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Welcome to GANG WAR
by ‘Grand Dog’ Andy Chambers

So Necromunda continues (o grow
and spread like some monstrous denizen
of the Sump, expanding yet fucther with
the addition of Gang War. Not only this,
bur the prolifération of short stories m
Inferno! ancd Kal jerico in Warhammer
Monthly (plus the fortheoming strip called
‘The Redeemer' - guess who that's abowr?)

t g Lo show that the background for

-romunda is one of the most fertile in
the GW stahle.
Singe third ecition Warkammer 40K has
moved up to dealing with bigger baftles,
the skirmish arena bas been left more in
the hands of Negromunda and
Gorkamorks, ‘This mot 0% thinking abou
crossovers between the games — not liter-
ally using Gorkamorka Ohrks against |

cromunda gangs (though it might be an
intriguing possibi
stealing the Gorkamorks ve
Necromunda.

e rules for

This would open up all sorts of possibili-
tigs: running convoys through the Ash
Wastes being bushwacked by Dust Pirites
or Ash Nomads, running gun battles in
viehicles on the hive skedways, motoriscd

Chaos Cultist COVens oy joc Barnsicy

raids on another gang’s territories, stealing
the gasoling/gold bullion and so on
{mavbe seeing Die Hard With 2 Vengeance
is affecting me here). You've no doubt
already read Isaac Tobin's spiffy rules for
using bikes in the Underhive, and the idea
of using big trucks, jeeps, gang limos ancd
pick-up trucks is just as appealing. What
about models? Well, nip down o your
local oy store and have a poke around:
vou' can find all sorts of interesting
vehicles in a variety of scales which can be
converted o your needs.

Likewise the idea of costom guns,
although it is a very Ocky thing, would
work well in Necromunda too. Bionks
woe? Nah, 1 think that's probably taking
things too far!

Anyway, enjoy this editon of Gang War,
and if you want to see more get wilng up
some of your own ideas for Necromundi

May the blessings of the Horned One be
WP vou.

Run your o dispicable Chans gangs. First featured in Journal 21

House Specialities i Atk Labber

Spewial advance tables for those of you whio like vo customise your gings: Fiest featuned i Journi 19

Hot from the Forges

24

The Guilder workshops of Mail Ovder have been pushed to exhaustion o produce your much-needed

EqUIpment.

Wyrd Gatherings u Denzel Richirds

Using all Werd gangs. now diat's bizarge! First fo

Necromovies &y cary jomes

atured in Journal T8:

33

The films of Arnie Schwarzenegger immonalised as seenarips. First featured in Journal 22

Da Orks are in da Hive 5 g Fiinr

42

The unstoppable 2nd tomlly unprediciable goeen tide of Orkdom comes ceashing down on

Necromunda. Oudlander Ork pangs.. . NEW!
The Qutlaw Trading Post

‘It Came From the Sump', ficst fearueed in issue 24,
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CHAOS CULTIST COVENS
by Joe Barnsley

You will remember Warwick’s gang. The Black Orchid, from the Joe’s house rules TED@ an unholy new addition to the
5 - : : T - e 3 B o By Tete

Necromunda supplement Battles of the Underbive, where he gota i Underhive - fanatical Chaos Cultists, corrupt,
thoreugh drubbin’ from Steve Anastasoffl Well, now you'll find them : mutated and downright nasty...
draped seductively over the front inside cover, having been patched i
up and reésted from their carlier scrape, Here Warwick recaps on the There are individuals who are drawn to worship the cvil gods of Chaos with & promise of ultimare
gang's cosmic successes of their youth... | power. Cultists are among these individuals, However, Cultists eike their worship too

. i | the Underhive to convert none-bilievers. ing their belongings for a life of poverty,
often own aothing bur the robes they wear and the weapons they keep. Often, a
a band of followers to embark on & cruside to coreapt the
These hands of Gultists are known ‘s Covens.

What you see on the inside cover of this a skull chip, 2 Attacks and Nerves of
preattome i the aonual ging Tused as Stepl, s another close combat demon
the: Black Orchid (as oppose o the stu- She has defeated 14 opponens 0 close
dio’s gang that is.shown in Batiles of combat (she keeps a tally nowh on ber

swond blides), including o Redempror
Pricse called “Mad' Issiah OUTLANDERS

are Outdanders and therefore all the Cudaw rules apply caeept for those noted below:
miry mever pay off their outhw statas:

Most of the Bur piot everything has. gonie well for the
pi original gamg Black Orehid, Several Gangers are carry- 3
have hecome ing injuries and unformnarely one oom- b TERRITORY

¥ weteran rade has been lost: Slim’ Molly was
gangers, with killed during 2 Rescue mission to save
skills anc stat MY GRpI 3
increases o gang — she was actaally headbuned o
match. The 1 ey just recently the
Juves haye A s Came about | The Coven can only ever hold one piece of ternitory ac a time, anid so if it caprores any other
bectme fully because my gang had ambushed a psylk- ol

