
“He's somewhere around here, 
trying to pass himself off as one 
of the locals. If he gets back in 
the wastes, we'll never find him. 
We need to move now. You have his 
picture, you know his face. Just 
take it easy and find him. Oh, and 
try not to take out too many 
bystanders."
In The Hunt a gang or group of 
bounty hunters is closing in on a 
criminal who has disguised himself 
as a normal citizen. Armed with 
the criminal's photograph, the 
hunters must find the disguised 
criminal before he can escape back 
into the shadows.

GANGS: The scenario is played 
between two groups. The attackers, 
who are looking for the criminal 
and the defenders (including the 
criminal and the crowds of 
bystanders). Of course, any other 
number of players may participate.
The attacking player is given 1 
mugshot (per gang or group) of the 
criminal. This is given to one 
model of the player's choice and 
is explained in more detail later.
The defending player, has D6+4 
underhivers for the game. These 
underhivers are all armed with 
knives and thrown debris (see 
below) and up to D6 of them may 
have frag grenades (see below).  
In addition, if there are more 
than 8 underhivers rolled for the 
defender, D3 of them may carry a 
stub gun. The armed underhivers 
m u s t b e m a r k e d . A l s o , o n e 
underhiver must be noted down 
secretly as the criminal. He has 
all his usual equipment though he 
will not use any of these items 
until he is discovered.

TERRAIN: Terrain should be set up 
in the normal fashion, with care 

taken to make sure there is some 
sort of structure or cluster of 
structures to represent the area 
of the settlement where the 
defender is hiding, preferably 
near the centre of the board.

DEPLOYMENT: The criminal and 
citizens deploy first. The 
citizens must deploy within 4" of 
each other and the criminal is 
deployed right along with them. 
They should all be deployed within 
12" of the centre of the table. 
After the defenders deploy, the 
attackers may deploy anywhere on 
the table but no less than 12" 
from any underhiver or the centre 
of the table.

BEGINNING THE GAME: The attackers 
take the first turn. When it comes 
to the defender's turn, he may 
move the crowd of underhivers 
(with target) up to their standard 
movement in a random direction, 
though the underhivers will all 
stay within 4" of another. In 
other words, they will all move in 
the same direction.

ENDING THE GAME: The game ends 
when one of the following happens: 
a)the target is taken out of 
action, b) the attacking gang 
bottles out or c)the discovered 
target gets off a table edge. 
Note: this can only be done once 
the target has been discovered.

DISCOVERING THE TARGET: In order 
to take the target out, the 
attackers must first find him. To 
do this, the attackers must move 
into base to base contact with an 
underhiver model. This does not 
need to be done with a declared 
charge. During the hand-to-hand 
phase, an attacker in base to base 
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contact with an underhiver will 
roll a D6. On the roll of a 6, the 
identity is discovered. If the 
model is not the target, it will 
help the attackers by pointing out 
another model that is not the 
target. The defender may decide 
who eliminated from suspicion in 
this manner.
There are some modifiers to this 
discovery roll:

-1 For each underhiver hit or 
wounded by the attackers

+1 F o r t h e a t t a c k e r w h o 
carries the mugshot of the 
criminal

Once an underhiver has been 
interrogated by the attackers, it 
will become aggressive and will be 
able to attack the attackers with 
any weapon available. Underhivers 
will also attack if another 
underhiver within 4" is hit or 
wounded by the attackers.
If a model in base to base contact 
with an attacker is the target and 
a 6 is rolled on the discovery 
roll, the target is spotted. The 
target will immediately jump out 
of base contact I" and fire as 
though in his own shooting phase. 
He may not use any psychic powers 
at this time, however. After being 
spotted, the target must try to 
get off the board on any side.
Once the target has been spotted, 
fighting breaks out and the 
underhivers may attack the nearest 
attacking model as though they 
were normal fighters. In their 
movement phase, they will move to 
the nearest cover available.

EXPERIENCE: Fighters gain the 
following experience after the 
fight.

+D6 Surviving
+5 Per wounding hit
+5 Taking down target (in 

addition to 5 for wound)
+5  Discovering target

SPECIAL RULES: Underhivers 
Underhivers have the profile shown 
below. Rules for their special 
equipment are also below.

M WS BS  S  T  W  I  A Ld
4  2  2  3  3  1  3  1  6

Thrown Debris: All over the floors 
of the Underhive are bits and 
pieces of junk that some fighters 
find useful in a pinch. Most gang 
f i g h t e r s a r e t o o p r o u d o f 
themselves to ever consider 
fighting with trash, the average 
underhiver will do use anything he 
can get his hands on. Though 
thrown debris is little more than 
an annoyance, when large groups of 
citizens start lobbing debris, a 
real danger exists.

Str.   Dmg.   Save Mod   Area
 2      1      None      None
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