explorer fights in the next game he starts with one flesh wound.

4 The Explorer finds an interesting piece of junk which he may sell for 1D3x5 credits.
5 The Explorer finds something of interest. Roll a further D6:

1-2  The Explorer find a piece of Archeotech which he may either test or give to
one of his gang to test or sell for 1D6x5 credits without finding out what it does.
3-4 The Explorer finds some loot which he may sell for 1D6x5 credits.

5-6  The Explorer finds a stash of 1D3 pieces of Equipment. Randomly generate
these the Outlaw Trading list.

6 The Explorer finds something of interest. Roll a further D6:

1 The Explorer is exposed to a terrible horror in his search and is not telling

anyone what he saw.. The Explorer is now immune to 7error (and therefore Fear as
well) If the Explorer has already had this result on a prior search hunt he must roll
again, nothings going to scare him any more.

2 The Explorer rescues a Juve (or Juve equivalent) which joins the Explorer’s

gang for free out of gratitude. The Explorer’s gang must still pay for the Juve’s
equipment.

3 The Explorer rescues a Hired Gun who in gratitude will fight for the Explorer’s for
free for the next fight only. Roll a D6:

1 The Explorer rescues a Bounty Hunter (Explorers who belong to outlaws who get
this result will sell the Bounty Hunter as a slave and keep clear. He was probably out
hunting for them anywayt).

2-3  The Explorer rescues a Scum.

4-5  The Explorer rescues a Pit Slave.

6 The Explorer rescues a Wyrd (randomly select).

4 The Explorer finds a TERRITORY which may be added to the gang’s list of
Territories. Roll ID6:

1 Water Still.
2-3 Old Ruins.
4-5 Slag.
6 Spore Cave
5 The Explorer finds an Archeotech Hoard. Add it to his gang’s list of Territories.
6 The Explorer finds a group of Green Settlers which he point in the direction of his

gang. Add a Territory of your choice to the Explorer’s gangs list of Territories.




Scavenger Table

Result

()WY NS

The Scavenger finds a Herd of Zombies feasting on the dead. They attack him but he
manages to escape with only a flesh wound. Test for Zombie Plague, if he survives he must
miss the next battle as he recovers. He does, however, receive 1D6 x 10 Food company as
a spotter’s (silencing) fee.

The Scavenger Finds a Dead Outlaw on a heap who’s bounty hasn't been collected.
(1D6x1 credits) On a roll of a one, the Body Scavenger's ruse has been discovered,
however he may still keep the 10 credits. The gang opposing the scavenger's gang next
turn may take a free bounty hunter (he’s the one that should have gotten the bounty and
now wants to get even)..

The Scavenger finds some good spare body parts which he can sell for 1D3x5.
The Scavenger finds a corpse with lots of loot on it which he may sell for D6x5 credits.
The Scavenger finds one random piece of equipment from the Outlaw trading list.

The Scavenger finds a bionic part on a corpse. Note: If the Scavenger gives the part to his
gang it cannot be fitted this turn as it has to be cleaned off and recalibrated for its new
owner. Roll a further D6:

1-2. The Scavenger finds a Bionic Arm, which he may sell for 40 credits.

3-4 The Scavenger finds a Bionic Leg, which he may sell for 40 credits.

5-6. The Scavenger finds a Bionic Eye, which he may sell for 25 credits.

Stinger Mould Harvest Table
Result

The Stinger Mould Harvester finds a patch just as it goes to spore and is covered with a
terrible rash. He must miss the next fight whilst he recovers. No patches of Stinger Mould
are gathered this turn.

Stinger Mould Harvester gathers 1 patch of Stinger Mould which he may sell or give to his
gang.

Stinger Mould Harvester gathers 1D3 patches of Stinger Mould which he may sell or give
to his gang.
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Striking a Deal..

Making deals, breaking deals and plain old double-

crossing in the Underhive.
By Dalga Faik with fellow conspirator Nick Piachaud

Dalga, from Southgate London, describes
himself and his partner in crime, Nick, as
both being fine and upstanding teenagers
despite being a little nuts! They’ve been
playing Necromunda since it came out all
those years ago and are self-confessed
addicts. They’re both a little partial to

GorkaMorka as well and practice their
‘Vroom! Vroom!” sound effects until the
early hours of the morning! Dalga loves
westerns and gangster movies especially
when they've got a central theme of
conspiracy and double-cross. We, of
course, would have never of guessed...

In Necromunda, two gangs
making deals with one another
is not unheard of, in fact, it's a
way of life. One gang wants to
wipe out its enemies and will
often enlist the help of another
gang to do it.

Making a deal could occur in
the post-battle sequence or in
the special scenario later on in
this article. If two players wish
to make a deal then they can
follow these special rules. If a
member of either gang has a
Bitter Enmity against a
member of the other gang,
then you can pretty much kiss
the prospect of a deal goodbye.

Trying to strike a deal could
result in several things: a
double cross, a legit deal
including a one scenario deal
or a long term deal. The
Double-Cross is outlined in the
scenario that follows. Deals,
however, can be made very
easily, they don't require a
whole game, just a simple
meeting of the two leaders
concerned (unless you want to
utilise ‘The Meet’ scenario).

THE SET UP

In order to set up the deal the
two Leaders must meet. These
are often tense arrangements,
with itchy trigger fingers and
brash shows of bravado
permeating the unfriendly
silence. Set up a small skirmish
area 16"x16" with a clear
central area containing some
significant terrain (crates or
such like). Each gang should
deploy on the edges (Vents,
etc. may not be used) and in
their movement phase the
Gang Leaders should converge
on the central terrain to talk.
The less weapons a Leader has
the better show of good faith.
Details must be disclosed
when they meet (prior
arrangements can be made
stipulating this, it is entirely at
the discretion of the players).

Only D6+2 members of each
gang may taken as bodyguards.
Heavies may not be taken
because if things go sour, the
gangs aren’t going to want to
risk losing a heavy weapon.

By the time the two leaders
meet, the players should have

in mind whether they want to
make a deal or not. At any
point during their move a
player may attack the other
gang if they wish to (but it will
certainly get them a bad name
to say the least!). The leaders
may also join in.

If combat commences, then go
straight to the Double Cross
scenario. If this isn't the case
then follow these rules:

STRIKING A DEAL
The two leaders must be facing
each other from across the
crates. The players roll a D6

and apply the  result
immediately.

D6 Roll Result

1-2 The gang with the

higher rating refuses to deal
with the other gang because
they consider them to be

below them and therefore
scum.
3-4 A one scenario deal

has been made. Ar the
beginning of the scenario, the
player with the gang with the
highest rating rolls a D6 and




writes it down hiding the result
(in these circumstances it is
always wise to have an
impartial observer), on a 1-3
the deal sticks but on a 4-6 the
deal is broken. The higher
rated gang may attack or leave
the gang it is supporting at any
time during the scenario on a
broken deal result. The deal is
ended and may not be
attempted again if this
happens. However, if the deal
goes down for the whole game
another deal may be struck.

5-6 A long term dea! has
been made and the two gangs
become friends. Roll a further
D6 at the beginning of each
game either gang takes part in.
On a 1-4, the higher rated gang
continues to honour the deal,
on a 5-6, the higher rated gang
leaves but on good terms. If
this type of deal falls through,
it can be amempted again but
any results on subsequent rolls
must be adhered to.

The following gangs may not
make deals:

¢ Escher and Goliath

¢« Redemptionist only with
Cawdor

¢ Spyrers and Ratskins with
anybody

YOU OWE ME...

The purpose of striking a deal
with another gang is simple —
you get exira manpower in
your up-and-coming fights.
Provided that the deal was
successful, the next time 2
gang fights they may call upon
D3+2 gangers as ‘allies’ from
the gang that they are in
business with (chosen by the
gang ‘hiring out’). These allied
ruffians are controlled by the
player whose gang-fight it is
and not the player whose gang
they are from (uniess of

course, the Gang Leader
himself decides to fight). For
all intents and purposes
(experience, Bottle Test, etc.)
these gangers are treated as
part of the gang they are allied
to.

Gangs are honour-bound to
their allies and can only ‘stab
them in the back’ if the deal
was broken (sce earlier).
Striking a2 deal with another
gang can be a very lucrative
arrangement, albeit a risky
one.

THE MEET

The two gangs in question are
meeting, and you want this
job to go off without a bitch.
You adjust your sights and
wait for them to get closer.
Your leader bas beard about
this deal going down between
the other two gangs and said it
should be put to an end, so be
gathered his boys and took
you to the meeting place.
Except, be’s bidden you in the
shadows above the ground
and gave you a sight for your
rifle. Now, you just have to
wait. The two leaders are
getting closer and sweal is

,3, {
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starting to form on your brow.
You take a bead on the more
reputed leader and wait. He’s
getting closer, another step.
Bingo!

You squeeze the trigger:..

Starting

The two gangs in this scenario
must have agreed to Strike a
Deal and may not fire at each
other unless indicated later.
They may have D6+2 gang
members along with their
leaders. In addition, a third
gang has turned up at the site
to stop the deal going down.
They also turn up with their
leader and D6+2 gangers; no
Heavies may be taken. This
gang, the Ambushers, may set
up Hidden...

Terrain

The terrain must be set up with
buildings on either side with at
least two stories to them.
There should be a channel
down the centre where a pile
of crates or something can be
set up for the meeting to take
place (as in the Set Up).
Treacherous Conditions can be
rolled, any conditions that




Stop shooting and I'll tell you about the offer!

mean the table top cannot be
used do not count (e.g. the Pit
of Despair result should not be
applied because the table top
is needed for the game). Itis a
neutral place so territory
cannot be lost.

Setup

The two gangs attempting to
Strike a Deal set up on
opposite sides of the table,
four inches in from the table
edge facing each other down
the central valley. The third
gang however, will be Hidden
in the upper levels of the
surrounding buildings or in
the shadows of the gantries. As
soon as they fire, however, they
will break from being Hidden.

Special Rules

As the two Leaders approach
within four inches of each
other, the ambushing gang may
fire upon the either Leader in
their turn. The fire will of
course cause the other two
gangs to panic and so they
must adhere to the Panic Fire
rules below. The leaders,
however, may not be so easily
fooled, providing both are still
on their feet by the end of the

firing turn. If neither are
pinned or wounded, then the
deal may still be struck using
the rules above. If either leader
is pinned or wounded, then
the one left standing (if there is
one) will adhere to the Panic
Fire rules.

Itchy Trigger Finger...

The ambushing gang must take
Ld tests every turn to see if they
fire early. Use the leader’s Ld. If
the test is passed, then they
hold their fire. If they fail,
however, then they open fire
early and are no longer
considered to be Hidden.

Panic Fire

As soon as the ambushing gang
fire, make a special Panic-Fire
test for the leaders of each of
the other two gangs. Roll 1D6:
on a score of 1-4, the gang
leader spots the Ambushers
and orders his gang to fire
upon them (note: obviously if
the ambushing gang come into
close combat they will be
automatically recognised). On
a roll of 5-6, the Gang Leader
hasn’t spotted the ambushing
gang and orders his Gangers to
fire upon the gang they were
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making a deal with, suspecting
foul play.

Not yet convinced?

It will eventually dawn on the
gangs taking part in the deal
that they have been duped and
are being ambushed by mutual
enemies. Each turn that a gang
hasn’t noticed the Ambushers
and when a gang member of
the friendly gang is hit, gets
pinned or anything more
severe, then roll 2 DG. On a roll
of 1-4, the gang spots the
Ambushing gang and may take
action accordingly. On a 5-6
resuft, they still haven't
realised and assume that their
one time business partners are
all scummers and should be
shot!

Agreement under Fire?

If the two gangs are still uying
to strike a deal whilst the
bullets are flying, it’'s quite
obvious that the two Leaders
might be a little too busy firing
off shots to close the deal. If
there was a 5-6 result by either
party to the Panic Fire roll then
no deal can be struck.
Otherwise they can still try to
negotiate over the noise of the
gunfire (all the best movie
dialogue happens mid-scrap!).
To see if they will talk roll a D6.
On a 1-3 the leaders crouch
behind some cover, laugh at
the irony of it all and try to
strike a deal — roll on the Deal
table. On a 4-6 the two leaders
are far too pre-occupied firing
and avoiding being shot to pay
attention. If a deal is not going
to be struck, then the gangs
decide to get the hell out of
there.

Ending the Game
As soon as a deal (if any) is
struck, one of the gangs

attempting to strike a deal fails




A spot of bother when a deal goes wrong!

its Bottle Test or the two gangs
leave anyway. The game is over.
If a deal is struck, the
ambushing gang immediately
runs having failed their
mission. If the two gangs began
firing upon each other due to
Panic Fire but recover
composure and still negotiate
a deal, there will be a -1
modifier on the results table. 1f
they both fired upon the
ambushing gang they get a
false sense of camaraderie and
there will be a +1 modifier on
the results table.

Experience

+10 for each Gang Leader
that fulfils their mission, e.g.
made the deal or broke up the
deal.

+5 per wounding hit
caused.

+D6 each Ganger that
survives.

-1 for firing at the other
friendly gang.

THE DOUBLE-CROSS

As your leader approaches,
you tighten your grip on your
rifle and pray be makes it
there.

These suckers won’t

believe what bit them. He’s
getting real close now and the
suckers are buying it You
can’t believe it. Then, in a blur
of motion, your comrades
whip their weapons into line.
Your rifle snaps up to shoulder
beight and your breathing
deepens. Then your leader
flings bis trenchcoat open and
grabs the two Bolt Pistols
bidden there. He starts
blazing...

The Double Cross is a mixture
of ‘Gang Fight' and my ‘deal
making’ rules. If you wish to,
then this scenario can be
fought instead of ‘The Meet'.

Terrain
See The Meet.

Set up

Both gangs deploy as in ‘The
Meet' facing each other. The
game commences in exactly
the same manner as in ‘The
Meet’. The gang with the lower
rating however, is about to
double cross the other gang in
an attempt to upset the power
balance and steal a little for
themselves.

Special Rules
The special rules from ‘The
Meet' apply. In addition up to
half of the gang designated to
double-cross may be set up
Hidden.

Itchy Trigger Finger...
Being dirty double-crossers,
the lower rated gang must take
Ld tests each turn. If a test is
failed then that particular
Ganger prematurely opens fire
and gives the whole game away
(note: this takes everyone by
surprise, even his comrades,
who are too shocked by his
stupidity to fire until their next
turn by which time of course it
may be too late). If by the time
the leaders meet in the middle,
nobody has failed the test, then
the lower rated gang may
attack in their turn.

The higher rated gang may
only open fire or attack in close
combat in the turn after they
have been attacked themselves.
From then on, the two gangs
act like a Gang Fight.

Obviously, under no
circumstances may a deal be
struck berween the two gangs.

Experience
+10 for the winning Gang
Leader

+5 per
caused.

+D6 for each Ganger that
survives.

wounding hit

-1 for a Ganger that fires
prematurely.

BATTLE REPORT
Here’s a report on the game
that Nick and 1 played when
testing  out these rules
although you will have to
forgive us for our choice of
gang names!

NEW RULES - 15
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Double Cross — Deployment

The Double Cross
Zeus, leader of  the
‘Olympiads’ of  House
Delagque, bhad arranged a
bush-busbh meeting with bis
opposite number at
Frontierstown: Wyatt Earp,
(Groan... Start the cheesy
western music! — Ed) leader of
‘Earp’s Immortals’ of House
Van Saar. Both bad been vying
for power and lucrative
trading rights to be bad from
the Guilders. There bad been
several ineffectual skirmishes
that bad cost both gangs dear.
It was time to put a stop to
that. If they could work
together both gangs could
make a bealthy sum, cease the
fighting and perbaps even
drive some of the other local
gangs out of town.

If they could work together...

In this scenario the Delaques
are the Ambushers following a
long-held tradition of back-
stabbing, double-crossing,
ripping-off, and selling faulty
vacuum cleaners to vulnerable
old ladies. All the special rules
for ‘Double-Cross’ apply.

The Terrain was set-up
according to the ‘Double-cross’
Scenario (see map) with a clear
central area, apart from a pile
of crates in the very middle
(the agreed meeting place),
this was surrounded by plenty
of cover, towers and walkways.
This gave the opportunity for
both gangs to start in cover and
watch the proceedings.

The Gangs:

‘Earp’s Immortals’, House
Van Saar (Dalga) Wyatt Earp
(1 Leader), Butch Cassidy (2

Ganger), Billy the Kid (3 Juve),
Johnny Ringo (4 Ganger),
Sundance Kid (5 Ganger),
Cisco Kid (6 Juve) and Doc
Holiday (7 Ganger).

‘The Olympiads’, House
Delaque (Nick) Zeus (1
Leader), Hermes (2 Juve),
Hephaestus (3 Ganger), Boreas
(4 Ganger), Hades (5 Ganger),
Eros (6 Juve) and Asskleepius
(7 Ganger).

Turn 1: The Delaque leader
approached his prospective
business partner walking
casually down the dank
corridor leading to the meeting
place. Zeus’s coat billowed in
the artificial breeze provided
by the vent-shafts high above.

Meanwhile, hiding from prying
eyes, the Delaques stayed out
of sight on either side of the



clearing. Some were hiding
behind old, rusty barrels at
ground level whilst others
were hidden in the gloom high
up on the walkways. The
shadows and their long coats
allowing them to fade into the
darkness. They clutched their
weapons with growing unease,
but their nerve held.

Turn 2: As the Van Saar Leader
approached the designated
meeting place, he noticed the
Delaque Leader’s eyes moving
shiftily. Frowning, and
clutching his Plasma Pistol just
a lirtle tighter he walked
cautiously onwards and hailed
him, feeling more than a little
uneasy.

Zeus looked around, making
sure all of his boys were out of
sight and hoped that none of
them would lose their nerve
and start firing until the time
was right. When the time was
right, he would strike. Whilst
in the gloom, the Delaque boys
started to ease off safety
catches and rack bolts.
Asskleepius sighted along the
barrel of his Autogun bringing
Wyatt Earp’s head into focus.
He curled his finger around
the trigger...

Turn 3: As Wyatt Earp reached
the crates he watched Zeus
approaching slowly. The
Delaque was hunched both of
his hands were hidden beneath
the folds of his trench-coat.

The Delaque man appeared
through the smoky gloom and
nodded to Wyatt Earp, a slight
smile ereasing his lips. Wyatt
Earp must have known that
something was wrong when
the Delaque Leader smiled, his
suspicions were confirmed
when the bald man pulled a
krak grenade from under his
coat. In one fluid motion he
hurled the already primed

grenade at the stunned Van
Saar. The contained explosion
blew Wyatt Earp off of his feet
to land in a bloody mess the
other side of the clearing
(Good start, one man down,
and that was my Leader -
Dalga).

Hades, hiding just to the
Delaque Leader's left, pulled
the trigger of his Shotgun not
even bothering to aim. More by
luck than skili, the shell blasted
into Billy the Kid’s stomach,
hurling him backwards off of
the building on which he was
stood and (not surprisingly)
taking him out of action as he
hit the hard ceramite below.

Asskleepius pulled the trigger
on his Autogun, sending a
stream of bullets into Jobnny
Ringo’s chest. He was slammed
into the metal wall where he
slid to the ground, leaving a

shouldered his Autogun and
fired a torrent of 9mm caseless
across crates and bulkheads.
The intended target, Zeus,
dodged the erratic spray of
lead and kept his head down.
Much to his annoyance,
Holiday heard the sharp ‘click’
of an empty magazine. Most of
the other Van Saars fared a
similar fate as guns were
emptied left, right and centre!
(Oh arse! - Dalga.)

Butch Cassidy pumped the
slide on his shotgun and fired a
Hotshot  Shell into  the
darkness. It struck Zeus square
in the chest causing his long
trench-coat to burst into
flames. However, to his shock
and horror, the Delaque
Leader had managed to stay on
his feet and glared up at
Cassidy snarling with rage and
frustration.

The ‘(not so) Immortal Earps’

thick trail of crimson behind
him. Despite this low-down
betrayal and having three of
their number down including
their leader, the Van Saars
stood their ground.

Turn 4: Moving to a better
Holiday

position, Doc

Turn 5: The Delaque Juves,
Hermes and Eros, ran towards
their burning leader throwing
their long coats over him.
Using the cloth to beat out the
flames, the Juves extinguished
the flames as the fight raged
around them.

NEW RULES - 17
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Hades spotted
responsible for his leader’s

the ganger

humiliation and fired a
Hotshot Shell his way. The shell
caught Cassidy in the side and
exploded into flames turning
the unfortunate into a2 human
torch! (Ouch... another one
down! — Dalga.)

Holiday knew he had no
chance with his leader down,
Cassidy on fire and most of the
gang out of ammunition, he
screamed for the Van Saar’s to
retreat.

Nick: ‘The Delagues bave
done it again!’

Dalga: Yeabh, yeab, just keep

thinking that, buddy!’

Nick: ‘Okay, so bow come I've
won so many games then, eb,
ER?)

Dalga: ‘I don’t want to talk
about it. Look, just shut up!
Honestly, beginner’s luck I
say.’

Nick: ‘Beginner’s luck?!! I've
been playing for two years!
Some people just blame it all
on luck, while I know for sure
that they bave the tactical
skills of a stuffed gerbil.’

Dalga: ‘Enough small talk!
Anyway, you're sidetracking.
What you have just read is a
display of poor nerve bholding
by the Van Saars and pure skill
by the Delaques. This battle
report proves just bow short
these scenarios can be and
bow the tension can really
build up not knowing when
you're gonna get it!’

‘Ob, and just how mad the two



NEW RULES - 19

HOUSE SPECIALITIES

An offbeat alternative to standard gang advancement
By Mark Labett

Mark’s advance tables provide a tongue in cheek alternative for those of you who just
can't get enough Necromunda.(You poor, misguided fools - Ed.) Please remember that
these rules are completely unofficial and clearly suitable only for the criminally psychotic
and those not yet living in the poilitically correct 30’s.

HOUSE GOLIATH SPECTALITIES

MUSCLE BEACH
All Goliaths can roll on a different advance table, if they wish, rather than the standard advance
‘table. This is not without some risk however.

ALTERNATIVE GOLIATH ADVANCE TABLE

1 The gang member injures himself while pumping too much iron,
miss the next scenario and then roll again on this table.

2 No advance gained, roll again on this table after next scenarjo
3-4 Roll for a Strength skill

5 Roll again 1-4 +1 Weapon Skill
5-6 +1 Balljstic Skill

6  Roll again 1-3 +1 Strength
4-6 +1 Toughness

OGRYNS

Being halfway to Ogryns themselves, Goliaths really appreciate the sheer bulk and power of these
massive abhumans and so will take every opportunity to provide them with gainful empioyment.
A Goliath gang can hire up to 2 Ogryns at a cost of 180 credits each.

1
Ogryn Slave 0 4 3 5 5 3 4 2 8
Maxirmum 6 7 6 6 6 5 T 4 10

An Ogryn initially has 60+d6 experience points and can earn experience points and roll on the
advances table, though an Ogryn may only ever take skills from the Combat, Ferocity and Muscle
tables.

Psychology - An Ogryn cause Fear It is also quite dumb and so is subject to Stupidity unless a
friendly gang member is within 2 inches at the start of its turn.

Miscellaneous - An Ogryn is a massive humanoid and so costs the same as 2 normal humanoids
in upkeep. It also can always roll to escape pinning, regardless of whether friends are nearby.

Ripper Gun - (Either a common item at 60 credits, or allow a Goliath gang to purchase it at
60+3d6 credits on a roll of 5-6 each scenario).This massive automatic shotgun is capable of
ripping the arm off a human user, but that does nothing to deter certain crazed Goliaths.

Range To Hit X Save
Short Long Short Long Strength Damage - Mod.

0-6 6-12 Always hits -2 4 1 - B+ Sustained fire - 2 Dice
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special Rules - (Could be extended to include Scaly weapons like spear gun and scatter cannon).
“nv creature of strength 5 or more can fire the gun as if it were basic weapon. For humans though
he following rules apply:

inlv a character with strength 4 can use the ripper gun, lesser beings could not even pick it off
he ground!

i s treated as a special weapon. Move or Fire only, and no running is permitted either!

2 11is rolled on the 'To Hit' roll then the recoil has inflicted a strength 4 hit on

he user. If any serious injuries occur then treat automatically as a serious arm wound.

I LEADERSHIP CHALLENGE
4 hen rolling for a Goliath leadership challenge (Outlanders rulebook)y, modify the dice as follows:

-1 if challenger is stronger than Leader
+1 if challenger is weaker than Leader
-1 if challenger is tougher than Leader

+1 if challenger is not as tough as Leader

[fus is because Goliaths value muscles over brains.

‘HOUSE ESCHER SPECIALITIES

LFROBICS MASTERCLASS
Il Eschers can roll on a different advance table, if they wish, rather than the standard advance
tahle. This is not without some risk however.

ALTERNATIVE ESCHER ADVANCE TABLE
1 The gang member injures herself while stepping out once to0 often,
miss the next scenario and then roll again on this table.
2 No advance gained, roll again on this fable after next scenario

3-4 Roll for an Agility skill

5 Rollagain 1-2 +1 Weapon Skill
3-6 +1 Ballistic Skill

6 Rollagain 1-2 +1 Movement (Maximum of 5)
3-6 +1 Initiative

FEMININE WILES
wier each mission rolf a die:
1-4 Nothing of note happens.
5 It must be Lurve! Select a ganger at random. A scummer has fallen in love

with her and will offer his services for free for the next scenario. If the gang
wishes to use him again in successive scenarios they must roll a die each time:

1-2 The scummer becomes disillusioned and promptly leaves the gang
3-5 The poor love struck fool will continue to work for nothing in the next scenario
6 True Love! The pair promptly disappear off into the underhive to make a new
life for themselves. Remove the gang member and her equipment from the gang.
6 Gang members ‘persuade’ a.guilder into offering them a bargain.
Roll on the rare items table, the gang can buy that item for half price.

HATLING SNIPER
=ther women like their men nice and puny, so consequently they find the company of male
Hatlings reassuring. An Escher gang can have up to one of these available for 60 credits.
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Ratling

Maximum 8 3 8

A Ratling initially has 20+d6 experience points and can earn experience points and roll on the
advances table, however a Ratling may only ever take skills from the Stealth and Shooting tables.

A Ratling automatically has the Marksman skill for free. He can be equipped with the same
weapons as a ganger.

A Ratling consumes immense quantities of food, so costs the same as 2 normal gangers in upkeep.

HOUSE CAWDOR SPECIALITIES

DIVINE INSTRUCTIONS
After each scenario roll d6, adding 1 if the gang won the battle.

1-3 Nothing happens of note.

4 Recruiting Mission (Optional) - This costs 25 credits, but you may roll a sustained
fire dice for the number of Juves that join your gang for free (Treat Jam as Zero!)

5 Imperial Preacher - Roll for every member you wish to send to listen to
the preacher’s sermon.

1 The gang member is overcome by zeal and joins a crusade for the next d3 scenarios.
He earns d6 experience for each scenario missed but at the end he must roll a d6.
If he rolls a 1 then he does not return...

2-4 The sermon is inspiring but no tangible benefit is gained.

5 The sermon fills the gang member with righteous anger.
From now on he is subject to Frenzy. (Or becomes a zealot if desired).

6 The fighter comes away more determined than ever to die for the cause.
Add 1 to his leadership characteristics (if less than his maximum)

6 Mutant Hunt - Any gang member not required for collecting income or finding rare
items after the scenario may join a mutant hunt downhive. Each gang member taking
part earns d6 experience points but must roll a d6. On a roll of 1 they have been
injured and must roll on the Serious Injuries Chart. Treat a roll of captured as eaten,
unless they possess a concealed blade or Escape Artist Skill.

7 A Holy Relic is available at a cost of 100+4d6 credits. If possessed by the gang
all Cawdors within 12 inches of the bearer may retake any leadership based tests.

HIRED GUNS .

Cawdors are renowned for their humourless and intolerant way of life. As a result many hired guns
will have nothing to do with them. If a Cawdor gang wishes to use new hired guns in a scenario
roll a d6, on a roll of 1-3 no new hired guns will work for them this scenario. However once a hired
gun agrees to work for the gang he will continue to work for the gang regardless of the die roll.

No Cawdor gang will ever hire a Wyrd, indeed if the opposition ever have a Wyrd working for them
then roll on the leader's leadership with 3d6. If the roll is less than or equal to his leadership then
this gang is subject to Hatred for the entire scenario.

LEADERSHIP CHALLENGES

As a house dominated by Redemptionists, Cawdor gangs use an alternative Leadership Chart.
1 Hand to hand fight
2 Shoot-out

Fanatically loyal to the leader
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NINJA RYU
Dielaques may roll on a different advance table, if they wish, rather than the standard advance
izble. This is not without some risk however.

ALTERNATIVE DELAQUE ADVANCE TABLE

1 The gang member injuries himself on one of the booby traps in training,
miss the next scenario and then roll again on this table.

2 No advance gained, roll again on this table after next scenario
3-4 Roll for a Stealth skill
5 Roll again  1-2 +1 Weapon Skill
3-6 +1 Ballistic Skill
6 Roll again 1-2 +1 Leadership

3-6 +1 Initiative

INTRIGUE AND DOUBLE DEALING:
Eoll a die after each scenario:

1-3 Nothing of interest occurs.
4 The gang find an informant, a colleague or relative of a rival gang. This informant costs 10
credits with every use. Roll every time you wish to use him:
1 The informant double-crosses the Delaques (not a very sensible move for long-
term survivall) The other gang may choose whichever scenario they like without
rolling on the Scenario table.
2 The informant is uncovered and killed. No modifiers to the Scenario table apply.
3  The data is of marginal use. Add or subtract 1 from the Scenario table.
4 The data is useful. Add or subtract 2 from the Scenario table.
5-6 The informant reveals detailed plans. The Delaques may choose the Scenario
without rolling on the Scenario table.
An informant can be used repeatedly against the other gang, once per scenario,
until the informant is killed or double-crosses the Delaques.
The gang have obtained some valuable information on a senior member of a noble house
and decide to utilise it (Blackmail is such an ugly word, let's call it persuasion). The gang
may either extort d6x10 credits from him or roll on the rare item table, where the item
rolled is sold to the gang at half-price. However the noble might not be too happy with the
gang. Roll a die and on the roll of a 1 or 2 then a Bounty Hunter will join the opposition
gang's side for free in the next scenario!
6 The gang persuades the Arbitrator's office to issue a warrant for the arrest of a rival gang.
For the next scenario the gang may employ a Bounty Hunter for free, as his costs will be
met by the Arbitrator.

* 1]

LEADERSHIP CHALLENGES
Tielaques are not renowned for their loyalty and trusting natures and so a special table is used for
lrelaque Leadership Challenges:

1-2  Hand-to-Hand
3-4  Shoot-out

5 Assassination! Use Qutlaw Scenario 1:The Hit from the Qutlanders boxed
supplement with each ganger siding as follows:




Sides with challenger
3-5  Stays out of it
6 Loyal to the leader

In addition, if there is more than 30 credits in the stash then the challenger has hired
a Scummer to bump off the leader. Play as Scenario 1 until either the Challenger or Leader
is taken out of action.

6 Fanatically Loyal (a rare event for Delaques!)

HOUSE VAN SAAR SPECIALITIES

TECHNICAL COLLEGE
All Van Saars can roll on a different advance table, if they wish, rather than the standard advance
table. This is not without some risk however.

ALTERNATIVE VAN SAAR ADVANCE TABLE

1 The gang member electrocutes himself, miss the next scenario and then
roll again on this table.

2 No advance gained, roll again on this table after next scenario
3-4 roll for a Techno skill
5 roll again  1-2 +1 Weapon Skill
'3-6 +1 Ballistic Skil
6 roll again  1-3 +1 Leadership

4-6 +1 Initiative
Q BRANCH
After each scenario roll a die:
1-4 Nothing of note happens this turn.

5 A job lot of Armour is ready for testing. The gang may purchase either d6 flak jackets
or one other type of armour, at the standard price.

6 This is ready for the field, 007! A supporter of your gang offers them the rare item of
your choice at the standard price, i.c. no extra d6's are rolled.

SQUATS

A van Saar gang may have up to 2 of these sturdy abhumans available at a base cost of 120 credits
each. Van Saar find the technical skills of Squats worthy of the highest respect, while the Squats
enjoy the chance to show Humans just who is the superior race.

A squat has the following characteristics:

4 M WS BS s T W I A 1d.
Squat 3 4 3 3 4 1 2 1 8
Miximum 3 7 6 4 5 5 5 3 10

A Squat may be equipped with any weapon except heavy weapons and initially has 20+d6
experience points. He can gain experience points. All Squats start with the specialist skill and one
other techno skill. Included in the Squats price is a brace of Laspistols and a Flak Jacket. All Squats
will always carry at least 2 pistols on their person at all times.

Squats are notoriously stubborn and full of self-belief. Therefore they can always roll to escape
pinning regardless of the presence of other gang members.
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HOUSE ORLOCK SPECIATL

I10T OFF THE MACHINES:

slocks have only one major advantage, and that is their powerful industry. Their armouries are
srwavs full to the brim with many weird and wonderful weapons, as a result Orlocks are much more
Iv to be familiar with exotic weaponry. To represent this, roll after each scenario on the following

Nothing of note happens.

An ex-ganger takes one of your gangers aside and shows him how to use a special
weapon. If you have a ganger who is not searching for rare items or collecting
income off a territory then he may gain the Specialist skill at a cost of 10 credits.

Imperial Guard Contract. The clan has been producing many rare and wonderful
weapons for the Imperial Guard recently. As a result treat any rare weapons or
gunsight as common until the next scenario.

The gang does a favour for a prominent black marketeer. In return he offers you
slightly soiled heavy weapon "fell off the back of a slave train!" The gang may
purchase a heavy weapon of their choice for half-price. However the weapon is not
in mint condition and so there is a -1 modifier on a ammo rolls with this weapon.

The gang is offered a discount by a prominent Orlock boss. The gang may purchase
as many basic, pistol and close combat weapons and grenades as they like with
20% off the total price.

“ocks can always purchase heavy and special weapons at 10% off their value, due to their vast stocks
such weapons in clan armouries.
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SETTLEMENT EVENTS

by Tom Merrigan

Tom from Sydney, Australia, is a regular contributor to Gang War, and this time he has a
complete set of alternative settlement rules for fellow Necromunda players to try out.

Due to space this is only the first part of Tom’s Necromunda settlement rules, the second
part will feature in the next issue of Gang War. It includes rules for visiting Gambling
Dens, Pit Slave fights, the Mercenary Square and some rules for new equipment. (Tom
does write a lot, not that we are complaining!).

Settlements (or towns) are
hives of activity where anything
can and does happen. A gang
may visit a settlement after a
game in order to purchase new
weapons, hire new fighters and
conduct other business. A gang
may only visit a settlement if
their leader survived the last
battle and was not taken out of
action. In addition, any
gangers who did not work
territories after the battle may
accompany the gang leader.
Juves and heavies never
accompany the gang leader, as
they are too busy performing
other tasks.

Each settlement has a number
of special locations such as the
Trading Post, Drinking Holes
and Gambling Dens that the
gang may visit. You may visit up
to D3 locations each time your
gang goes into town. Although
this may seem limited, it
reflects the fact that no gang
leader wants to be away from
his hideout for too long in case
he is usurped by an ambitious
ganger or the like. In addition,
some settlements are
particularty small and so may
consist of only a few special
locations. Each player may
choose which special locations
they wish to visit.

Before visiting any special

locations however you must
roll on the Settlement Events
Table below to see if a random
encounter has befallen your
fighters. Roll a D66 for the
entire group of fighters from
your gang that visit the
Settlement and apply any
results immediately. For the
purposes of this table the gang
leader and any fighters who
accompany him into the
settlement are referred to as
the player’s gang.

SETTLEMENT EVENTS
TABLE Roll D66

11. THROWN OUT OF TOWN

Your gang's wild behaviour in
the many saloons and markets
of the settlement attract the
attention of the watch and they
throw your gang out of town.
Your gang must head back to
their hideout and prepare for
the next battle.

12. UNEVENTFUL
13. PICKPOCKET

As your gang pushes through
the busy streets, your leader
suddenly gets a feeling that
something is wrong. He
reaches for his creds to find
them gone, snatched by a lousy
pickpocket. Count the loss of
half your credits.
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14. RATSKIN SCOUT

Whilst travelling along a
derelict street of the settlement
you stumble across a Ratskin
Scout being accosted by a gang
of Scum. Roll 2 D6 and consult
the table below:

1-3 There are too many
scum, and besides, you don't
like Ratskins anyway. You
leave the wretch to its fate
and continue on your way.

4-5 You decide to help the
Ratskin, and manage to save
him from his fate. As thanks
the Ratskin slips your leader a
peace of parchment before
disappearing down the
street. Upon inspection you
discover the parchment is a
Ratskin map, which you may
add to your stash.

6 Your gang charges into the
Scum and manages to beat
them off, saving the Ratskin
who keeps on mumbling
something about an honour
dept to you. Roll up a Ratskin
Scout from the hired guns
section of the Necromunda
Sourcebook. The scout will
fight for free in your next
battle, after which he
demands the usual hire fee.

15. UNEVENTFUL




16. SLAVER

Slavers set upon Your gang
intent on turning you into a
quick profit. Make an Initiative
test for each fighter in the
gang. If the test is past then
that member has escaped the
slavers. If the test is failed then
they are captured by slavers
and hauled off to the slave
markets to be sold. If any of
vour gang members are
captured then you can chose to
visit the slave markets and buy
them back (minus any
weapons of course). Each gang
member has a total cost in
creds equal to their experience
divided by ten. If you do not
buy captured gang members
hack from the slavers then they
are sold off into slavery and
never seen again. Visiting the
slave markets counts as visiting
a special location.

21. SHOOTOUT

An Underhive Scum that has an
old feud with one of your gang
fighters (decide randomly
which one) challenges them to
a Quick-Draw. The shoot-out is
scheduled to rake place at
sundown (after your gang has
visited any special locations).
The fighter in question can
either choose to leave town
immediately (in which case the
entire gang accompanies him
before you have a chance to
visiting any special locations)
or except the challenge. If you
accept the challenge roll up a
Scum from the hired guns
section of the Necromunda
Sourcebook and follow all the
rules for the Shootout
Scenario, but only use the two
models in question. If your
tighter wins the shootout you
gain D6 x 10 creds from the
Scum’s body. Should your
fighter lose the shootout then
his life comes to a premature

end, and you should cross him
off your gang  roster
immediately.

22. UNEVENTFUL
23. A NICE LITTLE EARNER

A couple of shifty looking
Scum approach your gang
asking for help with their
smuggling operation. If you
decide to help roll 1D6 and
consult the table below:

1-3 You are unable to off-load
the illegal contraband and
make no extra credits.

4-6 You earn D6 x 10 creds by
selling on the merchandise.
Add this amount to your stash.

24. CHEATED

A dishonest trader has fooled
your leader. One item (decided
randomly) that you purchase
in this settlement is a fake and
is useless. Discard the item in
question.

25. UNEVENTEFUL
26. CONSCRIPTION

One of the fighters in your
gang is conscripted into the
Imperjal Guard and is due to
be shipped off Necromunda in
the next couple of days. Decide
randomly who is conscripted
and then roll a D6. On a 1 he
fails to get out of his
predicament and is never seen
again. On a 2+ he manages to
escape the barracks and goes
AWOL. Your gang, however,
must leave the settlement
immediately otherwise the
conscript risks getting re-
captured.

31. AN HONEST DAYS WOHRK

Your gang is employed by a
Guilder to carry his wares
around the settlement. Each
gang fighter earns 2D6 creds as
payment for their services.
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32. UNEVENTFUL

33. REOTOUS LIVING ,
Taken with the joys of hot food
and a good too many bottles of
Wild Snake your leader and his
men over spend on such

luxuries by half the credits in
your stash.

34. FIGHT

In a rundown street you are set
upon by a band of Underhive
Scum, who demand half of
your credits as tax for passing
down the street. You have a
choice. Pay the Scum the creds
and be on your way, or fight it
out with them. If you choose to
fight there are D6 + 3 Scum.
To determine who wins the
fight roll a D6 for each fighter
in your gang and add the
scores together. Your
opponent in the last game
does the same for the Scum.
Whoever has the highest score
wins the combat. If the scum
win they steal all your credits
and then disappear into the
shadows. If you win you
manage to claim D6 x 5 creds
from the Scum before they flee.

35. UNEVENTEUL
36. RIOT

A peaceful protest by
Underhivers demanding
reduced taxes boils over into a
riot following clashes with the
watch. Roll a D6 and consult
the table below;

1 Whilst trying to avoid the
conflict one of the gang
fighters is injured (decide
randomly which one). Make a
serious injury roll for that
fighter. Treat captured and
bitter enmity as full recovery.

2-3 Felling sympathctic for
the plight of the protesters
your leader orders his men
into the fray. Unfortunately
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the watch arrests them and
the whole gang is thrown
into the Stockade. By the
time your gang is let go many
hours have past and the gang
leader decides it is unsafe to
remain away from the gang’s
hideout for any longer period
of time. Your fighters must
leave the settlement
immediately without the
chance to visit any special
locations.

4-5 The Riot is a faint noise
on the other side of town and
does not effect your gang in
any way.

6 You manage to capture the
ringleader of the protest as
he flees from the watch. You
duly turn him in and receive
D6 x 5 creds as a reward.

41. GAMBLING

You leader visits a local
drinking hole and gets
involved in a rather dubious
game of dice. Roll 1D6 and
consult the table below:

1 Your leader loses 3D6 creds
and comes away a little wiser.

2-5 Your leader manages to
break-even.

6 Your leader gambles away a
fortune before lady luck
smiles on him and he wins it
all back with interest. Collect
3D6 creds in winnings.

42. UNEVENTFUL
43. JOIN THE WATCH

The captain of the watch marks
your gang as useful looking
recruits for the watch. Your
gang is deputised by the
Guilders and given the chance
to become watchmen. If you
accept you gain an additional
25 creds per game you play
against outlaws and can inflict
a -1 modifier on other gangs

o W

when reporting them to the
Guilders.

44, ILLNESS

A terrible illness strikes one of
the fighters in your gang
(decide randomly which one).
That fighter must miss the next
game recovering from the
illness after which they are fine
to continue fighting with no ill
effect.

45. UNEVENTFLL
46. LUCKY FIND

Whilst wandering the streets of
town one of your gang fighters
stumbles across a small sack
lying on the ground. Upon
opening the sack you find jt
stuffed with creds. Claim the
moneybag and 2D6 x 5 creds.

51. BEGGARS

Beggars accost your leader
and, overwhelmed by their
sadness he gives each of the
2D6 + 2 pitiful wretches 2
credits. If your leader can not
pay he is a beggar himself, and
you must roll a D6 and consult
the table below;

1 Your leader is thrown out
of town for begging (see
Settlement Event roll of 11).
The rest of your gang must
leave town immediately so as
not to risk the wrath of the
Guilders (or their leader for
that matter.

2-6 You leader gains 2D6
creds from begging on the
streets.

52. UNEVENFUL
53. REWARD
Whilst wandering through the
settlement your leader sees a
poster warning that a well-
known assassin is reputed to

be in the area. Upon reading
this, he realises that the

description given matches that
of a stranger he bumped into
earlier. He rushes back to the
spot where he last saw the
assassin  and manages fto
apprehend him just as he drags
a Guilder into a dark street.
Roll a2 D6 and consult the table
below:

1 The assassin laughs, slits
the Guilder’s throat, throws
the knife at your leader’s feet
and flees shouting “Help,
murder!” Your Jeader is soon
surrounded by the watch and
hauled off to the Stockade.
By the time he manages to
protest his innocence many
hours have past and he
decides it is unsafe to remain
away from the gang'’s hideout
for any longer period of time.
Your gang must leave the
settlement immediately
without the chance to visit
any special locations.

2-5 Your leader saves the
Guilder’s life, for which he
receives D6 x 5 creds, but the
assassin slips away.

6 Your leader saves the
Guilder and captures the
assassin, turning him over to
the watch, for which he
receives D6 x 5 creds. The
Guilder is so thankful for
your leadér’s help that he
offers his services as a go-
berween for selling useful
scrap or jtems that your gang
has. Add a Guilder Contact to
your territory list.

4. DONATION

Your leader is a sympathiser to
the Redemption cause and
makes a donation of half of the
credits in the gang’s stash at
one of the temples in the

settlement. In addition, if a
Redemption gang ever

captures your leader then he
will automatically repent and




inin them without the need of
a dice roll.

55. UNEVENTFUL
56. SHORTAGES

Unexpected shortages in this
settlement cause all local
iraders to increase their prices.
For the duration of your stay in
this town all weapons and
equipment costs double the
normal number of credits.

61. PIAGUE

A bout of the dreaded zombie
plague sweeps through the
settlement. Randomly select a
fighter in your gang and make
2 roll for them on the zombie
plague table as if a plague
zombie had taken them out of
action. Whatever the result the
entire gang must leave town
immediately so as to avoid
further infection.

62. UNEVENTFUL :
63. LLEGAL CONTRABAND

The watch arrest a randomly
determined gang fighter for
possessing illegal contraband.
The fighter is thrown in the
Stockade to await trial (short
and unfair affairs by all
accounts). Roll a D6 for the
fighter. On a 5-6 he manages to
escape from his cell and make
it back to the gang’s hideout in
time for the next battle. On a 1-
4 be is convicted of his crime
and is executed at the block.
Remove the fighter from the
gang roster.

64, COUNTERFEIT

As your leader attempts to buy
some equipment, the trader
refuses to except his creds
pointing out that they are
counterfeit. Looking through
his stash your leader finds that
indeed some of his credits are
counterfeit. You must discard

half the number of credits in
your stash as a consequence.

65. UNEVENTFUL
66. OUTIAWED

A rival gang who is in town
accuses your gang of a number
of illegal dealings. Roll a D6
and consult the table below,

1-3 You're Clean Citizen. You
protest your innocence and
are cleared of any
wrongdoing.

4-5 Outlawed. Your gang is
outlawed by the Guilders and
must leave town immediately.
Follow all the usual rules for
becoming an outlawed gang.

THE TRADING POST

Bvery settlement has at least
one trading post where
guilders and local traders sell
their goods and buy items they
want. The Guilders also act as
bankers, exchanging items for
credit, which can be spent in
any trading post in the
Underhive.

SPENDING CASH.

After every game a gang can
collect income from its
territories as described earlier.
At the trading post cash can be
spent on recruiting new
fighters and on  new
equipment for the gang.

New fighters are recruited in
the same way as the original
gang. Refer to the Recruiting a
Gang section. New recruits
may be armed with any of the
weapons described in the
Gang Recruitment list, but
cannot be given other
equipment until they have
fought at least one battle.
Gangs can recruit whatever
type of fighter the player
wishes, but the usual
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RARE TRADE CHARTS
The following chart is used to
determine what rare items are
offered for sale to the gang leader.
D3 items are offered automatically
and a further +1 for each
additional ganger sent to search
them out. The prices are given
on the price tables larer.
11-14 POWER WEAPON.Roll a D6
1 Power Axe,
2 Power Fist,
3 Power Maul,
4-6 Power Sword
15 RARE WEAPON Roll 2 D6
13 Web Gun
4-5 Sniper Rifle
6 Once In A Million Weapon
16 GRENADES Roll a D6
1 Melta Bomb
2-3 Photon Flash
4 Plasma,
5-6 Smoke Bomb
21-22 GRENADES Roll 2 D6
1-2 Choke,
3-4 Scare
5-6 Hallucinogen
23 HOT SHOT POWER PACK
24 AMMO
14 Armour Piercing
56 Hellfire Shells
25-26 GUNSIGHTS
1-2 Red Dot Laser
34 Mono
56 Infra Red
31 COMBIWEAPONS
1-2 Boligun-Flamer
34 Boltgun-Plasma Gun
5-6 Boltgun-Meltagun
32-34 ARMOUR
14 Flak,
5 Carapace,
6 Mesh
35 CONCEALED BLADE
36 AUTO-REPAIRER
41 BIO BOOSTER
42 BIO-SCANNER
43 BLINDSNAKE POUCH
44 GRAV SHOOT
45 GRAPNEL
46 INFRA-GOGGLES
51 ISOTROPIC FUEL RODS
52-54 MEDI PACK
55 MUNG VASE
56 RATSKIN MAP
61 SCREAMERS
62 SKULL CHIP
63 SILENCER
64 STUMMERS
6566 WEAPON RELOAD
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restrictions apply regarding the
number of leaders, heavies and
SO on.

If a player wants to buy new
weapons or other equipment
for existing gang fighters then
refer to the trading charts
below. The charts list all the
equipment available in the
Underhive; not just the
common weapons included in
the recruitment charts.

TRADING.

Common items may be bought
quite readily in any Underhive
settlement, either from a
trading post or directly from a
workshop. Players can
purchase as many of these
items as they want and can
afford. The price for common
items is fixed so players always
pay the same for them.

Rare items are hard or even
impossible to find. Only
occasionally do such items
turn up for sale and the price
asked is often way above their
true value. Players must be
prepared to snap up rare items
as they are offered, especially
the really hard to get weapons
and equipment.

To represent the scarcity of
rare items each player makes a
dice roll at the start of the
trading session to determine

what goods are offered to him.
To determine how many rare
items are offered roll a D3.
This is the number of items
offered to the gang leader as he
scours the trading post. In
addition, gangers that
accompanied the leader to the
settlement may also search for
rare items. Each ganger that
accompanied the leader adds
one to the dice roll. So if a
gang’s leader and two gangers
visited a trading post they
would be offered D3+2 items.

Roll a D66 for each item and
consult the Rare Trade chart to
determine what is on offer. The
player may buy any of the items
offered, but only one of each
item unless the same item is
rolled more than once. Note
that each  player rolls
separately for his trading — the
gangs don’t necessarily hide
out in the same place nor do
they have the same contacts.
One player cannot buy goods
offered to another.

HAND-TO-HAND WEAPONS
ITEM

Knife

Sword

Clubs, Mauls or Bludgeons
Chainsword

Chain or Flail

Massive Axe or Sword
Power Sword

Power Axe

Power Maul

Power Fist

TYPE COST IN CREDITS

Common Free/5
Common 10
Common 10
Common 25
Common 10
Common 15
Rare 40 + 3D6
Rare 35 + 3D6
Rare 35 + 3D6
Rare 85 + 3D6

PISTOL WEAPONS

ITEM TYPE COST IN CREDITS
Autopistol Common 15
Bolt Pistol Common 20
Laspistol Common 15
Plasma Pistol Common 25
Stubgun Common 10
BASIC WEAPONS

ITEM TYPE COST IN CREDITS
Autogun Common 20
Boltgun Common 35
Lasgun Common 25
Shotgun (solid + scatter shells)  Common 20

GUN SIGHTS
ITEM

Red-Dot Laser Sight
Mono Sight

Infra Red Sight

TYPE COST IN CREDITS

Rare 40 + 4D6
Rare 40 + 4D6
Rare 30 + 4D6




SPECIAL WEAPONS

ITEM TYPE COST IN CREDITS
Flamer Common 40
Grenade Launcher(grenades extra) Common 130
Meltagun Common 95
Plasma Gun Common 70
Sniper Rifle Rare 230 + 4D6
Web Gun Rare 220 + 4D6
Boltgun-Flamer Rare 90 + 3D6
Boligun-Plasma Gun Rare 140 + 3D6
Boltgun-Meltagun Rare 190 + 3D6

HEAVY WEAPONS
ITEM

Autocannon

Heavy Stubgun
Heavy Bolter
Heavy Flamer
Lascannon

Plasma Cannon

Missile Launcher (missiles extra)

TYPE COST IN CREDITS

Common 300
Common 120
Common 180
Common 80

Common 400
Common 285
Common 185

GRENADES

ITEM

Krak Grenade

Frag Grenade

Melta Bomb

Plasma

Choke Gas Grenade
Hallucinogen Gas Grenade
Photon Flash Flare
Smoke Bomb

Scare Gas Grenade

TYPE COST IN CREDITS

Common 50

Common 30

Rare 40 + 3D6
Rare 30 + 3D6
Rare 15 + 3D6
Rare 40 + 4D6
Rare 20 + 2D6
Rare 10 + 2D6
Rare 20 + 2D6

MISSILES
ITEM

Krak Missile
Frag Missile

TYPE COST IN CREDITS
Common 115
Common 35

AMMO
ITEM

Hot-Shot Shotgun Shells
Hotshot Laser Power Pack
Armour Piercing Ammo

Man-Stopper Shotgun Shells

Hellfire Shells for Heavy Bolter  Rare

TYPE COST IN CREDITS

Common 5
Common 5
Rare 15

Rare  Half cost of weapon
60 + 3D6
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RARE TRADE CHART

The following chart is used to
determine what rare items are
offered for sale to the gang
leader. D3 items are offered
automatically and a further +1
for each ganger sent to search
them out. The prices of rare
items are given in the price
charts.

SELLING

A player may wish to trade-in
old weapons at the same time
as he buys new ones. The
second  hand value of
equipment, however, is not
high due to the considerable
wear and tear inflicted on it by
your fighters. Gangs can
automatically sell old
equipment at half its listed
price (half of the fixed cost
component of rare items).
When working out the re-sell
value of an item round any
fractions up. Alternatively, a
gang may wish to hoard
unused weapons for future
use.

PRICE CHART

The following charts indicate
the costs of items available for
sale at the trading post. The
cost of rare items is included,
but such items cannot be
bought unless they are offered
for sale as already described. In
some cases the cost of a
weapon is wvariable, and
includes a base cost plus a
variable extra amount, for
example 40 + 3D6 credits. In
these instances the extra
variable cost is the additional
rarity value of the item — the
premium which must be paid
t0 OWN it.
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ARMOUR
ITEM TYPE COST IN CREDITS
Flak Rare 10 + 2D6
Carapace Rare 70 + 3D6
Mesh Rare 25 + 3D6
EQUIPMENT
ITEM TYPE COST IN CREDITS
Auto-Repairer Rare 80 + 4D6
Bio-Booster Rare 50 + 4D6
Bio-Scanner Rare 50 + 3D6
Blindsnake Pouch Rare 30 + 2D6
Clip Harness Common 10
Concealed Blade Rare 10 + D6
Filter Plugs Common 10
Grav Chute Rare 40 + 4D6
Grapnel Rare 30 + 4DG
Infra-Goggles Rare 30 + 3D6
Isotropic Fuel Rod Rare 50 + 4D6
Lobo-Chip Common 20
Medi-Pack Rare 80 + 4D6
Mung Vase Rare D6 x 10
One In A Million Weapon Rare As Weapon x 2
Photo-Contacts Common 15
Photo-Visor Common 10
Ratskin Map Rare D6 x 10
Respirator Common 10
Screamers (one encounter) Rare 10 + 3D6
Silencer Rare 10 + 2D6
Skull Chip Rare 30 + 3D6
Stummers (one encounter) Rare 10 + 3D6
Weapon Reload Rare Half Weapon
Base Cost

DRINKING HOLES

Every town has at least one
drinking hole, and most have
more. Drinking holes are
places where fighters go to
swap tall stories, pick-up
information, have a good time,
and spend a few hard-earned
creds. If you decide to visit one
of the settdements local
drinking holes roll 2D6 and
look up the result below.

2. AS SICK AS A JUVE

The drinking Hole is having a
spectal “Drink the Bar Dry”
night. Caught up in the
festivities the night whizzes
away, a blur of merry making
and wild snake. Morning
comes around and everyone
feels more than a little
‘toasted’. For the duration of
the next battle your leader and
any gangers who accompanijed
him to the settlement must
subtract one from their
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Initiative characteristic.
3. FESTIVE NIGHT

Caught up in the festivities
your leader spends a large
amount of creds on bottles of
wild spake and more exotic
spirits. When he wakes up the
next morning the gang is out of
pocket by D6 x 5 credits from
the excessive consumption the
night before.

. EUMOUR

Whilst drmkmg in a corner of
the bar your leader overhears a
group of off duty watchmen
talking about what’s going on
out in the wastes and which
gangs are going where and
what they're looking for. You
don’t hear much of the
conversation, but what you do
hear allows you to modify your
next dice role on the scenario
table by +1 or ~1,; the modifier
is applied after both dice are
rolled.

5. FIGHT

Your leader gets into an
argument with a rival gang
leader over which gang is “king
of the heap”. Before long a
fight breaks out and everyone
in the drinking hole has joined
in. Your leader and any ganger
who accompanied him to the
settlement must roll equal to
or less than their Toughness on
a D6 otherwise they are injured
during the fight. Any fighter
who is injured should make a
roll on the serious injury table.
Count dead, captured and
bitter enmity as full recovery. If
a fighter manages to roll under
their toughness they gain an
additional D3 experience
points

6. DRINKING CONTEST

A large, barrel-chested Ogryn
challenges one of your fighters




o a drinking contest. IHis
chosen drink is the legendary
black label wild snake, a
fearsome drop that’ll nock the
boots right off your feet. Roll a
D6 for your fighter and your
opponent does the same for
the Ogryn. Repeat this and
keep a running total for both
contestants as a measure of
how drunk they are. The first
one to reach 30 mumbles
something about their mother,
slumps under the table, and
begins to snore loudly. If your
fighter wins he wakes up the
next morning with a sore head
and a free bottle of wild snake,
otherwise he simply wakes up
svith a sore head. The bottle of
Wild Snake can be given to a
sang before a game and
increases the gang’s
lLeadership by +1 up to a
maximum of 10. Sadly their
inebriation also reduces their
Initiative characteristic by -2 as
well. Once the game is over the
gang’s  characteristics  are
returned  to  normal  with
accompanying blistering
headaches.

7. QUIET DRINK

Your leader and any gangers
who accompanied him to the
settlement spend a quiet day in
:he drinking hole taking it easy
and talking about better times.

8. TIP (FF

Whilst your leader is ordering a
drink from the bar an old
contact approaches him. In the
ensuing discussion he alerts
vou to an opportunity for
making some quick creds. The
next time you roll on the
scenario table you may re-roll
the dice if you wish. If you
choose to re-roll the dice you
must except the second roll
even if it is worse than the first.

2. ARM WRESTLING

One of your fighters (your
choice) gets involved in an arm
wrestling contest. Roll 1D6 and
add the score to your fighters’
Strength. Your opponent rolls
2D6 for the other contestant.
Whoever has the highest score
(re-roll any ties) wins a round
of the contest. The contest is
the best of three rounds. If
your fighter wins the contest
he claims D6 x S creds as his
prize. If he loses he merely
gains a reputation as an over
sized weakling.

10, FIGHT

Your leader gets into an
argument with a rival gang
over which gang is “king of the
heap”. Before you know it a
fight breaks out and everyone
in the drinking hole has joined
in. Your leader and any ganger
who accompanied him to the
settlement must roll equal to
or less than their Toughness on
a D6 otherwise they are injured
during the fight. Any fighter
who is injured should make a
roll on the serious injury table.
Count dead, captured and
bitter enmity as full recovery. If
a fighter manages to roll under
their toughness they gain an
additional D3 experience
points.

11. INSIDE INFORMATION

Whilst drinking at the bar one
of your gang members gets
into a conversation with a
drunken Scum. The Scum
offers to sell your fighter some
valuable information for the
cost of 2D6 creds (enough for
at least one more bottle of wild
snake). If you chose to pay the
Scum his creds roll 1D6 and
consult the table below:

1-3 The information was
fake. The next time you fight
a battle your opponent may
choose which scenario to
play.

4-6 The information is good.
The next time you fight a
battle you may choose the
scenario played.

12. NICE LITTLE EARNER

As your leader buys a third
round of drinks for the house
he is approached by a couple
of shifty looking Scum asking
for help with their smuggling
operation. If you decide to
help roll 1D6 and consult below:

1 Your leader is unable to off-
load the illegal contraband
and makes no extra credits.

2-6 Your leader earn 1D6x10
credits by selling on the
merchandise which you may
add to your stash.
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SETTLEMENT EVENTS
PART 2

by Tom Merrigan

Continued from Gang War 5, this is the second part of Tom’s new rules for Settlements
in Necromunda. Here Tom details lots more exciting locations for Gangers to visit and
get into trouble. At some later date we might bring you his rules for Outlaw Settlements,
put for now give Tom’s rules a try and let us know what you think.

GAMBLING DENS

Although gambling is illegal on Necromunda this
is not true in the Underhive where the rules of
Lord Helmawr bare little judgment. Gambling is
rife in the Underhive and many a fortune has
been won and Jost on the toss of the dice. At
heart gambling dens are intent on fleecing the
unwary of all they have, so caution must be
exercised at all times. If you wish to visit a
gambling den to play cards, roll the dice or spin
the wheel follow the rules below.

GAMBLING.

If you wish to take a chance and place a bet then
roll 1D6 and refer to the table below.

DEBT RIDDEN.

Any losses are deducted directly from the gang’s
stash. If you are unable to pay your gambling
debt out of your stash then you must sell off
weapons and equipment until you can cover the

GAMBLING TABLE
ROLL 1D6
1 LOOSER.
Your leader is stitched up in minutes, the
sharp-eyed owners taking him for all he has.
Your lose 1D6 x 10 credits.
2-5 EVENS.
After playing a few of the games your leader
finishes up evens. Nothing lost! Nothing
gained!
6 WINNER.
Luck is with your leader, and he quickly wins
D6 x 10 credits, which you may add to your
gangs stash.
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loss. If you still can’t pay the debt then your
leader is beaten-up by the den’s Ogryn bouncers
and thrown out into the street. Make a roll on
the serious injury table for your leader counting
bitter enmity and captured as full recovery.

WHEN TO QUIT.