Hdierd LS hed EREERE ol 1f the ce of territory the Cow wis s gapiured, ther the gang that gains the teeritary may
Gangers, angd roops: from House Ko ron. This game R e e PR : e bl FraEt
3 i tolleet income from it 35 norma

I haive even wiais a special soenano an which twio B = A Tt v
: gained a free gangs aracked 2 unir of Imperial “m:b_.:q fromm .: % :::.:.u_. bur must then cross it off thein rosn
Juve from oy Guardsmen, whose mission was (o redigaleidb s 1D/cApLNe 2 Te ROy fom
b : ] ; 3 I automiagically tike the territor
Settlement, detear the Primaris Psvker The Psvker e g S s ! ; UL,
e O S droeni i Whie Cirs e Rivis BuskAg ansl income from it and leaye it when they move on to another territory:
Crangers have exeeuning Wairds, no douln following an
developed Imperial Directive {my gang happens o CAPTURE
into real char. employ 3 Telepathy. During the battle, Anyone unforunate enough o be captured by a Cultist Coven may be corrupied by the Calvist
acters, like the former Fuve Newt 'One- one of my Gangers, Nuafa, gunncd Priest. For full rules see the: Culisi Priest rales la
Eve’ (she lost her .m”._..n fighting off the down the Psyker and as a result the 3 Culust is captured then the Goven wist try to-rescus hine. 1F they
Barsking in the Hefst), She has beo Black Orchid were reporied and out- inko slavery or given to the Guilder courts, hie will «
hand-to-hand combat export witl 3 lpwed, The Warchmen ook aver all of ¥ I O thes voll oF 5 s thie 1
Barry and Courier Attack skills; and my tepnitony, leaving an Old Ruin ds' my
equippeed with a Chainsword, My other only hideowt, To make
Ervoured chazacrer s oy champion, didn't have much of a sta , r 4 2
Thiae, WHth an. increased WSand three were going to be a real problem, No Culrists axe considered as an annoyvance by Guilders and soa full bounty is offered for cach €
skills, including K#lfer Kep, she has been more expensive hair dye or leopard-skin capiuied
responsibie for some real hernics; and wonderhras! (Gren! Hang on, wohat
shown i tentarkable ability for aeoiding tects thel @bout wonderbras® - Fd.) TRADING
being serioussly injored. My statwart One member of vour gang can aiiemps 1o i
leader, Ysewlt-Khan, now equipped with 2 couipment for vour gang. H voo dec oo
happened. roll a D& on the mable below:

the Redemptionist Territory Chart o see where the Coven will stop for the next game

s the cache is used op. i the
atng that capruretd] territory e, then they

and the Cultist is sold

is capiured by a
Redemprionist ghng, then that gang st kil bim o hiimanity, They may never agrempt

0 redeem the Calrist

rare uphive (with a shopping listy 1o ger berer
. roll 2 D6, On the roll of a 1 something had has




Chaos Cultists

I ur gang member has been identificd i prompily execated a mateer of
course). Remove that member from vour gung roscer permanently
2 Your Cuoltist has been reported 1o the Warch for suspicious bebaviour. He is fined for all the

money he had on his person (all of the money in vour gang's stash) and set free.

3 As Zabowe, ept that is only fined D6 x 10 credits. I you cannod afford 1o pay in, he'is kept
in prison until yoa can

4 As 3 aboweexcept that he is only fined D6 x 5 oredies.

tch pick up your gang member for some reason or another, hold him for questioning,
tet him sleep in & cell for the night, and then sex him . The pang member 1
next game played by the . wnd the gang mury ot do any wading u frer their next gime.

& The authorities at the trading post bar the gang member. The gange may not do any rading
until after their next game. In addition the Cultist thar ied 1© enter the rrading post may not
do soagain (you will have w assign the task w aoother Coleise).

You do not have w0 oy to enter the normal erading post if you den't wane to. Instead, you may use
the Cutdaw trading pose without risk.

PATRON

Every Cuitist band must devote fiself 1o one of the foue Chaos gods. This means that the Priest in
that band must choose his gift from thar patron and any Chaos gifis that are earned must be rofled
o on the table of thar god. Caltist bands never chitnge their patron once. they have started
playing, 1 the leader of 4/ Cultist Coven is replaced or whatever resson, then the new leader will
ot recetve any of the Chaos Champion gifts

HATRED
All cultists bate Redemptionists. Likewise, all Redemptionists bafe Culfisis, Also
other Culeist bands that worship-a different patron on them

ultist hands Bate

HIRED GUNS

Cultists may not have any hired guns or any of the careent special charcters

*+ Al other special rules that 1 have massed will be the same s thie for Redemprionises.

GANG LIST
T CULTIST PRIEST: 150 Creds
M WS BS T w 1 A Ld
& 4 1 3 A 1 4 1 "

Weapons: Bisic, Special, Combat. Pistal and Ammo

SPECIAL RU
Leader: Any oultist within 6" of the Priest muay
fests.

se his Leadership charactéristic for Leadership

Pinning: The Pricst may always 1y 10 escipe from pinning at the beginning of his tirn, even if
there is no one within 2" of him.

