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OUTLAW SCENARIO H: CARAVAN

Guilder caravans make tempting targets for Outlaws. The
penalties for attacking Guilders are draconian, but Outlaws are
desperate, hunted men and the Guilder caravans carry a small
fortune in credits alone. Guilders hire local gangs to protect
their caravans as they pass through their territory, but bitter
experience has taught the Guilders not to let the guards come
near the caravan itself in case the temptation proves too much.
Hence the gangs act as vanguards and flankers, fighting off
mutants and Outlaws that come anywhere near the caravan. For
their part the Outlaws just want to get past the guards and grab
the booty.

TERRAIN

The terrain represents an area of ruins in the Badzones. 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 of 4' x 4' or thereabouts.

THE GANGS
NOTE: In this scenario the defenders cannot be an Outlaw gang.

Both sides roll a D6, the highest roller can pick which table edge
to deploy on. The lowest roller deploys on the opposite table
edge. The defending player sets up first, deploying his entire
gang within 12" of his table edge. The attacking player then sets
up his gang within 24" of his table edge, though none of his
models may be deployed within 16" of the defenders.

STARTING THE GAME
Both sides roll a D6. The player with the highest score takes the
first turn.

GETTING TO THE CARAVAN

The caravan is only a few hundred metres beyond the defending
gang’s table edge so the attacker only needs to get some of his
fighters past the guards. Once the attackers get through they can
pick off a few pack slaves and loot the caravan at their leisure.

Whenever the attacker manages to move any of his models off
the defender’s table edge place the models to one side until the
end of the game. Whatever happens, none of the models that
break through to the caravan will return in time to affect the fight
with the guards.

ENDING THE GAME

The game ends if all the attackers are either down, out of action
or have left the table. It also ends if the attackers fail a Bottle roll,
or volunteer to bottle out. The attacking gang is making a
determined raid so he doesn’t have to start making Bottle rolls
until he has suffered 50% casualties rather than 25% as normal.
Note that models which have left the table do not count as
casualties for the purposes of the Bottle roll.

The defenders are protecting the caravan as it passes through
their home ground and they will suffer a major loss of face if the
Guilders are attacked. This means they do not have to make
Bottle rolls. The defender won’t bottle out in this scenario and
cannot bottle out voluntarily.

LOOTING THE CARAVAN
Once the game is over total up the number of attacking models
that broke through to the caravan. Roll a D6 and add the
number of models to the dice roll to find out what they managed
to rip off from the Guilders.

D6 Result

1-3  The attackers are miserably unsuccessful. Each
model picks up DO credits’ worth of stuff, but on a
roll of 1 they get shot and suffer a serious injury.

4-5  The attackers manage to scavenge a few bundles
dropped by the Guilders as they flee. Each model
picks up 3D6 credits’ worth of stuff.

6-7  The attackers bring down several pack slaves and
escape with D6x5 credits for each model.

8-10 The attackers nail a Guilder and strip his corpse,
gaining D3x10 credits each.

11+ The attackers gun down several pack slaves and a
Guilder, hauling in 2D6x5 credits for each model.

WRATH OF THE GUILDERS

The Guilders really don’t appreciate people attacking their
caravans, even less so if Guilders get killed in the process. Being
the attackers in this scenario means being automatically
outlawed and the Guild price on the Outlaw gang is doubled. If
any Guilders were killed (result 8+ above) the gang is
permanently outlawed, so it may no longer pay its Guild price to
lose its Outlaw status.

GUARD PAYMENT

The gang guarding the caravan may collect income as usual and
is also paid 10 credits per fighter by the Guilders. However, the
Guilders will deduct 20 credits from the payment for each
attacker that gets through to the caravan and they won’t pay
anything if a Guilder is killed. No matter what happens, though,
the gang doesn’t have to pay the Guilders anything (no leader is
that stupid).

EXPERIENCE

+D6 Survives. If the fighter survives the battle then D6
points are earned. Even fighters who are wounded and taken
out 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 a fighter scores a hit and wounds his
target. Though you can score multiple wounds from one shot
using some weapons only 5 points are earned when this
happens, not 5 points per wound.

+5 Attacked Caravan. Each model which moves off the
defender’s table edge gains 5 points.

+10 Defending Leader. If the attackers don’t get any men
through to attack the caravan the defending leader earns an
extra 10 Experience Points.
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