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EENNDDIINNGG  TTHHEE  GGAAMMEE
The game ends if the captive is freed and makes his
escape by moving off the table edge The game also
ends if all the raiders are down or taken out of action
or if the attacker bottles out. The defender is
defending his gang’s hideout and so doesn’t have to
take Bottle tests. The defender won’t bottle out in
this scenario and cannot bottle out voluntarily.

EEXXPPEERRIIEENNCCEE
Fighters who take part in the scenario 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.

+5 Free Captive. A raider earns 5 points if he cuts
the captive free.

+10 Successful Defence. If the captive is not freed
then the defending gang leader earns 10
Experience points.

SCENARIO 6: Rescue mission

Gang fighters injured during a battle can easily fall into the hands of the enemy. Even a victorious gang can
discover that one of its fighters has staggered unwittingly into the clutches of their rivals. Rather than kill
their captives, gangs will normally ransom them for a price. If a gang cannot pay the ransom, or simply
refuses to, then the captive can be sold as a slave or forced into the mines to toil for his new masters. 

This scenario represents a rescue mission. One of
your gang fighters has been captured and you have
discovered where he is being held. A small group of
raiders is poised to mount a daring rescue bid.

This scenario can only be attempted when a gang
fighter has been captured. The player who has lost
his fighter may decide to attempt a rescue rather than
pay the ransom. This is an exception to the normal
rules for selecting a scenario. Except where noted
otherwise below the rules are the same as for the
Raid scenario already described.

TTHHEE  PPRRIISSOONNEERR
When he sets up his gang the defending player places
his captive anywhere he likes on the table. The
prisoner may not move until he is freed. The
defender is not allowed to attack or ‘execute’ his
prisoner, but must attempt to drive off the rescuers.
Once the captive is freed he may be attacked or shot
at like any other fighter.

A prisoner is free to move and fight once cut free by
a friendly fighter. The friend moves into base contact
with the captive and spends the rest of the turn
cutting him free. He may not shoot, fight hand-to-
hand, or do anything else during the turn. Once freed
the prisoner may move and attack normally. Note that
the captive has no weapons or other equipment, but
is assumed to be given a knife by his liberator. 