Covrupter: If the Coven captures anyone, then the Priest can ateempt to bend the victim's will
join the Coven: The Culrist player rofls 2106 and adds the Priest's Leadership characteristic o the
score; the opposing player rolls 3 DG (206 1l the victim is 4 Redemptionist) and adds the vicim's
Leadership to his score,

Chaos Cultisls

Transter the vicHm's ¢l
51

FACTErISTC
f, The new cultist must be

e then the victim becomes a Cult
experience, weapons and edquipment to the Cultst
e PITSED wid by an appropriate Cultist model

i the m's score is higher, then be his cesisted corruption and so will be sacrificed 1o the
Coven's god. Remove the wietim from his gangs roster, The Cultists bave killed hin and kept his
£ouipment.

Chaos Champion: The Pricst (s 2 Champion of Chaos and therefore has the Gifts shown for his
{see Chaos Champion Gift able [ater) when the gang is formed,

s

0-2 DEACONS: 60 creds

M WS BS: | ik E P A Ld
: 3 3 3 3 1 3 1 w
Weapons: Basic, Special, Heavy, Fistol and Ammo
0-4 ZEALOTS: 60 creds
M WS BS s ' A Ld
i 3 ;] 4 % 1 % 1 I
Weapons: Combat, Pistol and Ammao
Special Rules: Zealows awe affecred by the miles of Frenzy
BRETHREN
Brocher; 55 creds
Movice: 30 creds
* Ar least half the gang must be muade up of Brethren
M ws BS 5 ¥ 2 Y T Ld
Brother 4 3 3 3 3 1 3 i 7
Novice 4 2 2 3 3 1 3 1 &
Weapons

Brother: Basic, Combat, Pistol and Amme
Novice: Combut and Piseol

MAXIMUM CHARACTERISTIC VALUE

BS ] T i A Ld
& i i 3 6 3 10

*Mote ‘thar these are the maximum characteristic values without muation. As mMutations are
gained. they may fand probably will) ke characterstic values bevond this poine

k¥ 1
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Running Header

CULTIST ADVANCE TABLE

DG EFFECT
2z Roll a D6:

14 Mutation - rc

Sy Chaos gift -
Fed New Skill
5 Roll:a Db:

1-3 + 1 Strength

46 41 Attack
[ Roll a D6:

-3 41 Weapon Skill

446 +1 Bal :
7 Roll a DG:

an the Mu
roll o the

8
2
10-11
3
Chaos God
Khori 1
2
Slaanesh 1 el abowe. 10,
2 yod primary power chosen at | Primary Table
the: Outlanders book
Nuigle 1 1 Toughness
& e Cultst Coven meay have D6 gue Aombies ie every pame they
Fambics for free, but the ombies must cemin within 167
eirmes. IF the Prest is killed; then the Coven may no longer have
wese Zombies,
Treentch 1 Ope Wyrd primary power chosen at random rormAniae
imiary Tible or the ¢ Primacy Powi wders he

o

6

Chaos Cultisis

SKILLS AVAILABLE

GANG MEMBER Ferowity Muscle Shooting Stealth
Novice X = X -
Brother X X 5

L x X x 4
- : X X X -
X X X = x -

CULTIST WEAPONS LIST

wons marked with an asteric can be eguipped with an Exerminator cartridge
riridmes howeye

BASIC WEAPONS

ogan® 20 ereds
Lasm 25 creds
Shoegun® Melm Gun®
(with solid and scatter shells) 20creds Plasma Gun™

HEAVY WEAPONS CLOSE COMBAT WEAPONS

Gatling Cannon 180 creds  Knife
-nade Launcher Sword
ades are exira) 3l ereds MaulBlu
v Bolter® 180 ereds Massive Weapon®
1200 crisds
Eviscerator®
15creds  AMMO
2y oreds  Howshot Shells
25 ereds Manstopper She
Laspistol 15 coeds  Bolt Shells
Stub Gun Hycreds  Dum Dum B

Frag Grenades

Krak Grenades

rerminator Cartridge

Techno

el e

Prigsis,

3% creds
0 ereds

95 ereds

1 creds

Frewe!s creds
10 creds

creds

15 creds
25 pregls

30 creds

5 ore
5 ereds
15 creds
5 creds
0 creds
S crids

5 greds
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EXPERIEMCE FOINTS
Experience Points  Titde Experience Points

05 Initiate 101-120

610 Novice 121-140 Disciple
115 Novice 141-160 Disciple
16-20 Navice 161-180 DHsciple
2136 Honmorary Brother 181-200 isciple
Fl-d0 Brother 201-240 Dieseon
41-50 Brother 241-280 Deacon
S1-al) Beother 281-320 Dicheon
Bl-B0 Disciple 321-360 Dieacon

H1-100 Disciple Ay L4 i) Saviour

STARTING EXPERIENCE POINTS

Gang Member Starting Expericnce Points

MNovice (]
Brother 204 D6
Feealor 304 D
Deqcon G+ [
Priest 60+ D

*when a Novice reaches 21 or more experience poinis be becomes a Brother.