After each bet roll a D6. On a roll of a 5-6 your
leader decides to chance his luck one more time
and you may continue to gamble. On a 1-4 your
leader decides his luck has run dry and it’s time
to quit whilst he’s ahead - you may not make any
further bets. You may always choose not to
continue to gamble if you like. If your leader was
a ‘winner’ on the last bet you may add +1 to the
dice roll.

PIT-FIGHTING ARENAS

Pit-fighting arenas are rough places where the
toughest and meanest muthas in the Underhive
fight it out. You may choose to visit the
settlements pit-fighting arena and enter a fighter
into one of the contests. If you elect to do this
then you must select either your leader or one of
the gangers who accompanied him to the
settlement as the warrior who will fight. Your
fighter's opponent for the contest is a randomly
generated Pit Fighter (see the Hired Guns
section for full details on Pit fighters). Once you
have chosen your fighter and generated his
opponent roll 2D6 and refer to the Pit-Fighting
Arena Random Event table below

THE FIGHT.

The fight takes place in a small square pit. Roll to
see which warrior charges, and fight the battle as
a normal Close Combat. If your fighter is taken
‘out of action’ then roll for serious injuries as




PIT-FIGHTING ARENA RANDOM
EVENT TABLE

ROLL 2D6

2 MATCH FIXING. Before the fight is about
to take place an irate Guilder comes bustling
through the crowd yelling and accusing your
leader of match fixing. Roll 1D6. On a 1-3
your leader manages to protest his innocence
and the fight proceeds as normal. On a 4+
your leaders protests of innocence fall on deft
ears and he is thrown into the street. You
must leave the pit-fighting arena immediately.

3 PICKPOCKET. You leader reaches for his
creds to place a bet on the fight and finds
them gone, some Scum has stolen them from
right under his nose. You look around, but
there are dozens of likely candidates. Roll
1D6 and consult the table below;

1-5 You draw a blank band count the cost of
losing 3D6 creds (nobody’s fool enough to
keep all their creds in one place).

6 you spot the culprit flinch from your
gaze and grab him before he legs it out the
door. You get your money back and teach
the Scum some manners.

4-5 FATIGUE. You fighter is suddenly feeling
a little fatigued from all the training and
preparation he has been doing. For the next
fight reduce his Initiative characteristic by
one.

6-8 UNEVENTFUL.

9-10 INSIDE INFORMATION. You scout
around before the contest gleaning as much
information as you can on your fighter’s
perspective opponents. For the next fight
increase your fighter’s Initiative characteristic
by one.

11 BETTER ODDS. A loan shark offers you
better odds on the next pit fight. If your
fighter wins the fight you get double the
amount of creds. However, before collecting
any winnings roll 1D6. On a 1 the loan shark
has disappeared with your money and you
win nothing.

12 FORFEIT. Your fighter’s opponent forfeits
the match at the last minute. You
automatically count as having won the fight
and can collect 1D6 x 10 credits as reward.
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normal counting bitter enmity and captured as
full recovery. If your fighter wins he gains D6 x
10 credits and an extra D3 experience points.

LEGALIZED PIT-FIGHTING WEAPONS.

There are laws governing the use of pit-fighting
weapons and as such not all weapons can be
used in a pit-fight. The following weapons have
been legalised for use in a pit fight. Any weapons
not listed below can not be used in a pit-fight.
Note that a fighter may not be given additional
equipment before a pit-fight. He can only fight
with the legalised weapons he carries.

Any pit slave weapon

Eviscerators

Knives

Chains/flails

Clubs/mauls

Massive axes/clubs
WHEN TO QUIT.

After a fight is over and you have collected any
winnings owed to you roll 1D6. On a 5-6 your
leader decides to chance his luck again. If you
want you can enter another fighter (not the same
one as he will be recovering from the previous
fight) into a pit-fight following the rules outlined
above. On a 1-4 your leader decides it’s time to
call it quits and you may not enter any more
fighters into a pit-fight. You may always choose
not to fight if you want to. If you won the last
fight you may add +1 to this dice roll.
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MERCENARY SQUARE

Mercenary Square is the place where individual
warriors offer their fighting services to the local
gangs. Hired Guns, as they are called, are
mercenary adventurers who fight for money and
little else. They are ecssentially loners who
wander the Underhive selling their services at
settlements like Dust Falls, Two Tunnels and
Angel Town. Hired guns don't belong to the
gang they fight with and they don’t usually help
the gang except by fighting. This means that
hired guns don’t count as members of the gang
for purposes of collecting income or for
deducting cost of living expenses. A player
cannot buy extra weapons or equipment for a
Hired Gun, and he cannot sell a Hired Gun'’s
weapons or equipment. You may never use the
Leadership of a Hired Gun for taking Bottle
Tests. The types of Hired Guns available and
their character profiles are detailed in the Hired
Guns section of the Source Book.

HIRE FEE.

A gang must pay the hire fee for a Hired Gun
when he is recruited and subsequently after each
battle he fights in, including the fiest. This cost
comes from the gang's stash in the same way as
the cost of buying new weapons or recruiting
new gang fighters. If there is insufficient credit in
a gang’s stash to pay a Hired Gun then the Hired
Gun will leave the gang, and the gang may not
recruit further Hired Guns until after their next
battle. Before hiring any Hire Guns roll a D6 and
refer to the table below. Count a result of 1 on
the tables as 2-5 if your Gang Rating is more than
2000.

MERCENARY TABLE
ROLL 1D6

1 Your gang is seen as having no future and
you are expected to be dead inside of a
week. As a result no Hired Guns will offer
you their services. You can not hire any new
Hired Guns for the duration of your stay in
this settlement.

2-5 You can hire any Hired Gun you can
afford at the normal price.

6 Work is slow out in the wastes and credits
are scarce. All Hired Guns will work for half
the normal price for the first battle, after

which they will demand the usual fee.

WORKSHOPS

Within each Settlement there are usually a
number of workshops, all grouped together to
form an area of business where scrap and other
odds and ends are turned into useful items, and
where weapons are repaired and equipment can
be checked over A gang may visit a
Weaponsmith at one of the local workshops if
they wish.

CUSTOM JOBS.

Necromunda is renowned for its forges, and the
weapons and equipment produced within its
many Spires are favoured by the Imperial guard
among others. Although technological process is
almost non-existent within the Imperium there
are still those that are willing to experiment with
new or forbidden processes and technologies.
Unfortunately, on Necromunda such
practitioners are shunned and driven out of the
Hive proper down into the depths of the
Underhive. These individuals are called
Weaponsmiths. Half-crazed, but nether-the-less
brilliant individuals who will try just about
anything once and who love to get their hands
dirty. Weaponsmiths constantly try to outdo their
competitors to the extent where whatever a gang
needs, there will be someone prepared to have a
g0o.

A gang fighter that visits 2 Workshop may get a
Weaponsmith to customize one or more of his




CUSTOM JOB

Greater Punch +1 Strength.

Increased Range Increase the long range
of the weapon by its
short range. For
example, a boltgun
would have a short
rage of 12" and a long
range of 36" after it had
been customized.

More Firepower +1 Sustained Fire dice.

weapons. Any individual fighter can have as
many weapons as he wants customized, but can
only have each weapon customized once
between games. Note as Heavies and injured
fighters cannot visit Settlements it is not required
for the fighter who owns the weapon to be
present at the workshop. It is assumed that the
fighter in question entrusted his weapon to
someone else in the gang who they knew would
be making the trip into town. Also, Juves may
never have their weapons customized. The cost
to customize a weapon is always a substantial

CUSTOM WEAPONS EFFECT TABLE
ROLL 1D6
1-2 SLOWED FIRE

The weapon now requires more effort to
reload and so a fighter can not move and
shoot with the weapon in the same rurn.
Weapons that are already move and fire
weapons now take a full turn to reload. If
you roll this result twice then re-roll a
different result.

3-4 KICKS SOME

All shots with the weapon are at -1 to hit.
Such penalties are cumulative.

5-6 AMMO GUZZLER

The Ammo roll for the weapon is reduced to
‘automatic’. If an Ammo test is required then
the gun is automatically out of ammo, and is
useless for the rest of the game. If you roll
this result twice then re-roll a different
result.
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fee, and the amount must be paid for before the
Weaponsmith will perform any work on the
weapon. The cost of a custom job depends on
the type and size of the weapon, so will always
be half the cost of the weapon in credits
(rounding any fractions down).

Once you have paid the correct amount you
must decide on the type of custom job you want.
A Weaponsmith can customize a weapon in one
of three ways. He can increase the punch of the
weapon making it stronger, modify the weapon
to shoot over a longer range or increase the
weapons rate of fire. A weapon can only have
each custom job performed on it once. This
means a weapon can be customized up to a
maximum of three times in total. The effects of
each custom job are as follows.

A weapon can have up to one custom job
without compromising its overall performance.
However, if you want to customize a weapon
even more then its performance will be
compromised in some way. Should you
customize the same weapon again then you must
roll on the Customized Weapons Effect Table
below to find out what happens to the weapon.
Note that you must roll on this Table each time
you further customize the same weapon.

REPAIRING EXPLODED WEAPONS.

Weapons that explode in battle are little more
than useless pieces of scrap, and most fighters
simply throw them away. Weaponsmiths however
are skilled in the repairing of almost all weapons
available on Necromunda. The rules derailed
below replace the rules for exploded weapons
automatically being repaired at the end of a

REPAIR TABLE
ROLL 1D6
1-2 SCRAP METAL

Despite the Weaponsmiths best efforts he can
not repair the weapon and it must be thrown
on the scrap heap. The Weaponsmith does
offer to give you 3D6 credits for the scrap
however.

3-6 AS GOOD AS NEW

The Weaponsmith is able to repair the
weapon and it can be used as normal from
now onwards.
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game. Instead, you must visit a Workshop if
you'll want to be using the weapon again.

If you want a Weaponsmith to attempt to repair
an exploded weapon then you'll have to part
with a number of credits equal to half the base
cost of the weapon (round any fractions down).
You must hand over the credits first. Once you
have paid the amount roll on the table below.
You must subtract -1 from the dice roll if the
weapon to be repaired is a rare weapon, and -2
if it was a ‘Once in a Million’ weapon. In
addition, you may add +1 to the dice roll if a
model in the gang has the Weaponsmith skill.
Note as Heavies, Juves and injured fighters
cannot visit Settlements it is not required for the
fighter who owns the weapon to be present at
the workshop. It is assumed that the fighter in
question entrusted his weapon to someone else
in the gang who they knew would be making the
trip into town.

GUILD OFFICE

The Guild Office is a place that most gangs visit
very begrudgingly. It is where you must go if you
have business with the Guilders. It is usually
located in the centre of a Settlement near the
Town Square, the place where deviant Scum are
hung from the gallows or lose their heads at the
block! A gang may visit the Guild Office for a
number of reasons.

REPORTING OUTLAWS

If you wish to report an enemy gang after a game
in an attempt to have them outlawed, then you'll
have to visit the Guild Office. Upon visiting the
Guild Office your opponent in the last game
must roll 2D6 and look up the result on the table
below. This dice roll is modified as shown below.

-1 If the game you just played was an Ambush
and you were the attacker.

-1 If the game you just played was a Shoot-out
and you drew second.

-2 If the game you just played was a Shoot-out
and you drew first.

-3 If the game you just played was an Qutlaw
scenario and you were the attacker.

-1 For each Wyrd, Beastmaster or Pit Slave in
your gang.

+1 If your gang is Watchmen.

+1 If your gang rating is under 1000.

-1/+1 If your gang rating is over 2000 (roll a
D6 each time 1-3 = -1, 4-6 = +1).

-2/+2 If your gang rating is over 3000 (roll a
D6 each time 1-3 = -2, 4-6 = +2).

-3 If you attacked any forces of the Imperium
in the game you just played.

+1 If none of the modifiers given above have
ever applied to your gang before.

COLLECTING PAY FOR BEING A WATCHMEN

A gang that are acting as watchmen will collect
their pay of 25credits automatically as soon as
they visit the Guild Office after a game. This
money is now added directly to the gang’s stash.

COLLECTING BOUNTY.

Outlaws are generally worth a bounty, dead or
alive — that’s why there are Bounty Hunters, after
all. Any gang that captures or kills an Outlaw or
Outlander can collect a reward on them by
visiting the Guilder courts at the Guild Office in

OUTLAW REPORTING TABLE
ROLL 2D6
2 OUTLAWED

Time to get out of town. You must choose
one of your territories to keep as your gang’s
hideout and delete all the others (which are
seized by the Guilders).

3-11 CLEAN
You’re clean citizen. Move along.
12 DEPUTISED

The Guilders are so impressed (or fooled) by
your law abiding manner that you are given
the chance to become Watchmen and belp
keep the peace. If you accept you gain an
additional 25 credits after every game (added
directly to the gangs stash) each time you play
against Qutlaws from now on. You’ll have to
visit the Guild Office of the local settlement
after the game to claim the extra cash though.
In addition, you can inflict a -1 modifier on
any other gang that you report whilst you are
Watchmen. You can decide to stop your gang
being Watchmen at any time.




DOING TIME TABLE
ROLL 2D6
2 DAY IN COURT

wour fighter is hauled before the local Judge
10 protest his innocence. Roll a D6 to find
sut whether he is found guilty or innocent.
n a roll of 1-3 he is found guilty and is
sentenced to death (for committing the crime
and for not turning himself in). He is hung in
the Town Square that afternoon as a
deterrent to other criminals. Remove the
fighter from the gang roster. On a roll of 4-6

| he is cleared of any charges and is set free
immediately.

3 DEPORTED

Your fighter is moved into a special enclosure
and he gets the uneasy feeling he is to be
shipped off to a distant penal colony or
conscripted into the Imperial Guard. Roll
1D6. On a 1 he fails to get out of his
predicament and is shipped out the
following morning, never to be seen again.
On a 2+ he cunningly manages to break back
into his old cell and escapes this appaling
fate.

4-5 BAD PORRIDGE

Your fighter is given some really bad food
from which he gets horribly sick. He starts
the next battle at -1 to his strength. If a
fighter suffers the effects of bad porridge
again cumulate the result. Any fighter
reduced to 0 strength will die as a result of
their tortuous time in the stockade.

6-7 FLOGGING

The guards don’t seem to like the look of
your fighter and drag him into the yard for a
flogging with the whip. He starts the next
battle at ~1 to his toughness. If you roll a 6-7
(flogging) again cumulate the effects. Any
fighter reduced to 0 toughness will die as a
result of their tortuous time in the stockade.
In addition roll 1D6. On a 4+ your fighter
has some rather impressive scars to show the
lads and thus gains +1 to his leadership, up
to a maximum of 10. Note that a model may
only ever gain a total of +1 to his Leadership
characreristic.

8-11 LOCKED UP.

Your fighter spends his time locked up in his
cell catching up on his sleep and swapping
tall stories with the other inmates.

12 RATSKIN MAP

A wiry old man with a long beard and totally
bald head who gesticulates wildly and curses
loudly in a foreign tongue approaches your
fighter. This man hands him a crumpled piece
of parchment. Roll 1D6. On a 1-5 it turns out
to be nothing more than a crumpled piece of
parchment with a selection of poems, songs
and stories the man has written in some
foreign language. On a 6 it turns out to be a
Ratskin Map that you can add to your stash.

the local settlement. The standard going rate for
a bounty is equal to the captured or deceased
Outlaws total cost plus experience in credits.
Naturally Outlaws and Outlanders can’t collect
bounty, as they would be shot for trying then for
ethical reasons. A gang cannot claim any
weapons or equipment from a fighter that is sold
to the guilder courts as all equipment is
considered to be material evidence. Note that
these rules replace the standard rules in
Outlanders, so that you may only ever collect
bounty on Outlaws and other scum at the Guild
Office.

TIME IN THE STOCKADE.

The Stockade is not somewhere you visit by
choice, although for many in the Underhive it is
a home away from home. In the stockade a
fighter will share a cell with cutthroats, thieves
and murders, and will swap tall stories with
smugglers, pirates and the like. If a gang fighter
is arrested by the Guild for any reason (such as
rolling a2 33 or 63 on the Settlement Events
Table), then they will be forced to spend some
time in the Stockade, before applying the results
of the Settlement event, etc. For each of your
fighters who spends time in the stockade roll D3
times on the Doing Time table above.
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FRIENDLY DOC

In the Underhive, visiting a Friendly Doc is
fraught with uncertainty. Within hive proper the

7Ly level of medical assistance available to the
=~ general population is shockingly poor, and in
i . the Underhive it is ten times worst. Most medical

practitioners in the Underhive have been driven
from Hive City, suspected of real or imagined
crimes, such as experimentation with animals
¥ and arcane magic. The most notorious Doc to set
» up practice in the Underhive is ‘The Mechanic’

who is wanted by the Adeptus Arbites for the
Y murder of more than 10,000 patients. Nether-

the-less, many fighters will visit a Friendly Doc in
order to have a wound sustained in battle looked
at and treated by the medical practitioner.

If a gang visits a Friendly Doc then any fighter
with a serious injury may get the Doc to perform
some surgery on them. The Doc may attempt to
cure a fighter of any serous injury except old

SURGERY TABLE
ROLL 1D6
1-2 UH OH

The doc has made a mess of the operation
and Jeft your fighter in a state worse than
when he came in. Roll 2 D6 and look up the
result on the Uh Oh Table to see what has
happened to the unfortunate patient.
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3 WHICH ONE WAS IT ?

The Doc performs the wrong operation. If
your fighter has any other serious injuries
then the Doc attempts to fix one of them
instead. Determine which serious injury the
Doc operates on randomly and then roll on
this table again. Treat further rolls of "which
one was it" as "successful surgery". If your
fighter doesn’t have any other serious
injuries then the Doc has gone a little mad
and performed some kind of experimental
surgery on the unsuspecting victim. Roll a D6
and look up the result on the Uh Oh Table to
see what has happened to the unfortunate
patient.

i

=

4-6 SUCCESSFUL SURGERY

-

b Sk The surgery was a success. Remove the
= serious injury from the fighter’s profile on
the Gang roster.

;h.

battle wounds. Even a fighter with a few missing
fingers can be fixed up as good as new,
prosthetic surgery being quite advanced in the
Imperium. Each fighter, however, may only ever
have onc secrious injury looked at berween
games.

To sce how an operation went roll a D6 and look
up the result on the Surgery table below. You
may add +1 to the roll if any of the fighters in
your gang have the medic skill, as they offer the
Doc some friendly advice in performing the
operation. Note, that although you roll for the

UH OH TABLE
ROLL 1D6
1 DEAD

The doc accidentally punctures a vital organ
during the operation. He tried to save the
patient but he bleeds to death on the
operating table. The patient dies and should
be removed from the Gang roster. On the
bright side the doc offers you D6 x 5 creds
for the body which will provide him with a
useful supply of limbs to perform transplants
with. This amount is added directly to the
Gangs stash.

2 COMPLICATIONS

There are some complications with the
surgery that lead to your warrior suffering
further injury. Immediately make a roll for
the fighter on the serious injury table (treat
full recovery, bitter enmity and captured
results as a roll of 5-6 (Not too Bad) below.

3-4 DUUUUHH

Some combination of anaesthetic and drugs
has turned your fighter into a drooling idiot.
He is now treated as if he had suffered a
head wound.

5-6 NOT TOO BAD

Even though the Doc made a mess of the
operation nothing too bad has happened to
the patient. Your fighter survives unharmed
from the surgery, but will have to miss the
next game whilst he recovers from his ordeal.
Note that the patient still suffers the effects of
the serious injury that the Doc was meant to
have operated on.
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results now, a fighter who has had surgery
performed on them will be laid out of action for
a while, and will thercfore miss the next game
whilst they recover {from the operation. The cost
of surgery is always D6 x 10 credits, which must
be paid before the Doc will perform any
cperation. You may determine the cost of the
operation first, however, before deciding to go
ahead with it.

Note do not add +1 to the roll on the Uh Oh
Table below if a member of the gang has the
Medic skill. He has already given the Doc all the
advice he was willing to take.

NEW EQUIPMENT

This section covers new equipment your
warriors can buy from the Guilders and other
traders in the settlements and towns of
Necromunda (see Trading Posts in Settlement
Events 1, GWS5).

ARMOUR-PIERCING AMMO

Armour-piercing ammo is either projectiles with
specially hardened tips or super charged power
packs in the case of laser weapons. The
ammunition is specially designed to penetrate
armour, so a fighter wearing armour that is hit by
armour piercing ammo receives no save. When a
fighter buys armour-piercing ammo they buy it
for a specific weapon which must be noted down
on the gang roster. A fighter has enough armour-
piercing ammo to last for one game.

COMBI-WEAPON

These are basically two weapons joined rogether,
giving the fighter a choice of two weapons to fire
instead of one. A fighter armed with a combi-
weapon may choose which of the weapons he is
going to use in the shooting phase. The boltgun
may be fired any number of times, but the other
weapon may only be fired once per game. Note
that you may not choose to fire both weapons at
once.

HEAVY FLIAMER

Heavy flamers are treated exactly the same as
flamers except that they are strength 5.

HELLFIRE SHELLS FOR HEAVY BOLTER

If a model with a heavy bolter uses hellfire shells
then they only get to make one shot (no
sustianed fire dice). If you hit a model with a
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hellfire shell then place the 2" template over
them. Any model under the template will be
wounded on a D6 roll of 2+ regardless of their
toughness. Hellfire shells may scatter as normal.

WEB GUN

Treat this the same as a web pistol except the
weapon uses the flamer template and has an
ammo roll of 4+. A model equipped with a web
gun must pass an ammo roll every time they use
the weapon. Due to the considerable wear and
tear inflicted on it by your fighters. Gangs can
automatically sell old equipment at half irs listed
price (half of the fixed cost component of rare
items). When working out the re-sell value of an
item round any fractions up. Alternatively, a gang
may wish to hoard unused weapons for future
use.

PRICE CHART

The following charts indicate the costs of items
available for sale at the trading post. The cost of
rare items is included, but such items cannot be
bought unless they are offered for sale as already
described. [n some cases the cost of a weapon is
variable, and includes a base cost plus a variable
extra amount, for example 40 + 3D6 credits. In
these instances the extra variable cost is the
additional rarity value of the item - the premium
which must be paid to own it.
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NEW WEAPON

RAPIER

by TOUMAS (TUBE) LAHDEOJA

BACKGROUND

The Rapier Laser Destroyer is an archaic
weapon platform widely used by the
Imperial Planetary Defence Forces. It is a self
propelled anti-tank gun originally designed
for defending cities and fortresses, with just
enough mobility to move into ambush
positions in broken ground or forested
areas.

It incorporates a weak machine spirit which
takes care of target acquisition and targeting,
making it a semi-independent weapon
needing operator only for moving and
operational mode selection.

The Rapier Cannon is considerably more
powerful than the standard issue Imperial
Lascannon used in a multitude of functions
throughout the Imperial military. machine.
It's multi-barrel design allows the adjustment

of the optimal armour piercing according to
the range to the target. The machine spirit
adjusts the convergence of the beams
according to the range to focus the beams on
a single spot at the target, thus achieving
beam intensities simply not possible for
single barrel weapons.

The price of the power is more maintainance
due to the moving barrels, heat build-up due
to the proximity of the multiple laser
chambers, simple size due to effectively
having several heavy wcapons on a single
platform and power requircments again due
to multiple weapons.

The most widely used version is a two
chambered gun. It's drawbacks are lessened
due to minimal complexity, but it still has
enough power to pierce a Leman Russ front
armour at about one kilometer range.
Alternative somewhat widespread design




The Imperial Guard generally do not
make wuse of the Rapier, due to the
uraieldiness of the weapon. The Guard
Regiments, when compared to the PDFs,
are offensive units with the ability to fight
wide front assaults, sometimes advancing
a bundred miles in a single day. While the
Rapier packs slightly maore punch than the
lascannon favoured by the Guard, it
needs” mare sertice facilifics. pbaotrer
sources and lacks the anti-grav suspensors
and compact power cells utilised by the
Guard beavy weapons. All these factors
relegate its use to second line formations.

uses four convergent beams, but their -

maintainance is an almost lost secret and
many which fail are never restored to
working order again.

RAPIERS IN THE HIVE

The Rapier is a very popular weapon among
the Necromunda Defence Force, as a Hive
offers numerous positions to place the
weapon and abundant power and coolant
supply. Should the possible fighting take
place inside a Hive, the narrow fire corridors
and confined spaces the attacking vehicles
are forced to use make the Rapier a very
deadly weapon indeed.

‘When used against raiding ash waste nomads
or more seriously, off world invaders, the
standard doctrine is to drive the Rapier
squadrons in prepared emplacements with
power and coolant feeds. If the attackers
breach the defence line, the (surviving)
Rapiers are driven backwards to new
positions in the second defense line. While
in an emplacement, the Rapiers are set to
defense mode, the machine spirit acquiring
targets without a friendly IFF-transponder
and firing at will. Against relatively slow
targets such as main battle tanks the Rapier
has a very high hit and kill probability. It is,
however, of very limited use against airborne
targets or pure infantry only. It can't really hit
an aircraft, much less a space capable vessel.
Against infantry targets it will only hit a
single man at a time, even if the damage is
almost always terminal.

The Rapier is controlled by a remote control
device. The standard issue control device has
two control sticks, one of which is used to
move the platform forwards and backwards,

while the other controls turning. Other more
and less sophisticated devices have also seen
use, and some of the Rapiers have been
reduced to being driven around. The remote
control also has switches to set the weapon
on various modes which vary from rapid fire
to cool down. Some modcls also incorporate
extensive programming possibilities, so that
the weapon may be set to fire, change
position to a new one, fire again, change
position again thus making it less vulnerable
to return fire.

The weapon is used in such huge numbers
that one goes missing every now and then. A
few of those find their way into the Undehive
and into the possession of the gangs.
Sometimes only the weapon system is
acquired by a gang, and either mounted as a
fixed emplacement or on a makeshift tracks,
wheels or some more exotic carriage.

RAPIERS AND A GANG

The conditions of the Underhive are far from
the ones found in the Hive City above. While
power is relatively abundant, coolant lines
are virtually nonexistent and the shape of
warfare quite different. Instead of shooting
at massed columns on an open plain at
kilometer ranges, the vicious fights between
the gangs take place in cramped maze of
tunnels, pipelines and industrial structures
and the targets are either human, or some
mutated monstrosities crawling from the
Hive Bottom.

Overheating and the somewhat slow
targeting response of the Rapier make it of
limited use in the Underhive, but a hit from
a Rapier will almost without exception take a
ganger down. It is an item of high prestige
value, both displaying the wealth of the gang
and the connections and ingenuity required
to acquire such a rarity.
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The Rapiers used by the gangs are seldom in
pristine condition, and even more rarely
have all the normal safeguards and
automatic systems intact. Usually automatic
heat monitoring systems are disabled, for in
the Underhive often the rate of fire is more
important than keeping the weapon
functional.

The gangs make use of the cannon both in
defending their home territory, and on
offense. A village, hole or fortress defended
by the laser destroyer is a fearful prospect {or
an attacker, as on an open ground its
machine spirit is often able to find its mark.
In a raid a Rapier is of less use, as it cannot
move and fire at the same time. Nevertheless
it 1s often brought to the front lines by the
owners, if for nothing else but the sheer
intimidation value of an anti-tank weapon!

RULES

There can only ever be one Rapier owned by
a gang. A Rapier cannot be bought at the
beginning of a campaign, but must be
acquired over the course of a campaign. A
starting gang cannot buy a Rapier.

ACQUIRING A RAPIER: In the Underhive
Rapiers are uncommon but not unknown.
Salvaged, surplus or stolen weapons do
come up for sale on the Black Market via
arms traders and the Merchant Guild.
Unscrupulous Planetary Defence Force
commanders are not above lining their own
pockets by selling off their units equipment.
Rapiers can be bought at the trading post
like other heavy weapons.

Because a Rapier is a one off items they come
at a premium price. They have a random
price like a Rare item, but do not count as
Rare.

A Rapier costs 350 + 2D6 x 10 credits.

AMMO ROLLS: As the Rapier does not roll
to hit as such, ammo rolls are handled in a
bit different way than usually. If the targets
dodge roll comes up as one, the Rapier must
make an ammo roll, which is passed on a
4+,

Of the Rapier fails its ammo roll the Isotropic
Fuel rod used to power it is lost (or more
like used up). The Rapier cannot be used in
furure games until the gang acquires a new
one (or digs one up from its stash).

ATTACKING THE RAPIER: The Rapier can
be shot at or attacked in close combat. In
close combat all attacks hit automatically, but
it can be only attacked if there are no other
models in base to base contact with the
attacker. The Rapier has Toughness of 7,
Armour Save of 4+ and 2 wounds. After
taking one wound the Rapier must roll on
the Malfunction chart at the start of every of
its turns.

CONTROLLER: The Rapier must be
controlled by a Heavy (who has the remote
control device). Alternatively a Heavy in base
to base contact with the Rapier can control
it. An enemy Heavy in base to base contact
with the Rapier must roll 5+ to figure out
the proper controls and make the weapon
do his bidding. Technically the remote
control device has an unlimited range, but
due to the obstacles and junk littering the
Underhive, the controlling heavy must pass a
Ld test to be able to move the Rapier if he
does not have line of sight to it. Changing
modes can be done without LOS with no
difficulty. When controlling (driving,
changing mode or programming) the Rapier
the heavy may make a normal move, but may
not do anything else (such as shoot, run or
hidc).

IFF TALISMANS: Members of the gang
owning a Rapier are given Identify Friend or
Foe Talismans, which are said to guard them
from the Rapiers wrath. The existence and

 crawler, and slumped on its carriage was

Hanging down from the ceiling in the bar
room of Black Rose flop bouse in Little:
Light is a spider shell. It is somewbat of an.
attraction, a buge monstrosity as it is.The
story was that it had crawled from the
Sump and somebow found it's way all the
way up to the Underhive, feasting on both
gangers and green bivers on the way. It
bad ravaged the area for weeks, even the
combined efforts of the local gangs bad
only driven it off. not killed it. The bounty
grew to proportions unbeard of, but no-
one could bring the beast down. Until one
day a strangey, a burly Goliath by the
looks, came to collect. He drove a sand

the spider.

It is said that si'ng!e.bole in its side, a bole
the size of a barrel lid through the fool
thick chitin was made by a Rapier.




i B P |

purpose of such talismans is well known in
the Underhive tales, so an enemy may try to
steal one of these from a downed ganger.
Each time a ganger is taken Out of Action,
leave a suitable marker to signify the corpse.
An enemy may search the downed warrior
for the Talisman, an initiative test being
required to find and identify the talisman.
While searching the warrior may do nothing
else, but is not likely be shot at by the Rapier
as it reads the downed warriors IFF to
belong to the searcher as well (see rules for
shooting). Once a model has looted an IFF
Talisman, it counts as being one of the gang
the Rapier belongs to for purposes of being
shot at by it.

MOVEMENT

The Rapier is driven around in much the
same fashion as radio controlled toys of
Ancient Terra. The platform may move 4" per
turn and turn up to 45 degrees during its
move. There must be enough room on the
tabletop for the Rapier model to physically
fit through doors or other confined areas of
the hive. The Rapier must fit completely
onto a ledge, driving it with part of the other
track hanging over nothing would only
invite disaster. The Rapier cannot, obviously,
climb ladders or stairs, but can be moved
between levels by a lift or on a ramp.

MODUS OPERANDII

Instead of driving the Rapier, the controller
may set it on one of the following automatic
modes of operation. In other words the
Rapier can either move or carry out one of
these activities.

FIRE: If there are targets in its fire arc the
Rapier will take one shot per turn. See
rules for shooting latcr. If the Rapier has
no eligible targets, this counts as Holding.

RAPID FIRE: As Fire, but the cannon will
fire twice per round. The drawback is that
the cannon will overheat in this mode
without the coolant feeds available in
prepared emplacements. See rules for
overheating and heat points.

OVERWATCH: The Rapier follows the
usual rules for Overwatch and Fire
modes. Models appcaring to or
disappearing from view get an additional
+1 to the initiative test for diving out of
harms way. The +1 for possible hard
cover applies if the target cither emerges

SN

or disappears behind hard cover.

HOLD: The Rapier docs nothing. The
purpose of this is to cool down the
barrels.

PROGRAMMING

Instead of driving or shooting the Rapier, the
controller can program the Rapier to carry
out activities in a sequence. During the
controller's movement phase simply write
down the modes in order on a piece of
paper. The Rapier will be in the first mode
for the current turn, then in the second
mode written for the second turn etc. The
operator can cancel the programming at the
beginning of any of his turns and re-program
the Rapicr if he wishes. If not programmed,
or if the program ends, the Rapier will stay
on the mode last used, or in case of a
program, the last mode of the program. Note
that the Underhive versions of the Rapiers
cannot be programmed to move, as there are
far too many obstacles and dangerous falls
for programmed movement.

SHOOTING

The Rapier has a narrow 45 degree fire arc
(22.5 degrees to both sides from a line
directly in front of it). When on fire or rapid
fire mode the machine spirit will first target
the closest model in its firc arc. If the closest
model wears an IFF Talisman, roll a die. On
a 2+ the Rapier will target the next closcst
model (or no-one, should there be no others
in the fire arc). Continue rolling in this
fashion until either an enemy is targeted or
an IFF Talisman fails. For the purposes of
fights in the cramped underhive of
Necromunda the Rapier has an unlimited
range.

Once locked on the Rapier will hit
automatically. The target may, however, try
to dive out of the way, as establishing the
lock-on will take a while and an alert
Underhiver might notice the vengeful
machine aiming at him. Diving out of the
way requires an initiative test — rolling equal
or less than initiative on a d6. A roll of 6
always fails. Being in hard cover (but not
soft, as anything classed as soft cover offers
very little protection against a Rapier) gives
the model a bonus of +1 to their initiative. If
the model succesfully dives out of harms way
it counts as being pinned just as if hit by any
other weapon.
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If the Rapier hits, it automatically does d6
wounds to the target with no saves for normal
armour allowed. Unmodifiable saves offered
by power fields or skills may be taken. Any
model reduced to zero wounds by a Rapier is
automatically taken Out of Action (it's NOT
just a flesh wound...)). In addition, the
devastation caused by a hit from a dedicated
anti-tank weapon is quite unnerving — any
fighters testing for broken nerve due to
ganger going out of action after a hit from a
Rapier suffer an additional -1 to Ld.

In rapid fire mode the Rapier will target a
second target if the first one was disabled (ie.
taken Out of Action). If the first target
successfully dives out of the way or otherwise
miraculously survives, the Rapier will fire at
the samce target again.

Only techno skills affect the performance of a
Rapier. A Rapier counts as being a heavy
weapon for purposes of allocating equipment
and skill effects. Due to the advanced
targeting system of the Rapier and gencral
care given to it by the owning gang stray shot
rules and weapon explosions do not apply to
the weapon.

Should you need normal weapon stats for the
Rapier (for some scenario involving tanks or
szructures, for which the rules above do not
apply, or very long open fire corridors) it has
range of 100", strength 10, does 2d10
=~ounds and has -6 armour save modifier.

OVERHEATING &
MALFUNCTION

As mentioned above, the Rapier on Rapid Fire
builds up hcat. Normally the heat build-up is
controlled by thermal fuses, but in the
Underhive these are usually disabled or
simply broken.

Every turn used in Rapid Fire mode
accumulates one heat point. Every turn spent
holding removes one heat point. On normal
fire mode or if moving, no heat is dissipated.

If the Rapier has one or more heat points at
the start of its turn, roll a D6. If the score is
wqual 10 or less than the number of heat
points. a malfunction has occurred. Roll 2D6,
zdding any heat points accumulated to the
roll and consult the table below.

2-4 HEAT SHUTDOWN.

Ihe machine spirit overheats, a power
coupling loses conductivity or the laser
-

e N e

: —

chambers lose coherence. The net effect is
to render the Rapier to hold mode until all
the accumulated heat points have
dissipated.

5 THERMAL NOISE.

Thermal noise in the machine spirit make
it work unreliably, making it confuse friend
and foe. The IFF Talismans will only work
on 4+ instead of 2+ for the rest of the
game.

6-7 OVERHEATING

Overheating of the wide-spectrum target
acquisition machine spirit eye leads to
unreliable lock-ons. Instead of hitting
automatically the controlling player has to
roll 4+ to achieve a lock-on.

8 WARPED OPTICS

Beam coherence and convergence systems
are damaged by the heat, warping the
delicate machinery and magno-optics. The
laser loses much of its coherence and
power, but spreads to a wider area. For the
rest of the game follow the normal
targeting procedurc for a Rapier, but
instead of automatic wounds it counts as
having strength 4, does one wound with
save modifier of -1 and has 1.5" blast
marker (which is centered on the targeted
model).

9 BURNOUT!

The laser chamber is burnt out by the
intense heat. The Rapier is useless for the
rest of the game, but will be repaired for
the next onc.

10+ MELTDOWN!

The energy stored in the laser chamber
and power cells is released as a critical
control circuit melts. The Rapier explodes
in a blast of superheated chemicals and
flying shrapnel. The Rapier is destroyed
(for good) and any model within 2" takes a
S5 hit (with normal shooting rules
applying, including pinning).

Because the Rapier is a highly prized picce of
equipment and it can be dragged off the
scene of an encounter by gangers or juves,
different rules for the Post-Battle sequence
apply. If the Heavy is killed or captured (in
the serious injury chart), the Rapier is NOT
lost if the owning gang won the fight. If the
owning gang lost thc battle, follow the
normal rules for death of a ganger and

captured fighters.
BT
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TREACHEROUS CONDITIONS

EXPERIMENTAL RULES
by Chris Ward

Outside the protection of the hive walls, life

is sparsc and survival hard. Even the
bhardiest shanty town dwellers or
experienced nomad gangs can find

themselves caught out by the rapidly
changing conditions that are the result of
Necromunda’s ruined ecosystem. Massive
ash dunes are interspcrsed with areas of
completely flat ash plain miles wide. These
are but the least of a gang’s worries. Even
the air is toxic outside the hive, any man
caught without a respirator will surely die.
However, it is the land and climate of the
planct itself that kills many unwary
outhiver. Windstorms blow up great clouds
of corrosive ash that can strip a man to the
bone in minutes. The temperature
fluctuates wildly, freezing onc minute, only
to be boiling hot the next. Toxic or acid
rain can pour from the skies and floods of

sludge or chemicals sweep across the land.
Finally, it is the darkness of night that is
singly the most terrifying thing to many
gangers, for who knows what will have
happened when the skies become light
once more!

Should you wish, you may include a
treacherous condition in your games of
Necromunda: Battles in the Ash Waste. You
may agree with your opponent not to have
a treacherous condition, but if one player
wants one you must roll for it. Treacherous
conditions are rolled for after set-up, but
before thc game begins. Note that Ash
Nomad gangs are not affected by any
conditions except for the Darkness (31-36)
and Dead Calm (26) conditions. To
determine the condition which affects your
game roll D66 and consult the table over
the page.
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11-16 Ash Condition

The ash surface that covers Necromunda is not always firm, level ground. The ash may
be sludgy, uneven or moving in huge drifts, not to mention the pockets of Quickash,
that can catch out a careless ganger!

11 Sludge. The ash is slightly sludgy and clings to the boots of gangers and tyres
of vehicles. However, this does not cause any major cffect. Continue as normal.

12 Drifting Ash. The ash is dry, fine and drifting fast. Besides getting into clothing and
equipmeant it has little effect. Continue as normal.

13 Thick Ash Covering. The whole area is covered with a thick coating of fine ash like
sand. This makes movement on foot very difficult; all movement by models on foot
on the surface is at half rate. In addition, roll a DG at the start of each turn for every
vehicle. On a 1 the vehicle is stuck and may not move this turn. This does not affect
skimmers and crawlers.

14 Uneven Surface. The ash in this area is set hard into lumps, mounds and ridges,
shaking and jolting models in vehicles. Any models shooting from a moving vehicle
is at an additional -1 to hit. Skimmers, crawlers and walkers are unaffected.

15 Quickash. Small pockets of quickash are dotted across the area, completely
Hidden from view. Roll a D6 for any model on the surface that moves (vehicles and
models on foot). On a 1 they are caught in a Quickash pocket and may not move
this turn as they struggle to free themselves.

16 Heat-Baked Ash Pan. The surface is baked into a hard, even surface. Ideal!
Continue as normal.

21-26 Wind Condition

It is always windy in the wastes of Necromunda, constantly blowing up ash and
corrosive chemicals. For the most part, the wind is just another inconvenience, but
sometimes it gets really windy...

21 Poison Wind. The wind is somewhat more toxic than normal, just be thankful that
everyone has a respirator. Continue as normal.

22 Blustery. The wind is blustery and corrosive. Continue as normal.

23 Strong Winds. Movement in the wind is becoming extremely difficult. All
movement on foot is reduced by -1 (e.g. models with Move 4 are now Move 3)

24 Ash. The wind is blowing up great clouds of ash and dust that makes it very hard
to see. Long range shooting is at an additional -1 to hit.

25 Heavy Ash. The wind is blowing especially thick clouds of ash and dust that gets
into everything mechanical. All shooting is at an additional -1 to hit. In addition, the
ash and dust is so thick it is clogging air intakes on vehicles. Vehicles must roll 4+
on a D6 to move, or be immobilised for the turn.

26 Dead Calm. There is no wind, a rare thing in the wastes. All Ash Nomad models
are at -1 Ld as the conditions are so unnerving. This does not affect any other gangs.

31-36 Light Conditions

Outside the hive, light is not rigorously controlled by glow-globes and halogen strips.
It is 2 murky place as much of the light of Necromunda’s sun is kept out by the thick
clouds of smog that drift across the sky. However, this is preferable to the light which
occasionally breaks through the cloud layer, as any kind of protective ozone layer has
been destroyed millennia ago. The light that does get through to the planet is burning,
blinding and mutating.
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31 Gloomy. It is clouded and poorly lit. But then this is only to be expected. Continue
as normal.

32 Bright. The smog layer is relatively thin herc. Continue as normal.
33 Bad Light. Night is approaching. Vision is reduced to 16".

34 Darkness. 1t is the dead of night. Vision is reduced to 8". All Ld is at -1 or use the
rules for night fighting if you bave them.

35 Radiation. A gap in the clouds allows deadly non-ionising UVC radiation through to
the planet surface. Roll a D6 for-every model at the start of the game. On a 1 thart
model takes a $3 hit. Any model that goes out of action due to this automatically gets
the ‘Horrible Scars’ result on the Injury table.

36 Changing. The cloud layer is rapidly drifting. Each turn roll a D6. On a 1 roll again
on this table applying the result immediately.

41-46 Temperature Condition

Vast pressure differences exist on Necromunda - the planet being alterpately
superheated by the sun and frozen when it is in shadow: This not only results in the
winds on Necromunda but also massive temperature changes that move across the
surface, freezing or cooking anything unable to protect itself.

41 Cold. The temperature is cold, but nothing that hardened gangers can’t deal with.
Continue as normal.

42 Hot. It is hot and clammy. Continue as normal.

43 Chill Wind. The temperature has plummeted. Ice forms on vehicles and weapons.
Continue as normal.

44 Heat Wave. Boy is it hot! Continuc as normal.

45 Freezing. The temperature drops so low it freezes the ash surface solid. Vehicles
moving must roll a D6 each turn. On a 1 they move out of control as the vehicle slips on
the ice. This does not apply to skimmers or crawlers.

46 Baking Hot. Roll a D6 for each model at the start of a player’s turn. On a 1, models
on foot pass out with the heat, counting as pinned. Vehicles that roll a 1 overheat and may
not move this turn.

T
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51-56 Storm Conditions
The ash storms of Necromunda arc notorious across the galaxy. In full force a storm can
pick up a man and drop him hundreds of miles away. Of course, by then he is little more
than scoured bones. Sometimes a skirmish will occur just before or after a great storm,
when gangers must fight in the harshest of conditions.

Storm’s Coming Ani! (I can feel it in my bones). A really nasty ash storm is heading
this way, blowing up ash and raining down toxins. Each player must roll a D6 at the
start of his turn. On a 1 the player may not move at all this turn as the storm forces
everyone into cover. Models may shoot or fight in close combat as normal.

Cyclone. As two gangs approach each other, a huge cyclone whips up, forcing the
gangs to retreat. Players should each roll a Ld test for their gang leader. The player
who passes by the most wins, and may reposition his entire gang, with the normal
set-up rules for the scenario being played.

Acid Rain. Acid rain in the underhive is a mere trickle by comparison. Roll a D6 for
all models at the start of the game. On a 1, models on foot must pass an I test (by
rolling under their Injtiative on a D6) or take a S3 hit. Models taken out by this
automatically receive the ‘Horrible Scars’ serious injury; there is no need to roll for it.
Vehicles that roll 2 1 must roll a further D6 after the game. On another 1 they take
permancnt damage as though they had been crippled, as the acid eats through vital
components.

Chemical Rain. All rain on Necromunda is made up of nasty chernicals, all water
having long since been polluted. Continue as normal.

Toxic Rain. This comes down in thick sheets which impairs vision and sting the eyes.
Vision is reduced to 24".

Lightning Storm. Roll 2D6 each turn. On the roll of 2 (snake eyes!), a vehicle is
struck by lightning and explodes with the same effect as rolling a 6 on the Vehicle’s
Fuel Damage table (or engine/powerplant depending on the type of vehicle. Just
apply whichever is the most damaging.) If there arc no vehicles then there is no effect.

61-66 Miscellaneous Conditions
There are some strange conditions that also occur in the wastes, some of which aren’t
even strictly weather...

Ash Clams. The whole area is riddled with ash clams, hiding just underneath the ash
surface. Roll a D6 for each model that moves on foot. On a 2-5 nothing happens. On
a 1 the model is seized by an ash clam and may not move until rolling under his
Strength on a DG at the start of subsequent turns.

Radiation. The whole planet is swimming with it! Continue as normal.

Parasites. A recent storm has stirred up a colony of microscopic parasites. Each
player must roll a D6 at the start of each turn. On a roll of a 1 a randomly determined
gang fighter loses one Strength point for the rest of the game, as the parasites feed.
Models reduced to $=0 are taken immediately out of action.

Efflucnt Flood. A massive effluent flood sweeps across the battlefield. Making
movement a somewhat haphazard affair. Roll a D6 for every model at the start of the
game (on foot and vehicles). On a 1 that model may not move in its first turn.

Rad Zone. The battlefield is dotted with highly concentrated radiation sources.
Playcrs must roll a D6 at the start of their turn. On a 1 a randomly determined model
is affected by the radiation. Models that go out of action due to this automatically
receive the ‘Impressive Scars’ result on the Serious Injury table; there is no need to
roll for this. Models equipped with rad counters are not affected.

Multiple Conditions! Roll again for a further D6 treacherous conditions, re-rolling
any more rolls of 66.




SPECIAL ACTIONS

by Jason Yeung

These Special Actions are new actions any model may use during their turn. A few
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examples of old Special Actions are Hiding, Overwatch, and Running. Hopefully these
new actions will give players more flexibility during the game. So instead of saying ‘this
ganger is running’, you can say ‘this ganger is going to prime a grenade’, or ‘this ganger
is going to give a rallying cry’. Anyhow, give them a try.

SPECIAL ACTTIONS

Only one action can be taken per turn, whether
it be Hiding, Running, Shooting, Charging,
Aiming, Overwatch, Jumping, or Full Auto.
Moving and Turning do not count as Actions. The
only exception to this is when a model has a skill
which allows him to do two specific actions in
the same turn (ie: Dive, Ambush, Hipshoot).

BASIC ACTIONS

These Actions are Actions generally take place
immediately and have no lasting effects. Some
last for a certain duration ranging from instant to
one full turn. After the duration expires, the
model must declare that Action again. Examples
of Basic Actions are shooting, running, jumping,
and charging.

EVASIVE ACTION

Duration: One Full Turn

Evasive Action involves dodging, rolling,
ducking, and plain avoiding the shots of the
opponents. Models on Evasive Action gain an
additional 6+ Dodge until his next turn
(models who already have the Dodge Skill
would roll 2 dice).

PRIME GRENADE
Duration: Until End of Your Next Turn

The model pulls the pin on the grenade,
throws it on the ground, and runs. This action
allows the model to throw a grenade or bomb
without having it detonate immediately.
Resolve the throwing of the grenade as
normal (with -1 penalty for small target).
Then place a counter where it landed. That
grenade will explode at the end of your next
turn. Must have grenades, bomb, or frag belt.

LEERING TAUNT
Duration: Instant

This little action involves yelling the most
downright humiliating insults towards an
enemy ganger followed by insulting hand
gestures (usually done by very brave or very
stupid juves). This Special Action can only be
performed if your model is in partial cover or
in clear. Your model must also be within 12"
of the chosen target and the victim must have
line of sight to your model. First, your model
makes a Leadership Test. If you pass, then
your opponent takes a Leadership test. If he
fails, then his model is affected by Frenzy and
must charge the model that Taunted him. If
the Frenzied model cannot charge, he will run
towards the model that taunted him
(although he will not jump off the roof of a
building and such). Taunted models can
attempt to regain control during their
Recovery Phase (Leadership Test).

RESCUE
Duration: Special

The ganger runs towards his fallen
companion, scooping him up and carrying
him on his shoulders. A model can attempt to
pick up a down model or pinned friendly
model whom he is in base to base contact
with. This action can only be performed if you
first roll equal or under your Strength on
1D6. If you pass, then you have picked him
up. While carrying a fallen companion, your
model suffers a -2 Ws and -1 BS penalty. He
can only use pistols, grenades, and single
handed close combat weapons. He also
suffers -1 Initiative and his Movement Value is
limited to his Strength Value. However,
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_ attacks that hit the ganger hit the model being
carried on a 4+. The ganger can put down the
model during any subsequent turn without
any penalties.

RALLYING CRY
Duration: Instant

This action can only be performed by a higher
ranking gang member onto a lower ranking
gang member (Leader - Heavy - Ganger - Juve).
The model vyells a series of orders,
encouraging words, and insults to all those
around him. All friendly subordinate models
within half Leadership Value in inches are
affected. If any of these friendly models are
pinned or panicking, they can immediately
test to get up from pinning (or recover from
panic) and take their turn if they first pass a
Leadership Test (assuming they didn't take
their turn yet).

FLYING TACKLE
Duration: Instant

This action can only be performed if your
model is within 1" of the edge of a building or
platform at the start of your turn. Your ganger
leaps up to D6+ Strength inches towards one
enemy model on a floor beneath you in line of
sight. If you roll equal or under the horizontal
distance to that model, then you may have hit
him (otherwise you suffer full falling damage
for the leap). If that model can roll equal or
under his Initiative on 1D6, then he dodges
you and you suffer full falling damage, landing
D3 inches away from vour target in a random
direction. If that model fails, then you suffer
falling damage equal to half the distance
fallen, and your victim suffers full falling
damage equal to the vertical distance you fell.
Also, both you and the victim are knocked
back D3 inches.

TACKLE CHARGE
Duration: Instant

Instead of declaring a Charge during your
turn, you may declare a Tackle Charge instead.
The ganger runs up to his victim and throws
his shoulder into his victim. Both the charger
and the victim both roll 1D6 and add their
Initiative. If your charging distance was less
than or equal to your Movement value, then
you can may re-roll your D6 roll. If your result
is equal or greater than your opponent's
score, then you have tackled him. He
immediately suffers a single hit at your base

Strength. Also, both of you are pinned as a
result and cannot make any more Hand to
Hand combat attacks for the rest of the turn
(although both of you are still in combat). In
addition, both of you are moved D3" in the
direction of the tackle as a result of this attack.
During next turn, Hand to Hand Combat is
fought as normal.

SLEEPER ACTIONS

These Actions are declared like Basic Actions, but
their effects last until cancelled or released.
Examples of Sleeper Actions are Hiding and
Overwatch. Most Sleeper Actions last until the
model moves, shoots, or enters close combat
(although this is not always the case). Also, some
Sleeper Actions can be “Layered” upon each other
(ie: Hiding and then setting Overwatch). This will
be stated with the specific Action.

AIMING

This Special Action can only be performed if
the model does not move this turn and is not
in hand to hand combat. That ganger declares
one ranged weapon that he is Aiming with.
The next shot that model makes with that
chosen weapon gains a +1 bonus to hit.
However, this bonus is lost if that model
moves or turns in any way after declaring
Aiming.

May be done while on Overwatch, Crouching,
or Hiding.

BRACE CHARGE

This Special Action can only be performed if
your model does not Move during his turn. A
model that is declaring 2 Brace Charge Action
draws his weapons and prepares for close
combat. If any models charge him, the model
Bracing Charge will gain a +1 WS bonus for
the first round of combat. However, this
bonus is lost if that model moves during his
turn or any subsequent turns.

May be done while Hiding or Crouching.
CROUCHING

This Special Action can only be performed if
your model does not Move during his turn. A
model that is Crouching squats low on the
ground so that he makes better use of cover.
As a result, anyone shooting at him suffers an
additional -1 penalty to hit. This Sleeper
Action lasts until you Move (not turn) or enter
Close Combat. NOTE: Leave your model
standing the way it is (use a token to make
crouching models). Models Crouching behind



Full cover do not count as having the
Crouching bonus as the cover obscures
enough for a -2 penalty either way. (If you
wanted to really make use of cover, choose
the Hiding Command instead.)

May be Layered on any other Sleeper Action.
SPECIAL FIRE-ARMS ACTIONS

These Special Fire-arms Actions were designed to
create more in depth gunfights in Necromunda.
These shooting actions can be taken instead of
regular shots, whether on Overwatch or during
your turn. None of the following Special Fire-
arms Actions can be combined with the Shooting
Skills of Fastshot, Blaster Master, Gunfighter,
Gunslinger, Rapid-fire, or Rapid-fire Master.

FATAL SHOT

This Action represents a ganger aiming his
shot to kill rather than shooting to stun or
injure. This shot suffers a -1 penalty to hit.
However, if your shot hits and wounds, you
may re-roll the first Critical Injury Roll,
although the second result must be kept.

However, it is guaranteed that your weapon
will jam, run out of ammo, or explode. Your
model may shoot as many times he wants
during this turn until he jams his gun.
Because of the wild kickback of a Full-Auto
Blast, all your shots will be fired at one third
Ballistic Skill. Also, your ammo roll value is
worsened to 4+ at best (despite Armorers).
However, your Ranged Weapon must be
capable of Full-Auto (see chart). After a Full-
Auto, your gun is automatically Jammed.
Models with a weapon reload can use (erase
off of gang roster) their Weapon Reload to fix
a gun of the same type that was jammed
because of Full Auto.

EXACT TRANSLATION OF BS TO 1/3 BS:

BS 1 2 3 4 5 6 7 8 9 10

3dBs 0 1 1 2 2 2 3 3 3 4

TWO ROUND BURST

This Action represents a ganger firing
two quick shots from his gun. These
shots can be directed at two different
targets as long as they are both within
line of sight of your model. These shots
are fired normally except that they both
are fired at half Ballistic Skill (round up).
Also, your ammo roll value is modified
by -1 for both shots. However, your
Ranged Weapon must be capable of Two
Round Bursts (see chart).

THREE ROUND BURST

This Action represents a ganger firing
three quick shots from his gun. These
shots can be directed at three different
targets as long as they are both within line
of sight of your model. These shots are
fired normally except that they all are
fired at one third of your Ballistic Skill.
Also, your ammo roll value is modified by
-1 for both shots. However, your Ranged
Weapon must be capable of Three Round
Bursts (see chart).

FULL-AUTO
This Action represents a ganger holding
down the trigger on a fully automatic
weapon and totally emptying his clip in
one turn, This attack is VERY destructive.

Bolt Pistol

Gauss Pistol
Web Pistol
Needle Pistol
Autogun
Las-Gun
Boltgun
Shotgun

Grenade Lncher
Melta-Gun

Needle Rifle - - -
Plasma Gun X - -
Hand Froster

Weapon 2 Rnd Burst 3 Rod Burst Full-Auto
Stubgun X X .

Stubgun
w Dum-Dums

X -

X
Auto Pistol X X X
Las Pistol X

X

Hand Flamer

o
Cox
Do

Mo X

Flamer - - -

bl

'
.
s

Heavy Weapons - - -
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SPECIAL FLAMER ATTACKS

A model armed with a Hand Flamer or Flamer
may opt to use one of the following attacks
during his shooting phase. Note: These attacks
cannot be used during Overwatch. Also, none of
the following Special Flamer Attacks can be
combined with the Shooting Skills of Fastshot,
Blaster Master, Gunfighter, Gunslinger, Rapid-
fire, or Rapid-fire Master.

CONTINUOUS FIRE

The fighter holds down the trigger of the
Flamer, releasing a continuous blast of
searing flame. When using Continuous Fire,
resolve your flamer attack as normal, ammo
roll and all. If you pass the Ammo Roll, then
the Flamer (or Hand Flamer) template will
stay in its position until the start of your next
turn. Models staying inside the template of
moving into it will suffer Flamer damage as
normal during their turns. As a result of this
attacks massive fuel consumption, another
ammo roll is needed after using this attack
(although its effects will still last to your next
turn if you passed the first ammo roll).

Continuous Fire can only be used if the
model does not move during his turn.

FLAME SWEEP

The fighter swings his Flamer in a 90 degree
arc, creating a fan of flaming death. Place the
Flamer template (or Hand Flamer Template)
as normal. Then turn the model 90 degrees in
any direction. Next, swing the template in the
same direction until it reaches the front of the
model with the Flamer. All models under the
template or covered by its swing are hiton a
4+ and suffer a Strength 3 hit from the
flames. However, they will each Catch Fire
only on a D6 roll of a 5+.

FLAME WAVE

The fighter swings his Flamer back and forth
in a 90 degree arc, creating a wall of fiery
death. Place the Flamer template (or Hand
Flamer Template) as normal. Then turn the
model 90 degrees in any direction. Next,
swing the template in the same direction until
it reaches the front of the model with the
Flamer. All models under thc template or
covered by its swing are hit and suffer regular
Flamer Damage. As a result of this attacks
massive fuel consumption, another ammo roll
is needed after using this attack.

Flame Wave can only be used if the model
does not move during his turn.

FIRE WALL

The fighter fires his flamer towards the
ground, creating a trail of burning fiery
napalm. Any model using this attack does not
use a flamer or hand flamer template as
normal. Instead, they may set fire to a small
area of ground or terrain. First, that model
makes an ammo roll as normal will all flamer
and hand flamer attacks. Next, that model
gets six 0.5 radius templates (same as Napalm
Grenade templates) for a flamer and three 0.5
radius templates if he is using a hand flamer.
He may then place them anywhere within 8
inches if he's using a flamer or within 4 inches
if he's using a hand flamer. These templates
must be placed so that each template is
touching at least one other template (ie: in a
line or pile ). These templates stay in play and
anyone touching or walking (running ) over
any of the templates is hit as if by a flamer: 84
hit, -2 Save, and 4+ Catch fire. Test for each
template at the start of every turn. On a 6+,
the template is removed from play. If 2 model
is touching a counter at the start of his turn or
moves into one, then it takes another hit.

Flame Wave can only be used if the model
does not move during his turn.



{ Gangers pick up various skills in their lives
7 tne Underhive, some that are useful in battle,
some that are useful before or after. Many
lcaders value skilled Gangers in everyday life
zrii Gangers that can help when he goes out
king for a bargain, doubly so. When he goes
the Trading Post, a Leader is assailed by
~o=sible bargains and by more probable cons.
[he Guilders swarm when they see a money belt,
1cen with credits and the new, green Leader can
~a=ilv be swayed into buying something that he
may not need or on the long run cannot afford.
Hut if he has an experienced Ganger with him,
ne with knowledge of the ploys and deceptions
that the Guilders use to entrap unwary gangers,
‘hen his is usually going to come off better in the
long run as he continually picks at the cover
stories that Guilders make up for the various
w=ras of Archeotech they dig up in the Badlands.
Froficient Gangers, who have experienced many
irials in the Underhive, pick up skills that involve
the Trading Posts. These skills come under the
ceneric title of Trader Skills. These skills are
acquired in the same way as normal skills, as a
canger goes up a level in experience. These
skills may be taken when the Ganger rolls a 2 or
|2 on the Advances table. These skills are ONLY
svailable to Gangers, as Heavies and Juves are
100 busy at the gang’s hideout and the Leader is
“ar too busy dealing with the gang’s finances and
sther important matters 10 go examining every
single item at the Trading Post.

TRADING SKILLS. Roll a Dé:

1. Barter

I'he Ganger is blunt and has a very inquisitive
manner. Every time the Guilder shows him an
irem, he always has questions about it and always
studies the item in detail before he even thinks
about putting up any money. When the Guilder
makes a bid (after the Leader rolls the dice for a
variable priced item), the Ganger’s skill allows
him to re-roll the dice and apply that result.

Note: if the dice roll ends up worse than the
original, the re-rolled total cannot be re-rolled.
The Guilder can’t be haggled twice.

T T e T T

TRADING SKILLS

by Mark Gunton

2. Shoplift

The Ganger is very quick with his hands and is
slightly crooked. Every time he goes to the
Trading Post, he may attempt to steal an
interesting nik-nak. Once the Rare Trades have
been rolled, the Ganger can attempt to steal one
of the items, if you wish. Roll a D6. On a roll of a2
6, he is successful and slips the item in question
under his coat, or dumps it out a window to pick
up later, then legs it back to the gang hideout
while the getting’s good.

On a roll of a 1, however, the Ganger is spotted
by one of the Guilder's staff end is arrested by
the Watchmen. Surprisingly, the item stolen
disappears and the Leader must pay the ganger’s
total cost plus weapons plus the cost of the item
that was stolen. If the Leader cannot pay the bail,
the Ganger must stay in prison until the bail is

NEW RULES - 55



56 - NEW RULES

4ol

paid. The gang, obviously, don’t get the item that
was stolen.

