HOUSE ESCHER
GANG TACTICS CARDS

By Stiletto
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MISTRESS OF DEATH

lay this gang tactic when a fﬁendlj ea.t% r
takes an enemy fighter Out of Action.

5 T rdd E; § ’_';&'
' The Death-maiden’s a_ctivaﬁon'immediatelygud“ ;

‘but she immediately becomes Standing and Al
X and can be activated again t!lis round.

For the duration of the round, all‘frieh
Escher fighters gain the Acrobatic sk

- For the duration of the round, enemy fig

ecome subject to the Horrors in the Dark specia




il

~one of your fighters. When triggered, roll
On a 4+, it is a Real Trap as detailed in the ru@’ :
for Hidden Traps on page 100 of g Qeathmalden to your gang. The new Death~ma$ﬁ;§
Necromunda: House of Blades . ¢ ~ comes with no advancemenis or equipmen e

Play this gang tactic at thestart oFthe bag*;,
th sides have deployed ‘but before the [
Choose three of your fighters. These ﬁghte ; :
make a free Move (Simple) action or a“i For the duration of the game, ﬁghters in
Retreat (Basic) action. i e crew gain the Catfall skill.




“action as if they had the Hip Shooting sklII
ghter is part of a Group Actlvatlon then all ﬁgﬁers

lay this gang tactic when an enemy figl
Out of Action as a result of an attack masduse~ I\ i ;
friendly fighter. ; B T 3 The fighter can choose to apply a singl
. - § Chem-alchemy Stimm effect to themsel
After completlng the current ﬁghter s activati ? .
mmediately activate a friendly fighter within f%
of the fighter who just actwated e




Roll 2D6. If the result is equal to or lower t
- current game round, play one more full ro'im
The game then ends and victory conditions
rewards are worked out as normal.

KILL COUNT

lay this gang tactl'c at the start of'i‘h‘emAr:_tiﬁt;j

Choose a number between 1 and 6. If this. nﬂhg%‘_ e

f enemy fighters are Seriously Injured or tal
{ fActlon as a result of attacks made by your ﬁgﬁe 5.
is round (fighters fleeing the battle as a resul

e Leader (Escher) special rule, you may
gang tactic and selec{ anothe

- fails a Nerve test

After the enemy ﬁghter has completed the :
r Cover (Double) action, any of your ﬁghters
~ 12" of them may make a Move (Simple) action.
- They must end this free move closer to

the Broken fighter. :

‘as part of your crew for this scenario. This ﬁggEI

mediately arrives using the rules for Reinforci




Play this gang tactic when activating a fighter. ‘;é > § Play this gang tactic at the start of the Action phas@é

- The fighter can immediately make a Charge (Double) = ~ For the duration of this round, enemy fighters must
~ action. This charge is a free action and does not count 3 - pass a Willpower check if they wish to target a
fighter in your crew with the Leader (Escher) special
" rule with a Shoot or Fight (Basic) action. If this check
is failed they may choose a different target, ignoring
the fighter with the Leader (Escher) special rule for .
‘the purposes of the Target Priority rule. If your crew
* . does not include a fighter with the Leader (Escher)
special rule, you may discard this gang tactlr,and
select another.
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