*when a ming member reaches 401 experience points or more they cannet advanee any further.

HEAVY FLAMER
The heavy Aamer &5 a double-ba
1

led Hamer that allows for a more destructive performance. It
5 the hey flamer remplate (fvom Warhammer $0K). Roll every time HBamer is fred. May set
ictims on fire (see famer rules). Move or fine

STRENGTH DAMAGE

SAVE MOD AMMO ROLL

5 1 -2 i+

GATLING CANNON

The Gatling Cannon is 2 suped-up heavy stubber. In construction, it looks very similar to an
assault cannon.
hort Loy To Hit
Range Short Long Str Dam Save Ammg
17:52" -1 i 1 -1 54

e 3 Sustained Fire Dice. Move or Fire

g the Garling Cannon then it blows up, Causing a 54 hit on

It may not be wsed for the rest of the game. but will be repaired in ' time for the mext one:

@

2

MUTATION

Bestial Face

Sprikies

Mace

Fxtra Head®

Fatre Fingers®

Centaur Body

tra Fye®

Clern®

Bk

Tempcte®

Hernpbrodite

Foni Stench

Chaos Crltists

MUTATIONS TABLE
DESCRIPTION

Thie mueant
of A anineal

a face than looks like thi

The mutant has large spikes all over the
& A Ao T S
rany ather armaur

The mutant bas a il wich a karge cub

at the end +1 Ateack in hand-to-hand combat
The mmatant has an exees head. The murane's

ne of sight is increased by 90°. The muiant may
o fire twry pistols in the shooting phase, justas
he had the "Guafighrer skifl

The mutant has an extra 3 fingers on one
randomly determined hand

The mutant has the body of s horse instead
ol hig own leps. +2 Movement, -1 Initiarive.
“anmor use Agilioy skills. Gains "Bulging
Biceps' skill automatically Cannot e pinned.
Canpor move up or down ladders,

The mutant has an exiea eye. +1 BS

The hand on ome of the mutant’s arms has
developed inio a large cliw. The mutant gring
+1'5 in hand-to-hand combat. However, the
mutant may not hold an exis wetpon

The mutant has a sharp beak insteacd of 2 moath.,
+ 1 Attack in hand-o hand combar.

Ihe muant bas a writhing teniac
his mormal limbs. The murant may re-roll Inidative
tests for fGlling and in hand-to-hand combar may
grapple his opponent to reduce his number of
Artacks by 1 foreach renacle, toa minimum of 0.

The mutant % borh male gnd female. A8 such,
any enermy 10 band-ro-hand must subimace -1
from their attack - this results in a1 or fos
after modification, count it as'a famble.

enemy that wishes w move within 27 6f this muting

must first pass a Eeadership test of 204, If they
= model exiicily 2" away from the mutant,

COST

FREE

ol
h

bt
=

=i

N

a

26



Chaos Cultists

32

35

3039

4041

45

Dherrgid

Extra Leg®

Acid Spit

Skl Fetee
Hisdeoiss
Afifrecraitice

Poisoncus
Fangs/Clees

e Mg
FangsiClaus

Very Long Legs

Haorns

The mutants mind has be but destroyed (and herefore

believes Scotland are dndeed a.gremt foothalling nation -£d.)
Before each gime roll'a Déd:
L. The mutant fears ¢ver
He reats every gang member (including his' own)
in the game a8 a firvor Cilusing monsmer.
2 s affiecred by the rules of
stugriedity for this game
3 o mutant is atfect by the mules of batred
4 The mutant is affecied by the rules of frensy:
for this game
3 The mutant is very moody today. Roll on this
chvaet ar the beginning of every tuen for this game.
If vou risll 2’5, then the mutant has the same
conditnon as the mm before.
6 The mutin: has gone crazy - this game only
the mueant & affected by the rules of frimny and
Batred and anromatically pass any leade
5 he needs oo mike.
10
receiving this mutation 2 more times) then he
cannor be pianed.
The miutane may spic acid in the shooting phase 40
instead of shooting nermally: Roll tohit nomially,
Lao Lt Bange: 6" Strengih: 6.
Damage: 1.5ave Mod: 2, When the mutant chargs
ot when some one charges him, be may spit |
for an extra hit that is worked our before hand-to-hand
akes place,
The mutant’s head is nothing but an empry skul 5
The mutant ¢ i
Mugant's face is prosshy dishigures, The mutine 15
usess fear,
"he mutant has poisonou: 10
in his tecrh o under hit
in hand-r
See later
The mutant has either razor sharp fang o i}
gains 4 1 Antack in hand-to-hand comibar ar 41 Strength
Sec Larer.
The mutant has legs thiag are nearly twice the lEngth 15

that of a nommal man. +1 movement per pair of legs:
Can use Agiliey shi

The mu

has larpe borns protruding from his
1 Awtack whien charging into hindaohand combar,

35

21

G

Wikgs

Pretensife Yatl

Extra Arm

ibese

Eye Stalks

Armiowred Hide

Blood Lust

Wit

Bpernionic Face

Imirmrenze.
Miuscles

Regeneration

Mudriple
Mustationg

s

Chans Cultisis

e mutant has large wi

his Mavement characeerist a turmy or double thar

if he runs or ¢ s ¢t he mutant must and at
the end of his move: Flving upwands cos
fiving down coses 1 5

ntacle’ mu

S T

The mutanc has an cxua arm., He oy

weipon in hand-o-hand combar for each extra arm

ston Begomie
ment.