3. Charmer

The Ganger has learnt the art of the ‘Silver
Tongue’. At the end of the game, before the gang
pays any Hired Guns (Bounty Hunters, Scum,
etc.), he may attempt to sweet-talk them into
accepting somewhat less than their normal fee,
On a roll of 6, the hireling is drawn in by the
Ganger’s story and accepts half his (or her)
normal hiring cost. On a roll of a 1, the Ganger
says the wrong thing and insults the hired gun,
who then demands double their fee, or else they
shoot the ganger. If the fee isn’t paid, the ganger
is shot by the highest Strength ranged weapon,
in the normal way, except that the shot hits
automatically. If he is wounded, he makes injury
rolls as normal. The hired gun then leaves and
refuses to be hired by the gang again (delete the
hired gun from your gang roster), although you
can hire other hired guns of their type, except
special characters. On a 2-5, the hired gun is not
convinced and takes their normal fee.

4. Outlaw Contacts

The Ganger has a friend of a friend who knows a
guy, who knows the whereabouts of an Outlaw
Trading Post. The Leader may choose to go to the
QOutlaw Post, rather than the local Guilder
approved branch of ripp-offs Inc’, and may do
his business as normal. Roll a D6. On the roll of

a 6, the Leader is spotted by a known
Watchman's informant. It will cost the Leader
D6x5 Credits to secure the silence of the
informant. Failure to pay the fine will result in
the little scrote telling all. Next time you have tc
roll on the Watchman's table, add +3 to the
result as the Watchmen are distrustful of the
gang.

5. Keen Eyes

The Ganger has become extremely adept at
spotting interesting little devices and rare items
among the massed piles of trash and depravity
that are heaped up outside the trading post. The
ganger may add +2 to the rare trade dice roll.

6. Friendly Ear

The Ganger has a very approachable manner and
can usually be found sitting outside the Trading
Post, swapping tales with the aged crusties tha
congregate there and generally listening to any
juicy gossip from around the dome. The Leades
may add +1 to the Rare Trade table as usual, but
the Ganger rolis a D6. On a roll of a 6, the
Ganger finds a possible jewel in the stream o
drivel. Roll on the rable below:

1 - What seemed to be a break turns out t¢c
be the drunken mutterings of an ancien
veteran Hiver. Nothing of any use is learnt
except the location of a cheap bar.

2 - The Ganger listens closely to some
murmuring old blokes and learns the
location of a new territory out in the
Badlands. Roll on the Territory table and adc
the new territory to your gang’s roster.

3 - The constant wittering from the ancien
fogies gives the Ganger new insight into the
movements and habits of rival gangs. The
gang may choose the scenario in their nex
game.

4 - The Ganger hears of an area of catacombs
that have been recently unearthed. After ¢
short search, the Ganger finds a network o
Tunnels under the dome. Add the Tunnel:
territory to your gang roster.

5 - As above, but for Vents.

6 - One of the old gits is so impressed witt
the Ganger’s tales, he offers up his younge:
brother to the gang, so he can be taught the
ways of the Underhive. Add a new Greer
Juve to your gang roster (he is armed with :
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EXPERIMENTAL RULE

S

GUILDERS

by TOM MERRIGAN & WARWICK KINRADE

Hive Primus alone is richer and more productive than most planets in the Imperium.
The Hive is a manufacturing powerbouse. Goods move constanily throughout the
Hive. Imporis and some raw materials go downwards, other raw material come
upwards from Underbive, and manufactured goods travel up into the Spire and off
planet. The Merchant Guild controls all traffic between the Houses, and consequently
is as populous, wealthy and as important as any of the Noble Houses themselves. The
families that comprise the Merchant Guild are called Guilders. Guilders are closely
bound people, intensely loyal to their own kind and insular in tradition. They are
secretive about many aspects of their dealings and way of life. To other Hivers their
style of dress and babits are strange and incomprebensible. Amongst themselves they
speak a secret language quite unlike the common tongue of the Hive.

Not all Guilders are equally
wealthy and important. The
more prosperous families
i live in the Spire and control
trading empires that shift
vast cargoes between Hive
City and the Noble Houses.
At the other end of the spectrum are the
lone speculators who trade in the
Underhive, ever hopeful of discovering
some new load of iron slag or a hoard of
archeotech.

These adventurous individuals are often
encountered deep in the Hive accompanied
by hired guides and mercenaries to protect
them from outlaws and mutants. It is these
same Guilders that provide Underhivers
with the only secure way of storing large
quantities of money. This they do by keeping
money secure as Guild credit, a form of
deposit account that all Guilders honour.
Guilders also supply physical currency in
the form of Guild bonds and Guild tokens.
Bonds are large denominations, oblong
chips of ceramite bearing an indelible
imprint of value. Smaller token chips are
carried as loose change and are used within
the settlements as everyday currency. These
Guild tokens are often referred to simply as
credits.

Guilder gangs make an interesting
alternative to the 6 house gangs. They are
not Outlaws, but rely on their creds and
hired help to survive. For modelers Guilders
allows you to customise a gang, with so
much hired help no two gang members will

s e 1 W

be dressed or armed alike. This gives you
the opportunity to make a really unique and
individual gang.

SPECIAL RULES

LAW ABIDING GANG: Guilder gangs are
law abiding and follow all the rules (except
where noted below) given for the six
standard gangs in the Necromunda
Sourcebook.

TERRITORY: Guilders have no territory in
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the Hive. They live wherever their business
takes them, sometimes basing themselves in
the domain of a single House but more often
wandering from one place to another.
Because of this a Guilder gang may never
own any piece of territory. Instead, they base
their operations out of the various
settlements in the Underhive, which include
all manner of warehouses and trade posts.
Any territories that a Guilder gang captures
must be looted. This represents the gang
stripping the site of all valuable
commodities that can be sold for creds. In
game terms a Guilder gang has no
territories, it gains it’s income through other
means, see below.

INCOME: As they are unable to hold any
territory Guilder gangs do not generate
income in the same way as other gangs.
Instead, Guilders gangs gain cash from
investments made by the gangs leader and
from money owed to him by various trade
partners and the like. The larger and more
renown the gang the more contacts and
investments it will have to draw on. To
determine the income generated by the
gang divide the gangs Gang Rating by 10,
rounding any fractions down to the nearest
whole number. The gang must still spend a
proportion of its income on basic necessities
such as food, drink, ammunition and
general weapons maintenance and so this
amount is cross-referenced with the number
of models in the gang, using the standard
table in the Necromunda Sourcebook, to
determine the profit made. This profit is
added to the gang’s stash.

TRADING: Guilder gangs may only visit
Non-Outlaw settlements. They’d be shot if
they tried to enter an Outlaw settlement or
town.

HATRED: Outlaw gangs hate Guilders
because it is the Guilders that exiled them
and stop them living free lives. Because of
this all Outlaw gangs suffer the effects of
Hatred when fighting against a Guilder gang.

HIRED GUNS: Guilder gangs may make use
of the following hired guns: Bounty
Hunters, Underhive  Scum, Ogryn
Bodyguards and Assassins.

SCENARIOS: Guilder gangs roll on the
standard scenario table like all other non-
outlaw gangs.

1 GUILDER

Cost to recruit: 140 credits.

A Guilder is the central figure of the gang.
He is an official representative of the
Merchants Guild, a powerful and rich man
raised to this position through the byzantine
inner workings of the Guild. It is he who
leads his band of followers around the
Underhive, bartering and trading, buying
and selling, enforcing Guild law.

If anybody can be said to rule the Underhive
then it is the Guild. They allow little to stand
in the way of trade, business and profit.
Those who break the rules are outlawed,
hunted down and killed, cither by the
Guilders themselves or by gangs employed
to do the dirty work.

Those employed by the Guild can expect
good pay, and this attracts many hired guns,
but should the Guild be crossed they will
stop at nothing for revenge. Most
Underhivers obey Guild members through
fear of the consequences, but few like them.

M WS BS § T W I A Ld

4 2 2 3 3 1 4 1 8

Weapons. A Guilder may be given
equipment chosen from the Close Combat,
Pistol, Basic, Special, and Grenade and
Shotgun Shell weapon lists.

Special Rules

PINNING: A Guilder is unlike the rest of the
gang in that he can fight efficiently even on
his own. He always counts as having a friend
within 2", regardless of whether this is the
case or not. This means he can always test to
avoid being pinned in place.

LEADERSHIP: Any fighters within 6" of a
Guilder may use his Leadership
characteristic when taking any Leadership
test. This benefit applies so long as the
Guilder isn’t down or broken himsclf.

TRADER: Guilders are experts at haggling
for prices and for securing the best deal for
any equipment they purchase or sell. To
represent this, a Guilder gang always pays
the fixed cost component for rare items that
they purchase and may sell second hand
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weapons at their full cost (instead of half
their cost as is normally the case). In
addition a Guilder is always offered D6 items
instead of only D3 when he visits the trading
post.

DEATH: If a Guilder should die, his debts,
accounts and other business arrangements
pass to his successor. In this case the
Guilders successor will be the fighter in the
gang that has the highest total value (cost
plus experience). The fighter who succeeds
the Guilder will gain his Leadership abilities
and his Trader abilities.

0-4 PIT SLAVES

Cost to recruit; 80 credits.

Guilders make wide use of slaves, buying
and selling in Necromunda’s busy slave
markets. From this human livestock the
Guild pick the strongest specimens to
become pit slaves. Another source of pit
slaves is criminals (real or innocent).
Individuals can be condemned in Guilder
Courts to the pit fights. Those unfortunate
enough to face this sentence are surgically
altered into monsterous fighting machines,
half man, half machine. Those not employed
in the fighting arenas serve the Guild as
bodyguards and strong arm enforcers.

M WS BS § T W I A Ild
4 3 3 3 3 13 1 7

Weapons. A Pit Slave may be given
equipment chosen from the Pit Slave, Hand
to Hand, Pistol and Grenade and Shotgun
Shell weapon lists.

Equipment. A Pit Slave may be equipped
with armour plates for 20 creds cach.

Special Rules.

Pit Slaves often fashion armour plates for
themselves from scrap debris found in the
hive bottom. Whilst these give effective
protection, they are heavy and cumbersome.
A Pit Slave may be protected by up to a
maximum of three armour plates, giving him
an armour saving throw but reducing his
initiative characteristic as shown below.

The initiative modifiers for armour plates
will reduce a Pit Slaves initiative to a
minimum value of 1.

No. Plates Armour Save Initiative
Modification
1 6+ 0
2 5+ -1
3 4+ -2

Modelling tip: You can use all sorts of
industrial bits and plasti-card to
represent the extra armour on your pit
slave models.

0-2 HEAVIES

Cost to recruit: 60 credits

Heavies are physically fit, heavily built
mercenaries, chosen for the task of lugging
around heavy weapons. They provide the
Guilder gang with heavy fire support against
well equipped gangs and Outlaws. Like
other gang heavies they will have technical
skills to maintain and repair their weapons.

M WS BS § T W I A ILd

4 3 3 3 3 1 3 1 7

Weapons. Heavies may be given equipment
chosen from the Hand to Hand, Pistols,
Basic, Special, Heavy Weapons and Grenades
lists.




MERCENARIES

Cost to recruit: 50 credits.

Mercenaries is catch all term for the hired
guns employed by the Guild. Well paid for
their services they arc experienced,
competent men. Some arc off worlders,
others are former gang members, some are
slaves who have proved themselves loyal
over long years of service.

M WS BS § T W I A Ld
4 3 3 3 3 1 3 1 7

Weapons. Mercenaries may be given
equipment chosen from the Close Combat,
Pistol, Basic and Grenade and Shotgun Shell
weapon lists.

Special Rules

At least half the gang must be made up of a
combination of Mercenarics or Pack Slaves.

PACK SLAVES

Cost to recruit: 25 credits.

Pack slaves are the dregs. The lowest of the
low in Underhive society. They are nothing
more than human cattle, bought by the
Guild and used as workers. There lives are
worth very little, and there existence is
usually mercifully short.

M WS BS S T W I A Id
4 2 2 3 3 1 3 16

Weapons. Pack Slaves may be given
equipment chosen from the Close Combat
and Pistol weapon lists.

Special Rules

At least half the gang must be made up of a
combination of Pack Slaves or Mercenarics.

WEAPONS

Each fighter you recruit can be armed with
one or more of the weapons from the
standard weapons list under Gang
Recruitment in the Necromunda sourcebook
(page 102-103 of the hardback edition). A
Heavy can carry only one heavy weapon -
eg, he can carry a heavy stubgun or a
lascannon, but not both.

He can have any number of other weapons.
The model is always assumed to be using the
weapons depicted in his hands unless the
player declares otherwise. Remember,
additional weapons must be identifiable on
the model itself.

RECRUITMENT

A Guilder gang is
recruited just like any
other gang. You have
1000 Guilder creds to
spend recruiting and
arming your gang.
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Experience

Points
0-5 Slave (starting level of
Pack Slaves)
6-10 Slave
11-20 Slave
21-30 Mercenary Scum
(starting level of
Mercenaries and Pit
Slaves)
31-40 Mercenary Scum
41-50 Mercenary Scum
51-60 Mercenary Scum
61-80 Mercenary
Champion (starting
level of Guilders and
Heavies)
81-100 Mercenary Champion
101-120 Mercenary Champion
121-140 Mercenary Champion
141-160 Mercenary Champion
161-180 Mercenary Champion
181-200 Mercenary Champion
201-240 Mercenary Hero
241-280 Mercenary Hero
281-320 Mercenary Hero
321-360 Mercenary Hero
361-400 Mercenary Hero
401+ Mighty Hero

Guilder gangs use the Advance Roll
table detailed in the Necromunda
Sourcebook.

Agility Combat Ferocity Muscle Shooting Stealth Techno

When you recruited a Guilder gang the
fighters will already have some
experience in how to fight. The level of
experience a f he gang. The table below
shows how much experience the different
types of fighters have to begin with, You
should record each fighters Experience
Points on your gang roster.

Type Starting Experience Points
Pack Slave .............. 0
Mercenary . .......... 20 + 1D6
PitSlave ............ 20 + 1D6

Heavy ............. 60 + 1D6
Guidder ............ 60 + 1D6

FOR GUILDERS, HEAVIES,
MERCENARIES AND PACK SLAVES

M WS BS S T W I A Ld
4 3 3 3 3 13 1 7

FOR PIT FIGHTERS
M WS BS § T W I A Ld
4 3 3 3 3 13 1 7

When a Guild ganger gains enough
experience to get an Advance, roll on the
standard gang Advance Roll Table in the
Necromunda sourcebook.

Pack Slaves

‘ Mercenaries
Pit Slaves

Heavies

Yes- -
- Yes
- Yes

Yes

Yes
Yes

Yes - - -

- Yes - -
Yes - - -
Yes Yes - Yes




NECRO MAG 1
ERRATTA

GUILDER GANGS

Weapons: Pit Slaves can be armed with
weapons of the standard weapons lists in
the Necromunda sourcebook and from the
Pit Slaves weapoas list in Gang War 1.
Maximum Stats: These are wrong on page
30 of Necro Mag 1. They should read:

For Guilders, Heavies, Mercenaries and
Pack Slaves

M WS BS § T W I A Ld

4 6 6 4 4 3 6 3 9
For Pit Slaves

M WS BS § T W I A Id

4 6 6 6 6 3 5 1 10

OGRYN BODYGUARDS

Wounds: The line about Ogryn not having
more than 4 wounds should be removed.
There is no way for an Ogryn to gain more
wounds on the Advance Chart, making the
line irrelevant.

INCURSION
Defence Force Costs:
The cost of the troops for the defence force
is confusing. The cost is as given plus the
cost of the weapons listed below. These
should have been listed as
Comumissar: + 80 pts for weapons
Troopers: + 25 pts for weapons
Specialists: + 130 pts for grenade launcher
+50 pts for comms link
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Squat Miner Gangs
By Phil Tortorici

What interesting graffiti they have around he

I am 44 years old, and run a furniture refinishing/ antique
restoring business in South Florida. Surprisingly, with my hobby
as it is, I have been married for almost twenty years. We have a
son who is twelve (who really likes Blood Bowl, and has ‘kids
Iuck’ - the git!) and a five year old daughter. My first real gaming
experience was with AD&D in 1978 and I still play now.

My first game of 40K was at a convention in 1987 where I killed
the rider of an Eldar Jet bike with a shot from a militia man! [
have played __401( regularly since, and own a Squat army (Space
Dwarfs with reaiiy big guns and on bikes? — I had to have these!)
and am struggling to learn how to play a Sisters of Battle force
(nuns with guns? - [ had to have these!). As I work with colours
and restoration materials daily, I have adapted the large scale
work that I do, to my miniatures. Over the years, I have built
quite a lot of red desert scenery, and I paint my scenery and
miniatures to look like they've seen a lot of action. Our gaming
group now plays at my shop, on Tuesday nights and we have four
to five games going at one time. (I gotta write up something on
this for you. You have to see this!) (You said it Phil — I'm waiting
— Ed)

I own a fair amount of Man O War ships, play Eschers and Squats
in Necromunda and Bloodbowl Dwarfs. 1 have Citadel gangers
from back in the Judge Dredd days. When I get the time, 1 go
back to my first love, (sadly neglected now) which is collecting
progressive rock and psych from the lau: sixties/ early seventies,
and from the neo-prog revival.

SQUAT MINER GANGS
IN NECROMUNDA

The worlds of the Imperium
are home to a bizarre and
varied degree of mutations. A
distinct minority have bred
true, such as the diminutive
Ratlings and the large brutish
Ogryns and are tolerated to a
certain degree, as genuine
abhuman races. Another of
these abhuman races that is
considerably less well known
are the Squats — a short, stocky,
muscular and bad tempered
people. Exposure to high-
gravity mining planets over the
millennia have mutated the
original colonists into their
present form and years of
isolation have made these
mutations permanent.

This background is known by
everybody who has been
playing 40K for a long time,
like me. The question for me, a
dedicated Squat player, is how
to get them into the
Necromunda universe, and
make it plausible.

Allowing for the fact that the
Squat concept is changing, and
that the miniature line is in
rework, the Squat player could
come up short in the miniature
department unless he turns to
the Warhammer range.
Looking at the fine range of
Citadel miniatures for Dwarf
armies, | find thar the most
useful are the Dwarf Miners
and Adventurers, and Squat

Bikers and Adventurers from




the old 40K range, for adapting
to the Necromunda universe.
(Dwarf Slayers are pretty cool,
as well, but shall be the subject
of another article.) Certain
modifications may  prove
difficult, the more lightly
armoured Squats can be armed
with technological weapons. I
stress ‘lightly armoured’. I
would stay away from the using
the miniatures in armour
heavier than chain mail, for the
most part. It is easy enough to
come up with all the tech
weapons you'll need — just
steal ‘em from your
opponents’  spares, when
they'rc not looking. Just
kidding. Ork heavy weapons
are appropriate here to give
that patchwork look. Lash
together a few techno-bits for
mining gear, and you are set.
Don't forget dwarf war
machine components, as well!

By using the figures currently
avajlable, I have created my
very own Squat Miner Gang.

BACKGROUND

In the wastelands, the slag
heaps, rad zones, ruins and the
like, freelance miners set up
operations and scrape a living
out of the unforgiving
landscape, looking for that one
big strike. Some Miners come
to the hive world Outlands
voluntarily whilst some come
to hide from the unforgiving
eyes of the Imperium. In this
circumstance I visualise as “The
Scven Dwarfs’ meet the Bogart
movie ‘The Treasure of the
Sterra Madres’.

Aliens are not tolerated in the
Imperium let alone in the hive
cities but the authorities are
not too concerned about the
politics of the near
inhospitable  Ash  Wastes,
provided it doesn’t become a
nuisance.
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PROSPECTOR 120 Credits

The Prospector is a freelancer by choice and the senior member
of the Mining gang that all others will turn to for guidance and
leadership. Not content to labour in the mines of other Lords of
the Imperium, or on the payroll of a Roque Trader, a Prospector
is out on his own, for his own gain. He is looking for the ‘Big
Strike’ the claim which will cover him in the riches he craves, if
he can avoid the many hazards of the Ash Wastes in the
meantime. A Prospector must be as quick with his guns as he is
with his wits, or others will find his pick axe, and his bleached
bones in the toxic desert...

M WS BS S T w1 A Ld
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Initial Experience Points: 60+D6

Weapons: A Prospector is equipped with a miner’s pick. He
may also be given equipment chosen from the Close Combat,
Ranged and Special Weapons lists, plus the Grenades and
Shotgun Shells section of the Miner lists.

SPECIAL RULES

Leadership: A Prospector’s crew are loyal to their leader and
toughened by his presence. This means that any Miners within
6" of the Prospector may use his Leadership when they take
Leadership tests. A Prospector can always attempt to recover
from being pinned even if he has no Miners within 2" of him.

Resilient: Miners are remarkably resilient to poisons because
of the harsh conditions in which they work. If a Miner goes out
of action due to poison, roll twice on the Serious Injuries Table
and choose which result to apply.

Encumbrance: The Prospector is used to moving great
loads, and working with cumbersome drilling equipment. To
represent this, all Miners are considered to have the abilities of
a Heavy and therefore use heavy weapons. In addition, the
Miner does not have a penalty for fighting in hand-to-hand
combat whilst carrying a heavy weapon and he can wear
Carapace armour without the Initiative penalty.

Nerves of Steel: All Squat Miners have the Nerves of Steel
Ferocity skill.

The majn tool/weapon for  weapons may be found
these small elusive bands of amongst these enigmatic
Miners is the pick axe or wanderers.

mattock and a nasty one it is.

Muskets, crossbows  and OUTLANDERS.

various types of pistols, round
out the basic arsenal. Though
a few highly technological
pieces of equipment and

Squat Miners are considered to
be Outlanders, and all of the
Outlaw rules apply to them
with the exceptions noted
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| MINERS 80 Credits

Squat Miners are the crew a Prospector needs to work the claim
stake as efficiently as possible. It also helps to have a few extra
guns about. Squat Miners come from all walks of Squat society
and most are reluctant to talk abour it. A ganger would be
advised not to talk to them about their business or he may be
looking at the business end of a pick axe!

M WS BS S T w1 A Ld
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Initial Experience Points: 20+D6

Weapons: A Miner is equipped with a Miner’s pick. He may
also be given equipment chosen from the Close Combar, Ranged
and Special Weapons lists, plus the Grenades and Shotgun Shells
section of the special Miner lists.

SPECIAL RULES

Resilient: Miners are remarkably resilient to poisons because
of the harsh conditions in which they work. If 2 Miner goes out
of action due to poison, roll twice on the Serious Injuries Table
and choose which result to apply.

Encumbrance: The Miner is used to moving great loads,
and working with cumbersome drilling equipment. To
represent this, all Miners are considered to have the abilities of
a Heavy and therefore use heavy weapons. In addition, the
Miner does not have a penalty for fighting in hand-to-hand
combat whilst carrying a heavy weapon and he can wear
Carapace armour without the Initiative penalty.

Nerves of Steel: All Squat Miners have the Nerves of Steel
Ferocity skill.

below. As Outlanders, Miners
do not have a guild price and
may never pay off their outlaw
status.

TERRITORY

Miners start with one piece of
territory generated on the
Miner Territory Table. This
becomes the Miner’s camp in
the wastes and normally they
cannot hold more than one
territory at a time, unless it’s a
Mine Workings. The Miners can
decide to move their camp
after any game, crossing the
old territory off of their roster
at the end of the post battle

sequence and generating a
new camp on the Miner
Territory Table immediately.

*Like the Outlaw Rad Zone,
but on triples, the Miner will

be hideocusly scarred from
radiation poisoning and causes
Fear from now on; no income
is collected. Miners are better
at mining than regular gangers.
The Miner’s Resilient ability
also applies to radiation
poisoning.

**In a secret location, your
gang has staked it's claim. The
excavations yield carnotite
gems or some other valuable
ores or stones. You can collect
2d6x10 credits because of your
prospecting expertise. The
rules regarding captured
enemy fighters working in the
mines are the same.

CAPTURED TERRITORIES
Miners will only keep and work
the following territories: Slag
Heap, Mine Workings, Guilder
Contact, Workshop, and
Archeotech Hoard. If a gang
owning a Mine Workings loses
a territory to a Miner gang, it
will automatically lose one of
its Mine Workings without
recourse to a random dice roll.

MINE WORKINGS

A Mine Workings captured by
miners — they may work more
than one — will be protected by
sentries and traps, or may just
be cleverly disguised as to
avoid notice. Miners fighting to
defend their claim stake will
not bottle for any reason.

MINER TERRITORY TABLE
DGG6 Territory Income
R ST U 10
31-36 Rad Zone* 0/3D6
4146 *  Slag Heap 20
51-56 Workshop D6x10
61  Water Hole 10
62-66 Mine Workings** 2D6x10




INCOME

Miners collect income from
their territory(s), like any other
Outlaw gang.

TRADING

Mincrs roll on the Outlaw
Trading Chart, provided in this
article.

HIRED GUNS

Miners will only hire Bounty
Hunters, and especially Pit
Fighters, if they can afford it.
Pit Slaves with Rock Drills are
especially desirable and a
Miner gang will pay 15 credits
for a suitably equipped Hired
Gun. Income generated from a
Mine Workings using a Pit Slave
will be 4D0x10.

The gang's rating will increase
by 75, instead of 50 for hiring
this type of Pit Slave.

STARVATION

Miners suffer the effects of
starvation just like everybody
else.

BOUNTY

Miners are often claim
jumpers; roll a dice after you
have formed your gang. On the
result of a ‘1’ on a D6, the
Prospector has been reported
to the Guilders. They then
become worth a bounty equal
to their cost, just like any other
Cutlaw.

CAPTURE

Any captured Miner will add a
+4 to your D6 roll for income
from Mine Workings.

SCENARIOS
Miners may choose from the
following scenarios: The Hit,
Loot and Pillage (defender
only), The Hunters, Caravan
(defender only), Scavengers,
Hit and Run (defender only),

SLAGGERS 40 Credits

Slaggers are the Miner equivalent of Juves. Squat Miners must be
trained, and a Squat being hired by a Miners’ Gang is in for some
back-breaking work.

Slaggers are generally young Squats and do all of the scutty jobs
- loading and pushing ore carts, cleaning mining equipment,
and the gunk out of the bottom of the shafts. Strangely, there
never seems to be a shortage of off-world Squats, willing to do
this work.

M WS BS S T w1 A Ld
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Initial Experience Points: 0

Weapons: A Slagger is equipped with a Miner’s pick. He may
also be given equipment chosen from the Close Combat section
of the special Miner lists.

SPECIAL RULES

Resilient: Slaggers are remarkably resilient to poisons
because of the harsh conditions in which they work. If 2 Miner
goes out of action due to poison, roll twice on the Serious
Injuries Table and choose which result to apply.

Encumbrance: The Slagger is used to moving great loads,
and working with cumbersome drilling equipment. The Slagger
does not have a penalty for fighting in hand-to-hand combat
whilst carrying a heavy weapon. When a Slagger becomes a
Miner, he automatically gains the abilities of 2 Heavy and may
use heavy weapons. A Miner Gang may still only contain two
heavy weapons. In addition, the Miner can wear Carapace
armour without the Initiative penalty.

Nerves of Steel: All Squat Miners have the Nerves of Steel
Ferocity skill.
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SQUAT MINER WEAPONS LIST

'BASIC WEAPONS ~ COST
Autogun 20
Shotgun (solid shot/scatter shells) 20
Lasgun 25
Blunderbuss 8
Crossbow 8
Musket 7
PISTOL WEAPONS COST
Stub Gun 10
Autopistol 15
Laspistol 15
Boltpistol 20
Plasma Pistol. 25
'CLOSE COMBAT WEAPONS COST
Chains 5
Clubs, Mauls and Bludgeons 5
Knife free/5
Massive Axe or Hammer 15
Mattock, Pick or Shovel free
EXPLOSIVES, & SHELLS cosT
Man-Stopper Shotgun Shells
Hot Shot Shotgun Shells
Dum Dum bullets for Stub Gun 5
Demolition Charges 40
SPECIAL WEAPONS & EQUIPMENT  COST
Flamer 40
Melta Gun 85
Lascutter (R) 95
Rock Drill (R) 55
Sonic Cleanser (R) 50

MAXIMUM CHARACTERISTICS
M WS BS S T w1 A Ld
3 7 6 4 5 3 5 3 10

YR -
s = T 0,

GAINING EXPERIENCE
ExpPoints Title

05 Sl'aggel' SR
6-10 Slagger
1120 Slagger
21-30 Miner 2.
31-40 Miner
41-50 Miner
5160 Miner
61-80 Prospector 3.
'81-100  Prospector
101-120 Prospector
121-140  Prospector
141-160 Prospector
161-180  Prospector
181-200 Prospector
201240 Prospector
241-280 Prospector ‘
(281320 Prospector
321-360 Prospector
361-400 Prospectm 2 ‘
401+ Master Prospector

1. Starting level for Slaggers

2. Starting level for Miners

3. Starting level for Prospectors

Ambush, Raid (attacker, if
opponent has Mine Workings:
defender, if owning Mine
Workings), and Rescue
Mission.

SPECIAL EQUIPMENT LIST
Mining Demolition Charges:
Some-times the explosives
used in prospecting find their
way into the hives as
improvised weapons. A stick of
explosives is difficult to arm
and throw accurately, but can
be used as a booby trap at 2
pinch. In prospecting, the
Miner sets a charge to loosen a

T T
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SQUAT ADVANCE TABLE
2D6 Result

2 New Skill (any Table)
3-4 New Skill
5  Characteristic Increase
1-4 = +1 Suength
5-6 =+1 Attacks
G Characteristic Increase
1-3 = +1WS
4-6 = +1BS
7  Characteristic Increase
1-3 = +1 Initiative
4-6 = +1 Leadership
8  Characteristic Increase
1-3 = +1WS
4-6 = +1BS
Characteristic Increase

| 9
‘ 1-3 = +1 Wound
4-6 = +1 Toughness
| 10-11 New Skill
| 12 New Skill (any Table)

particularly stubborn section
of rock.

Special bomb counters must
be made up to use explosives.
These have a number from 2 to
6 on one side, and a picture of
a bomb (or a smiley face!) on
the other.

To sct a charge, a Miner may
not move or shoot during his
turn. He then places a bomb
counter in the place where the
trap should be set. Each

. o
One day

player’s turn after this, the
Miner player rolls a dice: if the
result is equal to or greater
than the number on the back
of the bomb counter, the bomb
does not go off. Substitute the
next lowest number counter
for the one in play. Repeat this
procedure until the bomb
explodes. A roll of ‘1" always
means that the bomb explodes.
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son, all of these wastes will be yours

Note that your opponent will
be aware of the trap. He just
has to see if it is worth the
risk...

Chainjack: Miners, working
with explosives, sometimes get
caught in the back blast of a
misjudged detonation. For
their protection, they will wear
a chain mesh overjacket,

Agility Combat Ferocity Muscle Shooting Stealth Techno

Slagger -
Miner -

Prospector -

Y .
Y Y
Y Y
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S nom.,ln here but 1.,0](1 dlggm Squats

similar to chainmail worn by

medieval warriors (Handy
when you are converting from
Warhammer Dwarf Sappers!).
It is not as sophisticated as
mesh armour, but in the case
of blasts, it is much better than
the alternative. Chainjack also
offers some protection in close
combat against low-tech hand-
to-hand weapons, which is
always a good thing.

Chainjack gives a 4+ save
against blast template weapons
and a 4+ save against low-tech
hand-to-hand weapons
(swords, clubs including Pit
Slave shears, etc.) but affords
no save against any other
weapons. This is a fairly
common item for Miners and is
available to Prospectors and
Miners only. Slaggers just have
to be more careful. Chainjack
costs 25 credits per suit.

MINING DEMOLITION CHARGES
Short Long To Hit
Range Range Short Long Str Dam Save Ammo
User Sx2 -1 2 5 D4 -2 6+
MATTOCK, SHOVEL AND PICK
Short Long To Hit
Range Range Short Long Str Dam Save Ammo
Close Combat only As User 1 As User -
LAS CUTTER
Short Long To Hit
Range Range Short Long Str Dam Save Ammo
0-8 9-16 +2 -1 9 2D6 -2 +2
SONIC CLEANSER
Short Long To Hit
Range Range Short Long Str Dam Save Ammo
Close Combat only *Knock Down 4+

Mattock: The Miner’s mattock
or pick axe is a useful tool and
a fearsome weapon. The
martock must be used with two
hands, so it cannot be used in
conjunction with other close
combat weapons.

Draws. Due to the ponderous
lurching swing required to
wield this weapon, any combat
which ends in a draw will
always be won by your
opponent, regardless  of
Weapon Skill or Initiative level.
Your opponent catches you on
the upswing.

Shovel: The Miner’s shovel
can also be useful as a weapon.
It also must be used with two
hands. However a Miner,
trained in the ‘Art of Shovel’, is
able to Parry attacks, as if
wielding a sword. The shovel is
not a good weapon however,
so0 4 Miner attacks at -1
strength.

Lascutter: This is the
industrial variant of the
lascannon. A lascutter can be
used as a ranged weapon, in a
pinch. It has almost no range,
and is bulky to wield, but if it
hits, well, this is why it is a
must have industrial tool in
any mining colony or on any
merchant ship. These
occasionally find their way into
the Outlands where they are
quickly snapped up by Miners
of all sorts. More than one life
has been lost over this piece of
equipment.

Rock Drill: This is a two
handed version of the Pit Slave
weapon, and cannot be used in
conjunction with any other
weapons except for pistols.
Fortunately for Miners, this
rype of Rock Drill is not
surgically artached. Use the
weapon’s profile listed in the
Pit Slave Weapon section for
this weapon.




SQUAT ADVANCE TABLE
2D6 Result

2 New Skill (any Table)
3-4 New Skill
5  Characteristic Increase
1-4 = +1 Suength
5-6 =+1 Attacks
G Characteristic Increase
1-3 = +1WS
4-6 = +1BS
7  Characteristic Increase
1-3 = +1 Initiative
4-6 = +1 Leadership
8  Characteristic Increase
1-3 = +1WS
4-6 = +1BS
Characteristic Increase

| 9
‘ 1-3 = +1 Wound
4-6 = +1 Toughness
| 10-11 New Skill
| 12 New Skill (any Table)

particularly stubborn section
of rock.

Special bomb counters must
be made up to use explosives.
These have a number from 2 to
6 on one side, and a picture of
a bomb (or a smiley face!) on
the other.

To sct a charge, a Miner may
not move or shoot during his
turn. He then places a bomb
counter in the place where the
trap should be set. Each

. o
One day

player’s turn after this, the
Miner player rolls a dice: if the
result is equal to or greater
than the number on the back
of the bomb counter, the bomb
does not go off. Substitute the
next lowest number counter
for the one in play. Repeat this
procedure until the bomb
explodes. A roll of ‘1" always
means that the bomb explodes.
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son, all of these wastes will be yours

Note that your opponent will
be aware of the trap. He just
has to see if it is worth the
risk...

Chainjack: Miners, working
with explosives, sometimes get
caught in the back blast of a
misjudged detonation. For
their protection, they will wear
a chain mesh overjacket,

Agility Combat Ferocity Muscle Shooting Stealth Techno

Slagger -

Miner -

Prospector -

Y .
Y Y
Y Y
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11
12-13
14-15

16
21-22

23

24

25

26
31

32
33
34
35
36
41
42
43
44
45
46
51
52
53
54
55-56
61-62
63-64
65-66

OUTLAW TRADE CHART
Gamble and Lose (Special)
Robbed (Special)
Cheated (Special)
Gamble and win (Special)
Armour. Raoll a D6
1-4 - Chainjack
5 — Carapace Armour
6 — Mesh Armour
Explosives: Roll a2 d6
1-3 — Enough for 1 Miner
4-5 - Enough for 2 Miners
6 - Enough for 3 Miners
Grenades: Roll a d6
1 — Melta Bomb
2-3 — Photon Flash Grenades
4-6 — Smoke Bombs
Gun Sight: Roll a d6
1-2 - Red Dot Laser Sight
3 — Mono Sight
4 ~ Telescopic Sight
5-6 — Infrared Sight
Archeotech Hoard
Bionics. Choose one of: Bionic Arm, Bionic Eye,
or Bionic Leg
Bio-Scanner
Blindsnake Pouch
Bottle of Wild Snake
Icrotic Slime
Infra-Goggles
Las-Cutter
Kalma Fixer
Rad Counter
Ratskin Map
Screamers
Silencer
Sonic Cleanser
Stinger Mould Patch
Stummers
Weapons Reload
Inside Information (Special)
Miners’s Map (see chart)
Rumour (Special)
Tip-off (Special)

cannot be used until the next
battle.

Miner’s Map: You have found
an old Prospector’s Map for
sale in a secluded corner of an
Outlander bazaar. This could
be the ticket to get off of this
hell hole planet if it pans out.
There have always been
rumours of secret mines
hidden in the wastes that have
tapped into rich veins of ores
and gems, and in your
experience, they have always
been just that — rumours, until
now.

Every ounce of wealth that you
assay in town has been
drenched in your and your
gang’s sweat and the Big Strike
always seems out of reach.
Well, the map seems cheap
enough....

If you decide to buy the map,
roll to see how accurate it is
before you play your next
game. If the map is accurate, it
will enable you to earn (or
lose) some extra credits before
the next game. The map is only
good for one use.

OUTLAW TRADE TABLE
This table is to be used to
determine what rare trade
items are offered for sale to the
gang leader. D3 items are
offered automatically and a
further +1 for each ganger
sent to search them out. The
prices of rare items are given
on the main trade charts and
are indicated by an (R).

Well, that's about it. If you
bave any comments do drop
me a message on:

wy-mar-re{@magg.net




TERROR IN THE HIVE!

by Michael Turvey

My name is Michael Turvey, I'm fourteen and from Aldridge near Walsall. I've recently
joined the North Birmingham Trollslayers, the best Warhammer club in the Midlands
(all challenges welcome). I usually play Warhammer, fielding the ‘good guys’, High
Elves, Wood Elves, Bretonnians and Empire. I also occasionally fight with Eldar in 40K.
After Outlanders came out I played in an Arbitrators Scenario that included
Genestealers. My Cawdor gang the Doombringers received a sound thrashing and that
made me want a Genestealer gang of my own.

The following rules were playtested with my mates. They could still stand some fine-
tuning and any comments from other Necromunda players would be appreciated.

GENESTEALER SECRECY

The Genestealer Cult does not start out as an
Outlander gang because, on the surface, it
appears to be a normal gang. When rolling on
the Outlaw Table the following additional
modifiers apply :

-1 for every Genestealer Purestrain or Hybrid
or Magus (Wyrd) that took part in the game, if
any of the opposing gang members survived.

-4 if the Genestealer Patriarch (Mentor) took
part in the game and any of the opposing gang
survived.

+1 per thousand or part thousand points in the
Cult’s rating, to represent its cultists
establishing themselves in positions of
authority. The Cult's power in the guild
increases as the broods power increases, they
can also impose an additional -1 on the outlaw
table per thousand points, on enemy gangs to
represent this corruption.

If a Genestealer Cult is discovered, it is not only
outlawed but after each game roll a D6. On a
roll of 1, a purge is declared by the Imperial
authorities and the following troops will come
to the aid of the next gang to fight the brood:

D3-1 Inquisitors
D3-1 Squads of Adeptus Arbites Arbitrators

Any Cawdor gangs or Redemptionists that are
taking part in a campaign may lend a hand

TERRITORY

As for a normal gang but if the cult is uncovered
it then loses all its territories with the exception
of guilder contact, (because they will be cult
members themselves). One territory may be
retained as for normal Outlaw gangs.

INCOME
Only Brood Brothers and the Magus can work
territories, to gain income.

TRADING

Only Brood Brothers may trade at the Trading
Post. They are offered D3 items as for a normal
gang leader and any additional brood brother
sent along gains an extra +1 rare trade item.

Both the Magus and Brood Brothers can trade
at the Outlaw Trading Post, because the outlaw
traders are used to mutants and are more
tolerant, whereas at the Trading Post the Magus
would probably be killed or at the very least,
the Cult would be exposed.

HIRED GUNS

Genestealer Cults cannot employ hired guns of
any kind because non-Genestealers are likely
expose the Cult. They may only gain the
services of the Genestealer Patriacch.

STARVATION
Purestrains must be fed or they can become
utterly uncontrollable. If a Purestrain is not fed
roll on the following table:
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1 The Purestrain leaves the cult and goes on
a killing frenzy, rampaging through the
hive never to be seen again by the cult!

2-5 The Stealer goes berserk with hunger and
kills a random Brood Brother (if none are
available count as 1). His weapons and
equipment bar armour may be kept.

6 The Stealer suffers the rules for frenzy
next game.

The rest of the cult uses the normal rules for
starvation .

GENESTEALER BROOD INTELLIGENCE
The entire brood shares a Psychic link so it has
no leader as such. The Magus appears to lead
the Cult but receives his instructions from the
Patriarch. He psychically relays these
instructions to the Brood Brothers and
Hybrids. To represent the brood intelligence
any Hybrids or Brood Brothers on the table
may re-take any Ld test at -2 on theis basic value
(this rule does not apply to batred which is
amplified by the psi-link).

BOUNTY

Brood Brothers are worth nothing unless the
Cult is exposed. Hybrids and the Magus are
worth their normal bounty.

CAPTURE

Genestealer Purestrains because of their
inhuman ferocity cannot be captured. If any
Hybrids or Magi are captured, they will avoid
capture on the DG roll of 4+ because they
combine human intelligence with Genestealer
instincts. If a Hybrid is successfully captured by
a non-outlaw gang, the Cult is automatically
discovered and is outlawed. If the Cult captures
an enemy gang member it must always kil or
implant him to avoid discovery. If he is rescued
on a 4+ on a D6 he will uncover the cult.

SCENARIOS
The Genestealer player may choose which table
to roll on until the cult is discovered.

RECRUITING FOR THE CULT

Genestealers depend on intelligent lifeforms in
order to propagate their species. Human
gangers are recruited into the Genestealer Cult
by being implanted with a Genestealer’s
genetic material. Once infected the new Cultist
(Brood Brother) is controlled by the Brood

Intelligence and is one hundred per cent loyal
to the Cult.

The infected Cultist retains all outward
appearance but its offspring will be hideous
hybrids. Subsequent generations will become
either hybrids (who will appear more human-
looking) or else massive six-limbed Purestrains,
monstrous  killing-machines  who  are
unmistakably alien.

Each time a cultist reaches a level on the
Experience Table indicated with an asterisk he
must roll a D6. On a 4+ he or she has been
called upon to do their duty, take a roll on the
appropriate Generation Table (see below). A
Magus does not have to test because he cannot
evolve any further. Genestealer Purestrains do
not contribute to the mating game but are
responsible for infecting new recruits to the
Cult.. If a cultist gives birth to a new member
then he or she must then take "maternity leave”
and is removed from the gang roster.

Brood Brothers who leave the gang are
replaced by a Hybrid. Hybrids will either be
replaced by another Hybrid or a Purestrain.

The Cult may be chosen freely from the list
below. New Purestrains & Hybrids cannot be
recruited after the initial setup for obvious
reasons but may be generated as a result of
breeding (see Advance Tables).

BOTTLE ROLLS

The Genestealer Brood is so single minded in
its attack it always takes bottle rolls on an
unmodified leadership of 10. The Cult may still
bottle out voluntarily as normal.

0-1 GENESTEALER MAGUS:
109 creds to recruit

M WS BS S T W 1 A 1d
4 3 3 4 3 1 5 1 8

WEAPONS: Any weapons from the close
combat, pistols and grenades list.

BROOD INTELLIGENCE: Cult members may
re-roll their Ld tests any where on the board,
because the cult shares a psychic link with the
Magus.

PSYCHIC POWERS: The Magus may have 1
Wyrd major power and 3 Wyrd minor powers.

EXPERIENCE: It begins 60 +DG6 experience
points.




IMPLANT: When an enemy ganger is captured
both sides roll 2D6 and add their respective
leaderships (the Magus and the captured
model). If the Genestealer player gets the
highest total the ganger is implanted and
becomes part of the cult. He now suffers from
hatred of all non-Cultists and you must add 10
creds to his value. His weapons may be kept.

GENESTEALER PURESTRAINS:
280 creds to recruit

M WS BS § T W 1 A Ld
6 7 0 6 4 1 7 4 10

WEAPONS: None - their razor sharp claws are
enough!

PSYCHOLOGY: Genestealers are totally
immune to psychology. NB: Genestealers aren't
immune to Ld tests.

PINNING: Genestealers are never pinned by
shooting hits because of their incredible
reflexes and alien determination.

CHITINOUS ARMOUR: The Genestealers bave
thick Chitinous hides which give them an
armour save of 5+ on a D6.

FEAR: Genestealers are frightening alien
creatures which cause fear as described in the
Necromunda rule book.

GENESTEALER NEOPHYTE HYBRIDS:
80 creds to recruit

M WS BS § T W I A 1d
i 4 2 4 3 1 5 1 8

WEAPONS: Any to be bought from the pistol
and close combat section of the Genestealer
cult lists.

MUTATIONS: They may have the mutations
extra arm (5 creds) and claw (10 creds). Note
that the points cost for Hybrids with the same
mutation does not double up as it does the
Scavvies because the claw and extra arm
mutation are not rare in a Genestealer brood.

GENESTEALER ACOLYTE HYBRIDS
90 creds to recruit

M WS BS § T W 1 A 1d
4 3 3 4 3 1 s 1 8

WEAPONS: Any to be bought from the pistol
and close combat and basic weapons sections
of the Genestealer cult lists.
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MUTATIONS: They may have the mutations
extra arm (5 creds) and claw (10 creds). Note
that the points cost for Hybrids with the same | |
mutation does not double up as it does for |
Scavvies because the claw and extra arm
mutation are not rare in a Genestealer brood.

PSYCHIC POWERS: On the roll of 5+ it has a
single Wyrd minor power.

BROOD BROTHERS:
60 creds to recruit

M WS BS § T W I A 1d
4 3 3 3 3 1 3 1 7

WEAPONS: Brood Brothers may choose
weapons from the basic, close combat,
grenades and pistols grenades sections of the
Genestealer cult lists and up to one may take a
special weapon.

HATRED: Brood Brothers are fanatically loyal
to the brood and bate all enemy fighters as
described in the Necromunda rule book.

MAGUS ADVANCE TABLE

2D6 RESULT

2 New skill (any table)

3-4 New skill

5 Characteristic increase roll again
1-3 +1 Strength
4-6 +1 Attacks

6 Characteristic increase roll again
1-3 +1 Weapon skill
4-6 +1 Ballistic skill

7 Characteristic increase roll again
1-3 +1 Initiative
4-6 +1 Leadership

8 Characteristic increase roll again
1-3 +1 Weapon skill
4-6 +1 Ballistic skill

9 Characteristic increase roll again
1-3 +1 Wounds
4-6 +1 Toughness

10-11 New Wyrd power roll again

1-4 New minor power




~" 76 - NEW GANGS

o "_.' = —_ i
=
5-6 New primary power
12 New skill (any table)
MAXIMUM CHARACTERISTICS
M WS BS § T w I A Ld

4 6 6 5 4 3 8 4 9

BROOD BROTHER ADVANCE TABLE

2D6 RESULT
i 2 New skill (any table)
. 3-4 New skill
Y 5 Characteristic increase roll again
G 1-3 +1 Strength
4-6 +1 Attacks
6 Characteristic increase roll again
1-3 +1 Weapon skill
4-6 + 1 Ballistic skill

Characteristic increase roll again

R e,
By L L T
@ ~1

1-3 +1 Initiative
4-6 +1 Leadership
Characteristic increase roll again
i 1-3 +1 Weapon skill
! 4-6 +1 Ballistic skill
9 Characteristic increase roll again
1-3 +1 Wounds
4-6 +1 Toughness
10-11 New skill
12 New skill (any table)

MAXIMUM CHARACTERISTICS
M WS BS § T w I A 1d

4 6 6 4 4 3 6 4 9

GENESTEALER CULT WEAPONS LISTS

i PISTOLS
Ll AULOPISTOL oo 15 creds
o Laspistol ... 15 creds
u Bolt PiStol cvvvieieeiccci e 20 creds
8% Plasma Pistol ... 25 creds
; | Hand FIAMer ..o 20 creds
Stub Gun.......oo 10 creds

7 =

'-:-1. i
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HAND-TO-HAND WEAPONS

SWOrd ...oviiiiiiiiiic e 10 creds
Chainsword..........ccccoi i 25 creds
Club, Maul ... 10 creds
or Bludgeon

Chain or Flail ....cc.cooeviininiiiee 10 creds
Additional Knife ......ccccoeoeiiiiiiiin 5 creds
Massive Axe, Sword ... 15 creds
or Club

BASIC WEAPONS

AULOGUI oo 20 creds
Shotgun ..o 20 creds
Lasgun.......ooovvii 25 creds
Bolter ..o 35 creds
SPECIAL WEAPONS

Flamer. .o 40 creds
Plasma GUDn ... 70 creds
Melta GUIL.ccoii 95 creds
Grenade Launcher .................... 130 creds
Frag grenades ... 30 creds
Krak grenades..............c.ccooveinnnn S0 creds
Missile Launcher.................co 185 creds
Frag missiles ... 35 creds
Krak missiles.......cccccooiiiiiininns 115 creds
Heavy Stubber ... 120 creds
Heavy Bolter............cooooiiie 180 creds
Heavy Plasma Gun ..o 285 creds
AULOCANNOMN ..vviiieeiiiiiee e ceeeee e 300 creds
LASCANNOMN oviiiervaeeecaere e 400 creds
GRENADES AND AMMO

FLAGS covvvvieeeeeiiiee e 30 creds
Krak. oo 50 creds
HOLShOU ..ot 5 creds
ManStOPPET ..o 5 creds
BOIt e 25 creds
Dum-Dums ... U 5 creds

k"'




GAINING EXPERIENCE

Exp. Points Title

0-5 New spawn 1
6-10 -  Spawn

11-15 Spawn

16-20 Spawn ;
21-30 Brood Brother 2
31-40 -Brood Brother

41-50 Brood Brother

51-60 Brood Brother .
61-80 Brood Brother 3
81-100 Brood Brother
101-120 Brood Champion *
121-140 - Brood Champion
141-160 Brood Champion
161-180 Brood Champion -
181-200 Brood Champion
201-240 - ~ Cult Master *
241-280 Cult Master

281-320 Cult Master
321-360 Cult Master

361-400 Cult Master

401+ (no further advances) Brood Mind

1=starting level for Hybrids

2=starting level for Brood Brothers

3=starting level for Purestrains and Magus

*=new generation on 4+

GENESTEALER PURESTRAIN &
NEOPHYTE HYBRID ADVANCE TABLE

2D6
2

3-4
4-5

Advance

New skill (any table)

New skill

Characteristic Increase roll again
1-3 +1 Strength

4-6 +1 Actacks
Characteristic Increase roll again
1-3 +1 Weapon skill

4-6 +1 Initiative

7-8 Characteristic Increase roll again
1-3 +1 Attacks
4-6 +1 Weapon skill
9 Characteristic Increase roll again
1-3 +1 Toughness
4-6 +1 Wounds
10-11 New Skill
12 New Skill (any table)
MAXIMUM CHARACTERISTICS
PURESTRAINS

M WS BS § T
S

6 10

W 1 A I1d
o 7 3 10 7 10

NEOPHYTE

M WS BS S

4 7

N

w 1 A Ld
5 5 3 8 4 10

GENESTEALER ACOLYTE HYBRID

2D6
2
3-4
5

10-11
12

ADVANCE TABLE
Advance

New skill (any table)

New skill

Characteristic Increase roll again
1-3 +1 Strength

4-6 +1 Attacks
Characteristic Increase roll again
1-3 +1 Weapon skill

4-6 +1 Ballistic skill
Characteristic Increase roll again
1-3 +1 Initiative

4-6 +1 Leadership
Characteristic Increase roll again
1-3 +1 Weapon skill

4-6 +1 Ballistic skill
Characteristic Increase roll again
1-3 +1 Wounds

4-6 +1 Toughness

New Wyrd minor power
New skill (any table)
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MAXIMUM CHARACTERISTICS
M WS BS § T w I A 1Id
4 6 6 5 4 3 8 4 10

GENESTEALER CULT SKILL TABLES

B.Brother/ Acolyte Pure- Magus
Neophyte Strain
Skill
Agility Y Y ¥ Y
Combat Y Y Y Y
Ferocity N Y it 3
Muscle - - Y
Shooting ~ Y - NA E
Stealth Y Y Y Y
Medhne =" Heni ol NA -
GENERATION TABLE

Brood Brother: 1-4 Neophyte

5-6 Acolyte
Hybrid: 1-3 Neophyte

4 Acolyte

5-6 Purestrain
Magus: Doesn't generate
Purestrain: 1-4 Purestrain

5 2 Purestrains

6 Magus

The Furor peered cautiously into the dimly lit
ruins. The Cawdor ganger bad been lost in the
underbive for several days now. His gang bad
been slaughtered in the night by an unseen,
clawed horror. As he bad laid awake that
night, it seemed so long ago now, restlessly
cradling bis lasgun, be heard a quiet
movement in the deserted bive dome where the
gang bad been scavenging that day.

He became alert, listening intently for anotber
sound. He peered into the void of darkness
surrounding bim, but saw nothing Then he
beard anotber sound; a strange eerie growl. he
stood up and checked the powerpack on bis
lasgun; it was fully charged. A chill of fear ran
down bis spine as be stood up.

Suddenly, from out of the still darkness, there
came a chilling scream of terror and pain, that
made the Furor cringe. There were shouts and
the sound of a scuffle. More gunshots and
terrified screams rent the air. Filled with zeal,
Furor raced towards the sounds of battle,
lasgun primed.

The ganger tore into the derelict building only
to discover a most gruesome scene: beavily
mutilaied corpses littered the floor, the blood
of what bad been bis gang bhad fountained up
the wall and pooled on the floor. Most of the
corpses were torn apart beyond recognition.
Then be heard a groan from a shadowy corner
of the room. The Furor rushed over 1o where it
bad come from to find the lead Doombringer
clutching a buge tear in his chest with one
hand, blood streaming through hbis fingers,
and bolding bis prized power sword limply in
the other.

"Take this." said bis leader weakly, feebly
bolding out the sword to bim, "In the Emperors
name, kill the clawed scum that bas killed
me!" Grimly, he took the sword as the
Doombringer leader groaned and died..

There was movement in the ruins. Something
was scuttling about in the shadows. Then it
emerged into the light streaming down
through a bole in the ceiling of the ruined
dome. It was a buge creature, agile and
powerful. The six limbed, clawed monstrosity
was awful to bebold, with it’s malignant, very
alien features. It's small beady eyes made
contact with the Furor's. As the ganger sighted
down the barrel of bis lasgun at the
Genestealer it grinned maliciously, showing
all of its bright, glistening, razor sharp canine
teeth.

Suddenly be beard a noise to bis left and drew
bis power sword to meet the threat. In an
instant it was upon bim, lashing out with
claws and talons. The ganger tried desperately
to parry the onslaught of blows but a claw
sunk deep into bis side ripping through bis soft
flesh and tearing into bis internal organs; it
was the other Genestealer................
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incarcerated you for so many years...

Pit Slaves are gang fighters or hivers who
have been captured by hive gangs or Guild-
Y sanctioned Watchmen and sold to the

Guilders. They are little more than property in

i . Mi— e o} e

A Pit Slave gang
emerges from the
low levels of the
hive, to ambush a
Delaque gang
under contract
from the Guild.

k"'

PIT SLAVES

By Andy Chambers

What follows are the rules for using the new Pit Slave gang in your games of
Necromunda. This means that you can now wreak vengeance on the Guilders that

the Guilder’s hands, doomed to work in the
mines, fighting pits or on the pack trails for
the rest of their lives. Most Pit Slaves are
outlaws, thieves and renegades who have
finally been brought to justice, but others are
simply wunlucky individuals who were
captured and had nobody who would pay
their ransom.

The Guilders usually ‘modify’ slaves for their
new lives with crude implants and basic
bionics — blades and saws for fighting or drills
and hammers for work in mines and forges.

Plugs and connection points mark their flesh
and they are pierced with steel rods and metal
plates to strengthen their bodies. If a slave
proves useful to the Guilders, their implants
are progressively upgraded so that hardened
pit fighters become inhuman caricatures of
the warriors they once were.

The toughest and most determined Pit Slaves
escape their incarceration. They may escape in
ones or twos or in mass break-outs of dozens
if 2 mine collapses or a caravan is attacked.
The vast and chaotic wastes of the Underhive
provide ample hiding places for these




desperate souls and relatively
few are rcecaptured by the
Guilders or bounty hunters;
generally the Guild writes off its
losses and buys up more slaves.
Lone Pit Slaves commonly join
up with gangs as hired guns, but
groups of them band together
for mutual support and run with
the outlaw gangs at the edges of
the badzones. They raid Guilder
caravans and settlements for
food, weapons and extra
implants to upgrade or replace
damaged parts. Closest to their
hearts, of course, is causing the
Guild as much trouble as
possible.

Outlaws. Pit Slaves arc an
Qutlaw gang and all of the
Outlaw rules apply to them with
the exceptions noted below.

Territory. Pit Slaves start with
one piece of territory generated
on the Outlaw Territory table.
This is the slave’s camp in the
wastes and normally they cannot
hold more than a single piece of
territory at a time. The Pit Slaves
can decide to move their camp
after any game, crossing the old
territory off their roster at the
end of the post battle sequence
and generating a new camp on
the Outlaw Territory table immediately. If the
Pit Slaves are fortunate enough to find a
Power Cable Tap (a roll of 56 on the Outlaw
Territory table) they can use it to recharge
their implants, giving the whole gang +1 to
their Initiative characteristic for the first turn
of the game.

Captured Territories. Any additional
territory captured from other gangs can either
be raken as the Pit Slaves’ new base camp
(cross the old base camp off the roster) or
looted and destroyed (see the Outlaw rules
for derails of looting).

Income. Pit Slaves collect income from their
one piece of territory like any other Outlaw
gang. Pit Slaves can also forage in the wastes,
although they aren’t very good at doing so (all
those squeaky joints and clanking bionics
scare off the wildlife) so Pit Slaves always
deduct one from their foraging roll.

4 4 .
T xh s
o r_\‘l\{ e f |

Trading. Pit Slaves roll on the Outlaw
Trading chart.

Hired guns. Pit Slaves can make use of any
Hired Guns that they can afford, other than
bounty hunters (for obvious reasons).

Starvation. Pic Slaves suffer the effects of
starvation just like anybody else, however
because they are partially made of metal they
need less food to survive. Each Pit Slave only
needs 2 credit’'s worth of food to avoid
starvation.

Bounty. Escaped Pit Slaves are considered
extremely troublesome by the Guilders, so
they are worth a bounty equal to their total
cost, just like any other Outlaw.

Capture. Their experience of absconding
means Pit Slaves all count as having the Escape
Artist skill, so they will always evade capture
after a game. Gang fighters captured by Pit
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PlT SLAVE CHIEFIII-lllllltllao Ctedlts

The Pit Slave Chief is a

- patural leader, the one
who the others look to for
direction and purpose.
Usually the Chiefis the

- one who led the others to
freedom, who planned
their escape and who has
kept the Slaves together
through their wanderings
ever since. Pit Slave Chiefs
have to work hard to keep
their position amongst the
cut-throats and back-
stabbers they lead, a
favoured method being 1o
accumulate as many
bionic implants and
armour upgrades as
possible. A fully arrayed
Chief is terrifying, his

‘many arms whm'mg and snapping insanely.

You can have one pit slave Chief in your gang.

Pit Slave Chief 4

‘Weapons

A Pit Slave Chief may be given weapons chosen from thc Pit Slave,
Close Combat, Pistol and Special Weapons, plus the Grenades and
Shotgun Shells sections of the special Pit Slaves lists.

Equipment
A Pit Slave Chief may be equipped with armour plates for 20 credits
cach.

SPECIAL RULES

Leadership. A Pit Slave Chief commands respect from his gang and
they are emboldened by his presence. This means that any Pit Slaves
within 6" of the Chief may use his Leadership value when they ke
Leadership tests. A Pit Slave Chief can always attempt to recover
from being pinned even if there are no Pit Staves within 2" of him.

Experienced. A Pit Slave Chief will already be hardened by his
experiences, so he gets one roll on the Advance Roll table.

Many Arms. Pit Slave Chiefs commonly ‘acquire’ extra implants.
Because of this a Pit Slave Chief may choose two Pit Slave weapons
instead of one. A Chief with two weapons will gain an extra attack
and may choose to resolve hits in close combat using either of the
weapons. : '

Slaves can be ransomed or
sold as slaves. Some Pit
Slave gangs will not sell
prisoners into slavery on
principle, but others have
no qualms about casting
others into the hell they
have escaped from. It is
left to the player to decide
whether he wishes to be a
crusading freedom fighter
or an embittered renegade
cyborg.

Scenarios. Pit Slaves roll
on the Outlaw Scenario

| table. If the Pit Slaves can
| choose which scenario to

play they can pick any of
the ones from the
Necromunda or
Outlanders rules.

Bionics. If Pit Slaves
capture a gang fighter who
has any bionic parts they
may remove them and re-
attach them to any
member of their gang
(though the chief usually
gets first pick). The gang
must include a Pit Slave
Techno in order to regraft
bionics in this way.

