NECROMLUNDA

SCENARIO hl. AMBLISH

The ruins and enclosed tunnels of the Underbive afford ample opportunity for gangs to ambush their rivals.

In the Ambush scenario one gang has set a trap for the
other. The ambushers must plan their ambush very
carefully, however, because if their opponents are able to
avoid it the hunters could very quickly become the
hunted!

TERRAIN

In this scenario the player who picked the scenario is the
attacker (the ambusher) and the other player is the
defender (whose gang is about to be ambushed).

Starting with the attacker, 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' x 4'

GCANGS

Before setting up his gang the defender splits his fighters
into one or more groups each of two or more models.
The defender chooses one group and places it in the
approximate centre of the table.

The attacker then sets up his entire gang. All the
attacking gang fighters must set up behind cover and in
hiding as described in the rules. They may not set up
within 12" of a defending fighter, but otherwise they may
be placed where you wish.

The defender then sets up the rest of his gang one group
at a time. He nominates the group he wishes to set up
and rolls a D6. On a roll of 1-5 all the fighters in that
group must be set up within 4" of one defending model
that has already been placed. On a roll of 6 the group
may be placed anywhere on the table — this enables them

1"s

to set up in a position to ambush the ambushers!

Note that although attackers may not set up within 12" of
a defender, this is not true of the defending fighters who
may set up within 1" of ambushers. They cannot set up
in hand-to-hand combat.

STARTING THE GAME

Once both sides have completed their set-up the
defending player rolls a D6 for each group that he was
allowed to place freely (that he rolled a 6 for). On a total
of 1-5 the attacking player gets the first turn. On a total
of 6 or more the defender goes first.

ENDING THE GAME

If a gang fails a Bottle roll, or a player voluntarily bottles
out, the game ends immediately. The gang that bottles
out loses and the other gang automatically wins the fight.

EXPERIENCE
Fighters who take part in the Ambush earn
Experience points as noted below.

+D6 Survives. If the fighter survives the battle then
D6 points are earned. Even fighters who are
wounded and taken out of action receive
experience for taking part.

+5 Per Wounding Hit. A fighter earns 5 points for
each wounding hit he inflicts during the battle.
Make a note on the gang roster every time the
fighter scores a hit and wounds his target.
Although it is possible to inflict several wounds
from one shot using some weapons, only 5
points are earned when this happens not 5

points per wound.

+10 Winning Gang Leader. The gang leader of the
winning side earns an extra 10 Experience

points.

SPECIAL
If the winning gang takes at least three enemy models
out of action, and inflicts three times as many
casualties out of action as it suffers itself, then the
gang can take over one piece of randomly selected
territory from the opposing gang. To randomly
determine a piece of territory roll a D6 and count
down from the top of the opposing player’s territory
list, or use some other suitable method as
appropriate.