The myatint 18 mmensely it fand ma
Editor of the Jowrnal - Wolirik) . -1 Moy
+ 2 Toughmess. Cannor use Ag skills

= stick out on long stalls. The mutane's
md he can
t an extra -1 o hit

The mutant's ¢

modifier when the murant is in cover,

The mutant-has rock hard skin' and bone. The muatant
gets 2 saving tdrow of 5+ ona D6, This can be modificd
choose w0 pe-ro
on the Serons Injury rable for this mueant if you do not
Hke: the first mesule. You muse accepr the second roll

1f an enemy in and-wo-hand combat goes down

the piitant garges on his opponent and may not make
a follow ap move. The muiane may not do anyihing for
the next e However, the victiim artack
auromatically gains two serious injuries (re-roll any

fuall recovery or survives agrinst the odd resuls)

One of the mutan's weapons has become fised with

wieh his arm: Chose which weapon you wint, Mo ane
I 1o m.m.. rick of this we

e 1 hionic arm to discard this ot

heavy weapon then the matant no

i
fonger counts as encumbered in hand-to-hand combar

The mutant's face is that of 2 daemon of the Chios god
he worships: The mutant canses ferror as well as fear.

The mutant's muscies bolpe dramaticaliy. + 1 Movement
Serenggh, Toughness and Wounds. 1 Initiive. Cannot
be pinned, Can se mu kills, anyone who anacks 3
mutant with this mutaton gers an additional +1 o hic
(ot a # 1 o their dice roll in hand-wo-hand).

ey

__:_:E...:i.....:um...:__r.;_n_z.r__J:.E ._Js...._..
the mittant mey v lost wounds on the D6 roll
of 4+ {roll for Atelyy. He may
even do thisdt he is oun of action. Also, any roll this
murant fust make on the Serious Injury table s ignored
on i D6 roll of 4 4 (exeepr Caprired resulis)

The mutant hos

Choose ong of the nnatations from ahove.

11

5. The musint can-fiy up o 3

341 mutations. Roll for them andomby

25

30
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* Mutitions marked with an asterix Aoe caomubative (e ifa murane ges mare thanene hicad

B increases his line of sight by 90° for each extr head.

® The cost column on the Mutatons table is for 21l those rr.:.i layers out there who sant
choices for their mutants, Note that some are not available because they are 1o strange o/ oco
raturally. i

* If you roll & mucacion that your aleeady have that i not cumulative,
you roll another mutation that you already have thar isn't comulae

thien you may re-rofl, butg
then vou get no mut

TIoTn

* Ifa muant gains both razor sharp fang/chrws and poisonous fingsclaws then he only gers 1ex

amack + 1 5trength that cavses D3 wounds.
CHAOS GIFTS TABLES
KHORNE

Description

Gift
1 Caollar of Khorne

e 1o Wynd powers of any

2 Axe of Khorae?
LREIL o DAMAGE: D3
S MOD: No save SPECIAL: Close combat anly
3 Freney The culist is affeceed by the rules of frenzy

4+ Mark of Chao:

1y ce-roll any one dice coll per game

Chaos armcur

ARMOUR- Unimnodified save of 5+ ona D6
SLAANESH
Do ift Description
1 Claw® As mutation
2 Hermaphrodit As mufation
3 Prehensile Tongue® tion, Inaddition, instead of shooting in the

shooting b: ise, the cultist may make 2 tongue attack inseesd
RANGE = 6", Roll to hit as normal. If the targer is hit, it is
dragged into hand-o-hand combat.

4 Aura of Slaanesh

cultist with this gift thar is in hand-ro-hiand counts a 1 or 2 on
their attack dice as a fumble. Also, fumbles give the opponent 2
paings to their attack mstead of 1

3 Mark of Chaos® The cultise my ol iy one dice roll per game.

(¢ Chans Armour ARMOLUR - Unmodified save of 5+ ona Da.
NURGLE

D6 Gift Diescripriom

1 Cese As miutarion

2 Foul Stench As mutiEion

] ream of Cormuption  Weapon:

STRENGTH: 5 DAMAG 1 ‘SAVE MOD: -2
ECIAL: One shot per game. Uses flamer template.

i Cloud of Flies
5 Mark of Chios®
6 Chaos Armour

Anvone shoo

1wt w-cultist with this gift suffers 4 -1 1w hit
The cultist may re-oil #ny one dice roll per game.
ARMOLUR -

nmodified save of 54+ on 4 D

The culuist counts: as charging,

Chaos Cultists

TZEENTCH
ob Gift Description
| Wirigs AS WULATLON
5 pird Foaoe As 'beak’ mutaticn: In addition, the cultist gets -+ 1 BS aned Inleiative.
M Flamer Arn® Wia pern: )
NGTH: 4 R MACG D3 SAVE MO -2
oac combsit,

Victims r Iy passes

ammo rolls
§ FPorwer? The cultist o Wyrd minor power. Roll for it randomly

a ‘none” resul)

5 Mark of Cheaos® The culfist may re-roll any one dice roll per ginte

ARMOUR - Unmodified save of 5+ on a D6

] Charos Armiour

*[f v roll the same: gift i he same cul
must roll fora musation for the culust instetd: The on
i AT as thiese gifts have cumulative effects and

t, then his Chaos patron has bad a bitof 4 joke and you
r pxceptions to this rule are the gifts marked
an be raken more than ance.