Injuries. 1If a Pit Slave
suffers a permanent injury
to a location which has
been replaced with a
bionic implant or Pit Slave
weapon, the implant or
weapon is destroyed but
no further harm is done.
Destroyed weapons can be
replaced at the standard
cost shown later. A gang
which includes a Pit Slave
Techno can repair
damaged weapons and
bionics on a D6 roll of 6.
The Techno can only

attempt to repair each
damaged bionic or Pit
Slave weapon once; if the
roll is failed, the weapon
or implant is damaged
beyond repair.
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Armour Plates. Pit Slaves often fashion
armour plates for themselves from scrap

debris in the hive bottom. While these give Chains and Flails 10

effective protection, they are heavy and Chainsword 25

cumbersome. A Pit Slave may be protected by

up to a maximum of three armour plates, Clubs, Mauls and Bludgeons 10

giving him an armour saving throw but Knife free/s

reducing his Initiative characteristic as shown

below. Sword 10
Fi s

The Initiative modifiers for armour plates will

reduce a Pit Slave to a minimum Initiative of 1. i-‘rag Grenades - 30
No. Plates  Armour Initiative Krak Grenades 50
Saving Throw Mod Man-Stopper Shotgun Shells 5

Hot Shot Shotgun Shells 5
Bolt Shotgun Shells 15
‘ Dum Dum bullets for Stub Gun 5

Rock Drill 15
Claw 15
Shears 15
Buzz Saw 25
Chainsaw 25
Hammer 20

Autogun

Shotgun (solid shot/scatter shells) 20
Boltgun 35
Flamer 40
Lasgun 25
Grenade Launcher (grenades extra) 130
Melta-gun 95
Plasma Gun
Stub Gun
Autopistol 15
Laspistol 15
Boltpistol 20
Hand Flamer 20

Plasma Pistol




EXPERIENCE ADVANCE TABLE
Experience
Points Title Notes

21-30 Pit Slave 1.

41-50 Pit Slave

61-80 Pit Slave Champion 2.

101-120 Pit Slave Champion

141-160 Pit Slave Champion

181-200 Pit Slave Champion

241-280 Pit Slave Hero

321-360 Pit Slave Hero

401+ Pit Slave King 3.
1. Starting level for Pit Slaves & Technos.
2. Starting for Chiefs.

3. May not improve any further.

ADVANCE ROLL TABLE
2D6 Resuit

PIT SLAVE SKILL LISTS

Pit Slave

Techno Chief

Combat Y - Y

Muscle Y - Y

Stealth - Y -

2 New Skill. (Choose any of the Skill
tables and randomly generate a skill from it)

3 New Skill. (Select one of the
standard Skill tables for your gang and
randomly generate a skill from it)

4 New Skill. (Select one of the
standard Skill tables for your gang and
randomly generate a skill from it)

5 Characteristic Increase.
Roll again: 1-3 = +1 Strength; 4-6 = +1
Attacks

6 Characteristic Increase.
Roll again: 1-3 = +1 WS; 4-6 = +1 BS
7 Characteristic Increase.

Roll again: 1-3 = +] Initiative; 4-6 = +1
Leadership

8 Characteristic Increase.
Roll again: 1-3 =+1 WS; 4-6 =+1 BS
9 Characteristic Increase.

Roll again: 1-3 = +1 Wounds; 4-6 = +1
Toughness

10 New Skill. (Select one of the
standard Skill tables for your gang and
randomly generate a skill from it)

11 New Skiil. (Select one of the
standard Skill tables for your gang and
randomly generate a skill from it)

12 New Skiil. (Choose any of the Skill
tables and randomly generate a skill from it)

MAXIMUM VALUE TABLE

Note that the various implants and cybernetics
fitted to a Pit Slave mean their maximum
characteristics are higher than those of a
normal human.

PitSlave 4 6 6 6 6 3 5 1

10
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Get Yer Motor Runnin’

Biker Gangs in Necromunda
by Isaac Tobin
(With a little belp from Tjeepke Heerinja, Edwin Voskamp’s Internet Mailing
list and those kind enough to give some some feedback.)

Isaac, who’s a regular contributor to the Journal, is a seventeen year old High School
Senior in Honolulu, Hawaii (GIT! — Ed) and has been playing games since he was
nine. He's a fanatical Warhammer 40,000 player with sizeable armies of Space Marines,
Tyranids and Imperial Guard and also fields Redemptionists in Necromunda, the
‘Pasty Boyz’ in GorkaMorka and Imperial Space Marines in Epic 40K.

A while ago, Isaac was sitting watching the ultra-cool Japanese, Manga action-
animation, Akira, when in a blinding moment of clarity it came to him - he needed
some popcorn to go with the movie! A short while later, when it had all sunk in, he
was inspired to write and playtest an article for bad-ass outlaw bikers in Necromunda

(God belp us if be watches anytbing like ‘Wicked City’ then! — EQ)

OVERVIEW

The Underhive is a very strange place, with a
bizarre mix of extremely advanced technology,
primitive crossbows, and stone-age clubs.
None of this technology was invented, all was
imported from the rest of the Imperium.
There are almost no means of transportation
in the Underhive besides walking on foot (or
being carried by your slaves). However, some
unhinged individuals adapt old civilian bikes,
or create new motorcycles from spare scrap
metal. '

Only a few of the UnderHivers have the
technical expertise to maintain these bikes,
and fewer still are crazy enough, or stupid
enough to ride these bikes.

Any gang type from any house may use bikes
(except for Ratskins and Scavvies). Only
Heavies may ride bikes, because they are the
only ones with the mechanical expertise. Any
Heavy may instead of buying a Heavy or
Special Weapon buy a bike to ride on. A bike
costs 120 points, and are not rare.

There are some who are even crazier. These
speed-crazed outcasts of House gangs band
together, forming gangs of Outlaw Bikers.
These outlaws live nomadic lives, wandering
from one outlaw trading post to the next,
looting and pillaging on the way. The rules for

Outlaw Biker Gangs can be found at the end
of this article.

Bikes have the following srarting profile:

BIKE..........cco e 120 Creds
M T W SAVE
8 5 2 5+
MOVEMENT

The bike and rider are treated as one model
for the purposes of movement. Bikes do not
move normally — they do not charge or run
either. Instead bikes move at three speeds. At
the beginning of each turn you must declare
what speed your bikes will be moving at (note
that you can change from any speed to any
speed - Necromundan bikers are very
experienced):

Slow Speed: The bike moves normally, up
to its M value. The bike may make up to four
90 degree turns (or eight 45 degree turns if
you like). The rider may shoot any pistol
weapons, or throw any grenades normally. He
may also fight in hand-to-hand normally.

Cruisin‘: The bike moves up to twice its
move (usually 16 inches). The bike may make
up to three 45 degree turns. Any models
shooting at the bike have a -1 to hit modifier.




I

=~ B ==l i ~=. 0

The rider may shoot any pistols, throw
grenades ar a -1 to hit modifier, and engage in
hth normally, except he adds +1 to his Str if
he using a hand weapon (NOT a pistol).

Fast: The bike may move up io three times its
move (usually 24 inches), but it may only
make a single 45 degree turn. Any models
firing at the bike are at -2 to hit. The biker may
shoot pistols, at -1 to hit. He may fight in
Hand-to-11and, in which case he adds +1 to
his WS, and +2 to his Str.

Skid Turns: Bikers are highly skilled with
their bikes, and are able to make daring high-
speed manoeuvres. Skid turns are one such
manoeuvre — the biker leans over while
turning the bike, spinning the whole bike
around, in a very dangerous display of skill.
Any bike may make any number of skid turns
while it is travelling at Cruisin‘ or Fast speeds,
in addition to its normal turns. Each skid turn
lets the bike turn 45 degrees. However, you
must roll 2 D6 and consult the skid turn table
below:

Speed/Score Result

Cruisin‘/Fast
— 1  The bike crashes and is

destroyed together with its rider (i.e. they
both go out). The flaming wreck travels
straight forward for the remainder of its
maximum fast move, and then explodes with
an area radius of 1" causing a strength 4 hit on
any target within the effect area. If the bike
hits something before its move is complete,
work out normal collision damage and then
the bike explodes.

1 2 The biker skilfully guides his
protesting machine in the desired direction,
but is too preoccupied to do anything else this
turn. No weapons may be fired from the bike
this turn, including any fired by a passenger.
In the case of a skid brake, they cannot
dismount either.

2-3 3-4 The biker skilfully guides his
protesting machine in the desired direction,
but is too preoccupied to do anything else this
turn. The rider may not fire any weapons. In
the case of a skid brake, he cannot dismount
either. A passenger may shoot or dismount as
normal.

44+ 54 The biker successfully completes
the manoeuvre.

Skid Brakes: A skilled biker can use a Skid
Brake to bring his mount to a sudden halt.
Although it is not without danger, this can be
very useful. A Skid Turn can be used to take a
bike down from any speedband to any other
speed band. Roll on the Skid Turn Table for
every speed band beyond the first. Example: a
biker wants to go from Fast speed o a
complete standstill. This brings him down
three speed bands, so he has to roll twice on
the Skid Turn Table.

HIT-AND-RUN ATTACKS

Models riding on bikes may not engage in
hand-to-hand combat in the same way as
normal models - they may not charge.
However they may make Hit-and-Run attacks
(the biker swerves in close to the enemy,
holding out a bludgeon or other similar
weapon). These attacks occur during the
biker’s Movement phase, when he moves into
base to base contact with an enemy model.
After the attack, the biker may continue with
his movement. However, he may not shoot or
engage in more hand-to-hand. You must
declare Hit-and-Runs at the beginning of the
turn, when you declare charges. Hit-and-runs
are moved before other models, at the same
time as chargers.

The combat is worked out as normal, except
each model rolls only one die, regardless of
how many Attacks and weapons they have.
Also, the biker may not Parry, although his
opponent may. The rider counts as Charging,
so he gets +1 to his WS. In addition if he is
moving at certain speeds his Strength may be
increased.

After the Hit-and-Run you may move your
bike until you are out of movement, but you
may not shoot or engage in more Hit-and-
Runs.

DRIVE-BY ATTACKS

Bikers often screech by their opponents, spray
them with bullets, and zip back into cover.
Models riding on bikes may chose not to
shoot in their Shooting phase, and instead
shoot in the middle of the Movement phase. A
biker must be moving at Cruisin‘ speed or
faster to make a Drive-By. In a Drive-By you
may stop your movement at any point, and
shoot with the biker (and his Juve passenger if
he has one). A Drive-By is a difficult
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manocuvre the biker suffers a -1 to hit. After
you work out the shooting damage, continue
moving as normal.

This may seem unfair and too powerful, but it
is difficult to use a Drive-By to get back into
cover, without performing a complex series of
Skid Turns (since you can only make a Drive-
By at Cruisin‘ or Fast speed).

OVERRUN ATTACKS

A bike can also attack gangers by running
them down. This can occur because the bike is
out of control or because the biker is making
a deliberate attack against the enemy. If a bike
is travelling at 10" or less per turn it will not
harm creatures as they have ample time to
step out of the way.

Gangers which are run over may attempt to
dive out of the way of the oncoming bike by
rolling equal to or under their Initiative value
on a D6. A roll of 6 is always a fajlure. Gangers
which pass the test may be moved up to 2" to
represent them diving out of the way. If they
fail the Initiative test, they will be hit by the
bike.

Because gangers will be able to see the bike
bearing down on them, the second ganger a
bike attempts to overrun in the same turn will
get a +1 bonus to its Initiative for diving out

of the way, the third a +2 bonus, the fourth a
+3 bonus, etc.

Models which fail to dive out of the way suffer
a hit at the Strength of the bike, that does D4
wounds. The bike gets a hit with the gangers
Toughness for each ganger hit in its path.

ATTACKING BIKES

A bike cannot be engaged in hand-to-hand
combat as such, but a model may charge a
bike in its movement phase and attack it
during the hand-to-hand combat phase. This
is not a proper engagement and does not
restrict the movement of either the bike or the
attacker in their subsequent movement phase.

When a model charges a.bike it runs the risk
of being dragged down or run over. As soon as
a model comes into base-to-base contact with
a bike moving at speeds greater than 10", the
model must roll under its Initiative on a D6 (a
score of 6 always fails). If the model passes the
test then it may proceed to attack. If the model
fails its Initative check then the model is hit
by the bike and receives a hit with at the bike’s
strength causing D4 wounds.

If the bike moved 10" or less in its previous
turn then the attacking model doesn’t have to
make an Initiative test and can attack as
described below.




If a model charges a bike successfully, it must
attack the rider. Combat is worked as normal,
except that the biker counts as encumbered,
and so suffers a —1 to his combat score. If the
rider is down or otherwise unable to fight
(because of a Skid Turn for instance), the
attacker must attack the bike instead. He will
hit the bike once for each attack he has on his
profile. Work out damage as normal.

DAMAGE TO BIKES

Whenever you hit a biker model, you must roll
to see if you hit the bike or the rider. On a roll
of 1-4 you hit the bike, on a 5-6 you hit the
rider. When an area effect weapon (flamer,
shotgun, etc) hits the biker and his bike, roll
to see who is hit as you would normally. If the
biker was hit, then the bike will also be hit on
a 4+, and vice-versa. The same holds true if
the bike model is only partly touched — roll to
see if it is caught under the blast, and then see
which part of the bike/biker was hit, and then
proceed as mentioned above.

When the bike has been reduced to 0 wounds
it must roll on the Bike Damage table, just like
a normal model. However, count the Biker
injury results as follows:

Pinned: The bike is not harmed, but the
rider must test to see if he ducks behind the
handle bars. The rider must take an
immediate Ld test or be pinned himself.

Flesh Wound: The bike is damaged, and
swerves out of control. Roll a D6 - 1-2 turn the
bike 45 degrees to the left, 3-4 leave it, and S-
6 wrn jt 45 degrees to the right. In addition
the bike may only move at SLOW speed for the
rest of the fight.

Down: The bike is badly damaged, and the
rider must dismount. He will not leave his
precious bike, however, because it may be
restored to working order. The biker must stay
within 1 inch of his bike, but he moves as a
foot model. The bike may not do anything. If
he wishes, the biker may work on the bike —
he may not move or shoot or fight in hand-to-
hand, but the bike may roll on the injury table
in the recovery phase.

Out: The rider and the bike are taken out,
and both must roll on their respective tables.

Bike Damage Table

D6 score Result

1. Unrepairable — it's dead!

2. Captured — the bike has been
captured by the enemy. The enemy may sell
the bike to the Traders for 100+ D6 credits, or
the enemy may trade with your gang (treat the
bike how you would a captured gang member
—you could even attempt to rescue it during a
daring raid)

3. Damaged, roll a D6:
1-3 frame damaged, -1 Toughness.

4-6 engine damaged, -1 Movement
repairable, bike misses the next fight and
makes a perfect recovery.

CALLED SHOTS

Bikes are very hard to damage with most basic
weapons, and so a ganger facing a bike will
often try to pick off the rider. This is very
difficult to do, as the biker is usually ducking
behind his handlebars, and swerving from
side-to-side. Any model using a pistol or basic
weapon may make a Called Shot on the biker.
A Called Shot suffers a -2 to hit, in addition to
speed and cover modifiers. A mode] with the
Crackshot skill does not suffer the -2 to hit
when making a Called Shot. If the model
makes the Called Shot, then he automatically
hits the rider.

DAMAGE TO BIKERS

When a rider is hit and wounded, his bike may
go Out-of-Control, or Waaay-Out-of-Control. If
he is pinned, the bike goes Out-of-Control
until he is no longer pinned. If the biker is
downed, then his bike goes Waaay-Out-of-
Control, and he must take an Initiative test. If
he fails the test he falls off the bike, and takes
a hit with a Strength and save modifier as
described below. If the biker goes out (or falls
off his bike), then the bike will also go Waaay-
Out-of-Control.

A bike will continue going Out-of-Control or
Way-Out-of-Control  until  its rider is
un—pinned/un-downed again.
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CONTROL TABLES (DG6):

Out-of-Control
1-2 Turn the bike 45 degrees to the left, and
move the bike D6 inches per speed band it
was moving (if it was moving slow it moves D6
inches, Cruisin‘ it moves 2D6, etc).

3-4 It keeps the same facing and moves D6
inches per speed band it was moving forward.
5-6 Turn the bike 45 degrees to the right,

and move it D6 inches per speed band it was
moving.

Waaay-Out-of-Control

1 Turn the bike 45 degrees to the left, and
move the bike 2D6 inches per speed band it
was moving.

2 The bike keeps the same facing and moves
2D6 inches forward for every speed band it
was moving.

3 The bike 45 degrees to the right, and move
it 2D6 inches for every speed band it was
moving.

4 The bike spins around, faces a random
direction, and then moves D6 inches.

5 The bike moves D6 inches directly to the
left.

6 The bike moves D6 inches directly to the
right.

Falling off a bike: Whenever a biker falls
off of his bike there is a danger that he will be
seriously hurt. The rider sustains a single hit at
a Strength equivalent to half the bike’s speed
rounded down.

Jumping: Bikes may make a special jump
move at any point in their move, if they wish
to cross a gap. Bikes moving at Slow speed
may not jump, bikes moving at Cruisin‘ speed
may jump D6 inches, and bikes moving Fast
may jump 2D4 inches. Note, however, that the
distance you roll is deducted from your total
Movement allowance. Move the bike the
distance you roll over the gap, and if it makes
it to the other side you may continue moving.
Otherwise the bike falls straight down, until it
lands. The bike takes damage as normal from
falling, and if you fall 7 inches or more the
rider will also take damage. Note that you are

allowed to drive off the edges of buildings-

without jumping if you wish to risk the hit
from the fall (a $3 hit is not too much to worry

about for a dead 'ard biker). However, when
you do this (drive off the edge of a level) you
must subtract the vertical distance you fall
from your total movement allowance (the
rider must recover from the fall, and the fall
itself takes time).

Also, after landing, a biker must make a
Leadership test to see if he keeps his bike
under control. If this is failed the bike will
swerve out of control.

Jumping Table

D6 Score Result

1-2.  Turn the bike 45 degrees to the
left.

3.4. Leave it. The bike comes to an
immediate halt.

5-6. Turn it 45 degrees to the right.
The bike may finish its movement as
normal (if it still has any movement left) in
this new direction.

BIKER SKILLS

As a biker gains experience, he can also gain
biker skills. These skills are only available to a
Heavy that is in possession of a bike, or an
Outlaw Biker (see Outlaw Biker rules). Biker
skills are in addition to skills normally
available or Heavies. Roll a D6 to generate a
random skill.

1. Veteran biker: The biker is highly skilled in
making skids. He can therefore add +1 to a
single skid test once per turn.

2. Sharpshooter: This biker has great
proficiency in shooting whilst riding a bike.
He can ignore all to hit modifiers for bike
speed.

3. Gunner: The biker has great skill in
shooting basic weapons. As long as the bike is
travelling ar Cruisin‘ speed or less the biker
can fire a basic weapon (rather than a pistol)
at an additional -1 to hit modifier.

4. Hit-and-Run Expert: The biker has learned
how to use the motion of the bike to gain
extra impetus on Hit-and-Run style attacks.
When he makes a Hit-and-Run attack add +1
to his combat score and +1 to his strength.

5. Mechanic: The biker has some knowledge
of bike repair. Once per game, you may re-roll
a result on the bike recovery table. You must
accept the outcome of this new roll, even if it




is worse than the original roll. You may not re-
roll a ‘captured’ result. Likewise, if the new
roll indicates the bike is captured, roll again

o
Oooge Xhausts, luverly!

until you get a different result.

6. Tinkerer: The biker is always tinkering with
his bike, trying to improve it. Only bikers with
the Tinkerer skill can purchase bike upgrades.
After a fight, rolt a D6. On a roll of 5+ the
biker has built a bike upgrade, decide
randomly what kind of upgrade (see below).
Note that you must still pay for an upgrade
(those parts aren’t free, you know).

CUSTOM BIKES

Tinkerers can build bike upgrades. These
upgrades can take the form of a characteristics
increase or some shiny bits. Roll a DG 10 see
what has been created:

1-2. Frame Parts, +1 Toughness, up to a
maximum of 7.

3-4. Engine Parts, +1 movement, up to a
maximum of 10.

5-6. Shiny Bits.

If the dice roll indicates a characteristics
increase that has ‘maxed’ out the roll is
wasted.

Characteristics increases cost 50+2D6 credits,
the cost for Shiny Bits is noted below.

Oocoge Xbausts
Shiny Bits.......... cost
20 credits

The owner of the
bike has fitted some
absolutely immense
exhaust pipes. The
Oooge Xbausts are
specially customized
to make as much
noise as possible.
The thumping noise
they produce
sounds like dozens
of Heavy Bolters
opening up, fooling
the enemy into
thinking they are
under attack! Any
enemy models on
Overwatch that are
within 12" of the
bike must pass a
Leadership test or
lose Overwatch, just as if they'd been shot at.

Moto-X Shiny Bits.............oocn. 50 credits
The bike has great big knobbly tires so that it
can cope with all types of terrain. The bike can
travel up to Cruisin’ speed across difficult
ground.

In addition, the bike may attempt to cross
linear obstacles that are no taller than the
bike's front wheel. Roll a D6, on a 4-6 the
obstacle is successfully crossed, on a 1-3 the
bike collides as normal.

Spiked Hubs Shiny Bits.............. cost 50 credits
This bike has sharp admantium spikes
protruding from the hubs of its wheels. The
spikes can be deadly to an unwary opponent.
When the bike makes a Hit-and-Run attack the
spiked hubs make an additional attack which
is resolved before the combat begins. The
enemy model must roll under its Initiative on
a D6 otherwise they will be automatically hit
by the deadly whirlwind of spikes. The hub
spikes have a strength of 5, a -2 saving throw
modifier and cause D3 wounds. If the enemy
model survives the spiked hubs then the Hit-
and-Run combat may now be resolved.
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Big Smokey Shiny Bits............... cost 50 credits
This bike’s engine produces black smoke
which belches forth from its exhausts. This
smoke lays down a smoke screen behind the
bike which disrupts enemy fire. After the first
move this bike makes, place the Big Smokey
template (use the hand flamer template for
Slow speed and the flamer template for
Cruisin’ speed or more) behind the bike. It
will remain in play until the bike is stationary
for a full turn or is destroyed. Models may not
shoot through the Big Smokey template. Move
the Big Smokey template with the bike as it
moves. Any models that the template passes
over will lose Overwatch as if they’d becn
shot at. Models in the cloud have the choice of
moving randomly or standing still in their next
turn until the thick black smoke clears from
their eyes.

Rear Platforms

Bikes may mount rear platforms. Rear
platforms can be anything from a slab of
plastee] nailed 1o the back of the bike above
the rear wheel, to a complete rear facing seat.
Only Juves would suffer the indignity that
comes from fighting from a rear platform, and
most Gangers would weigh the bike down too
much.

Juves riding in platforms are for all intents
and purposes another rider. When you shoot
at the bike, and roll a 4-6 you will hit the

closest bike rider. The Juve
sits on the back of the bike,
facing towards the back,
unless his bike makes a Hit-
and-Run (see below).

Juves have a 90 Degree
firing arc directly to the
back of the bike. They may
fire their weapons like a
normal Biker.

A Juve may jump off the
bike at any part of its move,
although the Juve will
suffer damage as normal.

When the bike makes a Hit-
and-Run  attack or is
charged the Juve turns
around and attempts to
help out the biker, wildly
swinging with his knife and
firing his pistol. Both Juves
and Bikers may fight in hand-to-hand combat.
A Juve may not Parry from a bike. A Juve who
rolls a fumble bas slipped and falls off of the
bike, and rakes damage as normal.

OUTLAW BIKER GANGS

Outlaw Bikers are Qutlanders, and may never
pay off their bounty. They scavenge as normal,
but do not practice cannibalism. Bikers always
select a new territory after each battle as they
never stay in one place for very long.

LEADER OF THE PACK........ 120 Creds
M WS BS § T W I A LD
4 4 4 3 3 1 4 1 8
Bike: Leaders MUST ride a bike.

Weapons: A lLeader may bave any
combination of weapons chosen from the
close combat, pistols, basic, and shotgun
shells and grenades lists.

Leader: All the normal leader rules apply.

Experience: The Leader of the Pack starts
with 60+D6 experience.

M WS BS S

4 3 3 3 3 1 3 1 7
Bike: Bikers may ride on a bike.




Weapons: A biker may have any weapons
chosen from the close combat, pistols, basic,
and shotgun shells and grenades lists.

Bikers: At least half of all Qutlaw Biker Gangs
must be made up of Bikers mounted on Bikes
Therefore, 2 gang of 8 models must have 4
Bikers on bikes, 1 Leader of the Pack on a
bike, and 3 Juves on foot or riding in Rear
Platforms.

Experience: Bikers start with 20+D6

experience

JUVE.......coociiiiiciis 25 Creds
M WS BS S T W I A LD

4 2 2 3 3 1 3 1 6
Bike: Juves may ride on a rear platform.

Weapons: A Juve may have any weapons
chosen from the close combat, pistols, and
shotgun shells and grenades lists.

Experience: Juves start with 0 experience.

SKILL TABLE

Leader Biker Juve
Skill
Agility N N SN
Combat Y Y Y
Ferocity = Y .-‘N_ N
Muscle Y N N
Shooting Y N N
Stealth N N N
Techno - Y B Y
Bike Y Y Y
MISCELLANEOUS:

¢ Bikes may not use Vents or Tunnels to
Infiltrate.

* Bikers may not use the Stealth skill to
Infiltrate.

* Bikers may not pick up loot unless they
dismount (this takes one turn).

* If a bike for some reason hits a solid object
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(if it goes out of control), then it will take a hit
of a Strength equal to the distance it moved
divided by two, minus 1. So if a bike moves 12
inches, and hits a bulkhead, it will take 2 S 5
hit ((12/2)-1).

* A biker may attempt to recover from pinning
if he is within 4 inches of a friendly model,
instead of the normal 2 inches.

MODELLING YOUR BIKERS

You will have to convert some models to use
as bikes. There are basically two suitable bike
miniatures — the Space Marine bikes, and the
Squat bikes.

The Marine bikes are very cool looking, and
look fast and maneuverable while being big
and imposing. You can get your bike from GW
Mail Order if you can’t find any stores near
you that stock them.

The Squat bikes are a little smaller, and look
very different. They look a bit like ‘Harlies’,
only a little more ramshackle (1 prefer them to
Marine bikes). You can also mail order these.

Now that you have your bike, you will need a
rider. Your bits box should be overflowing
with plastic Orlock and Goliath miniatures,
which are very easy to convert into bike riders.

£ N £
e " i e )

Ry )

The Goliaths only need a little converting to fit
into the bike seats, and the Orlocks just need
a little more repositioning. You can also re-
pose one of the rider’s arms so that it’s resting
on the handle bars — the old plastic Imperial
Guard arm sprues are perfect for this.

The Bikers of the other houses will need more
converting. It is probably best to base your
rider on a miniature that is not from your
house — remember that plastic is a lot easier to
convert.

For Orlocks, remove the head from the
miniature with a saw, and then remove a head
from a miniature of your preferred house (be
careful not to damage the head), and glue the
head to your biker's body. You may have some
trouble with Delaque, Cawdor, and Eschers ,
because they have either collars, cloaks, or
hair surrounding their necks. When you have
attached one of these heads to your biker, it is
a good idea to use some modelling putty and
cover the neck join. Then you can sculpt the
putty into either a collar, a2 hood, or lots and
lots of hair (depending on the house or your
own mad desires). Enjoy!

Isaac Tobin / isaac@aloha.com
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The Boffin returns,

unfortunately, does the s

and so,

ULTRAVIOLEMN)T!

Rules for running Vampyre gangs
By Mike 'Da Boffin' Brooks

Fresh from bis triumphant
debut in, ‘It’s only a Game’
Sfrom Journal 28, Da Boffin,
[from Ipswich is back and be’s
got a few things on bis
mind...

Just to get one thing straight, [
am not a ‘skate-boarding
dude’ nor am I a bloody
hippy, all right?!! Sorry,
perhaps the best way to
describe me would be ‘geeky
hard-rock fan’, but anyway...

This article was inspired by a
certain fairly recent TV series,
which several of you may have

seen. Basically, T so much
enjoyed the idea of vampires
running around the
Underhive I thought [ had to
do something about it. And
50, | proudly present
Ultraviolent, with rules for
Vampyre Cults, tactics for
using them and fighting
against them, as well as a
couple of special characters
which you may recognise (I
just can’t get enough of
special characters for
Necromunda!). And now, onto
the compulsory dramatic
introduction...

Dark Tales of the

Night...

The perils of the Underhive
are many, ranging from
natural hazards like acid rain
and hivequakes to the more
deadly fauna like Ripperjacks.
A careless traveller will also
encounter danger in the form
of Ratskins on the warpath,
escaped Pit Slaves, sinister
Wyrd Gatherings and, of
course, the everyday dangers
of rival gangs having a falling
out and settling it with their
guns. However, there are few
other encounters that are
more terrifying and sinister
than the bloodsucking
Vampyres of the night.
Considered by many to be
nothing more than ancient
fables from distant Terra with
. which to frighten children,
Vampyres, the creatures of
legend are all too real.

Only a very select few are
aware of these creatures that

are thought to be in league
with Chaos and the threat that
they pose to mankind cannot
be underestimated. They
gather around them others of
their kind, as well as weak-
minded mortals that they have
bent to their will and are the
perfect infiltrators of human
society.

Vampyres are, more or less,
immortal and capable of
regenerating horrific injuries,
even to the extent of coming
back from the dead. Various
methods of dealing with them
have been suggested over the
centuries by the handful of
people that have true
understanding of them.
Anything goes from praying to
the Emperor to decapitation.
Experience shows that
methods along the lines of the
latter are usually more
effective than the former,
except of course for the
Redemption, in which case

they are more than likely to
do both. Once a Vampyre has
been neutralised in this way
(it is virtually impossible to
kill them forever), then all of
the human thralls who were
bound to it’s will will regain
their minds once more.

Such is the threat these
creatures pose to the Hives of
Necromunda that word has
reached the dark offices of the
Inquisition who, in their
vigilance, have dispatched an
undercover team of highly
skilled operatives to inves-
tigate this phenomenon.

Vampyre Cults
OUTLANDERS. Vampyre
Cults are Qutlander gangs and
as such all of the Outlaw Rules
from the Outlanders rulebook
apply with the exceptions
noted below. As Outlanders,
Vampyre Cults do not have a
Guild Price and may never pay
off their Qutlaw status.



STARTING TERRITORY.
Vampyre Cults start with one
piece of territory generated on
the Qutlaw Territory Table.
This forms their base camp
and they may move their camp
to another piece of territory if
they capture it, but they
cannot hold more than a
single piece of territory at one
time. If the Cult loses its
current base camp generate
another on the Outlaw
Territory Table.

INCOME. Vampyre Cults
collect income as normal from
their territory (as usual,
Gangers may perform this
task, but Vampyres may do so
as well), and may buy
weaponry and other
equipment as normal. They
may never buy new gang
members after they have
started a campaign. Thralls
still require the normal 3
credits each, but Vampyres
only need 1 each, due to their
food supply being all around
them and plentiful.

STARVATION. Vampyres are
never affected by starvation, as
they have a readily available
food supply all around them!
Their human Thralls, however,
are susceptible, and will suffer
the effects normally.

BOUNTY. Vampyres are con-
sidered to be a particularly
dangerous form of Wyrd, so
they are worth a bounty equal
to their total cost, just like any
other Outlaw. Thralls also
have bounty on their heads,
even though it’s not their
fault! They’re still worth cash,
though and that’s all that
counts.

CAPTURE. Gang fighters
captured by Vampyre Cults are
in serious trouble. Unless
rescued, they are almost
certain to be part-drained of
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Vampire Cults
Vampyres 180 Credits

These are the deadly bloodsucking humanoids who are at the
heart of the Cult. Where they originate from can only be
speculated at, but they most likely to be another semi-stable
mutation of the human genc pool, although far more deadly
than a'Scavvy or even a Scaly.

M WS BS S T w1 A Ld
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60+D6

Weapons: Vampyres may be armed with weapons from the
pistols and close combat weapons list. Vampyres may never wear
armour of any sort (they’re quite hard enough already!).

Initial Experience Points:

SPECIAL RULES

Resilient: vampyres are unnaturally hardy. To represent this,
when rolling for Serious Injuries the Vampyre player may make
two rolls and pick which result applies.

Regenerate: vampyres are also liable to recover from the
nastiest of injuries. Roll a D6 for each Serious Injury a Vampyre
has after each game regardless of whether the Vampyre fought
or not. On a ‘6’ the Vampyre has recovered from the effect of
the injury, even if it was beneficial -- remove it from your
roster. In the event that a Vampyre has been killed it may also
attempt to regenerate. Roll 1D6, on a ‘6’ the Vampyre succeeds
and is not dead after all. This may not be attempted if the
Vampyre was killed by a flatmer weapon, decapitated by a Pit
Slave’s shears or killed by a Scaly spear gun.

Lifeforce Drain: if a Vampyre is in hand-to-hand combat
with an opponent and wins by two hits or more, then they may
attempt to drain the lifeforce from the unfortunate victim. Each
player rolls 1D6 and adds the model’s Initiative. If the Vampyre
wins then the opponent loses a Wound and the Vampyre
model temporarily gains a Wound — this may take a Vampyre’s
Wounds higher than its starting value, but any bencfits are lost
at the end of the game. If the scores are drawn or the victim’s
score is higher then the drain attack has no effect. If a model .
loses its last Wound to a drain attack it is automatically Out of
Action, but will not suffer a Serious Injury at the end of the
game. If a Juve is taken out in this way then at the end of the
game each player rolls 2D6 and adds each model’s Leadership.
If the Vampyre player wins then the Juve joins the Cult as a
new Thrall, having fallen to the Vampyre’s mind control. This
will not work on Gangers, Leaders or Heavies, they are
considered to have seen enough of the horrors of the
Underhive and are sufficiently strong-minded to overcome
such a ploy.
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{Vampyres continued...}

Vampyres feed not only on the blood but also on the fear of
their victims. To represent this, they may not drain
Redemptionists, who are hate filled fanatics. Also, the blood of
Scavvies, Scalies, Wyrds, Pit Slaves, Spyrers and Undead, such
as Zombies, is considered too tainted with physical, Psychic
and man-made pollutants to be nutritious to Vampyres. All
other gangers may be drained, unless there appears to be a
good reason why they shouldn’t. Obviously, aliens and
Genestealer hybrids cannot be drained either, and anyone
thinking about draining hive fauna should be pegged out at
dawn on the summer solstice!

Killer Rep': Vampyres cause Fear — unsurprisingly!

Vulnerable/Invulnerable: vampyres are automatically
wounded on a 4+ by flamer weapons, and if their last Wound
is claimed by a Scaly spear gun then they are automatically
killed on a 4+, with no hope of Regeneration (see above). On
the up(?)side, they are immune to needle weapons and all
forms of gas grenades.

"Surveillance is a bitch...": Vampyres are invisible to all
machinery, so sights, except for Red dot sights, lose their
bonuses. Any fighter who only has Bionic eye implants(no
healthy eyes in other words) cannot see a Vampyre at all. They
cannot shoot at it, and if attacked in hand-to-hand fight with a
WS of 0.

Convert: If the Vampyre Cult has captured a fighter, and any
rescue attempt or exchanges have failed, then they will drain
the victim. If this is a Juve, then it becomes a Thrall unless it
can beat the Vampyre draining it in a Ld test (described
earlier). A Ganger that is drained will become a Vampyre if they
fail the same test. If they pass, they are found to be too strong-
willed, and just die. The draining Vampyre is always the leader
of the Cult. Heavies and Leaders are never drained, and can be
sold into slavery.

VAMPYRE MAXIMUM CHARACTERISTICS
M WS BS § T w1 A Ld

6 7 5 5 5 3 7 3 10

blood and bound to the Cult’s
will, either as a near-mindless
Thrall or as a new Vampyre.
Vampyre Cults will never
ransom prisoners that they
have captured, but will

exchange them, and will
launch desperate, savage
rescue missions for members
of their Cult that have fallen
into enemy hands.

Combat __ Ferocity  Muscle

Shooting

TRADING. Heavily disguised
Vampyres or their Thralls
often drift into the Gutlaw
camps willing to exchange
goods for weapons and
equipment. Vampyre Cults roll
on the Qutlaw Trading Chart.

HIRED GUNS. Vampyre Cults
may hire anyone that they can
afford and who is willing to
agree to work for them.
However, this generally
narrows down, somewhat, the
prospect of employees for a
Vampyre Cult because of the
Vampyres’ predatory instincts.
Therefore, only Pit Slaves
(who have too much metal
and too many implants to
make a tasty meal!) and Wyrds
(who knows what’s going on
in their blood?) will worck for
Vampyre Cults. As far as
special characters go, only
Bull Gorg and Karloth Valois
will work for them, in
addition to Red Jakob ‘The
Father of Vampyres’ and
vampyre Cult Special
Character.

SCENARIOS. If the Vampyre
Cult can choose the scenario
they may use any from

Necromunda or Qutlanders.

LEADERSHIP. Leadership of
the Cult goes 1o the Vampyre
with the highest Ld at the
time, unless another Vampyre
is the only survivor from the
Cult’s original group of
Vampyres, in which case they
are automatically the leader,
irrespective of Leadership
values. Thralls may never lead
the Cult! If it should come to
pass that all of the Vampyres
are killed then the will Cult
disband as the hold over the

Stealth

Techno
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Thralls is broken. Thralls will
then return to the gangs from
which they were taken
carrying whatever weaponry
and equipment they presently
have.

EXPERIENCE

A Vampyre starts with 60+1D6
experience, a Thrall obviously
starts with O as usual. A newly
converted Ganger (e.g.
drained and turned into a
Vampyre), ordinarily has less
experience than 60 and so
immediately gets enough
normal advances to take him
to 61 (i.e. a Ganger with 45

VAMPYRE ADVANCE
TABLE
2D6 Result

2  New Skill (any Table)

3-4 New Skill
(Vampyre Skill Table)

5  Characteristic Increase
1-2 =
3-4

5-6 +1 Movement

+1 Initiative

+1 Leadership

6 Characteristic Increase
1-4 = +1WS
5-6 = +1BS

7  Characteristic Increase
1-3 = +1 Strength
4-6 = +1 Attacks

8  Characteristic Increase
1-4 = +1 WS
5-6 = +1BS

9  Characteristic Increase

1-3 = +1 Wound
4-6 = +1 Toughness

10-11 New Skill
(Vampyre Skill Table)

12 New Skill (any Table)
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Fl'hralls 25 Credits

A Thrall is a young fighter who’s will has been conquered by a
Vampyre. In time they may grow to become fearsome warriors,
but they will always remain loyal to the Cult unless all the
Vampyres in it die.

M WS BS S T w1 A Ld
4 2 2 3 3 1 2 1 6
Initial Experience Points: 0

Weapons: Thralls may be armed with weapons from the
pistols and close combat weapons lists.

SPECIAL RULES:

Food Supply: There must always be at least twice as many
Thralls as there are Vampyres. If the number of Thralls drops
below this then no more Vampyres may be converted until
there are enough Thralls. Should the number of Thralls be
lower than the number of Vampyres then some Vampyres will
have to leave until the balance is redressed (the player may
choose which ones leave). They may not return when an
adequate food supply is restored!

Herd mentality: A Thrall that is within 6 inches of a
Vampyre may test on the Vampyre’s Ld for all tests provided
the Vampyre is not broken, down or out.

experience would immediately
become a Vampyre with 61

experience, picking up two VAMPYRE EXPERIENCE
immediate advances on the ExpPoints  Title
way).Thralls use the normal )

advance table, and use their _ 61, 80 - Vamp yre

House tables in working out H1-106p - Mampyre

which skills they collect as i

advances. Vampyres, however, 101 12_0 Vampyre

use the Vampyre Advance 123-140° ° Vampyre
Table (left). 141160 Vampyre

The Inquisition R BN S
Although the presence of 181-200 Vampyre
Vampyres has remained a Zﬂl-ééﬂ v G
mystery to over ninety-nine . : MBS o
percent of Necromunda’s 241-280 Vampyre Lord
population nothing, it seems, 281-320  Vampyre Fi
escapes the attention of the . .

ever watchful Inquisition. 321-360 Vampyre Lord
Operatives from the T R A
Inquisition have been LN e =
investigating outbreaks of 401+ Vampyre Master
Vampyrism for centuries but




Red Jacob

Father of Vampyres
Of all the Vampyres known by name to the suspicious few,
one figure remains shrouded in terror above all others, said
by some to be the father of the Vampyre cults, a deadly
individual more feared than even a rogue Spyrer. Several
times hunters and zealots have returned to civilisation,
claiming victory over this foe, but none of these, despite their
shredded clothing and being bathed in blood, have ever been
able to produce a trophy of their dead enemy. Injuries have
been inflicted on Red Jakob which would have easily slain a
mere mortal, but still the Father of Bloodrinkers exists, and
plays a deadly game of cat and mouse with the hunters who,
more often than not, become the hunted.

M WS BS § T w oI A Ld
6 6 3 5 5 2 5 2 10

WEAPONS: Power Sword, Stubgun with Dum-Dum
bullets

SKILLS: Dodge (Agility Skill), Combat Master
(Combat Skill) fron will (Ferocity Skill).

WARGEAR: Jakob’s Gauntler,

PSYCHOLOGY: Red Jakob causes Fear, and is immune to
all Psychology.

ALLEGIANCE: Red Jakob will fight only for Vampyre
Cults.

RATING: He increases the cult’s rating by +325.

PAYMENT: D6x10.

BOUNTY: The bounty on Red Jakob's head is 325
creds.

SPECIAL RULES:
Vampyre: All the special rules for Vampyres noted above
apply to Red Jakob.

Gauntlet: At some time in long distant the past Red Jakob
lost the use of his left hand. In replacement he, or someone in
his pay, crafted an advanced gauntlet. Its razor sharp finger-
blades give Jakob an additional +1 Strength in hand-to-hand
combat, in addition he may drain a Juve in close combat if he
wins the combat, rather than having to win by two hits.

Father of Vampyres: Jakob is the recognised senior Vampyre
in the Underhive, and so if he joins a cult then he will
automatically become its leader.

Self-serving: Jakob may join a cult, but it’s more to further
his own quest for blood than to help fellow Vampyres. As a
result, any Juves he drains in battle do not have to test to
avoid becoming members of the cult, and he will leave the
draining of any prisoners to other Vampyres.

THRALL EXPERIENCE

ExpPoints Title

05 Thrall
6-10 Thrall
120 . Thiall
21-30 Thrall
31-40 Thrali
41-50 Thrall
51-60 Fhrall
61-80 Senior Thrall

$1-100  Senior ‘Thrall
101-120 Senior Thrall

121140 Senior Thrall

141-160 Senior Thrall

F161-1R0 '_Si:m'nr Thrall

181-200 Senior Thrall
200-240. . Acolyte
241-280 Acolyte

| 281320 Acolyte

321-360 Acolyte

361400 Acolyte

401+ Master Acolyte

i




only recently have they
tracked down a significant
enclave — in the Hives of
Necromunda. These Vampyres
must be stopped from quietly
escaping via the main shipping
lanes and infecting nearby
worlds.

The decision taken to
investigate the causes of
Vampyrism on Necromunda
was sound; out in the reaches
of space they could disappear
easily, and furthermore they
were very careful not to give
any hint to the human
population about their nature,
whereas in the Necromundan
Underhive they were more
powerful, with their gangs of
followers, but were also easier
1o find, and more conceited
and arrogant about their own
invulnerability. A small, highly
trained team of undercover
operatives was sent to
Necromunda to investigate,
study, but essentially take
them down.

Inquisition Agent Vorn
Vorn is an Inquisition agent with a long and distinguished
career of doing the right thing in a bad situation. In addition,
his aim is almost faultless, and so was a natural inclusion in
the Inquisition team.

M WS BS S T w1 A Ld
4 4 4 3 4 1 3 1 9
WEAPONS:

Bolt pistol, Laspistol, Knife.

ARMOUR: Mesh armour.

SKILLS: Marksman (Shooting Skill), Iron Jaw
(Muscle Skill).

WARGEAR: Vampyre Executor’ Longrifle.

PSYCHOLOGY: Vorn is immune to all Vampyre-related
psychology.

ALLEGIANCE: Vorn will fight alongside any of the Houses,
regardless of whether they are Outlaws or
not — the petty legal disputes of the
Underhive are irrelevant in comparison to
the Vampyre menace.

RATING: Vorn increases the Gang'’s Rating by +200.

PAYMENT: Vorn works as a mentor, and only

alongside gangs fighting Vampyre Cults
that game.

SPECIAL RULES:

Mentor: If a House gang is fighting a Vampyre Cult that
game, roll on the Mentor chart and apply the result. This is
whether the player wants help or not — Vorn isn’t interested in
the Gang’s needs only in getting the Vampyres. Obviously,
should the player’s Gang outrate the Vampyres, or is less than
500 points outrated itself, then Vorn will not fight.

Vorn’s VE. Longrifle: This piece of equipment is Vorn’s
favoured weapon for disposing of Vampyres, and has the
following stats: '

Short Long To Hit
Range Range Shorilong Str Dam Save Amumo
None

0-6 6-24 - +1 4/5% 1 -1
*5 against Vampyres '
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it’s always a common
occurrence for strangers to
approach and try to sell all
manner of legal and illegal
goods. Occasionally the offer

The Baited Trap
An all-new scenario for
Vampyre Cults to lure their
victims into...

When gangers are drinking in
their familiar bars and holes,

them is just too attractive to

or rumour that is passed on to

turn down and so off they go
trying to make a few creds.

This is the situation, a
Vampyre Cult has sent a
trusted (probably mind
controlled) non-cultist out to
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Inquisition Agent Mykal

Mykal is a young, new recruit to the Vampyre hunting team,
RS burt has already proved his worth on several occasions. He
1 | || relies more on close combat than Vorn for which his older
!a'i;" colleague constantly scowls at.

i Bl M ws B s T w 1 A 1d
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WEAPONS: Laspistol, Chainsword, Stake (same

Strength as user and kills Vampyres on a 4+ automatically if
used to take the last Wound).

Y ARMOUR:

Mesh armour.

SKILLS: Step Aside (Combat Skill), Parry
(Combat Skilly.

WARGEAR: Vampyre Executor’ Pistol.

PSYCHOLOGY: None

ALLEGIANCE: As Vorn.

RATING: Mpykal increases the Gang's Rating by
+200.

PAYMENT: As Vorn.

SPECIAL RULES:

Mentor: If a House gang is fighting a Vampyre Cult that
game, roll on the Mentor chart and apply the result. This is
whether the player wants help or not — Vorn isn’t interested in
the Gang’s needs only in getting the Vampyres. Obviously,
should the player’s Gang outrate the Vampyres, or is less than
500 points outrated itself, then Vorn will not fight.

e w1 =
- i A 4. STt | T

Mykal’s V.E. Pistol: This picce of equipment is Mykal's -
favoured weapon for disposing of Vampyres as he likes to
work ‘up close’, and has the following stats:

Short Long To Hit
Range Range ShortLong Str  Dam Save Ammo
0-8 8-16 +2 - 3/4* 1 -1 None

*4 against Vampyres +1 Sustained Fire Dice

lure a few greedy, gullible secluded place to drain them

i

gangers to the dinner table.
Somehow the rest of the gang
has got to hear and are in hot
pursuit in an attempt to stop
events from taking a very nasty
(8 4 turn. This scenario can only
1| be played against House
1 gangs. The only other gang

51 vVampyres would go to the

5% trouble to tempt into a

=

-

would be Ratskins, and no
self-respecting Skin would
follow an Underhiver around
in search of treasure!

TERRAIN

In this scenario the Vampyre
Cult player is the attacker and
the other player the defender.

'

11
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Starting with the Vampyre
player, each player takes it in
turn to place a piece of
terrain, either a ruined
building structure or a
connecting walkway. It is
suggested that the terrain is
set up within an area roughly
4' by 4.

GANGS

The defender has D3x2
models which he must place
in the centre of the board, at
ground level. He may choose
which models he places
(working on the theory that a
player will only send his
hardest Gangers or his most
expendable Juves, and these
are the only two types of
fighter brave enough or stupid
enough to take up the
challenge). The rest of the
gang is off the board at the
start of the game.

The attacker deploys his entire
gang. They must be at least
12" away from the defenders,
in cover and in Hiding.

STARTING THE GAME
On the D6 score of a 1-4 the
Vampyres’ trap works
perfectly, and they can take




e first turn. On a 5-6 the
defenders notice the sudden
absence of their previously
vocal guide, figure they’'ve
wen duped and go for their
Zuns.

REINFORCEMENTS
ufter the first shot has been
fired (note that the defenders
cannot shoot in the air to try
znd attract help - they have to
be able to see someone!l) the
rest of the defender’s gang
can get a fix on their location
:nd come running onto the
scene. At the end of the
lefender’s first turn, after the
first shot has been fired
including the one it was fired
n if they fired first) then roll a
116, On a 1-2 the defender
may place one fighter from off
[ the board on a randomly
determined table edge. On a
4-4 he may place two, on a 5
three, and on a 6 the entire
zang come bundling on, guns
z1 the ready and looking for
=nmeone to kick

ENDING THE GAME

{ a gang fails a Bottle Roll, or
a player voluntarily Bottles
Cut, the game ends
immediately. The gang that
Bottles Out loses and the

ther gang automatically wins
the fight.

EXPERIENCE

Fighters who take part in
Baited Trap earn experience
ooints as noted below:

+D6 Each Ganger that
survives.

+5 Per Wounding Hit.

+10 For the winning Gang
Leader.

+3 For each successful
Lifeforce Drain a Vampyre
performed during the fight.

SPECIAL
On a D6 roll of 5+ after the
battle the Vampyres had
actually found a few pieces of
valuable junk to bait the trap
with in order to persuade the
prey to stick around. They are
worth D6x5 creds, and the
winning gang takes them.

Notes and Tactics
When starting a Vampyre Cult
there are a couple of
important things to
remember. Firstly, remember
that you can never recruit any
more fighters. Even [ made
this mistake, despite having
written the rules (Doh!).
Thralls can die ever so easily,
so make sure you have
enough, and balance it out
against the Vampyres (three
Vampyres is the favoured
starting number). Also, from
experience, you will lose
money at first, so keep a bit to
fall back on. Of course, you
must remember that you have
no long ranged weaponry
until a Thrall becomes the
equivalent of a Ganger (Senior
Thrall), so close combat is the
way to go0. As a result, always
insist on Treacherous
Conditions, as this can

frequently hinder your
opponent’s shooting.
Vampyres are usually hard
enough to take a bit of
punishment, most basic
weaponry needing a 5+ to
wound them, and even a
Heavy Stubber only has even
odds. And of course, they get
harder...

Fighting against a Vampyre
Cult is not a particularly easy
task. The Vampyres are quick
enough to close with you very
soon, and only a Gang Leader
or a ‘tooled up’ Ganger can be
relied upon to fight them off.
The Thralls are, of course, bad
fighters, but given enough of
them the barrage of pistol fire
or secondary attacker bonuses
can take down the hardiest.
Keep moving, don’t let them
close, use Overwatch where
appropriate, and protect the
heavy weaponry. Vampyres
will often have a couple of
Thralls with them to protect
them, but a single Heavy
Bolter can take all of them
down. Just don’t panic...

See pages 47-8 for Gav
Thorpe’s very own B’Ufi the
Vampyre Slayer special
character conversion, it’s like
totally bodacious dude!
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Da Orks are in da Hive

Necromunda Ork Warbands
By Ross Flint

Ross is from Calside, Dumfries, and is sixteen years old. He plays Dark Angels,
Chaos and Orks in Warhammer 40,000. Ross also plays Orks in Epic 40,000 and
Orks in Blood Bowl, so it’s not entirely surprising that he wanted to play Orks in
Necromunda - his motto is: ‘If it ain’t green, it ain’t good! (unless it’s red and
goes dead fast)’. He enjoys playing the guitar, writes songs and even manages to

fit in going to school in between gaming.

THE GREEN MENACE

It is an undisputed fact that Orks sometimes
attack (or even inadvertently crash on)
Necromunda, and their assaults on the massive
Hive Cities have been fairly well documented by
the Adminisratum. The authorities, however, do
their utmost to hide the fact that when the
Waaagh moves on, there are always a few
greenskins left behind.

These Orks wander in the ash wastes looking
for food until they stumble upon a rogue gang
of Orks who will let them join, or a storm drives
them inside one of the Hive Cities. It is
remarkably easy to get in, in small numbers, a
fact which could spell doom for the
Necromundans if the Orks ever noticed!

Inside the hive, life is still hard for the average
Ork. Though they spend a great deal of time
fighting, they also spend a large part of their day
hunting for squigs (which seem to turn up
anywhere that Orks go), rats and anything else
lurking in the Underhive which they can eat.
This list does not include hive-dwelling humans
because all Orks have a strange belief that they
will turn into ‘Bugeyes’ (Tyranids) if they eat
men from the hives. Since Orks use their teeth
as currency, getting money is no problem for
them. Unfortunately, for Orks, everybody else
on Necromunda is hostile to them, so they
couldn’t buy things if they could find human
traders willing to accept teeth as payment
anyway. Perhaps, eventually, there will be
enough Orks in the hives to set up their own

society and deal amongst themselves, but this is
highly unlikely due to the constant purging by
the Adeptus Arbites whenever the infestation
gets too bad. The only way that Orks can spend
their teeth is if they can recruit new members
from those Orks found wandering in the wastes.

STARTING AN ORK GANG
SPECIAL RULES

OQutlanders: Orks are Outlanders, and as such
all of the Outlander rules apply to them except
where noted below. As Qutlanders, Orks do not
have a guild price and can never pay off their
outlaw status.

Territory: Orks start with one piece of
territory generated on the outlaw territory chart
in the Outlanders Rulebook. This is the Orks’
camp in the wastes and they may only hold one
territory at a time. If they lose this territory,
generate another one for them.

Income: Orks do not get any income from
their territory like other gangs. Instead, they
gain D3 Teef for each Ork (not Gretchin) in the
gang. Each Ork in the gang who suffered a
serious injury (except death) gives an additional
D3 Teef as they were knocked out by a blow to
the mouth in the fight (or most likely sometime
afterwards. ..).

As well as this, any member of the gang who did
not go out-of-action may search for food. Each
member finds D6 edible things which may be
eaten or stored in the stash.




Starvation: Every Ork and Gretchin must eat
three items of food or suffer the effects of
starvation (see the Outlanders rulebook for
details).

Experience: Orks and Gretchin gain
experience in the same way as everyone else.
(Tables for experience levels and advance rolls
are printed later.)

Trading: Ork warbands may never go trading.

Hiring: An Ork player has 1000 Teef with
which to hire his starting Ork band.

Recruitment: If an Ork player wishes to hire
new fighters for his gang, he must send an Ork
out into the wastes to search for possible
recruits. He may send a Gretchin, but then he
may only hire Gretchin (after all, what self-
respecting Ork is going to get himself hired by a
pesky runt?).

New recruits must be paid for in Squigs, which
are consumed immediately and weapons and
equipment must be paid for separately from the
gang’s stash of Teef. The new recruit will not sell
his weapons to other members of the gang
though he may swap them.

Da Recruitment Table:
Roll a D6...

1. No-one can be found. Whilst walking back on
his own, the scout has an unfortunate accident
and suffers a Serious Injury.

2. A single Gretchin volunteers his services ~ 4
squigs.
3. An Ork Boy volunteers — 8 squigs.

4. An Ork Boy or Eavee (player’s choice)
volunteers — 8 squigs for the Boy or 12 squigs
for the Eavee.

5-6. D3 Gretchin, Ork Boyz or Eaveez volunteer
their services (see above for cost).

The Ork or Gretchin who conducts the search
must miss a game while he is in the wastes, but
he earns DG experience points for his
adventures.

Pinning: Due to their tough nature (or
stupidity, many would say) Orks cannot be
pinned. (NOTE: This does not apply to
Gretchin.)

Injuries: Orks and Gretchin have a special
algae in their blood which can heal even the
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most hideous of injuries. They may ignore
Serious Injuries on the roll of 6 on a D6.

Bottle Tests: Orks do not have to take tests for
Gretchin going down or out nearby, they are
more likely to laugh! As any Ork will tell you,
that’s what Gretchin are for.

Leadership: Orks’ leadership disputes are
always resolved by a knife fight. Gretchin may
never lead the gang as long as there are Orks
still alive in it. If all the Orks are killed, the gang
may only recruit Gretchin from then on, and
becomes a ‘Gretchin band’ (or skirmish
screen!). From now on Gretchin may produce 1
Teef each.

Captives: Any Orks or Gretchin who are
captured will not be ransomed or exchanged.
Anybody captured by Orks may be rescued. If
they are not rescued promptly then Orks will
kill them (probably by agonisingly slow torture,
which is an old Ork favourite!). The dead body
may then be used once as bait for food and will
attract D6 extra items of food.

Skills: 1f any Ork (not Gretchin) receives a skill
from a table which is not normally available to
him (excluding the Medic skill) he may take
skills from that table from then on, to represent
a special code in his DNA revealing itself.

Example: An Ork receives the Agility skill Jump
back. Though Orks cannot normally take
Agility skills, this one can from now on, as be
becomes an Akrobat Boy'.

Specialist: If Orks gain the Specialist skill,
they may take Special weapons and assault
weapons. If Gretchin gain the Specialist skill,
they may take pistols, bolters, or Needle Sniper
Rifles (if you can get them!).

NEW WEAPON:

Dethskull Kustom Kombi-wepun
Defskull kustom kombi-wepunz fire a hail of
assorted shells and bullets in a very
unpredictable manner.

Range To Hit Str Save Dam  Ammo

Mod Roll

2+  Arty 1228t 1 4+
die

D6x10

Special: You must make an ammo roll after
every shot, and automatically fail on a roll of
MISFIRE on the Artillery dice — make a blow up
roll immediately.
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1 Ork Kaptin 125 Teef
The Kaptin is the leader of the Ork band, a
hardy and exceptionally tough individual and as
such all the special rules for gang leaders apply
to him.

M WSBS S T W I A Id
4 4 4 3 4 1 3 1 8

Weapons: The Kaptin may take Assault
weaponz, Pistolz, Special weaponz, or stikbomz.

Armour: The Kaptin may be given Flak armour
for +10 Teef or Eavy armour (4+ save) for +80
Teef.

Initial Experience Points: 60+D6

Kaptin

0-2 Ork Eaveez 75 Teef
Ork Eaveez are usually members of the
Deathskull or Badmoonz klanz. They provide
long range covering fire for the rest of the gang.

M WSBS S T W 1 A Id
4 3 3 3% 4 1 2 1 7

Weapons: Ork Eaveez may take Assault,
Special or Heavy weaponz, Pistolz, or stikbomz.

Armour: Ork FEaveez may be given Flak
armour for +10 Teef.

Initial Experience Points: 60+D6

60 Teef
Orks are renowned for their vicious tempera-
ment and high resilience and nowhere other
than the highly dangerous world of
Necromunda will they need to rely on these
attributes more to survive.

M WSBS S T W I A ILd
4 3 33 4 1 2 1 7
‘Weapons: Ork Boyz may take Assault weaponz

or special weaponz. They may also take Pistolz,
or stikbomz.

Armour: Ork boyz may be given Flak armour
for +10 Teef.

Initial Experience Points: 0

Gretchin 30 Teef

M WSBSS T wW I A Id

4 2 33 2 1 2 1 5
Weapons: Gretchin may take Gretchin
weaponz.

Armour: Gretchin may be given Flak armour
for +10 Teef

Initial Experience Points: 0



ORK WEAPONZ LISTZ
Most Ork gangs build up stashes of weapons
that are a diverse mix of technologies: from
original Ork weapons left over from the Waaagh,
to captured enemy weapons.

Assault Weaponz Cost
Chainsword 25 Teef
Power axe 40 Teef
Sword/Axe 10 Teef
Pistolz Cost Ammo Roll
Autopistol 15 Teef 5+
Boltpistol 20 Teef 6+
Handflama 20 Teef Auto
Plasma Pistol 25 Teef 4+

Special Weaponz

Cost Ammo Roll

Bolter 35 Teef 6+
Flama 40 Teef Auto
Meltagun 95 Teef 4+
Plasma gun 70 Teef 4+

(Max of one per model)

Heavy Weaponz Cost Ammo Roll
Autocannon 300 Teef 5+
Missul launcher 185 Teef Auto
Kustom kombi-wepun 250 Teef 4+
Heavy Bolter 180 Teef 6+
Heavy Plasma Gun 285 Teef 4+
Lascannon 400 Teef 4+
Heavy Stubba 120 Teef 5+
Gretchin Weaponz Cost Ammo Roll
Autepistol 15 Teef 5+
Autogun 20 Teef S+
Blunderbuss 8 Teef 5+
Stikbomz Cost

Frag Stikbomz 30 Teef

Krak Stikbomz 50 Teef

Krak Missulz 115 Teef

(Krak Missulz may only be bought for Eavees)

Ork Experience
Exp Points Title
S0 : R
6-10 Boy

BRI
21-30

41-50
Caleh
61-80
81100
101-120
Lide
141-160
161180
181-200

AL

241-280
8130
321360

401+

Gretchin Experience
_Title

Exp Points

2130
LEDE

41-30

‘ 16 1120 .
Az
| 141-160
t6Lie0
181-260

e

200+

BD'&" H : ﬁ/

: HOY :'”‘, .'.:'_"z:. 5

Gretchin
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Boy

Boy

Nob (Kaptins and Eavees)
il _— -
Nob

sl

Nob

Nob

Big Boss -
BigBoss
Big Boss
Bighoss

Warboss

e

AT

Champion
Champion
SRR
Grot Boss
TamiRem L
Grot B~oss
Grot Boss
Grot Boss




Advance Rolls: These are made in exactly the
same way as for standard gangs

MAXIMUM VALUES
M WS BS S T w I A ILd
Ok 4 6 6 4 5 3 3 3 9
Gretch 4 4 S 4 4 2 4 2 7

SKILL LISTS

Skill Gretchin Boy Eavee Kaptin
Agility Y - - -
Combat - Y iy
Ferocity o Y Y Y .
Musele 0T N Y ¥
Shooting - - Y Y
Stealth ¥ : 3 ¥
Techno - - Y -
THE MODELS

For the Ork Kaptin, I used the model for a
standard Ork Nob and simply removed the
Power Axe replacing it with a plastic Space
Marine Power Sword.

B o . -
e rf’ffffffff o
‘ T

For the Bad Moon Ork Boy, I used an old Space

Crusade Ork and replaced its weapons with a
slightly newer Bolter and a Space Marine Power
Axe. [ also added a Goff Ork’s helmet spike to
his shoulderpad and built up his face slightly
with modelling putty. His back banner (surely
this would be a bit of an inconvenience in the
Underbive? - Ed.) was made from modelling
putty and a paper clip. The bionic leg was made
from a piece of shaped sprue.

The hair squig is again more modelling putty,
shaped around a nail which goes straight into
his head (the bloody squig kept snapping off).

The Blood Axe Boy and Evil Sunz Boy were
based on plastic Goffs. 1 cut off their helmets
and then re-modelled their heads. They have
also had new arms added and the spiky bits on
their armour have been removed.

The really cool thing about Orks in
Necromunda is that you can really do just about
anything to them and get away with it. They
would be the ultimate scavengers and so could
theoretically be given any equipment of any
background. $o, stop wasting time with those
Squigs... make the hive green/

Watch out, this is Greenskin turf!




WYRD GATHERINGS

Using All-Wyrd Gangs in Necromunda
by Denzel Richards

To escape the witch-hunts of the Redemptionist Ceusade, Wyrds have only a few stark choices. They
can go into hiding, eking out an existence in the very depths of the Underhive or in the wasteland
outside. Alternatively they can associate with gangs or outlaws, trading their usefulness for
protection.

Occasionally however a charismatic Wyrd, a Mentor, forms a gathering of Wyrds who will work
together and look out for one another. These Gatherings move from place to place in the wastes,
hoping to stay one step ahead of Imperial Agents and Redemptionists that hunt them relentlessly.
Inevitably they have to fight to survive, and in this respect they are the same as all the other
Outlanders, despite their special powers.

OUTLANDERS. Wyrd Gatherings are Outlander gangs and as such all of the Outlander rules
apply 1o them with the exceptions noted below. Wyrd Gatherings do not have a guild price and
may never pay off their outlaw status.

TERRITORY. Wyrd Gatherings start with one piece of territory generated on the OQutlaw
Territory Table. This is the Gathering’s camp in the wastes and they cannot hold more than a single
piece of territory at a time. The Gathering must move their camp after every game in an attempt
to keep ahead of the witch-hunters and Redemptionists, crossing the old territory off their roster
at the end of the post-battle sequence and generating a new camp on the Outlaw Territory Table
immediately.

CATTURED TERRITORIES. Any additional territory captured from other gangs may either
be occupied by the Gathering in preference to randomly determining a new territory from the
Outlaw Territory Table (the Gathering's old territory must still be abandoned as usual), or looted
and destroyed by the Gathering as soon as it is captured (see the Outlaw rules for details of
looting).

INCONME. Gatherings collect income from their one piece of territory, and can also forage for
income just like an other Outlaw gang.

TRADING. Wyrds roll on the Outlaw Trading Chart.

HIRED GUNS. Wyrd Gatherings an make use of any Hired Guns that they can afford except for
Bounty Hunters, the Arch Redwart or Brakar the Avenger. They can hire Wyrds to fight for them for
20 credits per game rather than the normal 25 (note that they are still worth 125 credits towards
the Gathering’s gang rating though).

STARVATION. Wyrds are subject to the effects of starvation just like other outlaws.

BOUNTY. The strange powers that they possess make Wyrds a source of great worry to the
Guilders, so they are worth a bounty equal to their total cost, just like any other outlaw.

CAPTURE. Wyrds captured by Cawdor gangs or Redemptionist Crusades are automatically
burned alive. The Gathering can mount a Rescue Mission in order to save their colleague before
this happens. Note that Wyrd Gatherings will never ransom captive Cawdor gangers or
Redemptionist Crusaders back to their gangs, though they may deal with their prisoners in any
other way.
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SCENARIOS

Wyrds roll on the Qutlaw Scenario Table. If the Gathering can choose which scenario to play they
can pick any of the ones from Necromunda or Qutlanders. Note that Wyrd Gatherings may never
defend on the caravan scenario, nor may they work for the Guilders in any other way.

RECRUITING THE WYRD GATHERING

Wyrd Gatherings are quite rare and it is suggested that only one be allowed to play in a2 campaign
at any one time. The Wyrd Gathering is chosen in the same way as other gangs. You have 1000
credits with which to to purchase Wyrds from the list below. The Gathering must include a mentor
to lead it, and at least half of the Gathering must be made up of normal Wyrds. Once the Gathering
has entered play however it is more difficult to recruit new Wyrds because of their inherent
rareness. To represent this, only 1 new Wyrd or Awakening Wyrd may be recruited between cach
game that the Gathering plays.

1 MENTOR .., 165 Credits to recruit

Mentor is the term given to the founder and leader of a Wyrd Gathering. Mentors are very
charismatic and wise in the ways of the Underhive: they make good leaders for Wyrds who
otherwise tend to be solitary people. While they are normally no more powerful than most Wyrds,
Mentors tend to have developed more a more precise control over their powers and are
considered to be very dangerous. They are the hated enemies of the Redemptionist Crusade.

WEAPONS: The Mentor may be given equipment chosen from the Close Combat, Pistol and
Ranged Weapons, plus the Grenades and Shotgun Shells section of the special Wyrds list.

LEADERSHIP: A Mentor is by nature an intelligent and charismatic leader, and other Wyrds feel
heartened by his presence. This means that any Wyrds within 6" of the Mentor may use his
Leadership characteristic when whenever they take leadership tests. A Mentor can always attempt
to recover from being pinned even if their are no other friendly models within 2" of him.

PSYCHIC POWERS: A Mentor has one Primary Power randomly determined from either the
Beastmaster, Pyromaniac, Telepath or Telekinetic Primary Power Table. He has one Minor Power
randomly generated from the Wyrd Minor Power Table (ignore and re-roll any results of None,
Multiple Minor Powers and Extra Primary Power). Should a Mentor gain an additional Primary
Power from a roll on the Advance Table, then it will be from the same table as his original Primary
Power. A Beastmaster with an extra Primary Power increases the amount of creatures he may
control by an additional D3 (if you are using the rules for Nasherhounds, a Beastmaster may
normally control only one at a time).

SKILLS: It is possible for the Mentor to gain skills due to experience. These skills may be chosen
from any of the skill tables apart from Combat Skills.

EXPERIENCE: Mentors begin with D6+60 experience points.

ANY NUMBER OF WYRDS ... 95 Credits to recruit

Wyrds are fully awakened psychics who have developed control over the use of their mental
powers. Fleeing from the authorities, they make themselves a hidden sanctuary in the Underhives
or the wastes. They tend to be a highly strung and solitary people, forever trving to keep one step
ahead of the witch-hunters. Joining a Wyrd gathering or becoming a Hired Gun gives purpose and
protection to these unfortunates and they are then able to stand up to their persecutors and fight
back.
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WEAPONS: Wyrds may be given equipment chosen from the Close Combat, Pistol and Ranged
Weapons sections of the special Wyrd list.

RANK-AND-FILE: Wyrds always make up the majority of a Gathering. As such Wyrds must make
up at least half of all the models in a Gathering. Should the number of Wyrds ever drop below half
the total number of models in the Gathering, you must recruit more Wyrds as soon as possible.
PSYCHIC POWERS: Each Wyrd has one Primary has one Primary Power randomly determined
from either the Beastmaster, Pyromaniac, Telepath or Telekinetic Primary Power Table. They also
have one Minor Power randomly generated from the Wyrd Minor Power Table each (ignore and re-
roll any results of None, Multiple Minor Powers and Extra Primary Power). Should a Wyrd gain an
additional Primary Power from a roll on the Advance Table, then it will be from the same table as
his original Primary Power.

A Beastmaster with an extra Primary Power increases the amount of creatures he may control by
an additional D3 (if you are using the rules for Nasherhounds, a Beastmaster may normally control
only one at a time).

SKILLS: It is possible for Wyrds to gain skills due to experience. All Wyrds may choose skills from
the Agility and Stealth skill charts. In addition Beastmasier Wyrds may choose Ferocity skills,
Pyromaniac Wyrds may choose Shooting skills, Telekinetic Wyrds may choose Muscle skills and
Telepathic Wyrds may choose Techno skills.

EXPERIENCE: Wyrds start with D6+20 experience points.

ANY NUMBER OF AWAKENING WYRDS ... 40 Credits to recruit

Awakening Wyrds are young people whose Wyrd powers are just beginning to manifest. Normally
these individuals would have to cope with their new powers by themselves, but at the time of a
Wyrd Gathering they can find shelter with the Mentor and his followers.

M WS BS S T \4 1 A Ld
4 2 2 3 5 1 3 1 6

WEAPONS: Awakening Wyrds may be given equipment chosen from the Close Combat, Pistol and
Ranged Weapons sections of the special Wyrd list.

PSYCHIC POWERS: Each awakening Wyrd has one Minor Power randomly determined from the
Wyrd Minor Power Table (ignore and re-roll results of None, Multiple Minor Powers and Extra
Primary Power).

When an Awakening Wyrd gains a Primary Power you must randomly determine which discipline
(Beastmaster, Pyromaniac, Telekinetic or Telepathic) the power comes from. Once the discipline
is determined all further Primary Powers gained by the Wyrd will be from this same discipline.
When an Awakening Wyrd that has not already gained a Primary Power earns 21or more experience
points and becomes a full Wyrd, do not roll on the Advance Roll Table as normal, but instead
assume that the Wyrd rolled a 12 and thus gained a Primary Power. When the Awakening Wyrd
reaches this stage, you must immediately change his cost on your gang sheet from 40 to 95. This
is unlike other gangs where the cost of a Juve is not altered when he becomes a ganger.

SKILLS: Awakening Wyrds with sufficient experience may choose either Agility or Stealth skills
EXPERIENCE: Awakening Wyrds start with no experience.

WYRD GATHERING WEATPONS LIST

Close Combat Weapons Basic Weapons

Knife (N.B 1 Knife is free) ............... 5 credits Stub Gun.........c 10 credits

SWOTd ..o 10 credits AULOZUD ..o 20 credits

Club, Maul or Bludgeon................. 10credits Shotgun ... 20 credits

Pistol Weapons Lasgun.......c.ccviiinis 25 credits

AUtopistol ... 15 credits Grenades and Shotgun shells

Laspistol....ccoviviiiiiiiciieiie 15 credits Dum-dum Bullet................ 15 credits
Man-StopperRounds............ 5 credits
Frag Grenades................... 30 credits
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Experience Points  Title

- " GAINING EXPERIENCE _

0-5 Awakening Wyrd
(Starting level for Awakening Wyrds)
G:10) Awakt-ning Wyrd
11-20 Awakening Wyrd
21-30 Wyrd
(starting level for Wyrds)
31-40 Wyrd
41-50 Wyrd
51-60 Wyrd
61-80 Wyrd Champion
(starting level far Mentors)
81-100 Wyrd Champion
101-120 Wyrd Champion
121-140 Wyrd Champion
141-160 Wyrd Champion
161-180 Wyrd Champion
151-200 Wyrd Champion
201-240 Master Wyrd
241-280 Master Wyrd
281-320 Master Wyrd
321-360 Master Wyrd
361-400 Master Wyrd
401+ Wyrd Lord /Aryerne

who reackes this
fevel mey ot
imfariwe any further)

Result

Type Starting
Exp. Points

Awakening Wyrd 0

Wyrd 20 + DO

Mentor 60 + D6

2
3-4
5

10

New Skill

New Skill
Characteristic Increase
roll again -

1-3 +1 Strength

4-6 +1 Attacks
Characteristic Increase
roll again -

1-3 +1 Weapon Skill

4-6  +1 Ballistic Skill
Characteristic Increase
roll again -

1-3  +1 Initiative

4-6  +1 Leadership
Characteristic Increase
1-3  +1 Weapon Skill

4-6  +1 Ballistic Skill
Characteristic Increase
1-3 +1 Wounds

4-6  +1 Toughness

New Skill

New Wyrd Minor Power
(ignore and re-roll None,
multiple Minor and Extra
Primary Power)

New Wyrd Primary
Power

MAXIMUM VALUE TABLE

BS

S T W I A 1d

6

4 4 3 6 3 9

)

Agility Combat Ferocity Muscle Shooting Stealth Techno

Awakening Wyrds Y - -
. Beasimasters s Y
Telekinetics Y -
Aentors X Y

. Y .







CHAOS CULTIST COVENS
by Joe Barnsley

Joe’s house rules bring an unholy new addition to the
Underhive - fanatical Chaos Cultists, corrupt,
mutated and downright nasty...

There are individuals who are drawn to worship the evil gods of Chaos with a promise of ultimate
power. Cultists are among these individuals. However, Cultists take their worship too seriously,
and travel the Underhive to convert none-believers. Selling their belongings for a life of poverty,
Cultists often own nothing but the robes they wear and the weapons they keep. Often, a
particularly powerful Cultist will attract a band of followers to embark on a crusade to corrupt the
denizens of the Underhive to their cause. These bands of Cultists are known as Covens.

OUTLANDERS

Cultists are Outlanders and therefore all the Outlaw rules apply except for those noted below.
Cultists may never pay off their outlaw status.

TERRITORY

Cultists start with one piece of territory generated at random from the Redemptionist Territory
Chart in the outlanders rule book. This is the first stop for the Cultist Coven. The Cultists move on
after each game, so after collecting any income from the territory they are leaving behind, roll on
the Redemptionist Territory Chart to see where the Coven will stop for the next game.

The Coven can only ever hold one piece of territory at a time, and so if it captures any other
territory then the new territory will be looted and destroyed.

If the piece of territory the Coven owns is captured, therr the gang that gains the territory may
collect income from it as normal. If the winning gang captures an arms cache then it may collect
income from it as normal, but must then cross it off their roster as the cache is used up. If the
Coven ever manages to capture a territory from a gang that captured territory from them, then they
will automatically take the territory that was stolen from them. They won't loot it, but will collect
income from jt and leave it when they move on to another territory.

CAPTURE

Anyone unfortunate enough to be captured by a Cultist Coven may be corrupted by the Cultist
Priest. For full rules see the Cultist Priest rules later.

If a Cultist is captured then the Coven must try to rescue him. If they fail and the Cultist is sold
into slavery or given to the Guilder courts, he will escape due to his devotion to his cause. Roll a
D6. On the roll of a 6 the Cultist escapes and rejoins his Coven. Also, if a Cultist is captured by a
Redemptionist gang, then that gang must kill him to preserve humanity. They may never attempt
to redeem the Cultist.

Cultists are considered as an annoyance by Guilders and so a full bounty is offered for each Cultist
captured.

TRADING ,

One member of your gang can attempt to infiltrate uphive (with a shopping list) to get better
equipment for your gang. If you decide to do this, roll 2 D6. On the roll of a 1 something bad has
happened, roll a D6 on the table below:
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Your gang member has been identified as a Cultist and promptly executed (as a matter of
course). Remove that member from your gang roster permanently.

2 Your Cultist has been reported to the Watch for suspicious behaviour. He is fined for all the
money he had on his person (all of the money in your gang's stash) and set free:

3 As 2 above, except that is only fined D6 x 10 credits. If you cannort afford to pay it, he is kept
in prison until you can.

4 As 3 above, except that he is only fined D6 x 5 credits.

The Watch pick up your gang member for some reason or another, hold him for questioning,
let him sleep in a cell for the night, and then set him free. The gang member must miss the
next game played by the gang, and the gang may not do any trading until after their next game.

6 The authorities at the trading post bar the gang member. The gang may not do any trading
until after their next game. In addition the Cultist that tried to enter the trading post may not
do so again (you will have to assign the task to another Cultist).

You do not have to try to enter the normal trading post if you don't want to. Instead you may use
the Outlaw trading post without risk.

PATRON

Every Cultist band must devote itself to one of the four Chaos gods. This means that the Priest in
that band must choose his gift from that patron and any Chaos gifts that are earned must be rolled
for on the table of that god. Cultist bands may never change their patron once they have started
playing. If the leader of a Cultist Coven is replaced for whatever reason, then the new leader will
not receive any of the Chaos Champion gifts.

HATRED

All cultists hate Redemptionists. Likewise, all Redemptionists hate Cultists. Also, Cultist bands hate
other Cultist bands that worship a different patron on them.

Cultists may not have any hired guns or any of the current special characters.

* All other special rules that I have missed will be the same as that for Redemptionists.

GANG LIST
1 CULTIST PRIEST: 150 Creds
M WS BS s T w I A Ld
4 4 4 3 3 1 4 1 8

Weapons: Basic, Special, Combat, Pistol and Ammo

SPECIAL RULES

Leader: Any cultist within G" of the Priest may use his Leadership characteristic for Leadership
tests.

Pinning: The Priest may always try to escape from pinning at the beginning of his turn, even if
there is no one within 2" of him.

Corrupter: If the Coven captures anyone, then the Priest can attempt to bend the victim's will to
join the Coven. The Cultist player rolls 2D6 and adds the Priest's Leadership characteristic to the
score; the opposing player rolls a D6 (2D6 if the victim is a Redemptionist) and adds the victim's
Leadership to his score.
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If the Priest scores higher then the victim becomes a Cultist. Transfer the victim's characteristics,
skills, experience, weapons and equipment to the Cultist roster. The new cultist must be
represented by an appropriate Cultist model.

If the victim's score is higher, then he has resisted corruption and so will be sacrificed to the
Coven's god. Remove the victim from his gangs roster. The Cultists have killed him and kept his
equipment.

Chaos Champion: The Priest is a Champion of Chaos and therefore has the Gifts shown for his
patron (see Chaos Champion Gift table later) when the gang is formed.
0-2 DEACONS: 60 creds

M WS BS S T W 1 A Ld

4 3 3 3 3 1 3 1 7
Weapons: Basic, Special, Heavy, Pistol and Ammo

0-4 ZEALOTS: 60 creds
M WS BS ) T W 1 A Ld

4 3 3 3 3 1 3 1 7
Weapons: Combat, Pistol and Ammo

Special Rules: Zealots are affected by the rules of Frenzy

BRETHREN
Brother: 55 creds
Novice: 30 creds

* At least half the gang must be made up of Brethren

M WS BS S T w I A Ld
Brother 4 3 3 3 3 1 3 1 7
Novice 4 2 2 3 3 1 3 1 6
Weapons

Brother: Basic, Combat, Pistol and Ammo
Novice: Combat and Pistol

MAXIMUM CHARACTERISTIC VALUE:

M WS BS S T W I A Ld
4 6 6 4 4 3 6 3 10

*Note that these are the maximum characteristic values without mutation. As mutations are
gained, they may (and probably will) take characteristic values beyond this point.




10-11

12

Chaos God

CULTIST ADVANCE TAELE

EFFECT

Roll a D6:

1-4 Mutation - roll on the Mutations table (later)
5-6 Chaos gift - roll on the Chaos Gifts table (later)
New Skill

Roll a D6:

1-3 +1 Strength

4-6 +1 Attack

Roll a D6:

1-3 +1 Weapon Skill

4-6 +1 Ballistic Skill

Roll a D6:

1-3 +1 Initiative

4-6 +1 Leadership

Roll a D6:

1-3 +1 Weapon Skill

4-6 +1 Ballistic Skill

Roll a D6:

1-3 +1 Toughness

4-6 +1 Wound

New skill

Roll a D6:

1-4 Mutation - roll on the Mutations Table (later)
5-6 Chaos Gift - roll on the Chaos Gift Table (later)

CHAOS CHAMPION GIFT TABLE
Gifts

Khorne

Slaanesh

Nurgle

Tzeentch

—

Subject to Frenzy.
Chaos armour (unmodified save of 5+ on a D6)

The Priest has a Leadership value of 10. this can never be increased above 10,
nor can it ever be reduced below 10.

One Wyrd primary power chosen at random from the Telepath Primary Table
in the Outlanders book.

+1 Toughness

The Cultist Coven may have D6 Plague Zombies in every game they fight in.
They get these Zombies for free, but the Zombies must remain within 16" of
the Priest at all times. If the Priest is killed, then the Coven may no longer have
these Zombies.

One Wyrd primary power chosen at random from either the Pyromaniac
Primary Table or the Telekenctic Primary Power Table in the Qutlanders book.

If a Wyrd power is cast at the Priest or anyone within 12" of him, he may
nullify it on the DG roll of 4 or more.
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SKILLS AVAILABLE

GANG MEMBER Agilty Combat Ferocity Muscle Shooting Stealth Techno
Novice - X X - X - -
Brother - X X - X - -
Zealot - X X X - - X
Deacon - - X X X - X
Priest X X X - X - X

CULTIST WEAPONS LIST

* Weapons marked with an asterix can be equipped with an Exterminator cartridge. Only Priests,
Zealots and Deacons have the status to have Exterminator Cartridges however.

BASIC WEAPONS SPECIAL WEAPONS:
Autogun* 20 creds  Bolter* 35 creds
Lasgun 25 creds  Flamer 40 creds
Shotgun* Melta Gun* 95 creds
(with solid and scatter shells) 20 creds  Plasma Gun* 70 creds
HEAVY WEAPONS CLOSE COMBAT WEAPONS:
Gatling Cannon 180 creds  Knife Free/5 creds
Grenade Launcher Sword 10 creds
(grenades are extra) 130 creds  Maul/Bludgeon/Flail 10 creds
Heavy Bolter* 180 creds = Massive Weapon* 15 creds
Heavy Stubber* 120 creds  Chainsword* 25 creds
PISTOLS Eviscerator* 30 creds
Autopistol _ 15 creds AMMO
Boltpistol 20 creds  Hotshot Shells 5 creds
Hand Flamer 25 creds  Manstopper Shells : 5 creds
Laspistol 15 creds  Bolt Shells 15 creds
Stub Gun 10 creds  Dum Dum Bullets 5 creds
Frag Grenades 30 creds
Krak Grenades 50 creds

Exterminator Cartridge 15 creds
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EXPERIENCE POINTS

Experience Points Title Experience Points Title
0-5 Initiate 101-120 Disciple
6-10 Novice 121-140 Disciple
11-15 Novice 141-160 Disciple
16-20 Novice 161-180 Disciple
21-30 Honorary Brother 181-200 Disciple

3140 Brother 201-240 Deacon
41-50 Brother 241-280 Deacon
51-60 Brother 281-320 Deacon
61-80 Disciple 321-360 Deacon
81-100 Disciple 361-400 Saviour

STARTING EXPERIENCE POINTS

Gang Member Starting Experience Points

Novice 0

Brother 20+D6
Zealot 304+D6

Deacon 60+D6
Priest 60+D6

*when a Novice reaches 21 or more experience points he becomes a Brother.

*when a gang member reaches 401 experience points or more they cannot advance any further.

HEAVY FLAMER

The heavy flamer is a double-barrelled flamer that allows for a more destructive performance. It
uses the heavy flamer template (from Warhammer 40K). Roll every time flamer is fired. May set
victims on fire (sec flamer rules). Move or fire

STRENGTH DAMAGE SAVE MOD AMMO ROLL
5 1 -2 4+

GATLING CANNON

The Gatling Cannon is a suped-up heavy stubber. In construction, it looks very similar to an
assault cannon.

Short Long To Hit
Range Range Short Long Str Dam Save  Ammo
0-16" 17-32" -1 4 1 -1 5+

Special Rules: Use 3 Sustained Fire Dice. Move or Fire

If 3 jams are rolled at once when firing the Gatling Cannon then it blows up, causing a S4 hit on
the user. It may not be used for the rest of the game, but will be repaired in time for the next one.
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MUTATIONS TABLE

D66 ROLL MUTATION DESCRIPTION COST
11-12 Bestial Face The mutant has a face that looks like that

of an animal FREE
13 Spikes The mutant has large spikes all over the

body. The mutant gains an armour save
of 5+, but cannot wear any other armour

% (except Chaos armour) 20
» 14 Mace Tail* The mutant has a tail with a large club

at the end. +1 Attack in hand-to-hand combat. 15

15 Extra Head*  The mutant has an extra head. The mutant's 25

line of sight is increased by 90°. The mutant may
also fire two pistols in the shooting phase, just as

if he had the 'Gunfighter' skill 25
16-20 Extra Fingers* The mutant has an extra D3 fingers on one

randomly determined hand FREE
21 Centaur Body The mutant has the body of a horse instead

of his own legs. +2 Movement. -1 Initiative.
Cannot use Agility skills. Gains 'Bulging
Biceps' skill automatically. Cannot be pinned.

Cannot move up or down ladders. NA
22 Extra Eye* The mutant has an extra eye. +1 BS 5
23 Claw* The hand on one of the mutant's arms has

developed into a large claw. The mutant gains
+1 S in hand-to-hand combat. However, the

e w1 =
- i A 4. STt | T

mutant may not hold an extra weapon 5
24 Beak The mutant has a sharp beak instead of a mouth.

+1 Attack in hand-to hand combat. b)
25 Tentacle* The mutant has a writhing tentacle in addition to

his normal limbs. The mutant may re-roll Initiative

tests for falling and in hand-to-hand combat may

grapple his opponent to reduce his number of

Attacks by 1 for each tentacle, to a minimum of 0. 10

26 Hermaphrodite The mutant is both male and female. As such,
any enemy in hand-to-hand must subtract -1
from their attack dice. If this results in a 1 or less
after modification, count it as a fumble. 26

27-31 Foul Stench The mutant has an unbearable smell that lingers
about him and can be smelt from far away. Any

i
i

[ enemy that wishes to move within 2" of this mutant
“ must first pass a Leadership test of 2D6. If they fail,
place the model exacty 2" away from the mutant.

b
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33

34

35

36-39

40-41

42

Deranged

Extra Leg*

Acid Spit

Skull Face

Hideous
Appearance

Poisonous
Fangs/Claws

Razor Sharp
Fangs/Claws

Very Long Legs

Before each game roll a D6:

1.

The mutant fears everyone on the battlefield!
He treats every gang member (including his own)
in the game as a terror causing monster.

The mutant is affected by the rules of
stupidity for this game.

The mutant is affect by the rules of barred
for this game.

The mutaat is affected by the rules of frenzy
for this game.

The mutant is very moody today. Roll on this
chart at the beginning of every turn for this game.
If you roll a 5, then the mutant has the same
condition as the turn before.

The mutant has gone crazy! For this game only,
the mutant is affected by the rules of frenzy and
hatred and will automatically pass any leadership
tests he needs to make.

The mutant has an extra leg. +1 Movement.

-1 Initiative. If the mutant gets 4 legs or move (from
receiving this mutation 2 or more times) then he
cannot be pinned.

The mutant may spit acid in the shooting phase
instead of shooting normally. Roll to hit normally,
but with an extra +1 to hit. Range: 6". Strength: 6.
Damage: 1. Save Mod: 2. When the mutant charges

or when some one charges him, he may spit the acid

for an extra hit that is worked out before hand-to-hand

takes place.

. The mutant's head is nothing but an empty skull.

The mutant causes fear.

Mutant's face is grossly disfigures. The mutant
causes fear.

The mutant has poisonous sacs of venom hidden
in his teeth or under his nails. The mutant gets either

+1 Attack in hand-to-hand combat or cause D3 wounds.

See later.

The mutant has either razor sharp fang or claws. He

gains +1 Attack in hand-to-hand combat at +1 Strength.

See later.

The mutant has legs that are nearly twice the length
that of 2 normal man. +1 movement per pair of legs.
Can use Agility skills.

The mutant has large horns protruding from his head.

+1 Attack when charging into hand-to-hand combat.

The mutant's mind has been all but destroyed (and therefore
believes Scotland are indeed a great footballing nation -Ed.)

10

40

15

15

10

10

10
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48-50

51-54

55

56

57-61

62

63

64

65

66

'
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Wings

Prebensile Tail*

Extra Arm

Obese

Eye Stalks

Armoured Hide

Blood Lust

Weapon*

Daemonic Face

Immense
Muscles

Regeneration

Multiple
Mutations

Choose

e

The mutant has large wings. The mutant can flyup to 30

his Movement characteristic in a turn, or double that

if he runs or charges (flaps). The mutant must land at
the end of his move. Flying upwards costs 2" per 1" up,
flying down costs 1/2" per 1" down.

As 'Tentacle’ mutation.
The mutant has an extra arm. He may use an extra
weapon in hand-to-hand combat for each extra arm.

The mutant is immensely fat (and may now become
Editor of the Journal - Wolfrik). -1 Movement.
+2 Toughness. Cannot use Agility skills.

The mutant’s eyes stick out on long stalks. The mutant's
line of sight is increased by 180 and he can

squeeze behind cover better. Count an extra -1 to hit
modifier when the mutant is in cover.

The mutant has rock hard skin and bone. The mutant
gets a saving throw of 5+ on a D6. This can be modified
in the usual way. In addition, you may choose to re-roll
on the Serious Injury table for this mutant if you do not
like the first result. You must accept the second roll.

If an enemy in hand-to-hand combat goes down,

the mutant gorges on his opponent and may not make
a follow up move. The mutant may not do anything for
the next turn. However, the victim of this attack
automatically gains two serious injuries (re-roll any
full recovery or survives against the odd results).

One of the mutant's weapons has become fused with
with his arm. Chose which weapon you want. No one
may ever use the disarm skill to get rid of this weapon.
You may not use a bionic arm to discard this mutation.
1f the weapon is a heavy weapon then the mutant no
longer counts as cncumbered in hand-to-hand combat.

The mutant's face is that of a daemon of the Chaos god
he worships. The mutant causes terror as well as fear.

The mutant's muscles bulge dramatically. +1 Movement
Strength, Toughness and Wounds. -1 Initiative. Cannot
be pinned. Can use muscle skills. anyone who attacks a
mutant with this mutation gets an additional +1 to hit
(or a +1 to their dice roll in hand-to-hand).

The murant's wounds heal quickly. In the recovery phase
the mutant may recover any lost wounds on the D6 roll
of 4+ (roll for each wound caused separately). He may
even do this if he is out of action. Also, any roll this
mutant must make on the Serious Injury table is ignored
on a D6 roll of 4+ (except Captured results).

The mutant has D3+ 1 mutations. Roll for them randomly

Choose one of the mutations from above.

o
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30

25

N/A
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* Mutations marked with an asterix are cumulative (e.g.) if a mutant gets more than one head then
he increases his line of sight by 90° for each extra head.

* The cost column on the Mutations table is for all those Scavvy players out there who want more
choices for their mutants. Note that some are not available because they are to strange to occur
naturally.

* If you roll a mutation that you already have that is not cumulative, then you may re-roll, but if
you roll another mutation that you already have that isn't cumulative, then you get no mutation.

* If a mutant gains both razor sharp fang/claws and poisonous fangs/claws then he only gets 1 extra
attack at +1 Strength that causes D3 wounds.

D6

D6

Gift
Collar of Khorne
Axe of Khorne#

Frenzy
Mark of Chaos*

Chaos armour

Gift
Claw*

Hermaphroditic

Prehensile Tongue*

Aura of Slaanesh

Mark of Chaos*

Chaos Armour

Gift
Obese

Foul Stench

Stream of Corruption

Cloud of Flies
Mark of Chaos*

Chaos Armour

CHAOS GIFTS TABLES
KHORNE

Description
The cultist is immune to Wyrd powers of any kind

Weapon:
STRENGTH: as user +1
SAVE MOD: No save

DAMAGE: D3
SPECIAL: Close combat only

The cultist is affected by the rules of frenzy
The cultist may re-roll any one dice roll per game
ARMOUR- Unmodified save of 5+ on a D6

SLAANESH

Description
As mutation
As mutation

As "fentacle' mutation. In addition, instead of shooting in the
shooting phase, the cultist may make a tongue attack instead.
RANGE = 6". Roll to hit as normal. If the target is hit, it is

dragged into hand-to-hand combat. The cultist counts as charging.
(Escher gangs love this mutation! - Ed)

Any enemy within their Initiative's distance in inches of the
cultist with this gift that is in hand-to-hand countsa 1 or 2 on
their artack dice as a fumble. Also, fumbles give the opponent 2
points to their attack instead of 1.

The cultist may re-roll any one dice roll per game.
ARMOUR - Unmodified save of 5+ on a D6.

NURGLE

Description
As mutation
As mutation

Weapon:
STRENGTH: 5 DAMAGE: 1 SAVE MOD: -2
SPECIAL: One shot per game. Uses flamer template.

Anyone shooting at a cultist with this gift suffers a -1 to hit.
The cultist may re-roll any one dice roll per game.
ARMOUR - Unmodified save of 5+ on a D6.
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TZEENTCH
Gift Description
Wings As mutation
Bird Face As 'beak’ mutation. In addition, the cultist gets +1 BS and Initiative.
Flamer Arm* Weapon:
STRENGTH: 4 DAMAGE: D3 SAVE MOD: -2

SPECIAL: Uses hand flamer template. Can be used in close combat.
Victims may be set on fire (see flamer rules). Automatically passes
ammo rolls.

4 Power* The cultist gains one Wyrd minor power. Roll for it randomly
(reroll a ‘none’ result).

3 Mark of Chaos* The cultist may re-roll any one dice roll per game.

6 Chaos Armour ARMOUR - Unmodified save of 5+ on a D6.

*1f you roll the same gift for the same cultist, then his Chaos patron has had a bit of a joke and you
must roll for a mutation for the cultist instead. The only exceptions to this rule are the gifts marked
by an asterix, as these gifts have cumulative effects and can be taken more than once.

CHAOS SPAWN

If any member of a cultist gang receives 5 or more mutations then they run the risk of becoming
a Chaos Spawn. Once a cultist receives 5 or more mutations/Chaos gifts (Chaos Champion gifts
don't count), take a Leadership test and add the relevant modifiers:

MODIFIERS
+1 per mutation above the number of 5

+1 per game after the one when the cultist received 5 mutations
+1 if the cultist gang worships Slaanesh, Nurgle or Tzeentch.

If he passes his test then he continues his existence as normal (well, almost). If he fails his test then
the Cultist has Spawned! He immediately receives another 2D3 mutations/gifts (roll a D6: 1-

=Mutation, 5-6=Chaos gift). Once he has become a Spawn, he may no longer us any weapons*
or equipment of any kind and so the gang may sell ‘them at the usual price. e may not use any
skills, either.

The Spawn may gain more experience as normal and may take characteristic advances, but may
not take any more skills, mutations or gifts. The Spawn may ignore the normal characteristic limits
and can continue to gain advances up to a maximum of 10. A Spawn will never challenge for
leadership of a gang, and cannot forage or visit the trading post.

A Spawn will never break and so never needs to take leadership tests except for stupidity and
Jfrenzy tests, or Wyrd powers. Spawn are horrific creatures to behold, and as such cause fear. If a
Spawn already causes fear then it causes terror as well.

If half the number of a cultist gang become Spawn, then the gang has to split up due to it being
‘understaffed.’

Spawn can never lead gangs. If the leader of a cultist gang becomes a Spawn, then the cultist with
the next highest leadership value will become leader, just as if the leader had been killed.

Roll a D6 for the Spawn before each game:

1-2 The Spawn is subject (o stupidity for this game
3-4 The Spawn acts normally this game.
5-6 The Spawn is subject to frenzy for this game.
P T 2 ol gooame. § 8 g
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Spawn are immune to psychology except where noted in the table above, and so will no longer
suffer batred towards Redemptionists or rival Cultist gangs. If a Spawn is captured, it is
automatically destroyed in the name of humanity. The gang that captured it cannot sell it into
slavery or collect bounty for it.

*Except weapons that are Chaos gifts or weapons that have become fused 1o it as a result of the
'weapon' mutation.

BECOMING A CULT

Most gangs in Necromunda are religious in some form or another (though most don't like to admit
it). When a major incident happens to the life of a gang leader, it may bring out his religious side
and he will try to convert his gang into a religious cult.

This is a sct of optional rules I thought up just to make Necromundan life that little bit more
interesting. These rules will come into affect wheny/if one of the following incidents occur:

1 If the gang loses a game and has at least 4 times as many casualties inflicted on them as they
did on their opponent.

2 If 3 or more members of the gang suffer the 'Dead' results on the Serious Injury table after a
single game.

3 If the gang loses a piece of territory when they have 4 or less remaining.

4 If the gang's leader (or equivalent) has suffered the 'Dead’ result on the Serious Injuries
table.

If any of these happen to your gang, then your gang leader must take a Leadership test. If more
than one of these events occurred ar once, then make a lLeadership test for each event. If the
Leader of your gang was killed in the game when this event occurred, then replace him using the
rules in the Outlanders book and then take the leadership test(s) for the new Leader.

Van Sarr gangs, Redemptionists, Chaos Cultists, Scavvies, Spyrers and Eldar Scouts are immune to
these evenzts, as they will always stick resolutely to their cause.

If the leader passes the Leadership test(s), then he is shaken, but otherwise unaffected by these
events. If he failed the test(s), then he has had enough of his life style and has decided to turn his
gang into a religious cult. It is now up to your discretion to decide what cult the gang will become.
Below is a list of the cults each type of gang has available:

GANG TYPE  CULTS AVAILABLE

Orlock Cultist Covens of any Chaos god, or Redemptionists

Goliath Cultist Covens of Khorne or Nurgle

Escher Cultist Covens of Khorne, Slaanesh or Tzeentch, or Redemptionists
Cawdor Redemptionists

Delague Cultist Covens of Nurgle or Tzeentch, or Redemptionists

Ratskins Cultist Covens of Xhorne

If your Leader chooses to create a Redemptionist Crusade, then he becomes a Redemptor Priest
and uses all the special rules for Redemptor Priests as described in the Outlanders rule book.

If your Leader chooses to create a Cultist Coven, then he becomes a2 Demagogue and uses all the
special rules for Demagogues as described in my Chaos Cultist article. The one exception to this
is that the Demagogue does not yet gain his Chaos Champion Gifts (see below).

To turn the rest of his gang into Redemptionists/Cultists, after each game (starting with the next
one) use the Priest's/Demagogue's Redeemer/Corrupter skill on one selected gang member. While
the Leader is Redeeming/Corrupting, neither he nor the victim may do anything else after each
game. The Leader must continue Redeeming/Corrupting until there are no members of the gang




left to convert. He may also try to convert prisoners, though if the victim wins they must sell h
into slavery or perform an exchange as normal. If the victim wins then he has resisted his Leade
attempts to convert him. If this happens, then the Leader may try to convert him again af
another game, but with a -1 modifier to his roil. If he fails again, he may try once more, but w
a -2 modifier. If he fails this time, he may try once more, with a -3 modifier. if this fails, then t
Leader thinks that the gang member is beyond his help and kills him. Remove the gang memt
from your roster. You may not keep the gang member's weaponry, but you can sell it at the usi
price.

If the Priest/Demagogue rolls higher than the victim, then he has succeeded in converting the ga
member over to his cause. The gang member will become his Redemptionist/Cultist equivale
this is summarised below:

GANGER REDEMPTIONIST CULTIST
Ganger* Brother Brother
Heavy Deacon Magus
Juve Novice ‘ Novice
Ratskin* - Brother
Brave ) - Novice

*In addition, up to 4 Gangers/Ratskins can become Zealots/Acolytes if they have 40 experier
points or more.

Once a gang member becomes a Redemptionist/Cultist, they are subject to all the special rules
their Redemptionist/Cultist equivalent (e.g. Zealots and Acolytes are subject to frenzy0. When tt
become Redemptionist/Cultists, they sell all their weaponry and will buy new weapons (He:
Flamers, Exterminators and Eviscerators will become available to the appropriate people at 1|
cost listed in the Redemptionists section of the Outlanders book). The convert (including 1
Leader) now rolls on the Redemptionists/Cultist Advance Table and has his Maxim
Characteristics upgraded to that of a Cultist/Redemptionist. If he is a Cultist, he will gain mutatic
and gifts as normal. However, the convert still takes skills from the Skill Tables that he used to, a
in addition he may take Ferocity skills, even if he was not allowed them before.

Once the entire gang has been converted into Cultists, the Demagogue is rewarded by his Patt
and receives his Chaos Champion Gifts.

Once the entire gang has been converted into Cultist/Redemptionists, they will discard all th
territories and go down into the Underhive to start their Crusade/Coven. They now count
Outlanders and all special rules for Redemptionists/Cultists apply to them (except for their ski
see above). They have now become a fully fledged Coven/Crusade!t

Now that I've done that, I'll list possible colour schemes (I have no idea if you want these, |
personally I think the article is too long already!)

Chaos Patron Robe Colours Mask Colours Detail Colours
Khorne Red or Black Bronze White or Black
Slaanesh Pastel Colours Black or Silver Blue or White

or Dark Blue
Nurgle Sickly Green Black Black Yellow
or Purple or White
Tzeentch Bright Red, Blue Gold, Silver Yellow, Red, Blue
or Yellow Bronze or Black or White
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CONVERSION IDEAS

THE BASIC MODEL

This is the easy bit. To make a basic Cultist, simply take a2 Redemptionist model. You may need to
remove an Exterminator cartridge if the model is a Brother or Novice, as Cultist Brethren cannot
have these. This conversion is simple. The cartridge can be removed with a sharp modelling knife
and then the area it used to belong in can be neatened up with a file.

MUTATIONS

To cover these in general is a bit tricky, so I've written a list of mutations with conversion ideas for
each below:

Bestial Face: Perform a head-swap with the head of a beastman.

Mace Tail: Take the tail from a Rat Ogre such as Headsplitter or Boneripper and attach it to the
mutant's behind. Cover the joins with milliput. Alternatively, you could just have the end f the tail
sticking out of the bottom of the Cultists robe.

Extra Head: This is a complicated version of head swap. First, remove the mutant's original head
and move it along the should for about a quarter of a centimetre before gluing it back on. Then
get a head from another model and attach it to the body of the mutant, next to the first head. Cover
the joins with milliput.

Centaur Body: To do this, you need to take the headless body of a horse (barded horses look
good for Cultists) and the torso of the mutant in question (cut the legs off using a small saw). The
join will not be perfect, so pinning may be necessary to keep the torso the right height above the
horse's neck. Once pinning is completed, fill in the gap with milliput.

Extra Eye: To do this you need milliput and a skilled hand at modelling.
Claw: Take a claw from a Daemonette and perform a hand-swap on the mutant.

Beak: Again, this requires a steady hand and milliput. Alternatively, you could use the beak of a
Wood Elf Warhawk.

Tentacle: Either find a tentacle on another miniature and pin it to your mutant or use milliput to
make one for yourself.

Hermaphrodite: I'd rather not dwell on this mutation so Il be brief. Use milliput in certain
places!

Extra Leg: Pin a leg onto the mutant's hip, or add another foot sticking out of the bottom of the
robe for a Cultist.

Skull Face: Perform a head-swap with a plastic skeleton. You'll have to add your own neck with
milliput, though.

Hideous Appearance: Use milliput to distort facial features. Alternatively, you could model on a
cloth hiding the mutant's face.

Very Long Legs: I have no idea how to pull this one off!!
Horns: Pin horns from a Minotaur or other similar creature to the sides of the mutant’s head.

Wings: Pin the wings of a Warhawk/Tyranid Gargoyle/similar creature to the mutant's back. Cover
the joins with milliput.
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BRAT GANGS

New Gangers are in the vae
By Tom Merrigan

Tom, wbb works in our Sydney
store in Oz, and despite baving
articles printed in Gang War 1

i!

linll Lord Ium ready to I:u. 1| juvenile
delinguent

(A Fistful of Gunfights) and
Journal 31 (The Underbive
Workshop) bas yet to feel any
stem to bis flow of creative
Jjuices. Here be is, back again
after losing bimself in bis back
issues of White Dwarf, with a
new gang concept borne out of
an old GW game. For all those
who work in the stores, this
article should bring back a few
memories...

What follows are the rules
that I usé€ for my new Brat
gang in Necromunda. So
if you want you can now
take control of a gang of
juveniles and wreak
vengeance on society for
the many social injustices
imposed on {t’s youth. ..

THE CONCEPT
The idea for the Brar
Gang was spawned
during one of the many
campalgns of
Necromunda that [ was
running. One of the
participants in the
campaign had a
Redemptionist gang
consisting of one
Redemptor Priest, one
Deacon, two Brothers
and twelve Novices. In
their first few games ‘The
Brothers of Fire' fared

rather poorly, managing
to win only two fights.
Before long though the
Novices began to gain
skills and as a result the
gang became almost
unbeatable. Imagine: a
deadly close combar and
shooting specialist with
multiple wounds and a
weight of numbers that
was unmatched by any of
the other gangs. It was
the Novices' ability to
gain skills quickly that
made them effective.
Before long the gang had
risen to the status of “Top
Dog’ and boasted over
thirty fighters. So there I
was, running the
campaign thinking that
this gang with all the
Novices was absolutely
awesome and that
wouldn't it be great to be

able to fleld just a gang of
Juves.

It was at the same time
that I decided to re-
acquaint myself with my
old White Dwarfs, which
had been stored away in a-
box, and gathered more
than enough dust that I
thought I was flicking
through ancient tomes.
Anyway, I stumbled across
these Confrontation (old
name for Necromunda)
articles which included
the backgrounds for a
number of gangs. What
interested me most was
the background for a
gang called ‘Brats’. Brat
Gangs consisted of
rebellious nobles who
were undergoing rights of
passage in the Underhive.
Whilst this sounded a
little like Spyrers the



background as well s the
name bad given me an
idea. And thus the
juvenile and rehellious
Brat Gang was spawned.
And I must say that I have
found it quite enjoyable
running a Brat gang over
the course of our
campaign. The toughest
challenge awaits my gang
of juvenile thugs though;
1o rise to the posidon of
Top Dog in the Games
Workshop Sydney City
Stare staff campaign.

BACKGROUND

Brat gangs are made up of
unruly, discontent and
rebellious youths that
have been cast out of
their Houses for
commirting unlawful acts
against society and their
clan. Such youths flee to
the Hive Bottom to
escape the persecution of
the Adeprus Arbites
‘Mighty Hand of Justice".
Forced to fend for
themselves In a perilous
society these vouths will
often hook up with each
other and form hooligan
type gangs. Raiding,
looting, and killing
become part and parcel of
belonging to a Brat gang,
and are deemed necessary
in order to punish the
oppressors of youth and
1o survive against the
harsh life that is the
Underhive.

Socially Brat gangs are
always ar the forefront of
any new cult or fashion
that may sweep through
the Underhive, They wear
elaborate costumes and
have extravagant

Brat Gangs
Brats 5+ 25 Credits
M W5 BS § T W 1 A Id
i 2 2 3 B8 1 3 1 ]
Initial Experience Points: ) 0

Weapons: Unlike normal Juves who are plucked
straight from a house, Brats have spent at least some time
on the streets. Because of this they are skilled in the use
of more weapons than normal Juves. Therefore Brats
may purchase weapons from the Hand-to-Hand, Pistol,
Basic and Grenade, and Shotgun shell weapon lists.

SPECIAL RULES

Hatred: Brats are subject to a severe dislike towards
members of the house that they were thrown out of. To
represent this all Drats from one particular house will
suffer Harred against their enemy if chey come from
that same house.

Equipment: As aforementioned Brats value ‘gear’
maore then anything else. When they hook up with a
gang they will often already own a number of rare items
(stolen from their old bouse uphive of course), To
represent this, each dme you purchase a Brat for your
gang, you should roll a D6. If you roll & 6 you are
entitled a free roll at the Trading Post. This is like a
once off Inventor skill. The ltem rolled up is cbtained
free of charge but must go to the Brat in question. You
can not give this item o another Brat or sell it off unril
after the first game,

Training: Most Brats were kicked out of their house
because of the mischievous deeds they got up to. Most
have gained some sort of experience from their life on
the streets, where it is a matter of survival of the Gttest,
and only those that can adapt to changing conditions
live to see another ash filled day. To represent this you
can buy starting experience for any Brat in your gang.
Each 1D experience points costs 10 credits. All the
credits must be spent before rolling this experlence up.
The cost of this experence I5 not added to the basic
cost of the Brat. If a Brat gains enough experlénce to go

| up a level or two roll for the advancement(s)

BRAT MAXIMUM CHARACTERISTICS
M _Ws BS § T W 1 A ld

4 6 &6 4 4 3 6 3 9
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BRAT EXPERIENCE
ExpPoints Title
0-5 Brat (Start Level)

11-15 Brat

21-30 Brat Warrior

41-50 Brat Warrior

61-70 Brat Champion

81-90 Brat Champion

101-120 Brat Champion

141-160 Brat Champion

181-200 Brat Champion

A Delague Brat takes on the Redemption 241-280

Brat Hero
hairstyles. Often heavily some Brat gangs. _
into the drug culrure, Initiation rites, scarcs, and 321-360 Brat Hero
they live for the sheer joy tattoos are also common. m
of the moment. They Such things make them
participate in various easily recognisable as the 401+ Mighty Brat
rebellious, subversive and  lowest and most deprived th . .

» . em with the exceptio
anarchic activities Underhive denizens. m cepions

noted below. As
Outlanders the Brat gang
has no guild price and
may never pay of its
outlaw status.

including involvement

with culdst groups and SPECIAL RULES
sometimes Wyrds. Bizarre  @utlanders: Brats are an
tribal-like rituals are OQutlaw gang and all the
common practice among Qutlaw rules apply to

House Agility Combat Ferocity Muscle Shooting Stealth Techno
Cawdor - Y Y - - - -
Delaque - - - - Y Y -
Escher Y Y - - - - -
Goliath - - Y Y - - -
Orlock




Territory: Brats start with
one piece of territory
generated on the
Territory Chart in the
Necromunda source
book. This is the first
territory they will collect
income from. Brats can
never have more than one
piece of territory at a
time. Any additional
territory captured must be
looted to pay for new
clothes, drugs, weapons
and other fashionable
items. After each game the
Brats move on from their
territory. They prefer to
move around to keep up
to date on any new
fashion in the various
parts of the hive and also
to avoid the law. After
collecting any income
from a territory they are
staying at, you should roll
agaln on the standard
territory chart to
determine where they
head to next. This is the
settlement, waterhole
e.t.c that the Brat gang
will visit in search of new
fashion and illegal
dealings.

Income: Brats do not so
much as collect income,

as steal it (kind of like
looting, but not as
extreme). Collect income,
as normal for an Outlaw
gang but do not halve the
amount rolled. This is the
number of creds the Brats
are able to steal from the
local settlement,
waterhole or rip off from
some poor unfortunate
out in the slag wastes.
There are dangers
however associated with
petty crime. When rolling
for income, any roll of a 1
means that something has
gone wrong. Maybe an
alarm has been sounded,
the Watch has turned up
or something similar.
Make an injury roll for the
gang member who is
collecting income and
apply the result
immediately. If captured
this means that who ever
was collecting income has
been captured by the
Watch. And yes, gang
members can be killed!
Shot in the back by the-
Watch or an irate settler
as they flee the scene of
the crime. Whatever the
result no income will be
collected on a roll of 2
one.

Some Brats tentatively make their way throogh the Hive

BRAT ADVANCE TABLE
2D6 Result

2 New Skill (any Table)

3-4 New Skill

5  Characteristic Increase
1-3 = +1 Strength

4-6 = +1 Artack

6  Characteristic Increase
1-3 = +1 WS
46 = +1BS

7  Characteristic Increase
1-3 = +1 Inidadve

46 =+11d

8  Characteristic Increase
1.3 = +1WS
4-6 = +1BS

9  Characteristic Increase
1-3 = +1 Wound
4-6 = +1 Toughness
10-11 New Skill
12 New Skill (any Table)

Scavenging: Brat gangs
will never scavenge, as
they are just too damn
lazy. Anyway, they would
rather spend their time
hanging out at the Outlaw
Trading Post looking for
new ‘gear’.

Starvation: Brat gangs
suffer the effects of '
starvation as normal. In
some cases starving
oneself is seen as an
initiation rite.

Leadership: The leaders
of Brat gangs are not
always those with the
highest leadership. Brats
value material wealth and
‘gear’ above anything
else. Therefore, the leader
of the gang is always the
one with the highest total
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Autogun 20
Shotgun (solid shot/scatter shells)’ 20
Boltgun 35
Flamer 40
Lasgun 25
Grenade Launcher (grenades extra) 130
Melta-gun 95

Plasma Gun

Stub Gun
Autopistol
Laspistol
Boltpistol

Hand Flamer
Plasma Pistol
Chains and Flails
Chainsword

Clubs, Mauls and Bludgeons

Knife
Sword

Frag Grenades

70

10
15
15
20
20
25

Bt 5'..1‘: [' WEAF P Tt

25
10
free/s
10

30
Krak Grenades 50
Man-Stopper Shotgun Shells 5
Hot Shot Shotgun Shells Saz
Bolt Shotgun Shells 15

Dum Dum bullets for Stub Gun 5

value (total cost plus
experience). This person
has the standard
leadership skills as any
other gang leader.
Leadership challenges
often occur in Brat gangs.
If at any time a member

of the gang gains a higher
total value than that of
the leader then they
should fight it out to see
who will take control of
the gang as per normal.
Bottle Tests etc. are taken
on the Leader’s Ld even if

it is lower than that of
someone else in the gang.

Hired Guns: Brat gangs
can make use of any
Hired Guns that they can
afford other than Bounty
Hunters. In addition,
none of the special
characters (such as Mad
Donna) will fight for
them. They don’t want to
be seen hanging around
with a bunch of
adolescent misfits.

Bounty: Brats are seen as

' a menace to society and

so are hunted down by
the Guilders. They are
worth a bounty equal to
thelr total cost, just like
any other Outlaw:

Trading: As Outlaws Brat
gangs trade at the Outlaw
Trading Post. This is the
place to go for drugs and
other narcotics which
Brats value highly. If the
leader is uninjured then
he may go to the trading
post and is offered D3
items. Every other gang
member that goes with
the leader adds +1 to
that roll. If the leader has
been injured then the
gang is offered one item
per member who goes to
the trading post. The best
‘gear’ though Is at the
normal trading posts.
Brats will sometimes risk
going to the normal
trading post to get such
‘gear’. There are risks
involved however when
visiting the normal
trading post, because
after all the Brats are
outlawed. If you decide
to visit the normal
trading post roll 2 D6




adding +1 for every extra
gang member that
accompanies the leader.
On a six (before or after
modification) the Brats
have been spotted by the
Watch and will be arrested
unless they can make
good their escape. Make
an initiative test for each
gang member who visited
the Trading Post. Ifa
fighter rolls equal to or
under their initiative they
will escape, otherwise the
Watch will capture them

Scenarios: Brat gangs roll
on the Outlaw Scenario
table. If the Brats can
choose which scenario to
play then they can pick
any of the ones from the
Necromunda or
Qutlanders rules.

Heavy Weapons: Brats
cannot use heavy
weapons because of the
strength that is required
to hold such a weapon
and deal with the recoil
when it fires. However, if
a Goliath Brat gains the

skill Bulging Biceps then -

they can purchase a heavy
weapon at the cost
indicated in the
Outlanders book (note
that the Goliath Brat will
not be able to move and
fire with the heavy
weapon. The Bulging
Biceps skill simply allows
them to use a heavy
weapon). Only Goliath
Brats can ever use a heavy
weapon on account of
their already enhanced
muscle strength over the
other Brats in the gang.
No more than two
members of the gang can

be armed with heavy
weapons at a time and
you must convert a

suitable model to use.

WORDS OF WIiSDOM
Brat gangs are not easy to
use in Necromunda. Your
fighters will be
inexperienced, and other
gangs will be looking to
give you an easy
thrashing. To help out all
you ‘Green Hivers' I have
come up with a few
pointers on creating a
successful Brat gang. The
first thing to bare in mind
is the fact that you're
fighters will be pretty
inept at firing a gun. It is
best to chose either close
combat or pistol weapons
for your fighters. Pistols
are great because of the
+2 to hit at short range
that most of them offer.
Close combat equipped
fighters are also
favourable as the +1
modifier for charging will
allow your fighters to
fight on equal terms. Give
a couple of Brats a club
or two to give them the
edge in combat and make
it easier for them to
wound their opponents.

The next thing to
consider is the low
leadership of your
warriors. Unless you get a
few leadership increases
vou are going to find that
you will Bottle Out of
quite a few games early
on. My advice is to always
start with at least thirteen
or more fighters. That
way you won't have to
start making Bottle Tests
until you have had four

fighters taken down or
out of action. Having a
few extra warriors is also
handy for ganging up on
your opponent in close
combat.

When starting out with a
Brat gang, seek out other
gangs that have a higher
rating than yours. Brats
gain experience increases
very quickly early on so
the more experience your
fighters can get the better.
As you will have lots of
fighters, try not to bulld
up all-rounders, but
rather try to make your
fighters either close-
combat or shooting
specialists.

My last piece of advice is
to have fun. Brats aren't
meant to be an easy gang
1o play with. They're
meant to provide you
with a challenge. If you
suffer a few early set
backs stick with it,
because the ups and
downs inevitably even
out.

INFAMOUS BRAT

GANGS
What follows is a brief
background of a few of
the more notorious Brat
gangs that bave run the
gauntlet in the Hives of
Necromunda.

DANCE MACABRE'S

. Dance Macabre members,

of all the Brat gangs
believe themselves to be
truly noble. Their dress
reflects this belief. They
wear clothes with frills
and have long tailored
capes. Fashionable canes
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(often with a hidden
spike) are also traditional
for them. To look at,
Dance Macabre members
appear very unnatural,
with their white
powdered faces, blonde
hair and blacked-out eye
sockets. Ritualised blood
drinking (both that of
their own and that of
their enemies) is also
common place. In many
sectors of the Underhive
they are referred to as a
vampiric cult. Their
symbol is the bat.

FRIGHT KNIGHTS
The Fright Knights are
gung-ho in nature. They
like to rush in to
situations with all guns
blazing. Guns that make

It's the Hulunplnrn = time 1o move on guys!

N

lots of noise is their
preferred weapon. As a
consequence close .
combat is frowned upon
within the social structure
of the gang. Fright
Knights are typically
clothed in green camo
gear, which makes them
easily recognisable. They
also have long spiky hair,
and wear sleeveless
jackets and black
sunglasses. The symbol of
the Fright Knights is a
spiky haired head with
the word ‘boo’ under it.

JAGGERS
Jaggers are close combat
orientated and are rarely,
if ever, seen with a gun
greater in size than that
of a pistol. When not

brawling with other gangs
they partake in duelling
contests to see who are
the most adept
swordsmen. Their bodies
are covered in scars and
slash marks as a result.
Jaggers wear ornate tight
fitting clothes adorned
with spikes. They also
wear special goggles that
cut out bright light. This
has lead many to the
assumption that they
originated from clan
Delaque. Their symbol Is
the stylised word
‘Jaggers’.

NECROS

The symbol of the Necros
is the skull. This symbol
is often tattooed onto
their almost bald, shaved
heads. Necros usually
wear long double-
breasted coats and are
armed with a variety of
weapons. It is little
wonder that they are
referred to as cold-
blooded psychotics when
they find pleasure in
torturing their captives
for hours on end before
finally ensuring that they
die painfully. Of all the
Brat Gangs they are
without remorse or fear.
It is this nature which has
led to many power
struggles within the gang
structure.

RAKEHELLIONS
Rakehellion Brats have
white faces, and painted
eyebrows and lips. Their
clothes are made out of
the most expensive
materials that can be
found (or, usually stolen)



and are often ornate with
bows and gems. It Is little
wonder then that they are
often referred to as
‘priceless princesses’ by
some of the other gangs.
Something that they hate
and that has led to more
than one smart-mouthed
ruffian finding a knife in
his throat. The symbol of
the Rakehellions is the
flaming heart. It is a sign
of the burning desire to
be free that lurks within
all Rakehellions.

STRYPERS

Strypers are aptly named
because the majority of
their clothing Is covered
in stripes. These stripes
are often alternated in a
pattern of bright colours.
Typically they wear big
collared, sleeveless vests.
High-ranking members
often have slashed
leggings. Strypers also
wear fancy wigs to cover
up there baldheads.
Baldness is in fact quite
prominent amongst the
gang members and is
thought to be a condition
of the highly toxic area
that they inbabit. Strypers
favour stealthy ambush as
their method of attack.
The symbol of the
Strypers is a bar-code that
is tattooed to their
foreheads.

SPOOKHEADS
Spookheads are addicted
to the substance known
as ‘Spook’, which is
where they get their
name. They are the
atypical juvenile scum
who raid and loot simply

for fun rather than any
beneficial gain. Their
clothing is thart of the
typical gang fighter, and is
amost lethargic
compared to that of the
other Brat Gangs. Indeed
Spookheads, unlike other
Brat Gangs, have no care
for thelr personal
appearance whatsoever.
The Spookheads have no

symbol.

WHAT MODELS
TO USE?