CHADS SPAWN

IF any member of 1 cultist gang rece
3 Chaos Spawn. Onee a coltist rece
pa't count), take a Leadership rest and add the rele

% 5 of more mutations then they run the dsk of becoming
o5 5 0r more mulations Chaos gifts (Chaos Champion gifts
o modifiers:

MODIFIERS
per mutiton above the number of §

treceived 5 mutations

+1 per game after the one when the cul

the cultise gang worships 8

grernoch

aanesh. Nurghe or

If he passes his west then he continaes his existenice as normal (well, almost), 1 be fails his ese then
i Cultist has Spawned! He immediately e another 2133 mutatons(gifts (roll a Bd: 1-
t=Mutadon, 56=_Chaos gifty, Once hic become wit, be mav no longer os any weapons®

or equipsnent of any kind and so the gang may. sell them at the asual price. He may nol use

ny

© characteristic adv: . but may

awn will never break and so never needs to take leadership tests exvept [oe stupidity and
5, or Wrd powers. Spawn are hewrific creatures 1o behold, and as such cause fewr, 103
risely causes far thiem it canses terror as well
I half the number of 2 cultist gang become Spawn, then the gang has ‘o split up due w it bieing
uumielerspalf

Spavwn can néver lead gangs, 1Eche leader of a cultist gang becomes 2 Spawn, then the cultistwith

the nex highest leadership value will become leader, just as if the leader had been killed.

4. for the Spawn before each game:

o1 10 stupictity for this game
The Spawn 2cts normally this gane.
The Spiawn s subject 16 frensy for this game

< The Spawn is suk

13



Chaos Cullists Clhaos Cultists

s noted in the table above, and so will no, Tons
d ngs A Spawn is captured, it
nburéd it cannor sell i1 in

snvert. He miy also oy w donvert prisoners, though iF the victim wins they muse sell him
¢ perform an exchanges as aormal, If the ther as resised b ?
wert him_ If this happens, then the aovert him a
bt with a -1 modifier wo his ol if he f@ils again, he may 0y oo more, bt with
-2 modifier. 1F he fails this time, he ma nce more, with o -3 modifier, if this fails, then the
u....ﬂ__:. thinks that the g Is himy. Remove the gang member
Yot may oot keep the gang members wezponry, but vou can sell it ar the usual

Jeft T
o SEVETY

very o collect bouney for i

i

FExcepr weapons that are Chaos . gifts o weapons thae have becomie fused 1o it as 2 result of oy
"WeApon’ mukation.

BECOMING A CULT

Most gangs in

i some fBrm o  tham the viee

_then he has succeeded in conventing the gang

mievtlies (theugh most don't e tor ad i

i are reli i thie PriestDemagopue rolls high

it). When a major incident happens to the life of 4 gang leader. it may bring out his ser over to his catse. The gang member will become his RedemprionistCulrist equivalent,
and he will try to convert his gang into 3 religious ¢ mmtrised below:
This s 1 thought up just 1o make Necromundan hife thar lole bit myg GANGER REDEMPTIONIST CUETIST
interesting. These miles will come into affect when'if one of the following incidents ovenr Ganger® Brothier Brother
1 i the gang game and 4 tines as many casualties inficted on them as they e Magzis

did i DppRoOnent, 4

1 : haie Novice MOvicE

2 I3 vrmere members of the gang suffer the Dead' results on the Serious Injury table afier 2

single game, Rigskin® E Brother

3 Ifthe gang loses - Nowvice

piece of e

ory when they have 4 or |

S5 FENLINING,

FealowsAcolytes il they have 40 experence

4 [fthe gang's leader (or eguivalent) has suffered the "Dead’ result on the 5

tithle

ny of these bappen o your gang. then your gang leader muse take a Leadership test 1f miore
an one of these events acourred ar onee, the adershup test for cach event, IF the
Leader of your gang was katled in the gime when this event occurred, then replace him using thies
rules in the Cutlanders book and then ke the leadership tesiis) for the new Leader

oud Injuries addition, up o+

T4 00 M,

gang member becomes a RedemptionistCu
s C st equivalent (i
ist/iCulnsts; they sell all their weaponry I buy new wegpons (Heavy
pterminatoss and Evisceravars will breome ayvailable 1o the appropriaie people ap the
sted in the Redemptionists section of the Oumdanders book). The convert (including the
Eeader) now rolls on the RedemprionisesiCul Table and has: his Maximum
ics upgraded 1o that of a CultistRedemplionist Juled