Brat gangs are a mixture
of youths from all of the
Houses of the Hive (Le:
The standard gangs in
Necromunda). Therefore
the models that are the
easiest to use are the
Juves from the Cawdor,
Orlock, Van Saar etc
miniature range. Using
these models helps you
and your opponent
identify which models are
from which house very
easily on the tabletop. I
have also found that since
I started my Brat gang I
now have a good basis in
terms of miniatures for all
the other gangs. All 1
would need to do to run

an Esher gang for

~ example would be to buy

1 Leader, a Heavy and
perhaps one or two
gangers. There are other
alternatives however. How
about converting your
own scum from the
myriad of citadel
miniatures on offer? Or
we may be lucky and the
Trolls at mail order will
run a special deal on the
old Brat miniatures that
were designed for the
Confrontation game.

Well that’s it from me for
the time being. I hope
that you find playing with
a Brat gang challenging
and rewarding. If you
have any questions,
criticism or praise then
why not e-mail me at:

tim@start.com.au.

Alternatively (if you're in
0z) why not pop into the
Games Workshop Sydney
City store sometime and
have a chat. I'm always
keen to hear what’s going
on in the other Hives of
Necromunda. Now I'm of
to dish out some ‘ruff’
justice as only Brats know
how...
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HIRED GUN

OGRYN BODYGUARD

by TOM MERRIGAN & WARWICK KINRADE

Ogryns are large brutish creatures, standing
some 10 feer tall, and all bone and muscle.
Although not common on Necromunda a
few Ogryn have found there way into the
Underhive, usually bought in from distant
slave mdrkets to serve as bodyguards and
enforcers. Due to the Ogryns intimidating
size, lack of intelligence and love of
violence, they are much in demand by
wealthier Guilders and Gang Leaders.

Ogryn’s are perfectly suited to their role as
mercenaries and bodyguards. They lack the
mental capability to question any orders,
they have a child-like obedience and
naturally form strong loyalties to their
perceived master or ‘boss’. For these
reasons Ogryn bodyguards are highly
prized, and highly priced by unscrupulous
slave traders.

A gang backed by an Ogryn makes a
fearsome opponent. Ogryns are rightly
renowned as fcarsomec fighters and an

~ employment,

enraged Ogryn is a terrifying sight to
behold.

Ogryn’s  will happily except most
but they will not fight for
Scavvies - who they find far too smelly and
spooky. Redemptioists will never employ an
Ogryn bodyguard as they regard them as
dangerous mutants, who should be burnt at
the stake. Ratskins, being highly
superstitious, will not employ off worlders.

RECRUITING OGRYN BODYGUARDS

If a player wants to hire an Ogryn
Bodyguard then he must pay the standard
hire fee, which is 50 credits. A gang may only
have 1 Ogryn Bodyguard. The profile and
skills of the Bodyguard are worked out after
they are hired.

For the purposes of working out gang rating
an Ogryn has a value of 250 (ie, his hire fee
of 50x5).

OGRYN BODYGUARD PROFILE

Ogryn’s may have special skills as well as
superior characteristics values. This is
worked out only after the Ogryn is
recruited. The basic profile is given below.
In addition to this the Ogryn will have a
number of advances as explained below.

M WS BS S T W I A Ld
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OGRYN BODYGUARD ADVANCES

In addition to his enhanced profile an Ogryn
Bodyguard has three further ‘advances’
which are either additional bonuses to his
profile or skills. Roll a D6 three times and
consult the Ogryn Advances chart. An Ogryn
may not increase any characteristic by more
than +2, not increase his wounds beyond 4.
If a further increase is rolled then re-roll the
result. If you roll the same skill twice then
re-roll to get another.



OGRYN ADVANCE CHART

" D6 Roll Advance :
1 +1 Weapon Skill
2 +1 Attack
3 Roll a further D6:

1-3: +1 Strength
4-6: +1 Toughness
4-6 Roll a further D6:

1: Hurl Opponent
(Muscle skill)

2: True Grit
(Ferocity skill)

3: Crushing blow
(Muscle skill)

4: Berserk Charge
(Ferocity skill)

5: Body Slam
(Muscle skill)

6: Nerves of Steel
(Ferocity skill)

SPECIAL OGRYN RULES
FEAR

Ogryn's are exceptionally fierce creatures
that can rip arms from sockets and crush
skulls with a single blow. To represent this.
Ogryn’s cause fear as described on page 34
of the Necromunda rule book.

FIERCE LOYALTY

Once hired an Ogryn will take his job as
bodyguard very seriously. He becomes very
loyal to his new boss - the leader of the
hiring gang. He follows the boss around
everywhere, becomes suspicious of any who
approach him and is ready to batter
anybody who gets too close if they make a
wWrong move.

During a game an Ogryn bodyguard must
remain within 12” of your gang leader, he
just can’t let the boss out of his sight. If he is
not within 12” the Ogryn will move as fast as
he can to get back within 12”. If the Ogryn is
in close combat, finish the close combat
first, but as soon as he has no opponents the
Ogryn will set off in search of the boss.

If the gang leader is injured in anyway the
Ogryn will take it badly. If your gang leader

is taken down the Ogryn immediately rolls a
leadership test. If he passes he keeps his
cool. If he fails the test he gets very mad. The
Ogryn is now subject to Frenzy. See page 36
of the Necromunda Rulebook for the Frenzy
rules.

OGRYN BODYGUARD WEAPONS

Ogryn’s just ain’t that bright, and most
weapons are 100 complex and too small for
their large fists. Ogryn’s cannot buy any
other weapons.

Ogryn's arc armed with the following:
Massive Axe, Sword, Club or Mace.

For an extra 30 credits an Ogryn can swap
his massive axe, sword etc for a Ripper Gun.

A weapon specially designed for Ogryn’s,
Ripper guns are brutally effective at short
rangc. Only Ogryn’s have the strength and
large hands required to use a Ripper Gun.

Short | Long | To Hit] To Hit | 5tr foam saw‘ Ammio| Specil

Range | Range | Shor | Lo Modd Boll | ..

ol

0-4 4-8 +2 -1 4|1 4+ | Sus’ Fire 2 dice
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HIRED GUN

ASH WASTE SHAMAN

by Warwick Kinrade

Beyond the Hive lics the poisonous ash

wastes, a toxic desert created by the
pollution of ten thousand years of heavy
industry. No-one can remember what
Necromunda was originally like, nothing
remains anymore. The planets ecology has
been utterly destroyed, no native flora or
fauna survive, it is replaced by a hellish
vision of ash deserts and dunes, toxic
chemical spills, rivers of sludge and acid
rain.

Few survive in this harsh environment, only
the most desperate of outlaws and mutants
flee here, to scratch a living as scavengers
and bandits, living 2 nomadic existence.

Amongst these outcasts are Shaman, strange
religious madmen living as isolated hermits,
ranting to themselves and the occasional
passer-by. Why these deranged individuals
choose to live in such an inhospitable place
can only be guessed at. Some believe they
are worshippers of a strange cult sent in to
the wilderness as a test of faith, others that
they are just criminals fleeing justice in the

Hive. One theory is that they believe the
Underhive is a corrupt and blasphemous
place, abandoned by the Emperor,
condemned to sink into barbarity and
chaos. They flee to the Ash Wastes, a place
unsullicd by mankind’s corruption, to seek
absolution and enlightenment, and escape
the impending doom.

After years out in the Ash Wastes, their
minds deranged by exposure to dangerous
chemicals, these self styled shamans
develop strange psychic powers. They claim
they can commune directly with the
Emperor, and in return for his wisdom and
protection they must make Hive Primus
aware of it’s peril . To utilise their powers a
Shaman uses a Focus, a valuable artifact
used to focus his concentration and use his
‘divine’ powers. This is the shamans most
valuable possession (often his only
possession), without it he cannot use his
powers, and cannot do the ‘Emperor’s
work’.

After years in the wastes, with only
themselves for company these mysterious
hermits, thecir souls purged of the
blasphemous taint of the Underhive, return
to it to preach to the unconverted as profits
of doom and apocalypse. These Shaman
often attach themselves to gangs, in the
belief that the gang can be converted to do
his bidding. This suits many gang lcaders,
who also benefit from the Shamans powers

RECRUITING SHAMANS

If a player wants to hire a Shaman he must
pay the standard hire fee, which is 15
credits. A gang can only recruit one
Shaman. The profile and skills for the
Shaman are worked out after they arc hired.
Any gang except for Redemptionsits and
Spyrers can hire a Shaman. A Shaman also
increases the gangs chances of being
outlawed if they are reported to the
Watchmen, just like a Wyrd.



For the purpose of calculating the gang
rating a Shaman has a value of 75 (ie, his
hire fee of 15 x5).

SHAMAN PROFILE

Shaman may have special skills and superior
characteristic values. This is worked out
only after the Shaman is recruited. The basic
characteristic profile is given below, which is
the base level for characteristic values. In
addition to this Shaman will have a number
of advances as cxplained below

M WS BS § T W I A Ld
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and chemicals. Shaman are not affected by
any types gas grenades. They are also not
affected by any of the Toxic Fog treacherous
conditions, results 31-36 on the
Treacherous Conditions chart.

Shaman are not noted for their ability as
fighters, they rely on their special powers.
None-the-less it is a dangerous world and
nobody travels unarmed. A Shaman is

always armed with the following. Shaman Primary Powers

Knife and Club or staff (counts as club). Shaman powers are treated exactly the same

SHAMAN SPECIAL RULES as Wyrd powers. He uses }'llS powers in the
same way as a Wyrd, and is also vulnerable

Immunity to the Perils of the Warp just like a Wyrd.
The Shaman gets 1 roll on the Shaman
primary powers table below and one roll on
the Wyrd Minor Powers table in Outlanders.

Living in the Ash Wastes builds up the
Shamans immune systems to toxic gases

SHAMAH FRIMAPY POWERS
1-2 Minor Pys(.hic Powers

| The Shaman actually has latent pyschic powers. Out in the Ash Wastes these have |
 developed and he has learnt to control them. Roll twice on the Wyrd Minor Powrs table
(page 234 of the Necromunda ha.rdback rules). ; :

3 Ash Storm

| Long years in the wilderness have taught the Shaman to control the ash storms. He can

| summon a swirling tornado of ash, Position the 2” blast template anywhere within 24" of |
the Shaman. Any model under the template takes 1 strength 3 hit, normal armour saves |
apply, and is moved the closest edge of the template. The storm remains in placc and :
cannot be fired through. Models cannot enter the storm. !

4 Prophetic Curse

As a harbinger of doom the Shaman can curse individuals to a horrible death for their sins.
If the Shaman passes his leadership test then he may choose a single enemy model within
his line of sight. That model will fail all initiative test it attempts for the rest of the game. If
the Shaman is injured then the curse ends.

5-6 Pyschic Bolt

The Shaman can use his focus to unleash a blast of psych:c energy, powerful cnough to fry
an enemy’s brains! If the Shaman rolls under his leadership then he may target one enemy
model within his line of sight. The model is suffers 1 automatic hit at D6 strcngr.h with no
armour save allowed.
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“RATLING SNIPER

by Richard Irvine

Ratling exist in small close-knit communities in the
Underhive. Being rather small and puny they have to
rely on their cunning and wits to survive. Ratlings
would almost certainly be doomed if they could not
defend themselves. Being small they have no chance in
close combat, so Ratlinigs have to hone their shooting
skills, making them excellent marksmen. Some Ratlings
in the Underhive are deserters from the Imperial
Guard, and so they retain their favoured weapon, the
Needle Sniper Rifle. Armed with this deadly weapon a
Rating can remain submerged in the shadows to
deliver swift, poison induced death to their foes...

RECRUITING A RATLING SNIPER

To hire a Ratling Sniper costs 40 creds. Rating Snipers
are recruited as a member of your gang, NOT as a
normal hired gun. Therefore you only have to make
one initial payment of 40 credits to add him to your
gang. Each gang may only recruit 1 sniper.

RATLING SNIPER PROFILE

The basic characteristic profile of a sniper is given
below, which is the base level of characteristic values.

M WS BS S T W I A Ld
4 2 4 2 2 1 5 1 6
EQUIPPING A RATLING SNIPER

Radings are equipped like normal gangers. They can be
given weapons from the hand to hand, pistols or basic
lists. They may be equipped with a Needle rifle for an

extra 200 creds. This is the only special weapon
Ratlings can use, and it is not transferable to other gang
members. A Ratling would never give up his rifle.

GAINING EXPERIENCE

Ratlings start the game with 20+D6 experience. They
advance in the same way as a normal ganger, but may
only reach a maximum profie of:

M WS BS § T W 1 A Id
5 3 6 3 3 2 7 3 8

They can select skills from Shooting and Stealth skills,
as well as their own special Sniper skills.

SNIPER SKILLS

If a Ratling Sniper gains a new skill then he may

choose a Sniper skill. Roll a D6.
1: Shadowmaster.
The Ratling can blend well into the shadows. As
long as he does not run in his turn he can blend
into the shadows. If somebody attempts to shoot
at him, they must first roll a 4+ on a D6. If they fail
they may attempt to shoot somebody else.
2: Crouch.
The Ratling can make himself a very small target. As
ong as he does not run in his turn he may crouch.
He counts as a small target, with -1 to be hit.
3: Alchemist.
The Ratling can increase the strength of the
venom in his Needle rifle. Before a game roll a D6.
On a roll of a 6, the needle counts as Strength 4
for this game.
4: Master Sniper.
The Ratling may shoot on Overwatch without the
-1 to hit penalty.
5: Technician.
The Rading is well prepared before each batde.
Before every barttle select 1 gun (if he has a Needle
rifle it must be this). Add +1 to the ammo rolls,
but a 1 is stll always 4 failure.

6: Shadowsniper.

The Ratling can shoot with devastating accuracy
once he has aimed. If he does not move he can
shoot with 2 +1 to hit.
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'RATSKIN SAVAGE

By Gerrid Robb (from the Gary James webpage)

0

Here's o dangerous, whooping savage nutjob to bolster your Ratskin gangs when fighting the
oppression of the Underbivers...

RATSKIN SAVAGE

Cost to Recruit: 60 Creds

Savages are Ratskin renegade warriors who have
taken their war against the Hivers to an
extreme. Continuously in a blood-thirsty state of
rage. Savages don't try to drive the Hivers out of
their land, they try to slaughter them altogether
as brutally and viciously as possible. When in
battle Savages can be seen dashing madly about,
wielding gore-splartered blades in each fist.
Fortunately for most Underhivers Ratskin
Savages are a very rare breed!

PROFILE

WEAPONS: Savages may only be armed with
the following weapons:

Club, Maul, Bludgeon, Sword, Knife.

Savages only fight in hand-to-hand combat and
always with a closc combat weapon in each
hand. This two weapon fighting style allows
them to Parry even if the weapons they use are
incapable of Parrying. Savages may never use
massive weapons.

ALLEGIANCE: Only Ratskin Gangs may
recruit Ratskin Savages.

SPECIAL RULES
Skills: Native Resilience, Frenzy

Scalping: Ratskin Savages are fearsome blood-
thirsty opponents and delight in the taking of
trophies from their victims in the shape of
scalps are an indication of their battle prowess.
If a Savage takes an opponent down or out in
hand-to-hand combat and there is no other
opponents within Follow-up Move range, the
potential victim can find himself horribly
mutilated or even without any hair! The victim
must make an Iniriative test. If successful the

Savage moves on fuelled by the blood-lust of
battle. If the roll fails then consult the scalping
chart below:

SCALPING CHART
2D6 Result

2. Dead — The victim is killed and his
body abandoned. All weapons and
equipment are lost.

3. Mangled — The victim is still alive but
his mates are going to call him ‘baldy’
from now on! The victim suffers
-1 Toughness.

Leg Wound — Obviously the Savage
doesn't know his scalp from his
kneecap and the victim loses a point of
Movement.

'S

5. Arm Wound — The victim suffers
-1 Strength.

6. Scaiped — The victim suffers brain-
damage. He is now subject to
Stupidity. Should he receive a second
head wound he must retire.

7. Blinded — The victim loses an eye and
suffers -1 BS.

8. Body Wound - The victim suffers
-1 Initiative.

Mauled — The victim suffers -1 W
Should he only have one Wound
anyway he is Dead.

10. Hand Wound - The victim loses some
| fingers and suffers -1 WS. Should he
suffer a further hand injury a hand is
| cur off and he may no longer use
Il weapons that require two hands to use.
11.

Traumatised — The victim is tortured
and suffers the loss of an experience
level which must be regained before he
can go up another level.

Dead — as above.
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Here’s more from the man
who brought you ‘Hive
Ken Skills’ in Journal 30.
Lachlan is from Oz and
Just keeps those creative
Juices flowing in bis
pursuit of the most
detailed Underbive rules
Necromundans bave ever
known!

See if there’s a couple of
Loose Cannons you want
in your gang causing all
manner of mayhem...

The Crazy Doc

The Crazy Doc was once a
respectable medic or doctor in
a peaceful sertlement, then
some of the inhabitants
started behaving strangely. The
Doc was caught testing new
drugs, bionics or grafts on his
patients and performing
unnecessary experimental
surgery. His license was
revoked and he was outlawed.
Now the Crazy Doc takes what
work he can get to continue
his experiments and fund his
somewhat unethical life work.

RECRUITING A CRAZY
DOC

Any gang may hire a Crazy
Doc, though there may be a
risk of being outlawed if they
are reported to the watchmen.
If a player wants to hire a
Crazy Doc he must pay the
standard hire fee, which is 25
credits. A gang may only have
one Crazy Doc. The profile
and skills for a Crazy Doc is
worked out after they are
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LLoose Cannons

New Hired Guns
By Lachlan Abraham

hired. For the purpose of
calculating the Gang Rating a
Crazy Doc has a value of 125
(his hire fee of 25 x 5).

The Crazy Doc has been an
Outlaw in the wastes for many
years, funding his passion by
working with whatever gang
was desperate enough to hire
him. Thus he may have special
skills or superior
characteristics. This is worked
out only after the Crazy Doc is
recruited. The basic
characteristic profile is given
below.

CRAZY DOC ADVANCES
A Crazy Doc has four advances
which are either bonuses on
his profile or skills. Roll 2 1D6
four times and consult the
chart below, noting down the
increases and skills as you go
along. He may not improve
any characteristic by more
than +2; if an increase is
rolled for the third time re-roll
the result. Similarly, if you roll
the same skill twice re-roll to
get another.

CRAZY DOC SPECIAL
RULES

The Crazy Doc is a twisted
individual, hunted by the law
for his crimes against the
innocent. In addition, he has

CRAZY DOC PROFILE

M WS BS S T

w1 A Ld

4 3 3 3 3

1 3
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certain unique abilities which
are represented by the
following rules.

Outlaw

Due to the fact that a Crazy
Doc Hired Gun is hunted by
Guilder Bounty Hunters, any
gang that is reported to the
Adeptus Arbites and has a

ADVANCE TABLE
D6 Roll  Advance

1 +1WS

2 +1 Initiative

3  +1 Leadership
4

Roll a further D6:
+1 BS
+1WS
+1 Str
+1T
+1WwW
+1A

5-6  Roll a further D6:
1-3:Killer Rep
(Ferocity Skill)
4-6 Roll a further D6:
1: Head Butt
(Muscle Skill)
2: Impetuous
(Ferocity Skill)
3. Rapid Fire

DM P

(Shooting Skill)
4: Nerves of Steel

(Ferocity Skill)
5: Dodge

(Agility Skill)

6: Berserk Charge
(Ferocity Skill)
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.razy Doc on the payroll must
apply -1 to their roll on the
Dutlaw Table.

Capture

Il a Crazy Doc takes an enemy
Out of Action in hand-to-hand
combat the enemy is
zutomatically captured at the
end of the game. Rather than
rolling on the Serious Injury
rable after the game, the
fighter is automatically taken
captive regardless of which
side won the game or whether
the Crazy Doc survives or not.

Surgery

This skill can only be used
against caprured enemies. If
the Crazy Doc passes a
I.cadership test he can
perform surgery on the
captured model. Surgery
zllows him to take a Serious
Injury off of any member of
the gang that is currently
hiring him and transfer it onto
the captured model (via
marticularly gruesome organ
rransplants and skin graftingt).
The captured victim may be
ransomed, exchanged or sold
into slavery as normal after
the surgery has taken place
hut the opposing gang may
artempt a Rescue mission
hefore the surgery.

For example: the Leader of a
Van Saar Gang has the Serious
Injury Blinded in one eye, his
zang has a hired Crazy Doc
and Jast game captured an
|Escher Juve. If the Crazy Doc
passes his Leadership test he
transplants one of the Escher’s
cves into the van Saar Leader
and the injuries are effectively
=wapped. If the Escher Gang
mounts a Rescue Mission they
might get there in time to save
their juve from this terrible
surgery...

CRAZY DOC WEAPONS
A Crazy Doc fights with his
own weapons as described
below. A Crazy Doc cannot
buy or use other weapons or
equipment.

A Crazy Doc is armed with the
following weapons:

¢ Any number of knives
¢ Chainsword

* Filter Plugs or
Respirator

* Photo Contacts or
Photo Visor

* Medi-Pack

They are also armed with one
of the following:

¢ Laspistol
* Auto Pistol

¢ Stub Gun with Dum-Dum
Ammunition

They may also be equipped
with one of the following:

* Any one Bionic part
* Bio-Scanner

* Bio-Booster

Guild Assassin
Guild Assassins are amongst
the most feared individuals on
Necromunda. The Guild of
Assassins will take money from
anyone for any reason and
have even been known to
waste Nobles in the Spire or

rich and influential Guilders
from the Merchants Guild. It is
not known, however, for them
to accept contracts against
Imperial Officials, such as
Adeptus Arbites Judges or the
ruling house of Helmawr.
Unlike the legendary Imperial
Assassins, their methods are
often unnecessarily cruel and
painful - Imperial Agents are
at least brurally swift in their
executions. Guild Assassins
are usually hired by the Noble
families to perform subtle hits
upon their rivals and also as
bodyguards to prevent this.
The less fortunate, basically
those who dwell in the
overcrowded depths of the
Underhive, have to seek
contracts through more
mysterious sources.

RECRUITING A GUILD
ASSASSIN

Any gang may hire a Guild
Assassin. If a2 player wants to
hire a Guild Assassin he must
pay the standard hire fee,
which is 35 credits. A gang
may only have one Guild
Assassin. The profile and skills
for a Guild Assassin is worked
out after they are hired. For
the purpose of calculating the
gang rating a Guild Assassin
has a value of 175 (his hire fee
of 353 x 5).

Guild Assassins have
undergone intensive training,
thus they may have special
skills or superior
characteristics. This is worked
out only after the Guild
Assassin is recruited. The basic
characteristic profile is given
below.

GUILD ASSASSIN PROFILE

M WS BS S T

w1 A Ld

4 3 3 3 3

1 3 1 7
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GUILD ASSASSIN
ADVANCES

A Guild Assassin has three
advances which are either
bonuses to his profile or
additional skills. Roll a 1D6
three times and consult the
chart below, noting down the
increases and skills as you go
along. He may not improve
any characteristic by more
than +2; if an increase is
rolled for the third time re-roll
the result. Similarly, if you roll
the same skill twice re-roll to
get another.

ADVANCE TABLE
D6 Roll  Advance

1-2 Roll a further D6:
1: +1WS
+1BS
+11
+11Ld
Roll a further D6:
1 3. 41 Str
4-6: +1T
6: Roll a further D6:
1-3: +1W
4-6: +1A
3-6 Roll a further D6:
1-2: Killer Rep
(Ferocity Skill)
3-4: Marksman
(Shooting Skill)
5: Step Aside
(Combat Skill)
6: Roll a further D6:

Vo

1: Catfall
(Agility Skill)

2. Dodge
(Agility Skill)

3. Hip Shooter
(Shooting Skill)

4. Crack Shot
(Shooting Skill)

5: Ambush
(Stealth Skilly
6. Sneak Up

(Stealth Skill)

SPECIAL GUILD
ASSASSIN RULES

Guild Assassins are trained
and merciless killers. This is
represented by the following
rule,

Automatic Kill

If a Guild Assassin takes an
enemy Out of Action in hand-
to-hand combat the enemy is
automatically dead, so great is
a Guild Assassins’ expertise.

GUILD ASSASSIN
WEAPONS

A Guild Assassin fights with his
own weapons as described
below. A Guild Assassin cannot
buy or use other weapons or
equipment.

Guild Assassins are armed
with the following.

* Any number of Knives
¢ Sword
¢ Auto Pistol with Silencer

¢ Lasgun with Red Dot
Laser Sight
* Filter Plugs or Respirator
* Photo Contacts or Photo
Visor
They may also be equipped
with one of the following.
¢ Skull Chip
* Blindsnake Pouch
¢ Mesh Armour

¢ Infra-Goggles

Defence Force
Deserter

Defence Force Deserters are a
strange breed. Deserters may
have left the Defence Force
due to cowardice, crimes
against the harsh military
system of the Imperium or
rebellion against the over-

bearing discipline of the
Defence force. They struggle
to regain what they once had,
a semi-ordinary life, but the
violent fire kindled by their
service will not die, nor will
the shame of their actions
fade. Neither will the
Imperium forgive, nor forget
ever... The deserter is a
haunted, hunted man who
invariably wants to do one
thing: to get off-world. Getting
away from his hunters
requires him to change his
identity many times just to
keep ahead of the game, often
driving him into the depths of
the Underhive in search of
anonymity. Now he only sells
his gun to get that ticket off-
world and away from the
prying eyes of his oppressive
Imperial masters.

RECRUITING A DEFENCE
FORCE DESERTER

Any gang may hire a Defence
Force Deserter, though there
may be a risk of being
Outlawed if they are reported
to the watchmen. If a player
wants to hire a Defence Force
Deserter he must pay the
standard hire fee, which is 40
credits. A gang may only have
one Defence Force Deserter.
The profile and skills for a
Defence Force Deserter is
worked out after they are
hired.

For the purpose of calculating
the gang rating a Defence
Force Deserter has a value of
200 ¢his hire fee of 40x5).

Defence Force Deserters have
been through intensive




military training, thus they
may have special skills or
<uperior characteristics. The
nasic characteristic profile is
=vien below

DEFENCE FORCE
DESERTER ADVANCES
4 Defence Force Deserter has
“iree advances which are

ther bonuses on his profile

- skills. Roll a D6 three times
:nd consult the chart below,

ting down the increases and

-«ills as you go along.

¢ may not improve any

_haracteristic by more than

- 2. if an increase is rolled for
~¢ third time re-roll the

-zsult. Similarly if you roll the

same skill twice re-roll to get
1other.

SPECIAL DEFENCE
FORCE DESERTER RULES
I'ne Defence Force Deserter is
: hunted man, which is
=presented by the following
wules:

Qutlaw
e to the fact that a Defence
-orce Deserter Hired Gun is
wunted by the forces of the
mperium, any gang that is
wported to the Adeptus
wrbites and has a Defence
srce Deserter must apply -2
their roll on the Outlaw
able.

Fugitive

“oll 1D6 after each game the
cfence Force Deserter fights
ir the gang. On a roll of 'T°
r 2’ the Defence Force

Deserter finds passage off-
world, finds a new identity or
is arrested. The gang may not
hire another Defence Force
Deserter until they have
played another game.

DEFENCE FORCE
DESERTER WEAPONS
A Defence Force Deserter
fights with his own weapons
as described below. Defence
Force

Deserters cannot buy or use
other weapons or equipment
(Defence Force Deserters
hoard their money whilst
looking for passage off-world
or a new identity). The reason
a Defence Force Deserter will
usually be so heavily equipped
is that they have most likely
looted the bodies of their
comrades before running.

Defence Force Deserters are
armed with the following:

¢ Combat Knife
¢ Flak Armour
* Laspistol

They are also armed with one
of the three following
collections of weapons:

¢ Lascannon

¢ Grenade Launcher with
Mono-Sight, Frag, Krak
and Smoke Grenades.

DEFENCE FORCE DESERTER PROFILE

M WS BS S T

w1 A Ld
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Medi-pack

¢ Chainsword & Plasma
Pistol

Replace Flak armour with
Carapace armour

Frag Grenades
Bio Scanner

Any one bionic part

ADVANCE TABLE
D6 Roll Advance

1 +1BS
2 +11
3 +11Ld
4 Roll a further D6:
1: +1WS
2: +1 Str
3 41T
4: +1W
5: +1A
5. +11d

5-6 Roll a further D6:

1-2:  Nerves of Steel
(Ferocity Skill)
3-4: Crack Shot
(Shooting Skill)
5 Marksman

(Shooting Skill)
6: Roll a further D6:

1: Dodge
(Agility Skill)
2: True Grit

(Ferocity Skill)
3. Weaponsmith
(Techno Skill)
4:  Killer Reputation
(Ferocity Skill)
5. Ambush (Stealth)
6: Rapid Fire
(Shooting Skilly
(The player may choose the
weapon which it applies to)




L CARACTER
KLOVIS, THE REDEEMER

by 1AN WRIGHT

He's a legend in his own lifetime and a force
to be reckoned with. His crusades are
notorious for the slaughter they bring. After
the Arch Zealot himself, Klovis, the
Redeemer, is perhaps the most notorious
Redemptor Priest in the Underhive. He
battles tirclessly against the infidels,
scourging heretics and purging mutants.

His righteous acts of merciful execution are
chronicled by the hand of his faithful scribe,
Deacon Malakev.

Remember, if it doesn't hurt, it docsn't
count!

M WS BS

S T W I A ILd

4 6 5

WEAPONS:

ARMOUR:
SKILLS:

PSYCHOLOGY:

ALLEGIANCE:

RATING:

PAYMENT:

BOUNTY:

4 4 3 5 2 10
Holy Eviscerator, the
Mortifier (see below),
plasma pistol, sword
and a knife.

Flak Armour.

Leap (Agility Skill),
Killer Reputation and
Nerves of Steel
(Ferocity Skills).

Klovis is immune to all
psychology tests except
for hatred and frenzy
(see below).

Klovis can only lead a
Redemptionist
Crusade.

Klovis has a rating of
+390 points.

Klovis may only be
called as a Mentor. (see
below and p.236).

He does not require
payment.

There is a bounty on
Klovis' head equal to his
rating in credits.




SPECIAL RULES

Klovis  follows all the rules for
Redemptionists as set out in the Outlanders
rulebook and has the skills Leadership,
Redeemer and nspire Hatred as listed for
the Redemptor Priest. He also has the
following rules:

Purge and Purify: Klovis may oniy be called
upon as a Mentor. However, if you arc
fighting against an enemy whose number
include the ‘impure’ (Scavvies, mutants,
psykers, aliens, Outlanders and any
Outlaws) you may add + 1 to the dice roll
when checking against the table on page
236, to see if a Mentor will help your
Crusade.

Guiding Hand: When Klovis agrees to help
out a Redemptionist Crusade he will only do
so only as it's Leader. This means that the
Crusade's usual leader does not fight in the
coming battle. He must stay behind at base
camp to study the sacred texts, pray and
meditate.

Controlled Frenzy! Klovis can control his
rage during combat conditions. If you
decide to, at the beginning of your turn he
may become subject to the rules for frenzy.

VEAR LORD,
MAKE ME PIE OR
GIVE ME THE GRACE
TO CONQUER THIS 6ANG
OF GINNERS ANP
RENDER MYSELF
TS MASTER.

e v e

The state of frenzy lasts until the beginning
of your next turn. In the unlikely
circumstance that Klovis loses his nerve, or if
you decide he doesn't become frenzied,
then he is subject to the rules for hatred.
Klovis need not roll dice to test against his
Leadership, he automatically has control
over either state.

Disciplinary Measures: Losing is not an
option! After a lost skirmish, choose one of
the Brethren for discipline. Klovis ‘tutors’
the errant Brother causing him one serious
wound. Roll a D66 on the Serious Injuries
table (p.109), re-rolling any results of 41-66.

WEAPONS
HOLY EVISCERATOR

Also known as the Sword of Persecution or
the Sword of Redemption, Klovis'
Eviscerator is considered a holy weapon.

It is cared for and maintained with loving
reverence by Deacon Malakev. ‘This means
that after each use of the flamer part of the
weapon, roll 2 DG. It nced only take an
ammo test if the roll was a 6. Also, the
weapon is not subject to the rules for
exploding weapons.

All other aspects of Klovis' Eviscerator are
the same as for a standard one. Sce
Necromunda rulebook, New Weapons
section (p.212).

THE MORTIFIER

This unique skull-shaped iron mace is
swung in close combat, exuding fire from
it’s jaws and eye sockets.

Parry: It is not possible to parry the
Mortifier - swords are simply dashed aside.

Fumble: Because the weapon can be
clumsy, any fumbles in hand-to-hand combat
count double - so every 1 rolled adds +2 to
the target's Combat score.

Catching Fire: Follow the same rule as for a
flamer weapon. See Flamers, Catching Fire
rule, p.51.

Ammo Roll: The Mortifier has limited fuel.
Roll a D6 after each wounding hit roll of a 6.
If the roll is 3 or less the weapon has run out
of fuel. The most recent victim may catch
fire, but hereafter disregard the Catching
Fire rule. Ignore the rules for exploding
weapons.




DEACON MALAKEV

If you have Klovis as your Crusade leader,
you may also have Deacon Malakev, the
Scribe

Malakev is Klovis' personal manservant and
chronicler, recording his great deeds and
noble teachings.

He’s also a cringing, toadying little retch
with no redeeming (1) qualities of any sort.

M WS BS S T W 1
4 2 2 2 3 1

A LId
3 1 6

POINTS COST: Free with Klovis, the

Redeemer.

WEAPONS: Stub gun and a knife.

ARMOUR: The Liber Excruciatus.
(Unmodified 5+ save.
See below)

SKILLS: Nonc.

PSYCHOLOGY: See below.

ALLEGIANCE: Malakev only fights(!?)
alongside Klovis in a
Redemptionist
Crusade.

RATING: Zero points. Malakev's

points cost and rating
is included in with
Kiovis'.

PAYMENT:

Malakev does not
require payment, only
to be with Klovis.

BOUNTY: There is no bounty on
Malakev; he is a
scribe, not a
Redemptionist

Brethren warrior.

Malakev has no
experience as a fighter
and cannot gain any.

EXPERIENCE:

SPECIAL RULES

Klovis' Manservant: Malakev must always
stay within 6” of Klovis. If, for any reason, he
is not he becomes subject to the rules for
fear for any enemy model. Any enemy
model that causes fear anyway now causes
terror in Malakew.

THE LIBER EXCRUCIATUS

Malakev carries upon his back the Liber
Excruciatus, the book of tortures used to
purge and cleanse the unclean. The holy
tome has 2 thickly bound cover and it’s
pages are imbued with the spirit of the
Emperor.

The sacred volume gives Malakev an
unmodified 5+ save against any wounding
hit. This save may always be attempted, even
if a weapons armour penetration value
would normally ncgate such protection.




Twin Autocannons

Brother Brude

Equipment, Permanent Damage and Notes:

1 Sustained Fire dice each

Vehicle Type: Tracked

Transport Capacity: 5+
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Cut the ends off more cocktail sticks to make a row. of spike
railings, which can be linked with a strip of thin card. After the
model is assembled, cover it completely with Citadel black
acrylic spray. Use Citadel Blood Red paint for all the red areas,
with a topcoat of Citadel Blazing Orange (you may need
several coats to build up the colour sufficiently). Pencil out the
flame design at the front of the vehicle, and paint on with
Citadel Golden Yellow. Use an airbrush for spraying on scorch
marks and smoke staining (if you don’t have access to an
airbrush, this effect can also be obtained by dry brushing).
Paint the cocktail sticks and the car body mesh with Citadel
Mithril Silver, then add a Brown Ink wash for a rusted look.

The pennants will be folded around and mounted on cockrail
sticks — so cut out a double length of cartridge paper, and
pencil a duplicate design on either half. Paint this with a fine
brush and, when dry, fold down the centre and bend around
the top of a cocktail stick painted with Citadel Burnished
Gold (again with brown wash applied). Stick the sides
together with PVA glue. Cut the poles to length and attach to
Pulpitek with super glue.

Mount Klovis and other Redemptionist miniatures on the
Pulpitek, and prepare to kick some heretic butt!
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SPECIAL CH

Wayne Reynolds.
UNDERHIVE SCUM!

As the suavest bounty hunter in the
Underhive, Kal knows he has a reputation to
maintain. A reputation for being as fast with
his guns as he is with his mouth, a
reputation for idiotic recklessness, with only

=0 L
KAL JERICO & SCABBS

by Warwick Kinrade
These new special characters are based on the bugely popular comic strip from
Warbammer Monthly, written by Gordon Rennie and drawn by Karl Kopinski and
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a pair of fully charged laspistols, an
immaculate sense of style, and his sometime
sidekick, the pustulent, renegade Ratskin
half-breed Scabbs, to see him through. So
what if it’s led him to being outlawed,
hunted down, shot at, blown up, nailed to a
wall and almost burned alive? He wouldn’t
have his life any other way!

Of course, some people can’t help but bear
a grudge and most of Kal’s troubles can be
laid at the door of his small but impeccably
selected collection of enemies. Be it the
psychopathic ex-pit slave, Vandal Feg; the
fanatical redemptionist, Cardinal Crimson;
the rogue noblewoman-turned-outlaw,
Yolanda Catullus; or the shadowy spymaster,
Nemo the Faceless, you can be sure that if
they get their hands on Kal they’ll be
chopping off more than his plaits!

KAL JERICO, BOUNTY HUNTER

MWS BS S T W I A Ld
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WEAPONS: 2 master crafted las-pistols (see
below), saber (sword), frag grenades,
photon flash flares.

ARMOUR: None

SKILLS: Hip-Shooting, Gunfighter, Combat
Master, Dodge.

PSYCHOLOGY: None.

ALLEGIANCE: Kal will join any gang, with
the exception of Spyres or Pit Slaves. He is
not worried where his creds come from.

Master-Crafted

Las Pistols

Range To Hit
Short  Long Short long S Dam  Save  Ammo Special
0-12 12-24  +2 -1 3 1 2+  Close combat

Each master-crafted las-pistol is equipped with a laser sight (see page 62 of the main rules)

—

e, [ o e Mg [} =




RATING: Kal increases the value of your
gang by 250 credits.

BOUNTY: Kal is no angel, and also has a
price on his head. He is worth 250 creds to
other Bounty Hunters.

PSYCHOLOGY: Thanks to his legendary
composure and cool Kal Jerico never takes
Fear tests. However he remains subject to
the rules for Terror and Bottle Tests.

PAYMENT: Kal doesn’t work out of charity.
To hire Kal costs 1D6x15 creds.

SPECIAL RULES

Let’s Teach This Guy a Lesson: Kal has
been Bounty Hunting in the Underhive for
years, and in that time has made many
enemies amongst his victims friends and
families. He has enemies throughout the
Underhive. At the start of a game roll 1D6.
On a 1 or 2 a member of the enemy gang has
an old grievance against Kal. A randomly
determined member of the enemy gang
hates Kal Jerico. All the rules for Hatred
apply to this gang member.

¥riends in High Places: Kal always has his
ear to the ground, on the look out for
valuable information. Whispers and
rumours always seem to find Kal Jerico. A
gang which employs Kal benefits from his
‘inside’ knowledge. Treat your gang as
having a Guilder Contact territory whilst Kal
is employed by them. 1f Kal is killed or leaves
the gang then the territory is lost as well.

Wheeler Dealer: Kal is always out for
himself, making and breaking deals,
changing allegiances, helping onc faction
then swapping sides. This can help your
gang, or could be a disaster. For ever enemy
ganger that you would usually collect a
bounty for roll 1D6.

1  XKal's double crosses you and keeps all
the creds for himself.

2 Kal has made a deal with the Guilders
aver this guy. You only get half the
normal bounty.

3-4 All goes well. You collect the normal
the reward.

5  Kal reputation helps you out. You
receive an additional 50% to the bounty.

6 Kal know this guys reputation and
barters you a great deal with the
Guilders. You receive double the
normal reward.

SCABBS
M WS BS S T W I A Ld
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WEAPONS: Stub Pistol, Knife, Concealed
Blade.

ARMOUR: None
SKILLS: Dodge, Evade, Ambush.

ALLEGIANCE: Scabbs will only join a gang
that has also hired Kal Jerico. If you hire Kal
Jerico you may also hire Scabbs.

RATING: Scabbs increases the value of your
gang by 100 credits.

PAYMENT: To hire Scabbs costs 20 creds.

BOUNTY: Scabbs is so insignificant that
nobody cares enough about him to put a
reward on his head. He has no bounty on his
head.

SPECIAL RULES

Half Breed: Scabbs is actually a half breed,
part Ratskin, part Underhive scum. He has
inherited some of his Ratskin skills. Scabbs
has an extensive knowledge of the passages
and tunnels of the Underhive. The gang that
includes Scabbs can add or subtract 1 from
the scenario dice roll to determine which
scenario the players will fight (this skill is
identical to the Guide skill of Ratskin
scouts).

You can find the ordering details for the
models that accompany these rules on the
inside covers of this magazine.
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Underhive Raider...
By Christophe Marc

(check out the inside back cover)
Now, you've all seen Tomb Raider on the Playstation and we just know you've all fantasised about
baving a girly like Lara Croft fighting for your gang in Necromunda (don’t lie... we know you

bave!). Well Marc Christophbe, our French cousin from across the water bas done just that for you.
Mmm... thanks Chris.

My name is Christophe Marc, I am twenty
seven and I live a couple of miles from
Perpignan in the South of France. I have been
playing GW games since 1987 with the release
of the original Warhammer 40K, Rogue Trader.
In between studying for my Doctorate in the
History of Law and teaching at the University of
Perpignan I manage to fit in a busy schedule of
playing GW games, video and computer games

girlfriend Sophie why I spend so much money
on metal miniatures instead of her!

My ultimate dream is to find the fabled Book of
the Astronomican from 1991, I'd kill to get it!
In the meantime I have pacified myself with
making this {ittle conversion and my friend Yan
Billaud helped me out with the rules. You can
check out his website (the best Necromunda

(hence my inspiration) and explaining to my

billaud@caramail.com

site in France) at:

LHORA CRAFT

ArChEOtGChﬂOlOgiSt
Lhora Craft was born into
opulent wealth in one of the
rich noble houses of the Spire,
but whereas the daughters of
the Necromundan nobility
were supposed to look pretty
and do little else from an early
age, Lhora displayed an ability
of disobeying her harsh father,
Count Augustus Craft, at every
given opportuniry.

She spent many of her
formative years locked away in
her chambers, deep in study,
drawn to the mysteries of
technology and the strange
spiritual religion surrounding
it. As she came of age she
grew tired of the lavish
laziness of the Spire and
longed for adventure to
quench her thirst for
archeotech knowledge. The
one place that she knew
would be

PROFILE

literally built on
the stuff was the
Underhive and

A 1d none of the

M WS BS § T W I
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inhabitants had

2 9

any real clues as to its true
worth.

After stealthily escaping the
mundane existence of the
Spire Lhora now dwells in the
Underhive and has built
herself quite a reputation
amongst the traders as a first
class archeotechnologist and
amongst the unwashed
gangers as a very tough lady
indeed. She has been careful
to disguise her true identity so
as not to draw too much
attention to herself while she
undertakes dangerous
adventures in her search for
rare archeotech.




WEAPONS: Mastercrafied
Bolt Pistol, Necron Pistol,
Shotgun (with all ammo
types), Frag grenades,
Chainsword.

ARMOUR: None.

SKILLS: Catfall, Leap, Jump
Back (Agility Skills),
Gunfighter, Crack Shot, Hip
Shooting (Shooting Skill)

WARGEAR: Respirator,
Infra-red Goggles.

PSYCHOLOGY: Lhora has
seen a lot of strange things in
her short time in the
Underhive and so is immune
to Fear.

ALLEGIANCE: Lhora is
always on the lookout for new
Archeotech to sell, which is
the way she makes her living
in the harsh Underhive.
Therefore, she will work for
certain gangs in scenarios that
involve Loot Counters or
Archeotech of some sort. She
will never agree to fight
alongside Spyrers, Scavvys,
Redemptionists or Cawdor
gangs.

RATING: Lhora increases the
gang’s rating by +355 points.

PAYMENT: Lhora is only
interested in aquiring rare
Archeotech and does very well
off of her shrewd sales and so
only requires DOX5 in
payment to cover er
overheads.

BOUNTY: There is no
bounty on Lhora.

SPECIAL RULES
Mastercrafted Weapons:
These are considered valuable
relics by most Underhivers.
The Weapons are so perfectly
made that the user may re-roll
any misses once per turn.

Elf Cheerleader
Escher Ganger
Bounty Hunter Backpack

Imperial Assassin Calidus Body 1

Pouches from the new

Space Marines plastic sprue.

099903501
059901523
059902602
01080020

Purity Seal and pistol holster

(as above)
Green Stuff
Coffee!

Necron pistol: Found deep
amongst the ruins of the Hive
Bottom, Lhora rapidly learned
how to use this exotic weapon
and finds it very usefull
against heavy opponents. The
Necron pistol uses the
standard pistol range bands
and will always wound on 4 +
regardless of the target’s
Toughness. The pistol seems
to have an inexhaustible
power source and so doesn’t
have to take ammo rolls.

Exceptional leap: Lhora can
jump 3" without taking any
damage and may continue her
move afterwards with the leap
counting as 3" off of her
movement.

Pocketastic: Lhora manages
to carry far more equipment
than her skimpy costume
would suggest and can get to
it extremely quickly. She may
always use any weapon she
desires in any combat phase
without penalty.

Archeotechnologist: Lhora is
a very well educated
archeotechnologist. Any gang
with an Archeotech Hoard can
roll an extra D6 during their
foraging phase without risk.

If Lhora accompanies a ganger

to the Trading Post, and a
Mung Vasc is offered, the real
value of the Vase is
determined before the Ganger
buys it. In any case the Ganger
is not obliged to buy it. Lhora
can only perform one of these
actions per post-battle
sequence.

The Conversion:

First you take your EIf
Cheerleader model and cut
the legs off (argh!) just above
the belt. Try to get a clear cut
as the upper part of the
Escher body will be glued on
it (clean up the cut with a
file). Cut the heels off of the
boots because it's not easy to
run in heels even for Lhora
Craft.

At this stage drill a hole in the
lower body and place a metal
rod/pin inside to help secure
the join with the upper body.

Now cut the Escher body just
below the stomach, and
sand/file the lower part of the
shirt so that it fits snugly onto
the legs from the Cheer-
leader. Also, file the back of
the Escher’s head carefully
removing the pony tail.
Cleanly cut the hand holding
the grenade from the body.
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I watch Buffy for the
aesthetics = honest...

The Slayer Cometh...

It appears that bloodsucking
abominations are not confined to
Necromunda alone. Several months ago
a young female offworlder known as
B'ufi was first seen in the Underhive.
On many occasions since, she has been
seen tracking down the two-legged
leeches in the darkest depths of the
Hive Bottom. Rumour has it that she is
the descendant of great Vampyre slayers
of old. It is not unheard of for this
mystery character to come to the aid of
a gang who are set upon by the forces
of the Nosferatu, and she seems very
capable of handling herself in a fight,
despite her seemingly frail physique.

B'Ufi the Vampxre

PROFILE
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Slayer
By Gav Thorpe

Steve gives the Games Development team a copy
of the articles destined for the Journal, Firepower,
Gang War, et al, to have a look at and make any
comments on before they go to print. As I was
glancing through the pages of this Gang War, 1
noticed Mike Brooks’s Ultraviole(n)t article, all
about vampires. Well, I thought, if other people
are going to ‘borrow’ stuff from TV then I can too
(not that I needed any justification really). If you
can’t guess where my inspiration came from I
suggest you watch more early evening BBC2... Anyway, on with the spurious
background text. (Mmm, cute little Buffy, cute little pigtails, mmm — Ed.)

WEAPONS: Handbow and Stakes (see
below).

ARMOUR: None.

SKILLS: Catfall, Dodge, Sprint (Agility
Skills), Step Aside (Combat Skill), Nerves
of Steel (Ferocity skill), Hip Shooting
(Shooting Skill) and Evade (Stealth
Skill).

WARGEAR: Concealed Blade,
Weapon reload (handbow).

PSYCHOLOGY: B'Ufi is immune to
Fear and Terror.

ALLEGIANCE: B'Ufi only fights as a
Mentor alongside a gang fighting a
Vampyre cult. She will not fight
alongside Scavvies (who ‘smell too
much and don’t have any dress sense’)
or Redemptionists (who need to ‘chill
out a bit’). As soon as the bartle is over
she will leave the gang (she can’t be
hired permanently).




RATING: B'Ufi increases the gang’s
rating by +390 points.

PAYMENT: If B'Ufi helps out a gang,
the gang leader will feel an irresistible
urge to buy her a Ratburger out of
gratitude (cost 1 cred).

BOUNTY: There is no bounty on
B’Ufi.

SPECIAL RULES

Handbow: B'Ufi’s handbow is treated
like an ordinary handbow (see
Outlanders) with the exception that she
may move and fire in the same turn,
Injuries inflicted by B'Ufi’s handbow
may not be regenerated by Vampyres.

Stakes: B'Ufi carries special wooden
stakes for despatching Vampyres.
Against Vampyres, she counts as having
a hand weapon except that if any of her
combat rolls comes up as a ‘6’ then
B'ufi automatically wins the combat and
the Vampyre is immediately taken out of
action. Roll twice for Serious Injuries
inflicted on a Vampyre by B'Ufi’s stakes
and apply both results (these injuries
cannot be Regenerated). Against any
other opponent the stake simply counts
as a hand weapon.

Conversion: B'ufi was dead simple to
make. Take the Escher Juve, chop off
her autopistol and replace it with a
plastic crossbow with the stock cut
short. Cut down the maul she is
carrying so that it looks like a
sharpened stake. B’Ufi’s extra hair
comes from the crest of one of the High
Elf Everqueen’s Maiden Guard with
some green stuff wrapped around it. I
chopped up and sharpened part of the

Maiden Guard’s spear haft into the
stake on the handbow. Another Escher
Juve could be used instead, if you'd
prefer a different pose. And remember,
if I can do it, then anyone can. ..

Alternative 059900405
Escher Juve s
High EIf 021005401
SMaldeniGumrd oo T e
Plastic Crosshow 101809
- Sprae.. &
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FARSEER YRTHRIAN

MARDAWN

by Jervis Johnson

Farseer Yrthrian Mardawn hails from the
Eldar Craftworld of Saim-Hann. The Eldar of
this particular Crafeworld have a unique
social structure very similar to that followed
by the Eldar Exodites. All Saim-Hann Eldar,
including the seers, live in large extended
‘families’, each of which has a single
hereditary leader. The leader’s close kin
comprise the ruling elitc of the family. It is
the leader of the family and his kinsmen
who decide what the family will do in time
of war or other crisis, and this sometimes
leads to Saim-Hann families following their
own agenda, with little regard for the
consequences for Saim-Hann Craftworld as
a whole. In some very rare cases this has
even led to the families fighting each other,
although most of these conflicts are settled
in ritualistic form consisting of single
combat between two chosen champions.

Some five years ago Yrthrian’s family were
drawn into just such a feud. To resolve the
conflict it was decided that the battle of
champions should take place in a mere
decades time - the bat of an eye for the long-
lived Eldar race! Yrthrian is a Farseer, and by
his powers of divination he determined that
the path that would lead to his family
triumphing lay in the Underhive of
Necromunda Primus. What Yrthrian had
foreseen was that in this sump of depravity
lay one whose skill with knife and blade was
such that he could tcach a combination of
moves that would despatch the enemy
champion. Who this person was Yrthrian
did not know - but should he see them fight
then he would know in an instant if they
were the saviour that he sought.

Of course, no-one in the Underhive other
than Yrthrian know any of this, and as far as
most are concerncd Yrthrian and his
bodyguard are just another group of



YRTHRIAN MARDAWN
MWS BS S T W I Ald
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WEAPONS: Shuriken pistol, staff (treat as -
cluby {

ARMOUR: Rune Armour (4+ save,
ignores weapon save modifiers) ]

SKILLS: Jump Back, Sprint, Parry, Kilier
Reputation ;

WARGEAR: Ghosthelm, Spirit Stone, |
Eldar Runes (see below) ;

PSYCHOLOGY: None
ALLEGIANCE: Any
RATING: Does not apply
BOUNTY: Does not apply
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FIRE DRAGON BODYGUARD
MWS BS 8 T W I AILd
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WEAPONS: Meltagun
. ARMOUR: Aspect Armour (4+ save, save -
| modifiers apply)

SKILLS: Killer Reputation, Hip Shooting, F
Marksman

WARGEAR: None
PSYCHOLOGY: None
ALLEGIANCE: Any
RATING: Does not apply

| BOUNTY: Does not apply

strangely-clad, pointy-head off-worlders.
This lack of interest suits Yrthrian well, for if
his presence in the Underhive were ever
drawn to the authorities attention then it
would become increasingly difficult for him
to complete his quest. For this reason he
travels the underhive with a small entourage
consisting of two bodyguards. Alone, cut off
from their Craftworld, these three search the
sumps and pits of the underhive looking for
the one person that can save their family for
centuries of shame and dishonour. So far
they have not found the person they seek...

SPECIAL RULES
Call Us And We Shall Come!

Yrthrian is searching for the one person that
can lead his family to victory in their feud.
Because of this none of the normal rules for
finding and paying a special character apply
Yrthrian. Instead, if you have painted

Yrthrian and his two bodyguards, then you
can choose to use them in any game. Roll
2D6; on a double Yrthrian does not appear,
on any other roll he and his two bodyguards
mysteriously arrive and join your gang for
this one battle. They do not add to your
gang rating, and do not have to be paid, and
there is no bounty on their heads. However,
once you have used Yrthrian once, or tried
to use him and he has not appeared, then
you cannot use him again until after a
member of your gang has gained a new
combuat skill and used it in a game.

We Seek The Chosen One

If Yrthrian is present in a battle, and one of
the models in your gang or the opposing
gang uses a combat skill, then roll 3D6. If
you roll an ‘18, then the model that used
the skill is the one being looked for by
Yrthrian. If the model belongs to the other
gang then Yrthrian will immediatcly change

TR
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sides. If the chosen model is slain, then in
his rage Yrthrian will unleash a psychic
storm of awesome proportions. The storm
ends the game immediately, and all models
on both sides suffer a single S6 hit with a -3
saving throw modifier! If the model survives
then Yrthrian takes him back to Saim-Hann
with l#m, and neither the chosen model or
Yrthrian and his bodyguard may be used
again by any players in your campaign!

Eldar Runes

A Tarseer can use runes to divine when an
enemy Wyrd is using his powers and to
throw up a psychic shield to protect himself
and those nearby If an enemy Wyrd
attempts to use a Wyrd power and Wyrd or
the target are within 6" of the Farseer, then
the enemy must take the Leadership test to
use the power on 3D6 and discard the
lowest roll. Wyrds who do not have to take
a test for any reason will be unaffected by
the runes.

Ghosthelm

A Farseer’s Ghosthelm incorporates
intricate crystalline psychic circuitry that

o 4] ‘. o -
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masks their spirit
protecting them
from the myriad

perils of the warp. If
the Farseer is forced
to roll on the Perils
Of The Warp table,
then they may ignore
the need to roll on
the table if they first
roll a 4+ on 1D6.

Spirit Stone
Every  Craftworld
Eldar wears a

waystone, to trap
their soul when they
die and stop it being
consumed by the Chaos god Slaanesh.
Waystones containing a soul are called .
Spirit Stones, and can be put to number of
uses. An Eldar psyker can use the power of
a Spirit Stone to charge themselves with
energy. To rcpresent this an Eldar with a
Spirit Stone may use two Wyrd Powers in a
player turn instcad of one. However, these
must be different powers, and Leadership
test must be used for each one.

Wyrd Power

Yrthrian has the Mental Assault and Fireball
Wyrd powers.

HOW TO PAINT YOUR
HIRED GUNS
by Tammy Haye

Necromunda is not a happy place. If you're
not careful, someone will shoot you in the
back just to steal your boots. To give your
Necromunda models this same ‘feel’ and
help enhance the atmosphere of your
games with them the best thing to do is use
gritty, dulled down colours and avoid really
bright ones. Our modcls were painted
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This month’s release of
our new Ash Nomad
miniatures gave us the
chance to re-work Chris

Ward’s original Ash Nomad

rules. This is the first of a series of
new gangs for the Ash Wastes settings
we’ll be detailing over the next issues.

by Chris Ward
and Warwick Kinrade

In the great hive citics of Necromunda, most people never
see the outside world. They never see the sun, or breathe
air that hasn’t already been breathed by hundreds before
them, and recycled over and over again. Of course, most
people are happy living like this, or are at least aware that
outside the hives life is very different indeed. The whole
surface of Necromunda is covered in a2 massive ash desert,
full of toxins and corrosive chemicals. The sun is almost
completely blocked out by a planet wide layer of toxic
smog. However, for some people this is life. Where most
Necromundans would die, the Ash Nomads traverse the ash
dunes, up to hundreds of miles from hive to hive.

Ash Nomads survive in a variety of ways. From discovering
and exploiting age-old Archeotech in the ash deserts that
can once more be sold back to the hive Guilders as raw




materials, to acting as middlemen between
traders, a vital link between hives. There is
another way to make a living, though, and that
is to raidathe hives. Many transport vehicles in
the ‘ash wastes disappear without trace after
Ash Nomads attack. Hive walls are strong, but
there is a myriad of ways in to be found by the
quick, the cunning, and those with a missile
launcher. So here are the rules for including
these masters of survival in your games of
Necromunda.

SPECIAL RULES

OUTLAWS: Ash Nomads are Outlaws, as
described in the Outlanders suppliment. The
Ash Nomads do not have a guild price. All the
rules for Outlaws apply, unless otherwise
stated here.

TERRITORY: Ash Nomads only have an ash
wastes territory. They may work it in a special
way as detailed later. Other territories may be
worked as usual. However, Guilder contacts
are particularly valued, because Guilders use
the Ash Nomads as inter-hive couriers. For this
reason the Guilder contact territory income is
not halved, as other territory income is.

INCOME: Ash Nomads collect income {rom
scavenging in their wastes as detailed later.

TRADING: Ash Nomads roll on the outlaw
trading post as normal.

HIRED GUNS: Ash Nomads may hire any
Hired Guns except for bounty hunters, but this
is only for one game. After each game the
Nomads retreat into the ash wastes, and the

hired guns will not follow. New hired guns m:
be generated before each game.

STARVATION: Nomads are a very harc
people. Ash Nomads only require 2 creds eac
rather than the normal 3 in order to avo
starvation.

BOUNTY: The Ash Nomads are each worth
bounty equal to their total cost, just like at
outlaw.

CAPTURE: No special rules apply to A:
Nomads concerning capture.

SCENARIOS: Ash Nomads roll on the Outla
scenario table.

AMMO: It is difficult to keep and mainta
some weapons in the ash wastes, so son
Nomad weapons have different ammo ro
(See later).

EQUIPMENT: All Nomads have respirato
(included in their cost). Without them th
would certainly die outside the hive.

TREACHEROUS CONDITIONS: Ash Noma
are not affected by any of the High Winds (p2
26), or Ash Layer (pG4), as they have bex
brought up to cope in these conditions outsic
the hive.

ASH WASTES - 161
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Nomad leader
1 NOMAD LEADER

Cost to recruit: 120 creds
The Nomad Leader is an inspirational
character who has lived in the Ash Waste
desert all their life. Many of these long lived
survivors becomes legends amongst the Out
Hivers.

M WSBS S T W I A 1d

4 4 43 3 1 4 1 8

Leader: Af* the leader rules apply to the
Nomad leader (pinning and Ld etc).

Weapons: The Nomad Leader may be given
any equipment from all the Nomad lists
except the heavy weapons list.

60+D6

0-2 NOMAD HEAVIES

Initial Experience Points:

Cost 1o recruit: 65 creds

Nomad heavies specialise in armour busting.
The Nomads need to break into the Hive and
knock out transports to perform raids making
Heavies vital to each gang.

M WSBSS T W I A Id
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‘Weapons: The Nomad heavy may be given any
weapons from any of the Nomad weapons
lists. However, at least one Nomad heavy must
be armed with either krak grenades, krak
missiles and a missile launcher, a lascannon,
autocannon, heavy plasma gun or melta
bombs. This means that you could not have
two heavies, one with a heavy bolter and one
with a plasma gun for example. However, if
one of these heavies had krak grenades this
would be fine. This is to allow access to the
Hive or armoured merchant crawlers during
an ambush.

Initial Experience Points:  60+D6

=
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NOMADS

Cost to recruit: 55 creds
Every Nomad is an absolute master of survival,
able to walk hundreds of miles across the
poisonous ash desert, and only eat and drink
once every ‘blue moon’.

M WSBSS T W I A 1d
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Weapons: Nomads may be equipped with any

weapons from the basic, pistol, close combat
and grenades and shells lists.

Initial Experience Points: 204+D6

NOMAD JUVES

Cost 1o recruit: 30 creds

Although young and relatively inexperienced,
every Nomad has to be a master of survival’
from the minute of birth. It is not long before
these young Nomads either join the fight or

die in the appaling conditions of
Necromunda.

M WSBS S T W I A 1d

4 2 23 3 1 3 1 o6

Weapons: Nomad Juves may be armed with
weapons from the pistol, close combat and
grenades and shells lists.

Initial Experience Points: 0

e B



ASH NOMAD WEAPONS

In the toxic wastes ammunition is often hard
to come by, especially rare ammo, and some
weapons are completely worthless. For

Autogun......................20 creds..........