H.p_—::._.....—:._.u.t,_.-.E.._:.Q_..,.
Heowever, the convert stll @ skills from the Skill Tables that he uscd 1o, and
_..Frq.._..»...nx_?m#_..__.m.n._.n._._.—:_ns.uy

Van Sarr gangs, Redemprionists, €
these ¢
If the fesder passes the Leadership ests
events, If he failed the e then he has
gang tivo a rehgiows cult, 10s now up o your discretion to de
Beldow is 2 list of the colis each type of gang has available:

- Seavies: Spyrers and Eldar Scouis 3
snis, as they will atwavs stick resolarely o their ciuse

¢ lmine: fo

is

, then he is shaken, but otherwise unaffecred by these
o style and ha ided o turn his
what cult the gang will bécame:

lowed them before.

Patvamn

Dnee the entire gang has been converted into Cultlsts, the Demagogue is cewiarded by

and receives s Chaos Champion Gifis,

mng hus been converted into ¢
ies and go down into the Underhivet to start their Cruside/Coven: They: now caunt s
clers and all special rules for B i sts apply o them (except ft i skills,
ove). They have now become 3 fully Aedged Coven/Crusade

GANG TYPE  CUEIS AVAILABLE
Chrlencle Cultist Covens of any G

ar Redemprionsts

Goliatl Cultist Covens of Khorne or Nurgle

Escher fultist Covens of Khorne, * iesh or Teeentch, or Redemption

u want these, but

Now thar Tyve done that, Ul list possible colpar schemes (1 have oo idea if

Crawdor Redemponists personally | think the article & too long already!)
Delegue Cultist Covens of Nurole or Tzeenich, or Redemptionists Chaos Patron Robe Colours Detail Colours
Raisking Cultist Covens of Khorne Khiorme Eed or Black Bremze White or Black

If your Leader choosés to creare & R dempiionist Crasade, then he become
andd wses all the special rules for Redempror Pricsis as described

L Redempior Priest Slaznesh Pastel Colours Black or Siver Bilure or White

or Dark Blue

1f woar Leader chooses 1o create a Gultist Cov then he beram all the
The one exceplion o this

is thas the Demagogue does not ver gain his Chuos Champion Gifis'{see below)

MNurgle Sickly Green Black Blick Yellow
i Purple or White

Tzeenich Bright Bed, Blue Yelow, Red, Blue
el Bromze or Black or White

warn the rest of his gang into Redemprionises/Cultists, afier cach game {starting with the next
one) use the Prie
the L




Chaos Cultists

CONVERSION IDEAS

crtridge can be removed with a
an be niestened up with 3 file:

p modelling ki

and then the area it used o belong in

MUTATIONS
1o cover these o general is a bi tricky so Dve seritten a list of murations with conversion ideas
vach below:

Bestial Face: Perform a headiswap with the head of a beastman.

Mace Tai ke the il from a Rac Ogre such s Headspliner or Boneripper and srtach it oo o
mutant's behind. Cover the joins with milliput. Altemnatively, you could just have the end [ the tai
sticking out of the botom of the Cultses robe.

Extra Head: This is'a complicated version of head swap, Fiese remove the smutant’s otiginal hes
and move it along the should for about a quarter of a centimerre before glui hack on, The
get a head from another model and amach i o the body of the mutant, next 1o the first head . Cove
the jeins with milliput

Centaur Body: To do this, you need to take the headless body of a horse (barded horses lool
good for Culrisis) and the torso of the mutant in guestion fout the legs off using a small saw). The
jein will not be perfect, so pinning may be necessary o keep the 1orso the right heighe above the
horse's neck. Once pinning is complered, fll in' the gap with milliput.

Extra Eye: To do this you need millipur and a skilled haod ar modelling,
Claw: Take a chaw from it Diemonette and perform a hiand-swip on the mutine.

Beak: Again, this requires @ steady hand and millipur; Afternatively, you could use the beak of
Wood Elf Warhawk

Tenracle: Either find o tentacte on another miniane and pin it 1o your mutant or use milliput 1o
make one for vourself

Hermaphrodite: I'd mather noe dwell on this muation so 11 be brief Use n
places!

UL i Clertai

Extra Leg: Fin 2 leg onto the mutent's hip, on add anether foor sticking out of the bottom of
rotbe fora Culuist,

Skull Face: Perform a heud-swap with a plastic skeleton. You'll have 1o add your own neck wi
mdfilipur, though.

Hideous Appearance milliput to distort facial fearures. Altermatively, you could mode! on 2
cloth hiding the mutint's face.
Very Long Legs: I have no idex how o pull this one off!!

ni's head

Horas: Fin homs from @ Minotur or other similar ereatuee - the sides of the mu

Wings: Fin the wings of 2 Warhawl Tyranid Gargovlessimilar coearare to:the moane's back. Covil
the joins with milliput.

16

prebensite Tail: Use the gl of 3 Skaven in the technigue discribed for the ‘Mace 7

gxtra Arm: Pin an anm onto the mutant's side.