Shotgun..........cc.oceeeenn 20 creds.......... 5+
(solid & scatter)
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instance flamers are of little use in high wind. Special Weapons Cost Ammo Roll
A favoured weapon fOl' Nomads is the ‘Long Plasma Gun................ 70 creds.......... 4+
lgi)ﬂeer;’ i:iselszrrlti _m,?f‘: bfeoi lrll ong?i‘;a:z;;;ﬁi Vﬁgg Meltagun.........cccoeen. 95 creds.......... 4+
include new ammo rolls for some weapons, Grenade Launcher...130 creds......... auto
and some are missing completely. Bolter.......o.ocvovenna 35 creds.......... 6+
Close Combat Weapons Cost Long Rifle 45 creds.con. >+
K€ oot free/5 creds Grenades and Shells  Cost Ammo Roll
Sword/DoubleBladed Knife... ....10 creds Frag Grenades............ 30 creds.......... auto
Club/Maul/Bludgeon ...10 creds Krak Grenades............ 50 creds.......... auto
Massive Sword/AXe.......c.coocevinnn.. 15 creds Dum Dum Bullets........ S creds.......... auto
Chains/Flails..........ocooveiiciiii e 10 creds Krak Missiles............ 115 creds.......... auto
Chainsword...........coccivnin, 25 creds Frag Missiles................ 35 creds......... auto
Pistol Weapons Cost Ammo Roll Heavy Weapons Cost
Plasma Pistol............... 25 creds.......... 4+ Heavy Stubber........... 120 creds
Stub Gun. Heavy Bolter..... ...180 creds
Autopistol Missile Launcher........ 185 creds
Laspfgtol ..................... Lascannon.................. 400 creds
Basic Weapons Cost Ammo Roll Heavy Plasma Gun.....285 creds.......... 4+
Autocannon................ 300 creds.......... 5+
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THE LONG RIFLE

The Long Rifle is a term used to describe a
weapon commonly employed by Ash Waste
dwellers. These long barreled rifles, usually
mounted with a scope or sight, are useful in
the wide open spaces of the wastes, where an
enemy can be easily spotted at great
distances. The rifle is often used to pick off
caravan guards at long range as the rest of a
gang spring from ambush.

Short  Long To Hit

Range Range Short Long Str Dam Save Ammo

0-12 12-48 - +1 4 1 -1 S+

Special: Move or Fire

THE DOUBLE BLADED KNIFE

A common weapon amongst Nomads and
other Outhivers is the Double-bladed knife.
This ritual weapon was traditional carried by
members of House Catallus, but it’s use has
become symbolic of the Nomads struggle.
Although only a knife the double-blade allows
a fighter to parry as if it was a sword.

1 A Long Rifle takes
|| careful aim.

THE ASH WASTES

After a fight the Ash Nomads move back to
their base, unless they decide to hold another
territory that they capture. The Ash Wastes
territory has a varying effect after each game.
Gangers may be able to scavenge a variety of
age old wastc products and mineral deposits.
Roll a D6 before determining income and
consult the following table.

D6 Roll Result

1 The Nomads can find nothing much
of value in the wastes. They can
only scavenge as normal for D6
creds each.

2-4 Thete may be some mineral streaks
under the ash sands. Each Nomad
may scavenge as normal, butifa 6 is
rolled then they find another D6
creds worth of ‘stuff’. If a further 6
is rolled another D6 creds are
found etc.

5 The Nomads find a colony of
animals that have somehow
survived, mutated and twisted in
the ash desert. As well as scavenging
for D6 creds the gang may eat the
animals. This means that they don’t
have to spend 2 creds per model.
However, onarollof 1 a
randomly determined model must
miss the next game through food
poisoning.

6 The Nomads find a supply convoy

and ambush it. No income may be

earned by scavenging, but the
supplies from the convoy earn the
gang 2D6 x 5 creds.



Experience Title
Points

When you recruited an Ash Nomad gang
the fighters will already have some
experience in how to fight. The table
below shows how much experience the
different types of fighters have to begin
with. You should record each fighter’s
Experience Points on your gang roster.

Juve ... ... L 0
Nomad ............. 20 + 1D6
Heavy ............. 60 + 1D6
Leader ............. 60 + 1D6

o ) ' FOR LEADERS, HEAVIES,
181-200 Survivor NO S AND J S

M WS BS § T W I A ILd
4 6 6 4 4 3 6 3 9

&
241-280 Survival Expert

321-360 Survival Expert

401+ Survival Master

ADVANCES

When a Ash Nomad gains enough
experience to get an Advance, roll on the
standard gang Advance Roll Table in the
Necromunda rulebook.

As usual, when a Nomad Juve acquires 21
experience points he may gain Nomad skills
(i.e shooting skills), and he may have
Nomad basic weapons bought for him.

Agility Combat Ferocity Muscle Shooting Stealth Techno'

Juve - - - - - Yes
Nomad - - - - Yes Yes -

Nomad Heavy - - - Yes Yes Yes Yes
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At the base of every hive lies a number of
sprawling shanty towns. Made from simple
corrugated sheeting and plascrete blocks,
the shanty buildings are built to try and
keep out at least some of the appaling
conditions of the wastes. However, they are
temporary structures at best, and are
invariably destroyed by the next ash storm
to sweep the area. Shanty dwellers are
unhealthy people, who rarely live into their
twenties, the constant exposure to toxins
and  radioactivity taking its  toll
Nevertheless, they are a determined and
remarkably friendly people, and would
rather live to fifteen in the open air than
spend a minute in the dismal hives. Shanty
gangs are formed by town Elders to repel
raiding Nomads and to journcy into the
wastes to scavenge for scrap.

SPECGIAL RULES
OUTLAWS: Shanty dwellers
outlaws, providing they keep themselves to
themselves. They may become outlaws as
normal. Any shanty gang that raids a hive
becomes immediately outlawed, howcver.
(See Outhivers opposite for details on
accessing the hive.) Note that this means the
rules for Starvation do not apply unless the
gang becomes outlawed. Outlawed shanty
gangs that lose their single territory may roll
a new one on the Shanty Territory table.

arec NOT

- TERRITORY: Shanty dwellers have five

territories generated as normal on the
Shanty Territorics table.

INCOME: The normal table is used to work
out income. Any gangers not working a




territory may scavenge, but will receive only
D6-1 creds per ganger.

TRADING: Shanty dwellers roll on the
special Shanty Trading table (use Outlaw
Trading Post until this is available).

HIRED GUNS: Shanty dwellers may hire
any of the hired guns available outhive
unless stated in their description (you'll
have to wait for the hired guns I'm afraid!).

CAPTURE: No special rules apply to shanty
dwellers regarding capture.

SCENARIOS: Shanty dwellers roll on the
Ash Wastes scenario table (use the Outlaw
scenario table and your imagination until
this is available).

AMMO: It is difficult to keep and mainrtain
some weapons in the ash wastes, so some
Shanty weapons have different ammo rolls
(see later). Note that this applies whether
the weapons were purchased at the start of
a campaign or later from the trading post.
Note also that some weapons are not
available to the Shanties at all — they are just
too rare or hard to maintain.

EQUIPMENT: All shanty dwellers have
respirators or plugs (cheap and easily home
made) included in their cost. Without them
they would certainly die outside the hive.

TREACHEROUS CONDITIONS: Unlike Ash
Nomads, Shanty dwellers do not wander the
ash wastes regardless of the conditions.
Instead, they normally take shelter in the
shantics. Shanty dwellers are therefore
affected by treacherous conditions as
normal (outhive or inhive).

OUTHIVERS: Shanty dwellers live in the
shanties at the base of Necromunda'’s hive
cities. They live and fight outside the hive.
Shanty dwellers may not enter the hive
untess they hold a territory that allows them
to do so (eg, hive wall breach). Gangs that
have one or more of these territories may
also take part in normal Necromunda
games. Note however that gangs entering
the hive must fight on foot — vehicles and
beasts may never enter the hive. Ever!

VEHICLES: Shanty gangs may buy any
vehicles they can afford and maintain.

BEASTS: Shanty gangs may buy any beasts
they can afford.

JUVES: At least half the starting gang must

be made up of juves, as the death rate in the
shanties is so high that few survive into their
late teens. See also the special rules that
apply to Juves later.

WEAK CONSTITUTION: All shanty
dwellers are taken Out of Action on a D6
roll of a 5+, rather than a 6 as is normally
the case, when rolling for injury and
recovery.

1 SHANTY ELDER

Cost to recruit: 120 Creds

The Shanty Elder is a wise and experienced
man, of maybe twenty five years of age. 1o
survive this long in the shanties is
remarkable, and there are very few tricks
the Elder doesn’t know. It is the shanty
town's Elders who coordinate the
rebuilding of the shanties, torn down by the
inevitable ash storms.

Profile M WSBS S T W I A 1Ld
4 4 4 3 3 1 4 1 (7)8

Leader: All the Leader rules apply to the
Shanty Elder (pinning and Ld, etc).
*However, his Leadership is 7 until the gang
have won a game, at which point it
automatically increases to 8.

Weapons: The Shanty Elder may be given
any weapons from any of the Shanty lists,
except heavy weapons.

Vehicles: The Shanty Elder may drive or
ride on any of the gang’s vehicles.
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0-2 SHANTY HEAVIES

Cost to recruit: 60 creds

Shanty Heavies are big burly individuals
with an impressive physique developed by
lugging around the biggest weapons.
Profile M WSBS S T W I A ILd

4 3 33 3 1 3 17

Weapons: Shanty Heavies may have any of
the weapons allowed by the Shanty lists.

Vehicles: A Shanty Heavy may be the
gunner of a fixed weapon on a vehicle. If
this is to be the case then the weapon
should be purchased ‘for him’ as normal
but the cost added to the vehicle cost, not
the heavy on the roster. Fixed weapons are
the only way move or fire weapons can be
‘fired from moving vehicles in Necromunda:
“Battles in the Ash Wastes. Shanty Heavies
who are not gunners may ride any vehicle as
normal, and may still take over as driver in
an emergency (see the vehicle rules for
more detail).

SHANTY DWELLER

Cost to recruit: 50 creds

Shanty Dwellers are the mainstay of a shanty
gang. They are tough, serious people with a
will to survive.

Profile M WSBS S T W I A Ld
4 3 33 3 1 3 1 7

Weapons: Shanty Dwellers may be armed
with any weapons from the Close Combat,
Basic, Pistol or Primitive weapons lists.

Vehicles: Shanty Dwellers may drive or ride
any of the gang’s vehicles.

SHANTY JUVES

Cost to recruit: 20 creds

Shanty Juves are

unhealthy,
individuals, their bodies yet to fully cope
with their world of toxins. Nonetheless,

pasty

they are cunning fighters, and band
together in groups to overwhelm a more
powerful opponent.

Profile M WSBS S T W I A Id
4 2 23 3 1 3 1(6)7*

Weapons: Shanty Juves may be armed with
any weapons from the Close Combat, Pistol
or Primitive weapon lists.

Vehicles: Shanty Juves may not drive a
vehicle until they become gangers, except in
an emergency (see the Vehicle rules for
more details on this). Juves are allowed to
ride bikes as normal, and may ride on any
vchicle as a passenger.

Leadership: Shanty Juves band together in
tight groups that work together in combat.
A Juve making a Leadership test of any sort
does so on a value of 0 unless another
friendly model is with 2", whereupon they
may use the Leadership of the other model
for the test. This is becausc Shanty Juves are
cowardly and rarely act on their own
initiative, relying upon more experienced
members of the gang to suggest courses of
action. If more than one model is within 2"
the player may choose which Ld value to
use. 1f another Juve is within 2", that
model’s Ld of 6 may be used (ie, groups of
Juves spur each other on, using one
another’s leadcrship ~ pcer pressure!). A
Juve that has no friendly models within 2"
and is required to take a Leadership test will
fail automatically.

THE HANDBOW
The  handbow
follows the
normal rules for
handbows in the
New Weapons
section of
Outlanders.
However, it must
also be noted
that a handbow
cannot damage a
vehicle.
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Territory Income

Shanty Town Territory Table

Notes

11-15

16

21-25

26

31-35

36

41-45

46

51-55

56

61-63

64-65

66

Ash Wastes 0

Sludge
Outpouring

2D6

Shanty Ruins 10

Sludge Sea 15

Shanty 20
Storm D6x5
Shelter

Gambling Any D6
Den

Nutrient Vats 20

Windtrap 30

Slave Trader 2DG6

Shanty D6x5
Guilder

Hive Wall  D6x5
Breach

Water D6x10
Purifier

Shanty dwellers may not work this territory as Ash
Nomads do, no income is generated.

By extracting chemicals from the sludge 2D6 creds income
are generated by the Ganger.

Searching through the rubble of a shanty destroyed by the
last storms yields 10 creds.

Not a bit of the sump but a real sludge sea. This may be
dredged by the Ganger for 15 creds worth of chemicals
and detritus.

A shanty town may produce Juves to aid in your fight.
Each time the territory is worked roll a D6. On a 6 a2 new
Juve joins your gang for free (you must buy his
equipment).

Some shanties are lucky enough to have a substantial
bunker or other shelter to escape to during the storms. Of
course, as owner of a storm shelter it is only fair to charge
for its use, giving you D6x5 creds income.

The shanty towns have as many gambling dens as the
hives, if not more. To work the gambling den roll as many
D6 as you wish and add the results. However, if more than
a single 1 is rolled you losc the total amount shown on the
dice.

The nutrient vats of a shanty town are the main source of
food, and thus a great source of income for a shanty gang.
An outlawed shanty gang with this territory need not
spend any money on feeding the gang; the nutrient vats
supply all their needs. Non-outlawed shanty gangs get no
special benefit from this territory.

A windtrap and its catchbasin are one of the few sources
of water in the ash deserts of Necromunda. This water may
be sold to a purifier for 30 creds income.

By offering the slave trader tips on where to find potential
‘employees’ you earn 2D6 creds. In addition any captured
enemy models may be sold to the slave trader for D6x5
creds each.

A low on his luck guilder earns your gang D6x5 creds
worth of trade

This allows the gang to make profitable raids on the hive.
With this the gang can take part in normal games of
Necromunda.

A water purifier may turn over a tidy profit by purchasing
water from outside. However, if the gang also owns a
windtrap and catchbasin then 2D6x10 income is
generated instead.
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HAND-TO-HAND WEAPONS SHANTY DWELLER CONVERSIONS

ITEM COST IN CREDITS Shanty dwellers are bottom feeding scum
Knife Free/S who live in terrible polluted conditions,
Sword/Double Bladed Knife 10 normally only a couple of layers of
Clubs/Mauls/Bludgeons 10 corrugated metal away from toxic ash
Chain/Flail 10 storms and pollutant sludge raining down

. from up hive. Although the conditions they
Massive Axc/Sword 15 live in are harsh, they are the trading points

Chainsword 25 for the inhabitants of the wastes and a
particularly successful town’s elder will be
BASIC WEAPONS able to raise a gang with which to protect
ITEM COST IN CREDITS himself from nomad raids or even to launch
Autogun 20 ambushes on unsuspecting convoys.
Shotgun 20

The following guy is a Shanty Elder and the

(solid +scatter shells) leader of my shantytown gang. He is based

Lasgun 25 on a Delaque leader, with the head, boltgun,

hand holding stubgun, knife holster and

PISTOL WEAPONS snake designs, including the pendant round

ITEM COST IN CREDITS his neck, carefully removed with clippers.

Stubgun 10 The head was a bit tricky to remove but

Autopistol 15 persevere using little snips, removing a bit
Laspistol 15 at a time.

Plasma Pistol 30 The shotgun 1 used is from ‘Iron Hand’

Straken and was chosen for its cool single

PRIMITIVE WEAPONS barrel pump action. A pistol crossbow from

ITEM COST IN CREDITS a Ratskin brave was put in the other hand,

Musket 6 and a club taken from the hand of a

Haod Bow 5 Gorkamorka Rebel Grot was added to his

belt. The head is from a Vampire Counts
Ghoul and has hair and a respirator
sculpted from green stuff.

Blunderbuss/Scatter Gun 8

SPECIAL WEAPONS
ITEM COST IN CREDITS When I came to paint him I gave the hair a
Long Rifle 45 couple of coats of gloss varnish to really
Plasma Gun 20 make it look dank and greasy. For the rest of

the miniature I used natural colours, adding

Meltagun 95 stains and dirt for a rough dirty look.
HEAVY WEAPONS oo e . arms bae e
ITEM COST IN CREDITS per,

removed. The head and gas mask have been
sculpted with green stuff. The gas mask was
fairly easy to do. Sculpt the basic shape first
then press in eyeholes using a piece of

Heavy Stubber 120
Missile Launcher 185
(missiles extra)

Heavy PlasmGun 285 round sprue. When this is dry cut an area for
Autocannon 300 the pipe to be added. This was made using
Lascannon 400 guitar string. The blunderbuss that he sports
is taken from the Mordheim Henchmen
GRENADES sprue.
ITEM COST IN CREDITS Shanty Juves make up the main bulk of your
Krak Grenades 50 gang and are rather fragile. These models
Frag Grenades 30 are supposed to represent unruly gangs of
Dum-dum Bullets 5 street kids, not hardened fighters. Any
Frag Missiles 35 opportunity to make them look small or

Krak Missiles 115 weak should be taken.




GAINING EXPERIENCE

Experience
Points Title

When you recruit a Shanty Dweller gang
the fighters will already have some
05 Shanty Juve experience in how to fight. The table
below shows how much experience the
6-10 Shanty Juve different types of fighters have to begin
11-20 Shanty Juve with. You should record cach fighters
Experience Points on your gang roster.

21-30 Shanty Dweller

(starting level of Type Starting Experience Points
Shanty Dwellers)
Juve Q
31-40 Shanty Dweller
Shanty Dweller 20 + 1D6
41-50 Shanty Dweller
Heavy 60 + 1D6
51-60 Shanty Dweller
Elder 60 + 1DG
61-80 Shanty Champion

(starting level of
Elders and Heavies)

81-100 Shanty Champion i MAXIMUM STATS
101-120 Shanty Champion " FOR ELDERS, HEAVIES, SHANTY
121-140 Shanty Champion DWELLERS AND JUVES
141-160 Shanty Champion M WS BS S T WT Ald
161-180 Shanty Champion 4 6 6 4 4 36309
181-200 Shanty Champion
201240 Shanty Hero } ADVANCES
241-280 Shanty Hero When a Shanty Dweller gains enough
cxpenenc o getan Advncs, ol on
321-360 Shanty Hero Necromunda Sourcebook.
361-400 Shanty Hero

401+ Great Elder

Shanty Dweller gangs use the Advance
Roll table detailed in the Necromunda
Sourcebook.

Agility Combat Ferocity Muscle Shooting Stealth Techno

Juve - - - - - Yes -
Shanty Dweller — - Yes - - Yes -
Heavies - - Yes Yes - Yes Yes

Elder
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Despite the massive distances and harsh
conditions involved, trade between the
hives of Necromunda is very important’ to
all. Offworld goods and rarities must be
moved from the starport to the customer,
who may be in a completely different hive,
and of course the massive product of the
manufacturing industries must be taken
somewhere. Even in the underhive trade
takes place with other hives. Ilowever,
unlike the upper spires and even the houses
of the hive city, underhivers do not have
access to the transport tubes, lighters and
cargo shuttles that the uphivers rely on.
Instead they must make do with the one
option left — transporting the goods across
the ash wastes. Guilders may make this
journey themselves, indeed they often do,
with massive caravans of beasts of burden,
transport vehicles and men on foot. They
may also employ Nomad gangs to transport
goods for them, although this is risky to say
the least (‘this looks real nice — I think I'll
keep it..."), and only what the Nomads can
carry on their backs may be transported.
There is still another option for Guilders
needing to transport large amounts of
goods, or goods that cannot be trusted to
Nomads: Journcymen.

Journeymen spend their lives in the
contract of a Guilder, or a group of
Guilders. They are a trusted group of
hauliers who earn their living transporting
goods across the wastes for the Guild, often
the contract being passed from father to son
to keep the trust of the Guilders. This is not
to say, of course, that all Journeymen are
upstanding citizens and none have ever
broken their contract, deserting the
Guilders and stealing the valuable cargo.
However, for the most part the Journeymen
are trustworthy — they are kept and treated

'

well by underhive standards, providing
their cargo gets through, and are well
protected by the Guild.

A Journeyman gang normally consists of
one Journeyman and his employees,
including hired ourtriders, goons and other
hired scum.

SPECIAL RULES
LAW ABIDING: Journeymen arc most

definitely not outlaws — they are in the
employ of the guild.

TERRITORY: Journeymen have no territory
as such; they have only the Hive Guilder
Contract Territory, which they work in a
special way (below). This territory is unique
to them and will never be lost or capturcd.

INCOME: The Journeymen gain their only
income from completing their contracts to
move goods across the wastes. Each
contract the take on will be for a great deal
of creds and will keep them and their staff
in bullets and wildsnake until the next
contract — that is if they fulfil it. If the
Journeymen win the game, take their gang
rating, divide it by ten rounding down to
the nearest whole number. This is the
income that the gang must spend on food,
ammunition and fuel. Cross-reference it
with the income table in Necromunda to
find out how much profit your gang has left
to add to its stash. However if the
Journeymen lose and fail to complete their
mission they are forced to find alternative
sources of income. Each member of the
gang other than the Journeyman can earn
D6 creds by hiring themselves to under hive
gangs. This is not compared to the income
table or halved (they are not outlaws) and
represents the only profit they make until
securing another contract.




TRADING: Journeymen gangs trade at the
Normal trading post. They always count as
having the guilder contact territory for the
purposes of the sale of equipment.

HIRED GUNS: Journeymen gangs use lots
of hired guns to make up numbers for
travelling across the wastes, and to act as
guides. Indeed the whole gang is paid to
work for the Journeyman. Journeymen
gangs may hire any hired guns they can
afford to keep.

CAPTURE: No special rules apply to models
captured by the Journeymen gang. No
special rules apply to the capture of any
members of the Journeymen gang other
than the Journeyman himself. If he is
captured the Guild will supply a bounty
hunter for free if you decide to attempt a
rescue mission.

SCENARIOS: Journeymen roll on the Ash
Wastes Scenario Table. (Use the standard
scenario table until this is available)

AMMO: Unlike most gangs in the Ash
Wastes, Journeymen have excellent access
to ammo and weapons. There are no special
rules applying to ammo rolls, but note that
some weapons are still unavailable, as they
are of little use in the wastes (e.g. flamers)

EQUIPMENT: All Journeymen have
respirators or plugs included in their cost.
Without them they would certainly die
outside the hive.

TREACHEROUS CONDITIONS:
Journeymen are affected as normal by all
treacherous conditions.

OUTHIVERS: Journcymen live and work
outside the hive. Although they have access
to the hive for the purposes of loading and
unloading goods they never enter the hive
proper. Journeymen gangs may never be
used in the hive.

VEHICLES: Journeymen gangs all have a
special type of vehicle as standard — the Rig.
This must be bought as usual from the 1000
starting creds and must be a transport
vehicle. Other than that it is up to you, but
bear in minds Rigs should be big and hard.

BEASTS: journeymen may have beasts just
like any other gang if they wish. Note that
the Rig can be a Beast but must be a gigantic
one.

1 JOURNEYMAN
Cost to recruit: 120 Creds

The Journeyman is the person who actually
holds the contract with the guild; he is the
most experienced member of the gang and

is respected for this and the fact that he pays
all the wages.

Profile M WSBS S T W I A Ld
4 4 43 3 1 4 1 8

Leader: All the leader rules apply to the
Journeyman (pinning and Ld etc).

Weapons: The Journeyman may be armed
with weapons chosen from the Hand-to-
hand, Pistols, Basic, Special Weapons and
Grenades lists.

Vehicles: The Journeyman may drive or
ride on any of the gang’s vehicles.

0-2 MERCENARY HEAVIES

Cost 1o recruit: 60 creds

Certain well-trained mercenaries hired by
the Journeymen are given gunner positions
on the gang’s vehicles, they also maintain
the rig and carry out makeshift repairs after
nomad atracks.

Profile M WSBS S T W I
4 3 33 3 1

Weapons: Mercenary Heavies may be armed
with weapons chosen from the Hand-to-
hand, Pistols, Basic, Heavy, Special Weapons
and Grenades lists.

A Id
31 7

Vehicles: A Mcrcenary Heavy may be the
gunner of a fixed weapon on a vehicle. If
this is to be the case then the weapon
should be purchased ‘for him’ as normal
but the cost added to the vehicle cost, not
the heavy’s on the roster. Fixed weapons are
the only way move or fire weapons can be
fired from moving vehicles in Necromunda:
Battles in the Ash Wastes. Shanty heavies
who are not gunners may ride any vehicle as
normal, and may still take over as driver in
an emergency (see the vehicle rules for
more detail).
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0-4 OUTRIDERS

Cost to recruit: 50 creds

Outriders are the eyes and ears of the gang.
They scout ahecad of the rig, weary of traps,
ambushes and hostile conditions that may
threaten the payload. To fulfil this function
professional outriders always ride a bike, or
occasionally a small, fast beast.

Profile M WSBS § T W I A Ld
4 3 33 3 1 3 1 7

Weapons: Outriders may be armed with any
weapons from the hand-to-hand, basic,
pistol or grenades lists.

Vehicles: Outriders must either ride a bike
at the discounted cost of +65 creds or a
small riding beast at the cost of +20 creds.

Cost to recruit: 20 creds

MERGENARIES

Cost to recruit: 50 creds

Mercenary scum are the paid bodyguards of
the journeymen. They respect him because
of his vast knowledge of the wastes, his
position in the employ of the guild and
because he pays them their wages. Many
mercenaries are employed by Journeymen,
as it is only the guild who can afford to pay
their often exorbitant fees.

Profile M WSBS S T W I A Ld
4 3 33 3 1 3 1 7

Weapons: Mcrcenaries may be armed with
any weapons from the hand-to-hand, basic,
pistol or grenades lists.

Vehicles: Mercenaries may drive or ride on
any of the gang’s vehicles.

Rather poorly skilled, unsuccessful scum
are often employed to walk the decking of
the rig to repel boarders and fight off any
ambushing shanty dwellers that might get
too close. After gaining enough experience
in the wastes a goon may evenrually become
a mercenary, able to charge more for his
professional ‘services’.

Profile M WSBS § T W I
4 2

A Ld
23 3 1 31 6
Weapons: Goons may be armed with any

weapons from the hand-to-hand, pistol or
grenade weapon lists.

Vehicles: Goons may not drive a vehicle
until they become Mercenaries, except in an
cmergency (see the vehicle rules for more
details on this). Goons are allowed to ride
bikes as normal, and may ride on any
vehicle as a passenger.




GAINING EXPERIENCE |
Experience

Points Title
0-5 Goon
6-10 Goon
11-20 Goon
21-30 Mercenary/Outrider
31-40 Mercenary/Outrider
41-50 Mercenary/Outrider
51-60 Mercenary/Outrider
61-80 Mercenary Champion
/Outrider Ranger
81-100 Mercenary Champion
/Outrider Ranger
101-120 Mercenary Champion
/Outrider Ranger
121-140 Mercenary Champion
/Outrider Ranger
141-160 Mercenary Champion
/Outrider Ranger
161-180 Mercenary Champion
/Outrider Ranger
181-200 Mercenary Champion
/Outrider Ranger
201-240 Journeyman Protector
241-280 Journeyman Protector
281-320 Journeyman Protector
321-360 Journeyman Protector
361-400 Journeyman Protector
401+ Trusted One

SHANTY DWELLER SKILL LISTS

Agility Combat Ferocity Muscle Shooting Stealth Techno

FOR GOONS, MERCS, OUTRIDERS, MERC
HEAVIES AND JOURNEYMEN

M WS BS § T W I A ILd
4 6 6 4 4 3 6 3 9

When you recruit a Journeymen gang the

fighters  will already have some
experience in how to fight. The table
below shows how much experience the
different types of fighters have to bcgin
with. You should record each fighter’s
Experience points on your gang roster.

Type Starting Experience Points
Goon 0

20 + 1D6

60 + 1D6

60 + 1D6

Mercenary/Outrider
Mercenary Heavy

Journeyman

ADVANCES

When a ganger gains enough experience
to get an Advance roll, roll on the
Standard Gang Advance Roll table in the
Necromunda Rulebook. As usual, when a
Goon (Juve) acquires 21 experience
points he may gain ganger skills (i.e.
ferocity skills), and may have basic
weapons.

Journeyman

Goon - Yes
Outrider - Yes
Mercenary - Yes
Mercenary Heavy - Yes

Yes
Yes

- Yes - -
- Yes
- Yes - -
- Yes -




Necromunda’s ash wastes, an inhospitable
desert of industrial detritus created over
millennia of pollution. Here ash storms can
whip up without warning and strip the skin
from flesh within seconds. Those that live
there usually do so out of necessity rather
than choice, but there are individuals that
make a living from the wastes. Scavengers
search for materials discarded by industry.
Now, hundreds of years later, these

materials, once seen as useless by-products,

have become valuable for use in factories of
the great houses. Guilders will pay many
credits for locations of mineral finds so that
they can sell the produce to hive family
contacts. Derelict vehicles and spacecraft
buried by the continually shifting ash may
also be uncovered and salvaged. 1t is this
type of find that scavengers dream of
because cargos that are sent across the
wastes from hive to hive are usually very
valuable and ancient spacecraft hold the
most prized treasure of all,
archeotech.

The Houses of Hive Primus send
out teams of workers to find
i potential arcas to mine for valuable
materials. Prospector teams consist
of highly skilled engineers
supported by servitors to do much
of the physical labour. All tcams
leave the hive suitably armed so
that they may defend themselves
from the hostile inhabitants of the
* wastes. Each team will have access
to a number of industrial vehicles,
" which they use to survey and take
- samples from areas surrounding
the local spires. When a team finds
an arca that is worth mining first it
is claimed in the name of their
house. Then, Ilouse workers erect
semi-permanent structures in that
area and slaves are brought in to
quickly recover the find before ash
storms reclaim it. The more areas a
House prospector team identifies,
that recover profit-making matecrials
for the House, the more expensive
and effective equipment its house
will invest in it.




PECIAL RULES

HOUSE: Each prospector team comes from
one of the rival Hive City Houses: Orlock,
Goliath, Van Saar, Escher, Cawdor or
Delaque. This choice will determine the
skills that your engineers may gain in
campaign gamces.

TERRITORY: Prospector teams do not have
territory as such and generate income in a
slightly different way. Each time they
venture into the wastes they gather
information on an area for mining potential.
The house will offer more valuable
equipment if the area is of greater interest.
After cach game roll on the Prospector
Territory chart (later).

INCOME: The normal table is not used to
work out income, this is because the
engineers of a prospector team have food
and shelter provided by their House. On
their return to the hive the creds they earn
from the Territory chart do not get modified
in any way.

TRADING: Prospector teams have access to
all types of weaponry and rare items and as
such weapons, rare items and gang
members should be bought from the usual
non-outlaw trading post to represent the
house’s armoury.

HIRED GUNS: Prospector teams may not
have any hired guns.

CAPTURE: No special rules apply to
prospector teams regarding capture.

SCENARIOS: Prospector teams roll on the
Ash Wastes Scenario table (use the Outlaw
scenario table and your imagination until
this is available).

EQUIPMENT: All prospector teams have
respirators included in their cost. Without
them they would certainly die outside the
hive.

VEHICLES: House Prospector teams may
buy any vehicles they can afford.

BEASTS: House Prospector teams may not
buy any beasts, all equipment is returned to
the hive after each expedition.

JUVES: Only two Juves can be part of a
prospector team at any one time. These
apprentices nced to be constantly trained in
the operation of the complicated mining

machinery and it is considered bad practice
to have too many on an expedition.

1 PRINCIPAL ENGINEER

Cost to recruit: 120 Creds

A Principal Engineer coordinates the team’s
activities. He will be the most experienced
member of the team both in the recovery of
samples and defending himself from nomad
and shanty attacks. Members of his team
will take orders from him without question
or hesitation.

Profile M WSBS § T W I
4 4 4 3 3 1

A Ld
4 1 8

Leader: All the Leader rules apply to the
Principal Engineer (pinning and Ld ctc).
Weapons: The Principal Engineer may be
armed with weapons chosen from the
Hand-to-hand, Pistols, Basic, Special
Weapons and Grenades lists.

Vehicles: The Principal Engineer may drive
or ride on any of the gang’s vehicles.

ENGINEER

Cost to recruit: 50 creds

Engineers are the workhorses of the team
and form the bulk of the team’s numbers.
They are tough and dependable fighters.

Profile M WSBS § T W I A Ld
4 3 33 3 1 3 1 7

Weapons: Engineers may be armed with
any weapons from the Hand-to-hand, Basic,
Pistol or Grenades lists.

Vehicles: Engineers may drive or ride any of
the gang’s vehicles.
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0 - 4 SERVITORS

Cost to recruit: 90 Creds

These are cyborgs; half-men, half-machines,
that have had their higher brain functions
erased. They are treated more as property
than as pcople and can carry out simple
tasks without independent thought.

Profile M WSBS S T W I A 1Id
4 3 33 41 3 1 6

Immune to Psychology: A Servitor’s mind
is completely blank so it is not effected by
Fear or Terror.

Experience: Servitors cannot gain
experience as their ability to learn was
removed during their creation. They start
with an initial experience of 50+D6 to
reflect their programming and they never
receive any further experience. Evert Not
even if they get ‘Survived against the odds’.

Armour: Due to its partly mechanical body,
a Servitor receives a 5+ saving throw.

Weapons: Servitors may only be armed with
up to two weapons from the Servitor
weapon list below and can never be armed
with any other weapon (Servitor weapons
follow the rules for Pit Slave weapons in
Outlanders).

Vehicles: Servitors may not drive, but may
ride in any of the gang’s vehicles.

SERVITOR WEAPONS
ITEM COST IN CREDITS
Rock Drill 15
Claw 15
Shears 15
Hammer 20
Buzz Saw 25
Chainsaw 25

0 - 2 ENGINEERING APPRENTIGES

Cost to recruit; 20 Creds

Apprentices are inexperienced engineers
eager to join a team of prospectors and
explore the foreboding ash wastes. They are
poor workers and even worse fighters but
given training they can become valuable
members of the team.

Profile M WSBS S T W I A Id
4 2 23 3 1 3 1 6

Weapons: Engineering Apprentices may be
armed with any weapons from the
Hand-to-hand, Pistol or Grenade weapon
lists.

Vehicles: Apprentices may not drive a
vehicle until they become Gangers, except
in an emergency (see the Vehicle Rules for
more details on this). Apprentices are
allowed to ride bikes as normal, and may
ride on any vehicle as a passenger.



ixperience
Points

GAINING EXPERIENCE
F L

Title

0-5
6-10
11-20
21-30

31-40
41-50
51-60

61-80

81-100
101-120
121-140
141-160
161-180
181-200
201-240
241-280
281-320
321-360
361-400

401+

Engineering Apprentice
Engineering Apprentice
Engineering Apprentice

Engineer (starting level
of Engineer)

Engincer
Engineer

Engincer (starting level
of Servitor)

Advanced Engineer
(starting level of
Principal Engincer)

Advanced Engineer
Advanced Engineer
Advanced Engineer
Advanced Engineer
Advanced Engineer
Advanced Engineer
Engineer Adept
Engineer Adept
Engineer Adept
Engineer Adept
Engineer Adept

Mechanicus Acolyte

Ilive Prospector teams use the
Advance Roll table and the skill table
as per their House detailed in the
Necromunda Sourcebook.

When you recruit a Hive Prospector team
the fighters will already have some
experience in how to fight. The table
below shows how much experience the
different types of fighters have to begin
with. You should record each fighter’s
Experience points on your gang roster.

Type Starting Experience Points

Engineering Apprentice 0

Engineer 20 + 1D6
Servitor 50 + 1D6
Principal Engineer 60 + 1D6

FOR PRINCIPLE ENGINEERS, ENGINEERS
AND ENGINEERING APPRENTICES

M WS BS S T W I A Id
4 6 6 4 4 3 6 3 9

When a prospector team Engincer gains
enough cxpericnce to get an Advance roll,
roll on the Standard Gang Advance Roll
table in the Necromunda Rulebook. As
usual, when an apprentice (Juve) acquires
21 experience points he may gain ganger
skills (i.c. ferocity skills), and may have
basic weapons.
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Hive Prospector Team Territory Table

Tetritory Income

Notes

11-15
16

21-25

26

31-35

36

41-45

46

51-55

56

61-63

64-65

66

Ash Wastes 0
Outflow 2D6
Ruins 3D6

Sludge Sea 4D6

Hard-Baked 5D6
Ash Pan

Scrap 6D6
Wreckage

Chemical D6x10
Find

Transport DO6x10
Tube Wreck

Vchicle 2D6x10
Wreck

Ore Find 3D6x10

Mineral Find 2D6x10

Spacecraft  2D6x10

Wreck

Archeotech 6D6x10

Nothing but worthless ash, no income is generated.

Chemicals recovered from an ancient outflow prove some
use for research; 2D6 creds income is given to the team.

Taking samples from this area creates some interesting
findings and the team receive 3D6 creds.

Samples dredged from this sea reveal chemicals of some
use to the House; the prospector team receives 4D6 creds
incentive.

The pan is shielding an area worthy of more research, 5D6
creds are given to the team as income.

A sizable portion of scrap matcrials are taken back to the
house to break down, the team receives 6D6 creds.

An area that is of sufficient resource to set up a chemical
reclamation plant is reported and the team is rewarded
with D6x10 creds income.

A cargo that has lain in a destroyed transport tube for
hundreds of years is recovered by the team’s surveys. The
team receives 2D6x10 creds from the House.

A massive crawler containing valuable commodities is
found bencath the ash. The cargo is of such importance
that the team receives 2D6x10 creds reward.

The samples taken from this area reveal it is a prime ore
mine, work to set up a semi-permanent mining facility are
soon under way and the House gives the team

3D6x10 creds income.

The minerals found to be present in the samples taken in
this expedition give the House confidence that a mine
should be erected in that area, the team is given

2D6x10 creds income.

A craft buried in the ash has a massive cargo that will take
huge teams of pit slaves to recover. This find is worth
thousands of credits to the House and the team receives
2D6x10 income.

A pocket of materials covers ancient wreckage containing
scveral items of archeotech. The gang may choose to roll
a random item of archeotech from the Outlanders
supplement or claim a hefty 6D6x10 cred income.
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VEHICLE RULES

by Chris Ward and Stuart Witter

The ash deserts of Necromunda and the gangs who
may be found there were described in last months
Necromunda Magazine, along with ideas for
converting your gang’s vehicles. This month the
rules for vehicles in your battles in the Ash Wastes are
presented in full. Next issue we’ll talk more about
adding vehicles to your gang roster, but for the time
being we've included a section at the end of the rules
with the cost for different types of vehicles so you
can start playing with them straight away!

VEHICLE TYPES

The vast Ash Waste of Necromunda is different in
every way to the hive cities scattered over its surface.
For the most part sweeping plains and shifting dunes
cover the planets surface, although large oceans and
lakes of sludge still exist, often so thick they cannot
be navigated by ships at all. The wastes are desolate
and seemingly lifcless places, yet life does somehow
still manage to survive, in the form of mutated
creatures. . . and the gangs of Nomads, Shanty
Dwellers and other gangs that constantly scour the
planet’s surface looking for mineral deposits, buried
wreckages and convoys to ambush.

The gangs in the Ash Wastes use a variety of vehicles
when moving through the wastes, some simple
whecled buggies or bikes, some bizarre walking
contraptions that stride over obstacles with ease.

There are four different vehicle types; bikes, light
vehicles, armoured vehicles and heavy armoured
vehicles. These may be one of five motive types;
wheeled, tracked, walker, crawler, or skimmer. The
Vehicle Types table illustrates the possible
combinations of these vehicles. When making your
model it should fit into one of these types

VEHICLE TYPES TABLE

Bike Light Armoured Heavy Arm’ed

Wheeled Yes Yes Yes Yes
Tracked No No Yes Yes
Walker No Yes Yes Yes
Crawler No No No Yes
Skimmer No Yes Yes No
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Some vehicles may be made to transport several
models; others are designed for just the driver. A
vehicle may be described as Siagle Seater which can
only carry the driver, 5-Man which can transport 5
models (including the driver), or Transport, which
can carry an entire gang. For now it is important to
know only that these vehicle types exist; the rules
for buying these vehicles are covered later.

The most important factor when deciding what type
of vehicle a gang has is simply this; it must be
represented by a WYSIWYG model. If you do not
have a model to represent your vehicle then you
must make one, There are no exceptions. Even if
both players agree to use a cardboard template to
represent ‘Johnny's Walking Death Behemoth' you
may not do it. Never. Ever. You have to make one,
that's half the fun!

MOTIVE TYPES
Wheeled Vehicles

These are the most abundant vehicles of the Ash
Wastes. They are simple to make and maintain, and
casy to drive. No special rules apply to wheeled
vehicles.

Tracked Vehicles

Tracked vehicles can be very useful in the desert.
They can find grip where a wheeled vehicle might
fail, and are able to easily travel over rough terrain.
However, they are harder to maintain and are
slower. Tracked vehicles are always more heavily
armoured; the very nature of the tracks makes them
harder to damage.

Tracked vehicles may move over difficult terrain
without penalty, and may move over very difficult
ground, at slow speed only, without penalty.

Walkers

Walkers are a technological nightmare. Hard 1o fix,
near impossible to find parts for and tricky to pilot,
they are nevertheless of great use in uneven ground,
where they can stroll over most rough terrain with
no problems.

Walkers may move with no penalty over difficult and
very difficult ground, and may cross many obstacles
that the model itself could reasonably cross. See the
terrain section for more details.

Crawlers

Crawlers are gargantuan slow moving
platforms that roll perpetually forwards,
crushing all in their path. A variety of special
rules apply to crawlers. Read the rest of the
rules to see how these special abilities come
into play.

1. Crawlers do not move at the same speed
as other vehicles. Instead they move at a
crawl. Crawlers may move up to 3" a turn and
make up to one 45-degree turn.
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2. Crawlers never ram other vehicles. If they move
into other vehicles they simply push them aside
with no damage to either the crawler or the other
vehicle.

3. Crawlers can move over any terrain without
penalty. The only things that they cannot simply
move through are buildings or other large
structures. If they move over obstacles such as
barrels or rocks they are destroyed; remove the
scenery from the table.

4. Models may fire move or fire weapons from a
moving crawler as long as the fighter himself hasn’t
moved.

5. Models on foot automatically dodge a crawler if it
moves into them; there is no need to take an
initiative test. Models that are down that a crawler
moves over are automatically taken out of action.

Skimmers

Skimmers are slow hovering platforms that float
from a few inches to waist height above the ground.
Massive turbines or jets propel the skimmer along
over ash, rubble, liquid or whatever. Skimmers
aren’t very popular amongst the gangs roaming the
wastes; they are hard to maintain and use a Jarge
amount of fuel. This inefficiency usually limits their
users to guilders and house prospector teams,
although richer Nomads have been known to keep
skimmers for unusual missions.

Skimmers can ignore the effects of all terrain except
obstacles and certain types of impassable ground.
See the terrain section for more details on this.

MOVEMENT
TERRAIN TYPES

In the Ash Wastes, just as in the Underhive of
Necromunda’s Hive Primus, terrain may be divided
into four types; open ground, difficult ground, very
difficult ground and walls/obstacles.

Open Ground

This ranges from flat ash plains to rolling dunes and
shallow mounds of ash. Open ground may be
moved over as in Necromunda for models on foot.
Vehicles move over open ground with no penalty.




Difficult Ground

Including steep slopes and loose ash.
Models on foot move over difficult
ground as in the Underhive (i.e. half
rate). Vehicles moving at slow speed
suffer no penalty. Vehicles moving at
combat or fast speed must roll a DG
and consult the difficult terrain table,
adding a +1 to the roll, unless the
driver can first roll equal to or under
his initiative on a DG. Tracked
vehicles, skimmers, walkers and
crawlers may move over difficult
ground with no penalty.

Very Difficult Ground

This consists of sludgy ground, deep
ash, shallow pools of chemicals or
effluent, or thick rubble. Models on
foot move over difficult ground as in the Underhive
(i.e. quarter move). Vehicles moving through very
difficult ground must roll a D6 and consult the
difficult terrain table unless the driver can first pass
an initiative test by rolling equal to or under his
initiative on a D6. Tracked vehicles may move
through very difficult ground at slow speed with no
penalty. Walkers, Skimmers and Crawlers may all
cross very difficult ground with no penalty.

Impassable Ground

Terrain such as steep rocky cliffs, rivers of sludge
and deep pools of acid cannot be crossed by either
maodels on foot or vehicles. Skimmers may cross
pools or rivers of any depth, but any models that fall
off and land in the liquid are taken immediately out
of action. Buildings and other man made structures

are also considered impassable ground for vehicles;
models on foot may well be able to enter.

Walls/Obstacles

Included in this category are any obstacles over 1"
high, or that could reasonably prevent a vehicle
from crossing. Models on foot cross obstacles as in
the Underhive (i.c. they give up half their move).
Vehicles may not attempt to cross obstacles. A little
common sense is required here; if the vehicle looks
as if it could reasonably shove aside or break
through the obstacle with no ill effects (e.g. a tlimsy
fence), then it should be able to do so. Decide
before the game which obstacles prevent vehicle
movement, depending on the terrain in your
collection.

Speed Slow Combat Fast

- 1 1-2

=]
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= 13 24 3-5
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4+ 5+ 6+

DIFFICULT TERRAIN TABLE

The driver loses control and the vehicle swerves before
spinning wildly out of control. Roll a2 D6 to see which
way the vehicle swerves; 1-3 it swerves 45 degrees left,
4-6 it swerves 45 degrees 10 the right. The vehicle then
moves forward DG" before coming to hale facing a
random direction. Roll a scatter dice to see which way
the vehicle ends facing. The vehicles move ends here.
Any models on board may not shoot this turn and may
not dismount from the vehicle. If models on board are
fighting in a boarding action continue as normal.

The driver wrestles with the vehicle's steering before
bringing it under control. The vehicle swerves. Roll a
D6 1o determine which direction it swerves; 1-3 it
swerves 45 degrees to the left, 4-6 it swerves 45 degrees
to the right. Following the swerve the model may
continue to move as normal. Models on board may not
shoot this turn, but may dismount or fight in boarding
actions as normal.

The driver negotiates the terrain superbly. The vehicle
may continue its move as normal
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Walkers may cross an obstacle if the model could
conceivably step over it, again more common sense
is needed here. Skimmers may not cross obstacles
as they float barely off the ground. Crawlers are
special. They move forwards crushing anything in
their path with their broad tracks or massive
wheels. As such, any walls or obstacles that a
crawler moves over are destroyed - remove the
scenery piece from the board. Remember, obstacles
and walls does not include buildings and larger
structures, just decide before the game which of
your scenery counts as obstacles and which is
impassable.

MOVING
SPEEDS

As mentioned above, all vehicles have a motive type
that governs their maximum speed. This will
determine whether the top speed of your vehicle is
slow, combat or fast speed. Some vehicles, such as
heavily armoured trucks or similar may only be able
to move at slow speed, whereas light bikes, quad
buggies or comparable vehicles may be able to
move at fast speed. Sec the max speed table to find
out the maximum speed of your vehicle.

In the movement phase of your turn you may move
any of your vehicles that are currently in action (not
disabled or destroyed). Before moving each vehicle
decide how fast you will move it; slow, combat or
fast speed. The characteristics of each vehicle
dictate its top speed, you may not declare a speed
faster than that allowed for the relevant vehicle type
in the table below. Note that you should declare
how fast you intend to move at the beginning of
each vehicles move. It may be worth using some
kind of coloured counter or marker to remind
players the speed that each vehicle is moving.

MAXIMUM SPEED TABLE
Bike Light Armoured Heavy Arm’ed

Wheeled Fast Fast Combat Slow
Tracked N/A N/A Combat Slow
Walker N/A Combat Slow Slow
Crawler N/A N/A N/A Crawl
Skimmer N/A Slow Slow Slow
SLOW SPEED

All vehicles (with the exception of crawlers — see
Vehicle Types) are able to move at slow speed. At
slow speed you may move your vehicle up to 6" in
the movement phase and make up to four 45-
degree turns. Turns may be combined in any way
you choose; for example you could make two 90-
degree turns or one 180-degree turn, Turns may be
made at any point during the vehicles move. At slow
speed a vehicle may also use a portion or its entire
move in reverse gear, to manoeuvre in a tricky
situation or run down models behind the vehicle
for example. Treat any moves in reverse just as you
would for slow speed, but move the vehicle
backwards.

COMBAT SPEED

Some vehicles are able to move at combat speed. At
combat speed you may move your vehicle up to 12"
in the movement phase and make up 10 wo 45-
degree turns (or combinations).

FAST SPEED

A few vehicles, such as bikes and light vehicles can
move at fast speed. At this speed vehicles move 12"
(no more or less) in the movement phase and may
make up to one 45-degree turn. However, this is
not all. Immediately following

the shooting phase any fast
vehicles may move additionally -
up to a further 12", If the vehicle
did not use its turn earlier it may
make up tw one 45-degree turn.
This means that in total the
vehicle may be moved berween
12" and 24" and turn once up to
45-degrees. Note that this move
is an extra phase - it takes place
after shooting and before hand-
to-hand combat.

e :1)

TURNING

It is important to note at this
point that vehicles are always
pivoted about their midpoint
when moving. This prevents
really picky (and beardy!) players
from moving unfairly.

In addition note that vehicles in
extreme circumstances do not
have to be turned exactly 45-




degrees and combinations are permitted. For
example, when weaving through rocks or debris a
vehicle may turn once 20-degrees and then 25-
degrees, even at fast speed. This is because
movement in real life is a fluid motion, vehicles do
not stop, pivot and turn; the rules just try to cover
this in the most realistic way possible.

VEHICLES WITHOUT A DRIVER AND OUT OF
CONTROL VEHICLES

If a vehicle is in the unfortunate situation that it has
no driver, either becausc he is pinned, down, our,
thrown out of the vehicle or whatever the vehicle is
referred to as Out of Control. Out of Control
vehicles are moved at the start of the movement

TAILING

By ending the movement of one of your vehicles
in your turn within 2" of the rear of an opposing
vehicle you may declare you are going to tail. You
may move to this 2" tailing position either during

| the movement phase or the special phase for fast
vehicles. Note that to tail an opposing vehicle you
must finish your move facing roughly the same
way as it, in other words you must have your nose
to their tail. A tailing vehicle cannot make turns
unless the lead vehicle makes one to follow, so a
tail cannot be initiated if the chasing vehicle is at
an angle to the other, it would be instantly shook
off. Once in this position you may move the
tailing vehicle in your opponents move as well as
your own. This is done as follows:

As your opponent moves the vehicle you are
tailing, move your vehicle to keep within 2"
However, each time your opponent turns you
must roll 2D6 and get equal to or lower than your
drivers Ld (i.e. take a Ld test). If you pass then you
continue to tail, turn your vehicle to move behind
your opponents as before. If you fail then your
opponent has shaken you off; you are no longer
moved within 2" of the back of his vehicle. Instead
" your move ends where your opponent turned
and lost you. : ‘

~ following his vehicle, and your bonus move ends.

If you attempt to tail a faster vehicle then you are
automatically shaken off as soon as it moves
further than your move would normally allow. For
example if you can only move at slow speed and
your opponent moves 12" (combat or fast speed),
then you move 6" in your opponents turm,

Tailers Shooting

If the tailing vehicle keeps with the enemy, they
have them in their sights and take the perfect
opportunity to pour fire into them. Everybody on
board can shoot in the enemies cusrent shooting
phase as well as their own. This extra salvo can
only be directed at the vehicle being tailed
(nobody else at all ever), these shots are taken
before the enemies to boot! Fast vehicles can
keep ailing after the shooting phase, in order to
keep up with another fast vehicle.

Life After Tailing

A vehicle that ends the enemy players turn, still in
4 tailing position is now free to move as it wishes.
A vehicle doesn't have to move at all and can tail
again in the next enemy twurn, for shooting
purposes next turn it will count as the speed it
tails at. In practice, however, it is usual to shunt
the vehicle being tailed!
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phase, before any other movement. This is done as
follows:

First roll a D6 to see which direction the vehicle
moves in; on a 1-2 the vehicle swerves 45-degrees to
the left, on a 3-4 it moves straight forward, on a 5-6
it swerves 45-degrees to the right.

Second roll a number of D6 according to the speed
your vehicle travelled last turn, and move it that
number of inches forwards in a straight line. If your
vehicle moved at slow speed it moves DG", if it
moved at combat speed it now moves 2D6", if it
moved at fast speed it now moves 3DG". After this
move the vehicle hales, a bike will fall over after its
random move and will count as immobilised for the
rest of the game.

If an out of control vehicle has other models on
board anyone may take over on a roll of 4+ at the
start of the movement phase.

TRANSPORT

Transporting Models

Some vehicles are able to transport models other
than the driver. Vehicles are spit into three
categories where transport is concerned; these are
Single Seater, 5-man vehicles which may carry,
unsurprisingly, up to five models (including driver),
and transport vehicles, which can carry as many
models as you have in your gang. Note that piling as
many miniatures as you can fit onto a vehicle is not
always a good idea, they are likely to be injured
severely if the vehicle crashes. Note that vehicles
with a maximum transport capacity may never have
more than their capacity on board, unless they are
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enemy models which have boarded the vehicle (see
Boarding Actions later).

Mounting/Dismounting from a Vehicle

The following rules describe getting on and off
friendly vehicles. Enemy models wishing to board a
vehicle are treated differently - see the section on
Boarding Actions for details.

Dismounting

If a vehicle has models on board they may dismount
at any time during the movement phase. Simply
place the dismounted model by the side or rear of
the vehicle and continue his move from there. Note
that a model may dismount either before or after
the vehicle has moved, but not during its move. For
example, a vehicle may not move 4", models
dismount, and then move a further 6". Dismounted
models always count as having moved for the
purposes of firing heavy weapons etc. in the turn
they dismount.

Models may dismount freely from a vehicle at slow
speed. If the vehicle is moving at combat speed
dismounting models must roll equal to or under
their initiative or take a single hit at strength 3 and
be automatically pinned. Place pinned models face
up next to the vehicle as you would for a successful
dismount, except the fighter may not move any
further this turn. Modecls may not dismount from a
vehicle moving at fast speed, it is far too dangerous.

A model may not dismount from a vehicle in the
turn that he mounted it.

Mounting

Models may mount any vehicle
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they can move into contact with in
their move, simply place the
model on board the vehicle.
Remember that some vehicles arc
limited in the number of models
they can carry. Models may mount
a vehicle either before or after it
has moved, but not during (as for
dismounting). Models may only
mount a vehicle travelling at slow
speed, at combat or fast speed
attempting to mount a vehicle is
treated as a boarding action,
except that if successful no close
combat is fought (obviously). See
the section on Bearding Actions
on how to accomplish this.

Models may not mount a vehicle

in the same turn that they
dismount from it or another
vehicle.




RAMMING, COLLISIONS
AND CRASHES

This section contains rules for ramming other
vehicles, collisions with other vehicles, scenery and
running down models on foot. Ramming other
vehicles is a very popular and effective way of
damaging them, especially if your vehicle is bigger
and heavier! However, it is not eatirely without risk,
as you will see.

This section refers to damage done to vchicles in
many places; see the separate section on vehicle
damage later to sec what cffects the damage has.

All vehicles may be divided into four zones for the
purposes of rams; a froat, rear and two side zones.
On most vehicles these zones will be immediately
apparent, on other, stranger vehicles you should
agree with your opponents where these zones start
and end before each game. See the diagram below
for a further explanation of this.

RAMMING

Ramming damage is worked out immediately after
the vehicles make contact. In other words interrupt
the movement phase each time a ram is attempted
and apply the results immediately.

Swerving

Whenever a ram is attempted the target vehicle may
atcempt to swerve aside, with the exception of head
on rams (see later). Vehicles may also attempt to
swerve to avoid a collision with an out of control
vehicle in the same way. To swerve aside the targeted
vehicle the owning player must roll equal to or
under the driver’s Ld on 2D6. If failed the ram
contacts and is worked out as normal (see later). If
the test is passed the vehicle is shifted as far as
necessary to the left or right and turned 45-degrees
in the same direction, the ramming vehicle then
continues its full remaining move distance. It will
usually be obvious which way to swerve the target
vehicle, however in situations where a swerve in
either direction would be equally likely the player
owning the target vehicle may choose which way his
vehicle moves.
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See the diagram for an illustration of how this works.

When a ram contacts the first thing to be done is
consult the rules below, depending on the where the
ram hits. For example, if you ram a vehicle from
behind, this is a shunt. The diagram beside each
table gives an illustration of that type of ram.

Head On Rams

Here one vehicle

attempts to ram

another in a front

zone. This is by far

the most

dangerous way of

trying to ram

another vehicle,

and often ends in 3
serious damage to

both rammer and

target. If a player

initiates 2 head on

ram. the target is

not allowed to swerve; instead both players should
secretly place a dice (DG) (e.g. behind their hand or
under a cup), indicating which way they will swerve.
1-2 is a swerve 45-degrees to the left, 3-4 is dead
ahead, 5-6 is a swerve 45-degrees to the right. This is
basically ‘playing chicken’. Both players should then
reveal their dice at the same time, and turn their
vehicles 45-degrees in the direction they have
indicated. If both vehicles turn the same way (i.c.
they are facing each other still}, both vehicles take
D6 damage. In addition, both vehicles must roll a 4+
or be immobilised for the rest of the game as well as
any other damage results. If the vehicles turn in
different directions then move the rammer his full
remaining move, moving the target vehicle to one
side if necessary.

Shunt

A shunt is a ram
where the front of the
rammer hits the back
of the target vehicle.
A shunt inflicts 1
damage on the target
vehicle, but no
damage on  the
ramming vehicle.
However, note that
bikes involved in shunts inflict no damage to larger
(i.e. not bikes) targets, and takc D3 damagce (instcad
of 1) when the shunter is a larger vehicle.

T-Bone

A T-Bone is a ram
where the front of
the rammer hits
the side of the
target vehicle. A T-
Bone inflicts D3
damage to the Vii
target vehicle and
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1 damage to the ramming vehicle. However, note
that bikes involved in t-bones inflict no damage to
larger vehicles, and larger vehicles ramming bikes in
a t-bonc ram take no damage themselves. Again,
remember the rules for armoured vehicles when
working out damage.

Rakes and Sideswipes

Rakes and sideswipes can be executed when one
vehicle passes side by side with another, when both
vehicles are travelling in the same direction this is
called a Sideswipe when they are travelling in
opposite directions this is called a Rake. In all other
ways the manoeuvre is classified as a ram and any
rules applying to rams apply to rakes and sideswipes
eg. a target vehicle can roll to swerve, damage is
automatically penetrating and movement should be
paused as to work out the effects etc.

Sideswipe

These are the least
effective of rams, although
can still cause some
damage. A sideswipe is
executed when a vehicle
draws alongside the enemy
vehicle, within 2", and is
travelling in  the same
direction. Each player
should roll a D6; on a 4+
their opponent takes one damage. Any vehicle that
takes damage swerves away from the collision; there
is no need to roll for a random direction. Bikes
involved in sideswipes with any other kind of vehicle
are affected as normal, although the vehicle takes no
damage and does not swerve.

Rake

To execute a rake is not for
the feint hearted, as the
damage can be really quite
horrific. D3 damage is
inflicted on both vehicles
and both swerve away
from the impact, do not
roll randomly for the
direction of the swerve. If
a bike is involved in a rake
with another vehicle type it
is affected as normal but the other vehicle takes D3-
1 damage instead of the usual D3 and does not
swerve.

Armour Values

Armoured vehicles inflict +1 damage to their target
whenever they ram. (but not when they are
rammed). In addition, when armoured vehicles are
hit by a ram artack they receive a 6+ save against
each point of damage inflicted. They get this save
from damage whether they ram or are rammed.

Heavy Armoured vehicles inflict +2 damage to their
target whenever they ram. In addition whenever

heavy armoured vehicles are hit by a ram attack they
receive a 5+ save against each point of damage
inflicted. They get this save from damage whether
they ram or are rammed.

Note that these saving throws may also be made
against accidental damage caused by crashes or other
collisions, but never, ever from attacks other than
this, like shooting or hand-to-hand combat.

Impact!

If a successful ram is made work out the damage to
both vehicles, this damage is worked out using the
vehicle damage tables, although it is slightly
different, as armour values are not taken into
account in collision damage.

For each point of damage inflicted refer to the
relevant vehicle damage table and roll for its
location. Note the damage is automatically
penetrating, no roll is made against the vehicles
armour value. Then resolve the damage done by
rolling on the damage table relevant to that location.

COLLISIONS

Any vehicle that intentionally or accidentally moves,
swerve, spin or in any other way comes into contact
with vehicle has collided with it. 1f a vehicle spins or
swerves into another vehicle move it into contact
then orientate it as described in the rules (see the
damage tables later), e.g. A vehicle could spin so its
rear or side collides with the other, this effects the
way damage is worked out.

Any vehicle involved in a collision (friend or foe) can
artempt to swerve to avoid it. This is done in the
usual manner and a roll against the drivers
leadership is made, if passed the vehicle is moved out
of the way as already described. An immobilised or
stationary vehicle with no driver cannot get out of
the way.

Front-to-front

The damage for this is worked out in the same
manner as a head on collision, both vehicles take D6
damage and are immobilised on a 4+. If a bike is
involved in a front-to-front collision then it takes
damage as normal but the larger vehicle takes only
one point of damage and isn't immobilised.

Front or rear strikes side or rear

Rare but spectaculart Both vehicles take 1 point of
damage. Bikes colliding with lacger vehicles take D3
points of damage instead of one.

Side to Side

This might occur, for example, when a vehicle
swerved to avoid a collision towards another vehicle
alongside. The resulting collision is worked out like
a rake or sideswipe appropriately.

Vehicles which do not swerve away from a collision
end their movement (rather suddenly?).




COLLISIONS SUMMARY TABLE

Ram Type Rammer Damage Target Damage

Head - On D6 Bikes only inflict 1 damage to D6
any other vebicle.

T - Bone 1 Bikes involved in a T-bone with a D3 Bikes involved in a T-bone with a
larger vebicle inflict no damage. larger vebicle inflict no damage.

Shunt 0 A shunting bike does no 1 A bike takes D3 damage when
damage to a larger target. shunted by a larger target.

Sideswipe 1 on a D6 roll of 4+ 1 on a D6 roll of 4+
A Sideswiping bike does no A Sideswiping bike does no
damage to a larger target. damage to a larger target.

Rake D3 4 larger vebicle involved in a D3 A larger vebicle involved in a
rake with a bike takes D3-1 rake with a bike takes D3-1
damage and does not swerve. damage and does not swerve.

Clips moment, 2 6 always fails regardless of initiative.

If 2 vehicle touches another but only just, and itis a
subject of debate between the players of whether a
ram or collision has occurred roll a D6 on a result of
1-3 the vehicles bounce harmiessly from each other
causing no damage of any consequence, on a 4-6 you
should work out the ram or collision as normal.

CRASHES

Not all collisions are with other models, out of
control or randomly moving vehicles will often be
involved in a crash. This is where the vehicle hits an
item of scenery, such as rocks, buildings or pipes.

Note that a vehicle cannot swerve to avoid 4 crash, as
with collisions or rams.

Front On Crash

This occurs when the front of a vehicle hits a piece of
scenery. The vehicle stops immediately and takes D3
damage.

Side or Rear Crash

If somehow the side or rear of a vehicle hits a piece
of scencery it takes 1 damage on a roll of 4+ on a D6.

Clips

Vehicles will often only ‘clip’ some scenery as they
move wildly past. In these cases roll a D6 to see if the
vehicle takes damage as for clips described in the
collisions section. On a 1-3 the vehicle takes no
damage, and continucs its move, on a 4-6 the vehicle
has collided and takes damage.

RUNNING PEOPLE DOWN!

One of the most effective ways to deal with a
pedestrian is to drive over him! If a vehicle is moved
into 2 model on foot, the footer must pass an
initiative test to jump out of the way. Roll a D6 and
get equal or under the models initiative characteristic
and the pedestrian has leapt out of the way at the last

Move the model 1o the left or right, at the owner’s
discretion, to avoid the vehicle. If the roll is over the
models initiative characteristic then he has failed to
dodge aside and takes a single hit at the strength
indicated in the following table:

Running People Down Hit Strength

Vehicle Type Strength of Hit
Bike 3%

Light 4
Armoured 5

Heavy Armoured [

* Bikes that run down models on foot take a hit with
a strength equal to the toughness of the model it hits.
For example, a biker runs down a T4 opponent; the
model on foot takes a S3 hit whereas the bike takes a
$4 hit!

After successfully hitting a model on foot he is
knocked out of the way D3" to either the left or right.
Roll a D6 to determine which way the model is
knocked; on a 1-3 they are knocked to the left, on a
4-6 they are knocked to the right. Models hit by a
vehicle are pinned just as for any other hit.

Models on foot can also fall victim to a rake or
sideswipe. A vehicle passing within 2" of a madet on
foot can jink sideways to knock it sprawling face
down into the ash. Work this out in the same way as
above, except the hit is only ever 83, regardless of the
vehicle type. Bikes do not take a hit from this rype of
attack, it is presumed the biker kicks the model over!
After this type of attack the model on foot is knocked
D3" directly away from the vehicle, rather than in a
random direction.

Running Over ‘Down’ Models

A downed model that is run over by any vehicle
cannot attempt to leap aside by passing an initiative,
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they are automatically struck as detailed above.

SHOOTING

This section includes rules for shooting at vehicles,
shooting from vehicles, area effect weapons and
mounting weapons on vehicles.

Shooting from a vehicle

All models on a vehicle may fire any weapons they
are carrying just as if they were moving on foot, with
the exception of drivers (see below). Note that this
means that move or fire weapons may not be fired
from vehicle unless they are mounted; see below for
details on this. Naturally if the vehicle is stationary
then move or fire weapons may be fired. Models on
vehicles have a 360-degree (all round) field of fire.

Negative ‘to hit’ Modifiers

Models shooting from a vehicle moving at fast speed
suffer an extra -1 to hit in addition to any other
modifiers, such as range.

Drivers may shoot from vehicles as normal with
pistol weapons or grenades. However when firing a
basic or special weapon a driver has an additional -1
to hit. Drivers may only fire at targets within the 90-
degree front arc of the vehicle.

Bikers may only fire pistol weapons or throw
grenades. They do have a 360-degree field of fire
however. This is because they can quickly turn in
the saddle to open fire at a target to the side or rear.

Weapons Mounted on Vehicles

Heavy or special weapons may be mounted on any
vehicle except bikes or single seater vehicles. This
weapon s referred to as fixed, and may not be

removed from the vehicle.

Fixed weapons may only be fired by the vehicles
gunner, this is usually a heavy, who must be
designated on the gang roster. See individual gang
lists for who can be a gunner.

Fixed weapons only have a 90-degree field of fire in
the direction they are mounted on the vehicle
(front, side or rear mounted weapons are possible).

The advantage of fixed weapons is that move or fire
weapons may be fired whilst the vehicle is moving.
Only one fixed weapon may be mounted on each
vehicle.

Fixed weapons cost the same creds as a normal
heavy weapon of that type and count towards the
total cost of the vehicle.

Example: A gang bas a beavy stubber. Rather than
bave their beavy carry it the gang leader decides to
mount it on the a vebicle. The beavy stubber
becomes permanently mounted on the vebicle and
counts towards the vebicles cost. The gang’s heavy
is designated the gunner on the gang roster.

SHOOTING AT VEHICLES

The rules in Necromunda describe shooting at
models on foot, however vehicles are not like gang
fighters. They have several different locations that
are vulnerable to enemy fire, but equally have
armour plates and thick metal chassis that bullets
simply ricochet off, without causing harm to the
vehicle.

HITTING VEHICLES

Although the rules of Necromunda cover shooting
at large targets, the rules are again clarified here
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along with some additions for vehicles travelling at
speed:

TO HIT MODIFIERS

Shooting at a large target (any vehicle bigger than
a bike) +1*

Shooting atr a Crawler (massive target) +2%
Target moved at fast speed in its last turn -1

* These modifiers are not cumulative, apply the
highest.

DOING DAMAGE

After a vehicle has been hir, it is resolved in three
stages. The first stage is to find the location on the
vehicle that has been hir, the second stage is to
attempt to penetrate the armour of the location and
the third stage, if the acmour penetration was
successful, is to find what damage is done. Rules for
this process are broken down below:

1. Roll Location

To establish where a vchicle has been hit roll a2 D6
and consult the relevant vehicle damage table. Note
a vehicle may not have one of these areas for
example equipment or crew, in this case the entry in
the rable will tell you which area is hit instead.

2. Armour Penetration
ARMOUR PENETRATION = DG + WEAPON STRENGTH

After rolling to find out where the vehicle has been
hit you must roll to atterapt to penetrate the armour
of that location. This is done by rolling a D6 and
adding it to the strength of the weapon you are
using.

If you roll less than the armour value of that location
then the hit is harmlessly deflected and has no
further effect.

If you roll equal to the armour of the location you
have hit then the damage is likely to be less severe,
Roll to see what effect your damage has with a ~1 to
the D6 roll. This roll may never be modified to less
thana ‘1",

If you roll over the armour value of chat location
then you have penetrated the armour and cause
damage; roll a further D6 on the associated table to
find out whar effect this damage has.

Rams, Collisions and Crashes automatically
penetrate armour; simply roll to find out their effect.

Armoured and Heavy Armoured Vehicles

Armoured and Heavy Armoured vehicles are, as you
would expect, considerably harder (o damage than a
less armoured equivalent. When hit the following
rules apply:

Armoured vehicles have +1 armour on all locations.

Heavy Armoured vehicles have +2 armour on all
locations.

3. Damage Effects
The following terms are used in the damage tables:
Spin

The vehicle spins out of control, roll a scatter dice to
dice to determine which way it faces when it comes
to rest. A wvehicle that collides or crashes before
completing a compulsory move that involves a spin,
hits the obstacle orientated to the scatter dice (i.e.
facing the direction of the arrow). A roll that
indicates the vehicle does not seem te change
direction means that the vehicle has executed a
spectacular 360-degree spin.

Swerve

When a vehicle swerves it does so 45-degrees to the
left or right, roll 2 D6; on a roll of 1-3 the vehicle
swerves to the left, on a result of 4-6 the vehicle
swerves to the right.

Roll

When a vehicle rolls it may do so a number of times
before coming to rest, be it the right way up or not.
Roll a D6 and consult the table below:

D6 Result

1-2 The vehicle lands back on its
wheels/tracks/whatever, it takes 1 point of
damage on a DG roll of 4+ which
automatically penetrates a random
locations armour.

2-4 The vehicle lands on its roof, takes 1 point
of damage on a D6 roll of 4+, which
automatically penetrates a random
locations armour. The vehicle is
immobilised for the rest of the game.

5-6 The vehicle rolls over completely. It
travels DG inches in its current direction
taking 1 point of damage on a D6 roll of
4+, which automatically penetrates a
random locations armour. Apply the
effects of this damage immediately then
roll again on this table and apply the
result. (Yes, this means a vehicle can roll
and roll taking further damage until it
comes to rest!). Note that a result which
indicates that the vehicle is immobilised
only applies after it finishes rolling.

NOTE: If any additional damage result indicates that
the vehicle moves somehow, this is ignored when a
vehicle rolls.

Driver/Pilot/Rider

The gang member driving the vehicle is called the
driver.  If a vehicle is in the unfortunate situation
that it has no driver, either because he is pinned,
down, out, thrown out of the vehicle or whatever the
vehicle is referred to as out of control. Qut of control
vehicles are moved randomly at the start of the
movement phase, before any other movement. This
is done as follows:
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First roll a D6 1o see which direction the vehicle moves in; ona 1-2
the vehicle swerves 45-degrees to the left, on a 3-4 it moves straight
forward, on a 5-6 it swerves 45-degrees to the right.

Second roll a number of D6 according to the speed your vehicle
travelled fast turn, and move it that number of inches forwards in a
straight line. If your vehicle moved at slow speed it moves D6", if it
moved at combat speed it now moves 2D6", if it moved at fast speed
it now moves 3D6". After this move the vehicle halts, a bike will fall
over after its random move and will count as immobilised for the
rest of the game.

Crew

The crew of a vehicle refers to any models on board except the
driver. This means gunners and any enemy models, fighting a
boarding action, are included.

NOTES ON VEHICLE DAMAGE
Multiple Hits

Some arttacks, such as rams, may inflict multiple points of damage.
If this is the case roll for each to hit random locations as normal,
and then roll for damage. Apply the least damaging (i.e. lowest D6
roll) ficst, working up to the most damaging.

Multiple Wound Weapons

Some weapons can inflict multiple wounds on an enemy fighter
with only a single hit (e.g. krak missile causes D10 damage). These
weapons only ever cause one point of damage to vehicles.

Area Effect Weapons

Some weapons, such as frag grenades or missiles, have an area
effect. If an area effect template weapon is roughly centred on the
vehicle then it scores D3 hits rather than 1. If the template only
partly covers the vehicle then it causes 1 hit on the D6 rolf of 4+.

Flamers

Vehicles can be set alight in just the same manner as fighters, using
flamers or similar weapons, like hotshot shells. Roll to see if the
locations hit catch fire in the same way as you would for models on
foort.

BOARDING ACTIONS

Vehicles do not take part in close combat in the normal sense.
Unless immobilised it is not possible to attack them directly,
however, enemy fighters may try to leap on board to engage the
crew or driver of a vehicle.

Jumping On

An enemy model may attempt to board a vehicle by declaring that
he will do so as a charge (i.c. he declares the charge against the
vehicle, but that he will board). A model may attempt to board if he
ends his charge move in contact with the sides or rear of the vehicle
he is artempting to board. Then make an initiative test by rolling a
D6 and comparing it to the fighters initiative. If you roll equal to or
under his initiative his has successfully boarded the vehicle, see the
rules for hand-to-hand combat on vehicles below. If you roll over his
initiative the fighter has misjudged his attack and bounces D3" away
from the vehicle, where he is pinned. In addition he takes a S3 hit
on a roll of 4+ on a D6. If the vehicle he attempted to board was
moving at fast speed this is increased to S4. Note that as mentioned
earlier, boarding a vehicle is the only time when its transport
capacity can be exceeded.




Lcaping from Another Vehicle

It is possible to leap from a vehicle that moves so it
is alongside an enemy vehicle, or that is tailing an
enemy vehicle. This is done in exactly the same way
as Jeaping on board from the ground as described
above. The maximum distance a fighter can leap
from one vehicle to another is 2".

Boarding Bikes and Single Seater Vehicles

Bikes and single seaters may be boarded just like
larger vehicles, although caution is advised, as the
vehicle will almost invariably move out of control
(and fall over in the case of bikes) - see the vehicles
without a driver and out of control vehicles rules in
the movement section.

HAND-TO-HAND COMBAT

Once a model has successfully jumped on to an
enemy vehicle it must fight a member of the crew in
the hand-to-hand combat phase. The vehicles owner
may pick which crew member fights the boarder —
only one crew member may fight, multiple combats
are not permitted on board vehicles. The defending
player must always pick models that are not pinned
over those that are when choosing who will fight the
attacker. If there are no other crew members then
the driver must fight.

The attacker gets the usual +1 for charging in the
first round of combat, although often receives the -1
for attacking over an obstacte, if the vehicle has
raised sides for example.

Any models which lose a round of close combat
aboard a vehicle are hurled off and bounce D3" in a
random direction, before taking a S3 hit on a D6 roli
of 4+. If the vehicle was travelling at fast speed this
is increased to S4.

Models which do not wish to continue fighting in
close combat may leap off the vehicle in their
movement phase, however they take a hit just as if
they had lost a round of combat and been thrown
out.

Check the rules on vehicles without a driver in the
movement section to see what happens in case the
driver is hurled out of the vehicle. If a round of
combat with the driver is drawn (a stand off), then
neither model is thrown ‘overboard’, but the vehicle
moves out of control as nobody can drive whilst
there is a fight in the driving seat!

Hit and Run Attacks

A bike rider can make a hand-to-hand combat attack
at another model as they pass them during the
movement phase. This special atrack is handled
differently to a normal close combat attack and is
called a hit and run attack. The bike can be moved
into contact with an enemy model at any point
during its move, the rider can then make a single
attack out of the normal turn sequence and the
enemy model can strike back with one attack before
the bike hurtles on. The combat follows the normal
rules for close combat except each model can only

use a single attack dice no matter what their attacks
characteristic normally is or what they are armed
with. The rider is always considered as charging and
always considered to have a better initiative in the
event of a draw. No parries can be made by either
combatant as the attack is made in a split seccond
before their opponent is long gone. Note a bike
rider can only make one hit and run attack per turn
and if they do so cannot shoot in the same turn.

ATTACKING VEHICLES IN CLOSE
COMBAT

Stationary Vehicles

Stationary vehicles include any vehicle that did not
move at all in its last movement phase. This may be
because they are immobilised, have no driver or
simply did not wish to move. Stationary vehicles may
be attacked whatever the reason for their lack of
movement by both point blank shooting and close
combat attacks. Vehicles that moved in their last turn
may never be attacked in these ways. Stationary
vehicles are in effect scenery, not vehicles, where the
rules are concerned with regards targeting and
boarding. Close combat bertween models on foot on
stationary vehicles is treated like normal close
combat, not a boarding action. Thus losers arc not
thrown out of the vehicle and multiple combats are
permitted. A model does not need to pass an
initiative test to climb aboard a stationary vehicle.

Attacking Stationary Vehicles

A stationary vehicle may be attacked in close combat,
in addition to long range shooting, which is
conducted as normal. A model that moves into
contact with a vehicle after declaring a charge can
make one of the following attacks:

1. Point Blank Shooting. This is conducted in the
shooting phase and may not occur after the model
has run or charged over 4" (or over his normal move
rate). It is just the same as shooting from range
cxcept the attack automatically hits and the player
may choose which location is attacked, there is no
need to roll to hit or randomise location. However, a
model should only be allowed to attack feasible
locations; if the engine is at the back of a vehicle and
the model is positioned around the front then it
cannot choose to attack the engine. Armour
penetration and damage are calculated as normal.

2. Hand-to-Hand Combat. A fighter may attack a
stationary vehicle in hand to hand combat by
choosing location like point blank shooting and
rolling to damage once per attack characteristic,
there is no need to roll to hit (+1 awack if armed
with two close combat weapons). Again the location
should be within reach of the model. Armour
penetration and damage are then calculated as
nocrmal.

[n both of these cases it is impossible to target crew
or driver locations; these would fight back! The crew
or driver can only be attacked by close combat or
shooting as normal.

ASH WASTES - 193



WHEELED VEHICLE HIT LOCATION TABLE

1. DRIVER. Armour 8
The driver has been hit, roll a D6 to determine the
effect.

1 The driver is unharmed, the blast rocks him but he
maintains control.

2 The driver is violently jolted in his seat by the ram or
blast. He must make a Ld test on 2D6. If failed the
vehicle swerves. On a 12 (double six) result he is thrown
clear out of the vehicle, place the driver D3” away from
the vehicle in a random direction. He is pinned when he
lands but otherwise unharmed.

3 The driver is caught by shrapnel and takes a $3 hit.
4-6 The driver is hit by the weapon as normal or at 3 if
a Ram, Crash or Collision (84 if an armoured vehicle, 35
if heavy armoured).

If this hit causes the driver 1o become down, out of
action or pinned the vehicle will swerve and move
DG" ahead immediately. In future turns it will move
out of control as described in the vehicles without a
driver section, until the driver is able to regain
control. If there are other crew members they may
attempt to take over the vehicle as described in the
vehicles without a driver section earlier.

2. FIXED WEAPON. Armour 8
If the vehicle has a fixed weapon it is hit, roll a D6 to
determine the effect.

1 Ammo clip destroyed. The weapon must be reloaded,
meaning it cannot be fired next rurn.

2 Weapon barrel dented. The weapon may now only be
fired with an additional -1 to hit.

3 Ammo feed destroyed. The weapon repeatedly jams
and may now only be fircd each turn on a DG roll of 4+

4 Weapon mounting damaged. The weapon may now
only be fired with an additional -2 to hit.

5 The weapon is hit and badly damaged; it may not be
used for the rest of the game.

6 The weapons ammo is hit and the weapon detonates

inflicting a S4 hit on the gunner. The weapon may not
be used for the rest of the game.

If the vehicle has no fixed weapon then the CREW are
hit instead, see result 3.

3. CREW. Armour 8

A randomly determined member of the vehicles crew,
other than the driver, is hit. Roll a2 D6 to determine
the effect.

1-3 Ricochet. Roll a DG. If you roll over the number of
crew on board nobody is hit. If you roll equal to or
under the number if crew then a random crew member
is hit by the weapon, or at S3 if the damage is from a
Ram, Collision or Crash (54 if from an armoured vehicle,
S5 if heavy armoured)

4 The crewman is hit by shrapnel and takes a S3 hit. If
he is taken down by the hit he falls from the vehicle and
lands D3" away in 2 random direction.

5 The crewman is hit by the blast and must pass an
initiative test or be thrown D3" from the vehicle in a
random directjon. Upon landing the crewman takes a $3
hit.

6 The crewman is hit by the weapon as normal, or takes
a hit ar 83 if the damage is from a Ram, Collision or
Crash (S84 if the vehicle is armoured, S5 if heavy
armoured). In addition the crewman is hurled D3" off of
the vebicle, dircctly away from the hir.

If the vehicle has no crew then the VEHICLE BODY is
hit instead, see result 5.

4. WHEEL. Armour 8
One of the vehicles wheels is hit, roll a D6 to
determine the effects.

1-2 Puncture. The vehicles speed is reduced by 2" at
slow speed and 4" at combat speed.

3 Tyre burst. The vehicles speed is reduced to slow
speed only. If this was the vehicle’s maximum speed the
hit has no effect.

4 Wheel buckled. The vehicle swerves.

5 Wheel damaged. The vehicle swerves, moves D6"
ahead and spins.

6 Wheel blown off. (You're grinding metalt) The wheel
is blasted clear off its mounting causing the vehicle 10
swerve, move D6" in a straight line and roll. All models
on board are thrown DG" in a random direction from
where the vehicle stops and take a $4 hit on a D6 roll of
4+. The vehicle is then reduced to slow speed (if it still
works at all!)

5. VEHICLE BODY. Armour 10

The main structure of the vehicle is hit — its shell,
chassis or suspension for example. Roll 2 D6 1o find
out what effect this has.

1-2 Minor structural damage. The vchicle is intact, the
damage being only superficial. However, if your vehicle
is carrying any extra equipment it is broken and
rendered useless for the rest of the game on a D6 roli of
4+ (see individual gang lists for details of extra vehicle
equipment).

3 Strucrure weakened. All rolls 1o damage the vehicle
from now on are with a +1 to the roll

4 Suspension damaged. The vehicle swerves and is
reduced 10 slow speed from now on.

5 Chassis twisted. The vehicle swerves, lurches D6"
forward and spins. All models on board must pass an
Initiative test by rolling equal to or under their initiative
on a D6 or be thrown D3" in a random direction away
from the vehicle and take a $3 hit.

6 Chassis snapped. (You've broken the rear axlet) The
vehicle swerves, lurches DG" forward and rolls. Any
modcls on board (including the driver) are thrown D6"
away from the vehicle in a random direction when it
stops rolling, and take a $4 hit on a DG roll of 4+. The
vehicle is then crippled and immobilised.

6. ENGINE. Armour 10
The vehicles engine, fuel tanks or associated
machinery are hit, roll a D6 to determine the effect.

1-2 Engine damaged. Reduce the vehicles maximum
speed by one speed ‘band’ i.e. fast becomes combat,
combat becomes slow, if the vehicle can only move at
slow speed normally then treat as a coll of 3, above

3 Gear box damaged. All moves are halved for the rest
of the game i.e. slow becomes 3", combat becomes 6"
and fast becomes 12"

4 Drive shaft broken. The vehicle is immobilised.

5 Fuel pipe wrecked. The vebicle spins and is
immobilised. Roll a D6 at the start of each subsequent
turn, on a roll of 6 the fuel has exploded is in 6, above.
The vehicle is crippled if the fuel explodes.

6 The wvehicles fuel explodes, crippling and
immobilising the vehicle. Al models on board are
thrown DG" in a random direction by the blast and take
a $4 hit.




TRACKED VEHICLE HIT LOCATION TABLE

1. DRIVER. Armour 8

The driver has been hit, roll a D6 to determine the

effect.
1 The driver is unharmed, the blast rocks him but he
maintains control.
2 The driver is violently jolied in his seat by the ram or
blast. He must make 2 Ld test on 2D6. If failed the vehicle
swerves. On a 12 (double six) result he is thrown clear
out of the vehicle, place the driver D3" away from the
vehicle in a random direction. He is pinned when he
lands but otherwise unharmed.
3 The driver is caught by shrapnel and takes a S3 hit.
4-6 The driver js hit by the weapon as normal or at S3 if
a Ram, Crash or Collision (54 if an armourced vehicle, $5
if heavy armoured).

If this hit causes the driver to become down, cut of
action or pinned the vehicle will swerve and move DG"
ahead immediately. In future turns it will move out of
control as described in the vehicles without a driver
section, until the driver is able to regain control. If
there are other crew members they may attempt to
take over the vchicle as described in the vehicles
withourt a driver section earlier.

2. FIXED WEAPON. Armour 8
If the vehicle has a fixed weapon it is hit, roll a D6 o
determine the effect.

1 Ammo clip destroyed. The weapon must be reloaded,
meaning it cannot be fired next tuen.

2 Weapon barrel dented. The weapon may now only be
fired with an additional -1 to hit.

3 Ammo feed destroyed. The weapon repeatedly jams
and may now only be fired each turn on a D6 roll of 4+

4 Weapon mounting damaged. The weapon may now
only be fired with an additional -2 to hit.

5 The weapon is hit and badly damaged; it may not be
used for the rest of the game.

6 The weapon’s ammo is hit and the weapon detonates
inflicting a $4 hit on the gunner. The weapon may not he
used for the rest of the game.

If the vehicle has no fixed weapon then the CREW are
hit instead, see result 3.

3. CREW. Armour 8

A randomly determined member of the vehicles crew,
other than the driver, is hit. Roll a D6 to determine the
effect.

1-3 Ricochet. Roll a D6. If you roll over the number of
crew on board nobody is hit. If you roll equal 10 or under
the number if crew then a random crew member is hit by
the weapon, or at $3 if the damage is from a Ram,
Collision or Crash (S4 if from an armoured vehicle, S5 if
heavy armoured)

4 The crewman is hit by shrapnel and 1akes a S3 hit. If he
is taken down by the hit he falls from the vehicle and
lands D3" away in a random direction.

5 The crewman i3 hit by the blast and must pass an
initiative test or be thrown D3" from the vehicle in a
random direction. Upon Janding the crewman takes a 83
hit.

6 The crewman is hit by the weapon as normal, or takes
a hit at 83 if the damage is from a Ram, Collision or Crash
(S84 if the vehicle is armoured, S5 if heavy armoured). In
addition the creswman is hurled D3" off of the vehicle,
directly away from the hit.

1f the vehicle has no crew then the VEHICLE BODY is
hit instead, see result 5.)

4 TRACKS. Armour 8
The vehicles tracks or associated mechanisms are hit,
roll 2 D6 to determine the cffect.

1-2 Ricochet. The attack rebounds harmlessly off the
sturdy metal track plates.

3 Minor track damage. The vehicle may now only move
at half speed (i.e. 3" slow speed, 6" combat speed)

4 Track jolted. The vehicle swerves.

5 Track links destroyed. Some of the links on one of the
tracks are destroyed causing the vehicle to constantly
steer in one direction. From now on any turns must be
made to the side thar the track was damaged (i.e. nearest
the atrack). Randomly determine which direction it may
turn if chis isn't clear (e.g. after a shunt).

6 Track destroyed. One of the tracks is cracked open and
flies off causing the vehicle 10 swerve, move DG forward
and roll. . All models on board are thrown DG" in a
random direction from where the vehicle siops and take
2 4 hit on a D6 roll of 4+. The vehicle is then reduced
to slow speed (if it still works at allf).

5 VEHICLE BODY. Armour 10

The main structure of the vehicle is hit — its shell,
chassis or suspension for example. Roll a D6 to find
out what affect this has.

1-2 Minor structural damage. The vehicle is intact, the
damage being only superficial. However, if your vehicle is
carrying any extra equipment it is broken and rendered
useless for the rest of the game on a D6 roll of 4+ (see
individual gang lists for details of exira vehicle
equipment).

3 Structure weakened. All rolls to damage the vehicle
from now on are with a +1 10 the roll.

4 Torsion bars damaged. The vehicle swerves aad is
reduced to slow speed from now on.

5 Supporting strut snapped. The vehicle swerves, lurches
D6" forward and spins. All models on board must pass an
Initiative test by rolling equat 1o or under their initiative
on a D6 or be thrown D3" in a random direction away
from the vehicle and take a 83 hit.

6 Structure wrecked. The vehicle swerves, lurches D"
forward and rolls. Any models on board {including the
driver) are thrown D6" away from the vehicle in a random
direction when it stops rolling, and take a $4 hit on a2 D6
roll of 4+, The vehicle is then erippled and immobilised

6. ENGINE. Armour 10

The vchicles engine, fuel tanks or associated

machinery are hit, roll a D6 to determine the effect.
1-2 Engjne damaged. Reduce the vehicles maximum
speed by one speed ‘band’ ie. fast becomes combat,
combat becomes slow, if the vchicle can only
move at slow speed normally then treat as a roll of
3 below.

3 Gear box damaged. All moves are halved for the rest
of the game i.e. slow becomes 3", combat hecomes 6"
and fast becomes 12",

4 Drive shaft broken. The vehicle is immobilised.

5 Fuel pipe wrecked. The vehicle spins and is
immobilised. Roll a D6 at the start of cach subsequent
turn, on a roll of 6 the fuel has exploded is in 6, above.
The vehicle is crippled if the fuel expledes.

6 The vehicles fuel explodes, crippling and immobilising
the vehicle. All models on board are thrown Dé" in a
random direction by the blast and take 2 S4 hit.
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WALKER HIT LOCATION TABLE

1 PILOT. Armour 8
The pilot has been hit, roll a D6 to determine the
effect.

1 The pilot is unharmed, the blast rocks him but he
maintains control.
2 The pilot is violently jolted in his seat by the ram or
blast. He must make a Ld test on 2D6. [f failed the
vehicle swerves., On a 12 (double six) result he is
thrown clear our of the vehicle, place the pilot D3" away
from the vehicle in a random direction. He is pinned
when he lands but otherwise unharmed.
3 The pilor is caught by shrapnel and takes a S3 hit.
4-6 The pilot is hit by the weapon as normal or at S3 if
a Ram, Crash or Collision (S4 if an armoured vehicle, S5
if heavy armoured).
If this hit causes the pilot to become down, out of
action or pinned the vehicle will swerve and move
D6" ahead immediately (this represents the walker
stumbling and lurching from side to side). In future
turns it will move out of control as described in the
vehicles without a driver section, until the driver is
able to regain control. If there are other crew
members they may attempt to take over the vehicle
as described in the vehicles without a driver section
earlier.

2 FIXED WEAPON. Armour 8
1f the vehicle has a fixed weapon it is hit, roll 2 D6 to
determine the effect.

1 Ammo clip destroyed. The weapon must be reloaded,
meaning it cannot be fired next turn.

2 Weapon barrel dented. The weapon may now only be
fired with an additional -1 to hit.

3 Ammo feed destroyed. The weapon repeatedly jarms
and may now only be fired each turn on a D6 roll of 4+
4 Weapon mounting damaged. The weapon may now
only be fired with an additional -2 10 hit.

5 The weapon is hit and badly damaged, it may not be
used for the rest of the game.

6 The weapon’s ammo is bit and the weapon detonates
inflicting a S4 hit on the gunner. The weapon may not
be used for the rest of the game.

If the vehicle has no fixed weapon then the CREW
are hit instead see result 3.

3 CREW. Armour 8

A randomly determined member of the vehicles
crew, other than the pilot, is hit. Roll a D6 to
determine the effect.

1-3 Ricochet. Roll a D6. If you roil over the number of
crew on board nobody is hit. If you roll equal to or
under the number if crew then 2 random crew member
is hit by the weapon, or at 83 if the damage is from a
Ram, Collision or Crash (S4 if from an armoured
vehicle, S5 if heavy armoured)

4 The crewman is hit by shrapnel and takes a S3 hit. If
he is taken down by the hit he falls from the vehicle and
lands D3" away in 2 random direction

5 The crewman is hit by the blast and must pass an
initiative test or be thrown D3" from the vehicle in a
random direction. Upon landing the crewman takes a
$3 hit.

6 The ccewman is hit by the weapon as normal, or takes
a hit at S3 if the damage is from a Ram, Collision or
Crash (S4 if the vehicle is armoured, S5 if heavy
armourcd). In addition the crewman is hurled D3" off of
the vehicle, directly away from the hit.

if the vehicle has no crew then the VEHICLE BODY is
hit.

4 - 5 LEGS. Armour 8
The legs, drive train or other associated machinery
have been hit. Roll a D6 to determine the effects.

1-2 Superficial damage. The vehicle is undamaged but
any one item (randomly determine jf more than one) of
extra equipment that has been purchased is damaged
and may not be used for the rest of the game on a D6
rolf of 4+.

3 Hydraulic fluid leakage. On 2 DG roll of a 1 a¢ the start
of cach turn the vehicle may not move this turn

4 Servomotor destroyed. One of the walker's
servomotors is broken causing the walker to move with
a pronounced limp. The vehicles move is halved for the
rest of the game. (i.e. slow speed reduced 1o 3", combat
speed to 6"}

5 Actuators damaged. The vehicle swerves, lurches D6
forward and swerves again. In future rurns roll a D6
before moving; on a 1 the walker swerves.

6 One of the legs is rwisted and the walker crashes 10
the ground. It is crippled and immobilised. Models on
board are pinned but otherwise unharmed.

6 POWER PLANT. Armour 10
The Walkers power source is hit; roll 2 D6 to
determine the effect.

1 Control gate destroyed. The walker must travel its full
maximum move {6"or 12" if a light walker) each turn.

2 Power regulator damaged. On a D6 roll of 2 1 at the
start of each movement phase the vehicle moves out of
control for that turn only.

3 Flux capacitor damaged. The walker freezes up
cepeatedly. Roll a D6 each turn before moving, you may
only move if you roll a 4+.

4 Power drain. The hit causes a massive power loss
reducing the walker to half movement for the rest of the
game. (i.e. slow speed reduced 1o 3", combat speed 10
6",

5 Power plant cracked. Irradiated/toxic fuel spills out of
the power plant. Every turn all models on board must
roll a DG. On a 1 they take a S3 hit from the fuel.

6 The power plant detonates immobilising and
ccippling the vehicle. Any models on board are thrown
DG6" in a random direction before taking a §4 hit.




CRAWLER HIT LOCATION TABLE

*Note that as all crawlers are heavily armoured the
true armour values on locations are included in the
table; do not add +2 to these values.

1 DRIVER. Armour 10*
The driver has been hit, roll 2 D6 to determine the
effect.

1-2 The driver is unharmed, the blast rebounds
harmlessly off his compartment’s armour.

3 The driver is caught by shrapnel and takes a S3
hit.

4-6 The driver is hit by the weapon as normal or
ar 83 if a Ram, Crash or Collision (84 if an
armoured vehicle, S5 if heavy armoured).

If this hit causes the driver to become down, out of
action or pinned then in furure turns it will move
out of control by moving 3" directly forwards each
turn (note that this is different to other out of
control vehicles), until the driver is able to regain
control. If there are other crew members they may
attempt to take over the vehicle as deseribed in the
vehicles without a driver section earlier.

2 FIXED WEAPON. Armour 10%
if the vehicle has a fixed weapon it is hit, roll a D6 to
determine the cffect.

1 Ammo clip destroyed. The weapon must be reloaded,
meaning it cannot be fired next turn.

2 Weapon barrel dented. The weapon may now only be
fired with an additional -1 to hit.

3 Ammo feed destroyed. The weapon repeatedly jams
and miay now only be fired each turn on a D6 roll of 4+

4 Weapon mounting damaged. The wcapon may now
only be fired with an 2dditional -2 to hit.

5 The weapon is hit and badly damaged, it may not be
used for the rest of the game.

6 The weapon’s ammo is hit and the weapon detonates
inflicting a 54 hit on the gunner. The weapon may not
be used for the rest of the game.

If the vehicle has no fixed weapon then the CREW
are hit instead. See result 3.

3 CREW. Armour 10*

A randomly determined member of the vehicles
crew, other than the pilot, is hit. Roll a D6 to
determine the effect.

1-3 Ricochet. Roll a DG. If you roll over the number of
crew on board nobody is hit. If you roll equal to or
under the number if crew then a random crew member
is hit by the weapon, or 2t 83 if the damage is from a
Ram, Collision or Crash (84 if from an armoured
vehicle, S5 if heavy armoured)

4 The crewman is hit by shrapnel and takes a $3 hit. [
he is taken down by the hit he falls from the vehicle and
lands D3" awav in a random direction.

5 The crewman is hit by the blast and must pass an
initiative test or be thrown D3” from the vebicle in a
random direction. 'pon landing the crewman takes a
$3 hit

6 The crewman is hit by the weapon as normal, or takes
a bir at S3 if the damage is from a Ram, Collision or
Crash (84 if the vehicle is armoured, S5 if heavy
armoured). \n addition the crewman is hurled D3" off
of the vehicle. direcily away from the hit.

If the vehicle has no crew then the CRAWLER is hit.

4-6 CRAWLER HULL. Armour 12#
A part of the crawler structure itself has been hit. Rolt
2D6 to see what effect this has.

2 Qur weapons are useless... The Crawler takes no
darnage.

3-5 Superficial damage. The vehicle is undamaged but
any one item {randomly determine if more than one) of
extra equipment that has been purchased is damaged
and on a D6 roll of 4+ may not be used for the rest of
the pame.

6 Control mechanisms destroyed. The crawler cannot
turn for the rest of the game and must move its full 3"

7 Auto cut-out. The hit causes the crawlers emergency
auto cut-out to kick in, The crawler may not move in its
next turn,

8 Motivator damaged. The crawlec’s motivator js hit,
causing the drive power to the vehicle to cut out
intermittently. The crawler may not move unless you
first coll 4+ on a DG at the start of each turm.

9 Fire! A petrochemical spill sets alight, 2and quickly
spreads through the crawler. Each turn from now on
roll a D6 before moving the crawler. On a 1 the firc goes
out; it either burns itself out or is extinguished by the
crew. On a 2-6 the fire keeps burning and the crawler
takes 1 damage (automatically penetrates armour)- roll
again to see which location takes damage s you would
for any other type of hit. Crew members may attempt 1o
ry and put out the fire; for each crew member that
does nothing else in his turn you get an extra ~1 to the
roll 10 see if the fire goes out. However, you must roll a
D6 for each crew member cmployed in this manner -
on a 1 they wke a 83 hit as the fire burns out of control,

10 The hit penetrates the thick hull armour and with 2
dull explosion the crawler slows dll it stops. The
vehicle is immobilised.

11 Grinds 1o a halt. An armour plate buckles in the
blast, jamming the wheels/tracks and bringing the
vehicle to a standstill. The crawler is immobilised. Any
crew on board need to take an initiative test, if they roll
equal to or under their initiative the keep their footing,
if they roll over their initiative they take a S3 hit as they
hit the fall to the deck, any crew thar fall over within 2"
of the edge of the crawler fall off, and take hits as
models falling off buildings.

12 Lucky Shot! The crawler is hit on a weakened area of
hull. The impact damages an electrical system that
sparks to ignite a patch of leaking fuel. This in turn
causes an immense chain reaction of explosions and
the crawler's fuel reserves detonate, showering the area
with debsis. Unsurprisingly the crawlec is crippled and
immobilised. All models on board are thrown D6" away
from the crawler in a random direction by the blast and
take a $4 hit. Any models within a D3" radius of the
crawler take 2 S3 hit on D6 roll of 4+ as they are caught
in the explosion
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SKIMMER HIT LOCATION TABLE

1 DRIVER. Armour 8
The driver has been hit, roll a D6 to determine the
effect.
1 The driver is unharmed, the blast rocks him but he
maintains control,
2 The driver is violently jolted in his seat by the ram or
blast. He roust make a Ld test on 2D6. If failed the
vehicle swerves. On a 12 (double six) result he is thrown
clear out of the vehicle, place the driver D3" away from
the vehicle in a random direction. He is pinned when he
lands but otherwise unharmed.
3 The driver is caught by shrapnel and takes a §3 hit
4-6 The driver is hit by the weapon as normal or at 53 if
2 Ram, Crash or Collision (54 if an armoured vehicle, 55
if heavy armoured).
If this hit causes the driver to become down, out of
action or pinned the vehicle will swerve and move
DG" ahead immediately. In future turns it will move
out of control as described in the vehicles without a
driver section, until the driver is able to regain
control. If there are other crew members they may
attempt to take over the vehicle as described in the
vehicles without a driver section carlier.

2 FIXED WEAPON. Armour 8
If the vehicle has a fixed weapon it is hit, roll a D6 to
determine the effect.

1 Ammo clip destroyed. The weapon must be retoaded,
meaning it cannot be fired next turn.

2 Weapon barrel dented. The weapon may now only be
fired with an additional -1 1o hit

3 Ammo feed destroyed. The weapon repeatedly jams
and may now only be fired each turn on a D6 roll of 4+
4 Weapon mounting damaged. The weapon may now
only be fired with an additional -2 1o hit.

5 The weapon is hit and badly damaged, it may not be
used for the rest of the game.

6 The weapon's ammo is hit and the weapon detonates
inflicting a $4 hit on the gunner. The weapon may not
be used for the rest of the game.

If the vehicle has no fixed weapon then the CREW are
hit instead. See section 3.

3 CREW. Armour 8

A randomly determined member of the vehicles crew,
other than the driver, is hit. Roll a D6 to determine
the effect.

1-3 Ricochet. Roll a DG. If you roll over the number of
crew on board nobody is hit, If you roll equal 10 or
under the number if crew then a candom crew member
is hit by the weapon, or at 83 if the damage is from a
Ram, Collision or Crash (S4 if from an armoured
vehicle, $5 if heavy armoured)

4 The crewman is hit by shrapnel and takes a S3 hit. If
he is 1aken down by the hit he falls from the vehicle and
lands D3" away in a random direction.

5 The crewman is hit by the blast and must pass an
initiative test or be thrown D3" from the vehicle in a
random direction. Upon landing the crewman takes a $3
hit.

6 The crewman is hit by the weapon as normal, or takes
a hit ar S3 if the damage is from a Ram, Collision or
Crash (S4 if the vehicle is armoured, S5 if hecavy
armoured). In addition the crewman is hurled D3" off of
the vehicle, directly away from the hit.

If the vehicle has no crew then the VEHICLE BODY is
hit.

4 VEHICLE BODY. Armour 8
The lightly armoured vehicle body has been hit; roll
a D6 to determine the effect.

1-2 Minor structural damage. The vehicle is intact, the
damage being only superficial. However, if your vehicle
is carrying any exfra equipment it s broken and
rendered useless for the rest of the game on a D6 roll of
4+ (see individual gang lists for details of extra vehicle
equipment).

3 Structure weakened. All rolls to damage the vehicle
from now on are with a +1 to the roll

4 Torsion bars damaged. The vehjcle swerves and is
reduced to slow speed from now on.

5 Supporting strut snapped. The vehicle swerves,
lurches D6" forward and spins. All models on board
must pass an [nitiative test by rolling equal to or under
their ipitjative on a D6 or be thrown D3" in a random
direction away from the vehicle and take a $3 hir.

6 Structure wrecked. The vehicle swerves, lurches DG
forwacd and rolls. Any models on board (including the
driver) are thrown D6 away from the vehicle in a
random direction when it stops rolling, and take a §4 hit
on a D6 roll of 4+. The vehicle is then crippled and
immobilised.

5-6 PROPULSION SYSTEM. Armour 10

The complicated turbofans or generator systems of

the skimmer have been hit. Roll a2 D6 to find out the

effect.

1 Fuel injector hit. The vehicle moves at full speed (67)
each turn.

2 Geostabiliser damaged. The vehicle swerves,

3 Asynchronous thrust damage. The vehicle swerves and
moves D6" forwards before spinning.

4 Propulsion thruster destroyed. The skimmer is
reduced to half speed (3").

5 The delicate jet systems are hit sending the skimmer
crashing to the ground, immobilised. In addition roll a
D6 at the start of cach turn; on a 1 the skimmer
explodes as described for result 6, above.

6 Detonation! The fuef tanks of the skimmer arc hit
causing the vast amounts of highly flammable fuel to
explode, crippling and immobilising the skimmer. Any
models on board ace hurled D6 from the exploding
vehicle and take a S4 hit. Any models within D3” take a
S4 hit on a roll of 4+ on a D6 as they are caught by the
blast.




Bike Hit Location Table

1-2 RIDER. Armour 8

The rider has been hit, roll a2 D6 to determine the
effect, if this causes the rider to become out of
action, down or pinned the bike will swerve, move
DG" ahead then fall over and will count as
immobilised for the rest of the game.

1 Kaboom! The rider must make a leadership test | if he
fails the bike swerves.

2 Brake! The rider hits the brakes as hard as he can, the
bike swerves to 2 halt and he has to roll equal or under
his strength on a D6 to stay on the bike. If he fails o
do so then he is thrown over the handlebars and lands
D3" directly in front of the bike, whereupon he takes 83
hit on a D6 roll of 4+. The bike is not immobilised as
it was brought to a ‘controlled’ stop, this means that if
the rider survives he can recover his bike in the next
rurn, and continue to use it as usual the turn after thar.

3 The rider is hic by shrapnel and takes a §3 hit
4 — 6 Driver is hit by the weapon or takes a $3 hit from
a ram, swipe, rake, crash or collision (84 if involved

with an armoured vehicle, S5 if involved with 2 heavy
armoured vehicle).

3 - 4 Wheel. Armour 8
The wheel has been hit; roll a2 D6 to determine the
effect:

1 Slow puncture, roll a D6 at the start of each of the
bikes movement phases on 2 roll of 1 the tyre now
counts as a puncture and should be treated as a roll of
2 - 3 on this table. After this happens no further rolls
are made.

and fast (o 16"
4 — 5 Forks damaged, the bike spins.

6 Blow out! The bike swerves, wravels D6” in that

direction, spins and is immobilised.

5 -6 Bike. Armour 10

The engine, fuel tank or associatcd machinery has

been hit; roll a D6 to determine the effect:

1 Throttle jammed open, next turn the bike must move
its full distance i.e. usually 24".6 Fuel tank explodes,
crippling and immobilising the bike. The rider is
thrown clean off the saddle by the blast and lands D6"
away in a random direction. The rider takes a S4 hit

upon landing.

2 Gears jammed, the bike can now only travel at contbat

speed.

3 Front forks twisted, the bike swerves and can now

only travel at slow speed.

4 Gear train damaged, the bike is immobilised.

5 Engine damaged, the bike spins and is immobilised.
The rider is pinned but can recover as normal in future
turns. Roll a D6 at the start of each subsequent turn on

a 6 the fuel explodes as in a result of 6 on this table.

6 Fuel tank explodes, crippling and immobilising the
bike, The rider is thrown clean off the saddle by the
biast and lands DG" away in a random direction. The

rider takes a $4 hit upon landing.

VEHICLE COSTS

Buying a vehicle for your gang is very simple. First
look on table 1 below and cross-reference the
vehicle type with the transport capacity. Then look
at table 2 and add or subtract the creds given by
cross-referencing the vehicle type with its
motivation type. Any weapons mounted on the
vehicle are paid for at the cost given in the
Necromunda rule book.

Example: You decide you want an armoured
vebicle which can carry up to 5 people. Looking
at table 1 this costs 200 creds. This vebicle will be
tracked, this cost an additional 25 points. So the
total is 225 creds. If it was mounted with a beavy
bolter this would be another 180 costs, making a
total of 405 creds.

TABLE 1. BASE COST TYPE

TRANSPORT bike light armoured heavy armoured
single seater 75 100 150 250

up to five x 150 200 300
transport X x 250 350
TABLE 2. MOTIVATION COST TYPE

MOTIVATTION bike light armoured heavy armoured
wheeled 0 0 0 0
tracked X X +25 +50
walker x +25 +0 +50
crawler X X X -100
skimmer
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EXPERIMENTAL VEHICLE
CAMPAIGN RULES

g
(=3
z
©
&
&
£ . .
= g by Chris Ward and Stuart Witter
o €
% g Continuing the vebicle rules from last issue.
g . £ This time we learn bow vebicles bebave in campaigns.
i o
(O3 o
T E§ 2 VEHICLE ROSTER SHEET
X 3¢ % Last issue we gave you full rules and vehicle costs for using
Lo u your buggics, crawlers, bikes, etc. The costs of the vehicle you
have purchased and the information about it should be

recorded on the Necromunda: Battles in the Ash Wastes
vehicles roster opposite (permission is granted to photocopy it
or a full version can be downloaded from the Fanatic website).
Using this roster keeps costs of your vehicles separate from
your gangers and allows you to use your Nomads to raid the
Underhive on foot by taking the cost of your vehicles away
from your total gang rating.

This roster also has areas to include fixed weapons that are
considered part of the vehicle - the cost of which is added to
the total cost of the vehicle, not the gunner, and areas for
noting down thc driver, gunner, etc. An example of a
completed roster is given on the right.

Vehicle Name:
Driver:

VEHICLE PERMANENT DAMAGE
Just as a ganger can be seriously injured in a fight, a gang’s
3 vechicles can take permanent damage from enemy fire. Gangs
try to keep their transport in the best working order they can,
] salvaging parts from wrecked vehicles found in the ash wastes
and buying replacement parts from the shanty towns.
However, some damage cannot be glossed over using a
planishing hammer or a coat of paint and will therefore have
more detrimental effects.

Armour Type:

Cost:

CRIPPLED VEHICLES

Any vehicle that is crippled has to roll on the Vehicle
Permanent Damage table. Any vehicle that was immobilised
during the game may become crippled and have to roll on the
table, especially if it is abandoncd by a gang that bottles out. A
vehicle that has no crew or driver at the end of the battle also
counts as being immobilised.

IMMOBILISED VEHICLES

- || > On a roll of a 1 the vehicle counts as crippled and you must roll

3
.
g Roll a D6 for cach immobilised vehicle at the end of the game.
(% on the Vehicle Permanent Damage table, on a roll of a 2 or

Vehicle Type:
Transport Capacity:
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more your gang successfully rescues the vehicle before it is
either stripped by another gang or falls prey to the harsh ash
waste conditions, meaning it will be repaired in time for the
next game. If the gang owning the vehicle bottled out, the
chances are that the vehicle will be recovered less. So instead a
D6 roll of 1-3 will mean the vehicle is crippled and takes
permanent damage; a roll of 4-6 means that it is rescued and
repaired.

VEHICLE PERMANENT DAMAGE CHART (D66)

11-13 Destroyed

The vehicle is completely wrecked, the damage it has sustained
leaves it beyond repair. If one gang bottled out the other can
leave a ganger to strip the vehicle of any parts that could be
salvaged, gaining 2D6 x 10 creds (to be added to the gangs
income). This means, though, that the ganger cannot scavenge
or work a territory this game.

14-16 Wrecked

The vehicle has not been completely destroyed, although
repairable it is badly mangled. Roll a further D6 times on this
table. Re-roll any ‘Destroyed’, ‘While we were at it...", ‘Fixed’ or
further ‘Wrecked’ results. Re-roll any duplicate ‘Captured’
results.

21-22 Armour Weakened

The armour plates that protect the vehicle’s vital components
and crew are twisted, buckled, have holes blown in them or are
completely missing. The vehicle’s Armour values should be
reduced by -1 on all locations.

23-24 Twisted Chassis

The vehicle’s chassis or frame is bent, making it almost
impossible to control at high speeds. For each turn you wish to
make roll a D6. On a result of a 1 the turn cannot be made at all
(i.e. a vehicle travelling at fast speed, that can only make one
45 degree turn, fails its D6 roll and cannot make its turn this
Movement phase).

25-26 Engine Problems

The vehicle’s propulsion system has taken serious damage
during the last battle and now doesn’t function perfectly. The
driver must make a Leadership test each time he wishes to travel
at a different speed (slow, combat or fast) from what was
travelled at in the previous Movement phase. A failed leadership
test means the engine has malfunctioned and travels at the same
speed this turn. A Leadership test must also be made to bring a
vehicle to a halt (stationary for a turn) or to move a previously
stationary vehicle.

31-32 Boneshaker

The suspension systems are ditched and the vehicle bounces
around wildly as it is driven across the uneven ash surface.
While moving, all models on board suffer a -1 to hit modifier,
when they shoot.
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33-34 Annoying Squeak!

Some minor problem such as a knocking sound every time the
vehicle accelerates, a rattley gearbox or a squeaky seat has
developed and sends the driver mad! The driver suffers -1
Leadership whilst driving this vehicle due to the distraction.

35-36 Unreliable
The vehicle develops a recurring fault which, despite efforts of |
repair, means it is sometimes out of action. Roll a D6 before
each battle. On a result of a 1 the problem is playing up and the
vehicle cannot be used for this game. Two ‘Unreliable’ results
mean 2D6 have to be rolled before each game any roll of a 1 the
vehicle is unavailable, three means 3D6, etc.

41-56 Fixed

It looks a lot worse than it is, a knock about with a mallet, a few
rivets and a coat of paint means the vehicle sustains no long
suffering effects.

61-63 Captured

The vehicle is towed away by the opposing gang. Captured
vehicles can be exchanged, ransomed or stripped for parts if
both gangs hold captured vehicles then they must be exchanged
on a one for one basis, starting with vehicles of the highest
value. Any remaining vehicles can be bought back by their own
gang if the player is willing to pay the captor’s asking price.
There is no guideline for ransom prices, it is for the players to
decide between themselves. Finally, vehicles that have not been
exchanged or bought back can be stripped for parts. Any fixed
weapons can be added to the capturing mob’s stash and the
vehicle’s components are sold for 3D6 x 10 creds. The gang
who have lost their vehicle can opt to play a rescue mission to
reclaim their valued transport before it is reduced to its
component parts.

64-65 Reputation

The knocks, rake marks and bullet holes covering the vehicle
means it is recognised as being owned by an experienced gang
of merciless killers. The effect of this pride in their transport
gives all gang members riding on the vehicle +1 Leadership
whilst on board.

66 While we were at it...
The gang’s efforts to patch up the vehicle after the last battle
seem to have solved another long-standing fault. All permanent
damage suffered by the vehicle during its illustrious lifetime is
fixed and has no further effect!
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BEASTIES

EXPERIMENTAL RULES
by Chris Ward and Stuart Witter

Despite the conditions of Necromunda’s
Ash Wastes, it is not a completely dead
wasteland. Life has found many ways, as it
inevitably does, of surviving both on and
below the surface of the shifting ash plains,
as well as in the sludge seas. Microscopic
bacteria and the creatures that feed on them
may be of little use to wandering Nomads,
but there are many larger creatures in the
ash deserts too. Mutated creatures living in
the wastes may be captured and tamed for
riding, and larger, lumbering, armoured
beasts make great pack animals as they can
carry their own weight and more in
baggage. Many beasts used in the wastes are
imported from off-world, or genetically
bred to survive in the toxic conditions,
especially those wused by guilders to
transport goods from hive to hive. There are
many advantages of beasts over vehicles:
they don’t need fuel or fixing regularly, they
will eat virtually anything, and if the gang
hits hard times, well, you can always cook
the things.

You can use virtually any creatures in your
games of Necromunda: Battles in the Ash
Wastes. Just make sure you apply the correct

rules below and you're away. If you're stuck
for ideas, why not take a look at some of the
creature conversions in this issue.

TYPES OF BEASTS

Generally speaking there are four sizes of
beast: small, medium, large and gigantic. A
small beast is a horse-sized beast that one
ganger can ride, medium becasts are larger,
but still only suitable for one rider, large
beasts are considerable monsters able to lug
around weapons and equipment and
gigantic are so large that they are suitable
for several ‘crew’. Each of the beast types
can then be tailored to represent the beast
you have created. You just pay more points
to increase the beast’s characteristics. Just
try to keep everything WYSTWYG.

WHO CAN RIDE?

Anyone can ride a beast of any size,
providing they pay the points cost. Note
however, that large and gigantic beasts may
have mounted weapons... just like some
vehicles, and as such the cost of the weapon
is added to the beast.

—-—.-m_...r---—-\-u = B -

T e Do

ASH WASTES - 203




S ——
— iy

R e e

¥
I

=" 204 - ASH WASTES

.-.' p

e o, Wl [

BEASTS IN THE HIVE

Beasts may never cnter the hive, and so may
not take part in normal games of
Necromunda. It is recognised that Guilders
often use pack beasts, but the ridden
creatures described here are not suitable for
the dense environment of Necromunda’s
hives.

BEASTS AND BOARDING

Beasts may be boarded just like vehicles,
with the exception of small beasts, which
are treated as cavalry and may not be
boarded at all, nor may they attempt to
board a vehicle. A cavalry model is a single
entity and is treated in the same way as any
other foot model.

BEASTS AND RAMMING

Beasts may not ram or run models down, it
is not in their nature to do so, and they will
naturally avoid a collision. Beasts moving
into contact with a model must do so by
charging into close combat as normal.

Vehicles can, if they wish, ram beasts. Beasts
use the rider’s Initiative to attempt to dodge
ramming vehicles but randomly determinc
whether the rider or beast is hit as for rules
for shooting at beasts (see below). Bikes
attempting to run down large beasts take a
hit at the Toughness of the beast, not the
rider.

BEASTS, SHOOTING AND CLOSE COMBAT

Any model riding a beast uses weapons as
normal, note that move or fire weapons may
only be wused if the beast remained
stationary that turn.

Shooting at beasts is treated similarly to
monsters in Warhammer. Roll a dice for
each hit to see whether it hits the rider or
beast — 1-3 the beast is hit, 4-6 the rider.
Resolve each as you would for shooting at
individual models.

In close combat gangers fighting a rider and
a medium or larger beast should be treated
as a multiple combat.

RIDERLESS BEASTS

Medium, large and gigantic beasts may find
themselves in the position that they have no
rider. Any model may take over a riderless
beast just like a vehicle with no driver,
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however, as beasts have minds of their own
they will not move out of control like
vehicles. For each beast with no. rider on
your side, you should roll a D6 at the start
of each turn. On a 1-3 the beast stays where
it is, not motivated enough to move. On a 4-
6 the beast wanders D6" in a random
direction, although it will not endanger
itself (by walking off a cliff etc). Any models
the beast moves into contact with it will
attack in close combat. A beast that is
charged will fight back as normal.

SMALL SIZED BEAST
Cost: 25 Creds

Only a single ganger can ride a small beast,
they aren’t big cnough to carry more than
one man and his equipment, and are
treated as one model. The rider of a small
beast receives a +1 saving throw, or a 6+
save if it had no save before, to represcnt
the extra protection given by the beast.
Movement is increased to 8", which is
doubled as normal when running or
charging and +1 Attack that is resolved at
Strength 3 representing the beast’s attack.

Models riding smali beasts can fire weapons
with a 360 degree (all round) fire arc just as
if they were riding a bike.
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MEDIUM SIZED BEAST
Cost: 50 Creds

Medium beasts are considerably larger than
small beasts. They are stockier, heavy-set
animals often used by the guild for
transporting goods insidc as well as outside
the hive.

Although a medium beast is somewhat
larger than the small beasts we have
described above, they are still only suitable
to be ridden by one ganger.

Profile M WSBS § T W I A Id
6 3 03 4 1 2 1 4

Save: 5+ (due to armoured hide, modified
as normal).

Leadership: The rider’s Leadership is used
for all 1.d tests, the beast’s Ld will only be
needed if the rider is taken down or out,
and the beast becomes riderless (see
Riderless Beasts).

Upgrades: To reflect the variation in
models between players, the following
characteristic ‘upgrades’ may be bought for
the medium beast: +1 W +1S, +1A, +11L

You may only buy one of each characteristic
upgrade. The first characteristic increase
costs 10 creds, the second 20 creds, the
third 30 creds and the fourth 40creds. All
four upgrades total therefore 100 creds.
Upgrades must be purchased at the same
time as the beast; they may not be added
later to a beast your gang already owns.

LARGE SIZED BEAST
Cost: 100 Creds

These are substantial beasts often used to
carry goods as well as gang fighters from
hive to hive. They may often be seen fitted
with harnesses that allow the beast to carry
a heavy weapon, such as the crude
harpoons favoured by nomad beast riders.

Although a large beast is thicker set and able
to carry greater loads, they are still only
suitable to be ridden by one ganger.

Profile M WSBS § T W I A Id
4 3 0 4 5 2 2 2 4

Save: 5+ (due to armoured hide, modified
as normal).

Leadership: The rider’s Leadership is used
for all Ld tests, the beast’s Ld will only be
needed if the rider is taken down or out,
and the beast becomes riderless (see
Riderless Beasts).

Heavy Weapon: A Heavy mounted on a
large beast may have a heavy weapon
mounted just as if he were the nominated
gunner on a vehicle. Here the cost is added
to the beast, not the Heavy, in a similar way
to vehicle guns.

Fearsome: large beasts are so big and
frightening they cause Fear. This also makes
the rider immune to Fear from other fear
causing models.

Upgrade: To reflect the varjation in models
between players, the following
characteristic ‘upgrades’ may be bought for
the large beast: +1 W, +18, +1 A, +1 Save.

You may only buy one of ecach of these
upgrades. The first characteristic increase
costs 20creds, the second 30creds, the third
40creds and the fourth 50creds. All four
upgrades arc therefore 140creds. Upgrades
must be purchased at the same time as the
beast; they may not be added later to a beast
your gang already owns.

GIGANTIG BEASTS
Cost: 250 Creds

These massive, elephant sized beasts arc
very rare in the ash deserts of Necromunda,
but nonetheless may be found from time to
time. They are huge creatures either
imported from off world or horribly
mutated from millennia of pollution, are
able to carry several fighters or giant cargos.

Gigantic beasts may be ridden by up to five
models, just as if it were a vehicle with a
transport capacity of five. Note that a
suitable area for riding models must be on
the model, just as with vehicles.

Profile M WSBS S T W I
4 2

A LId
05 6 5 2 2 4

Save: 5+ (due to armoured hide, modified
as normal).

Leadership: The rider’s Leadership is used
for all Ld tests. The beast’s Ld will only be
needed if the rider is taken down or out,
and the beast becomes riderless.
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Heavy Weapon: A Heavy mounted on a
gigantic beast may have a heavy weapon
mounted just as if he were the nominated
gunner on a vebicle. Here the cost is added
to the beast, not the Heavy, in a similar way
to vehicle guns.

Close combat: This is treated differently
with gigantic beasts. Only the massive beast

itself may fight as the riders are invariably -

too far away to rcach the combat. ITowever,
the models riding are not engaged in
combat and may continue to shoot in the
same turn that the beast is in close combat.
To fight models riding the beast it may 