Obese: Use m

apmoured Hide: I don't knew how o do this one; P

Weapon: Cut off the murant's fore arm and rep
smooth the join,

paemonic Face: Perform a head swap with 3 deamon,

Jiivone

ever though 1

Chans Cultists

AL,

it 10 madel on a buge, pus-ridden belly.

by you could use millipuat

e with thie chosen weapoen, Use milliput 1o

e Muscles: Take the head off your mutant and pin it o the body of an Ogre/Ogrvn. {1 bet
rvutarion was this bigh Model on Cultist robes with milliput and swap the
hamds with those of the origingl mutant sull ol

ng: his weapons!

Da Roolz Boyz
Games Werkshop Lid,
Willow Road, Lenton, Nottingham, NG7 2W5§

Telephone: 0115-91 40 000

Lines are open 6am-midnig
7 days a week.

Da Roolz
Boyz

Have you got a rules
query? Do you want to
know if we still have clas-
sic Citadel miniatures
available? If the answer
to both these questions
is ‘yes!’ or if you want to
discuss any aspect of the
Games Workshop hobby
you should contact the
Roolz Boyz, today!




HOUSE ST'ECIALITIES

An offbeat alternative to standard gang advancement
By Mark Labett

Mark's advance tables provide a tongue in cheek alternative for those of you who jusl
can't get enough Necromunda. ( You poor, misguided fools - Ed)) Please remember tha@
these rules are completely unofficial and clearly suitable only for the eriminally peyehotie
and those not yet living in the politically corract 90's.

HOUSE GOLIATH SPECIALITIES

L iF they wish, rather than the stndiard advanced

ALTERNATIVE

FOLIATH ADVANCE TABLE
1 The gang member injures himself while pomipi
1miss e et s

tae much inon,
1 and then roll again on s table

ned, roll again on this @ble afier next scenario
3-4  Roll for a Serengeh skill

1-4 +1 Weapon Skill

56 -1 Ballistic Skill

1-3 +1 Strength
46 +1 Toughness

2 Noadvano

5 Rallagain

& Reollagain

OGRYNS

Being halfouy 1o Opeynys themselves, Goliaths really appreciate the sheer bulk
massive abh ns and so will mhe every opporunity o provide them with g
A Goliath gang can hice apito 2 Ogryns at a cost of 150 credies each

power of these
inful employment,

C 3 - 2 E.}
i 2 & 4 (it 3 s d Ei i
An Opryn i
acdvances &
tiables.

Iy has 60+d6 experience, po
le, thougly an Ogrvn niay only e

14 anel can earn experience points and roll on thel
ake skills from the Combat, Ferocity and Muscles

Psychology - An Ogryn canse Fear Teis also quine dumb and so issubject o Seupredery unless i
friendly gang member is within 2 inches ar the s ofies ficn,

Miscelaneous - An Ogeyn is 2 massive humanoid and so opsts the same a5 2 normal humanoeidss
in upkeep. It piso can alwvays roll 10 escape pinning, segardless of whether fiends are nearby,

Ripper Gun - (Hither a common item 4t 60 credits, or atlow: 2 Goliath gang 1o purchase it 2108
60+ 3dt credits on a mll of 546 each scenarioy This massive ‘automatic shoigun is capable off
fipping the arm of a buman user, put thas does nothing o deter certain coazed Goliaths.

 ToHit
Snor  Long
Awes hile -2

B Sistalned fire - 2 Dics

Hotse Specialities

mm.r;.m.i Rules - (Could be extended foinchide Scaly weapons Titees SpEar gan and SCAtTer cannon).
; < 0f 8

a-special weapon. Move or Fire onl and no ranning 1S permitied cither!
gth 4 it on

us arm wiounc,

on the T roll then the recol has intliceed a s
sericus injuries ocour then ear auromialic J

LEADERSHIP CHALLENGE

When rolling fora Golich leadership cf nders rulchook), dify the dice as follows:

e ()

1 if challenger is stronger than Leader
lenper is weiker than Leader

lenger is ougher than Leader
lenger iy not a5 tough s Leader

n the standand advance

ALTERNATIVE ESCHER ADVANCE TABLE

1 g member injurcs herso f witile SHEpRInE out ORce (oo often
miss the next scenao and then roll again on this table
2 Noadvance gaingd, poll again on this mble after next seenanio

3-4 Roll for an Agili

5 Roll again 1-2

36
6 1-2. +.1 Movement (Maxioum of 3)
36 +1
FEMINIL WILE
After cach mission coll i

1-4 Motk

g of note happens.

5 T must be Lurve! §
with het
wishes (o use him again in sucesssive stenanos they must voll @ dic cach time:

et 3 ganger 4t random. A scammer has fallen in love
ncl weill offer his services for free for the next scenario. IF thie ging

1-2 The scummer becomes disilhy

ned and prompily eaves the
#35 The poor love serack fool will continue to work for nothing in the nest seénacio

6 True Love! The paic promiptly disappear off in the nnderhive to make @ new
lifie for themselves, Remave the ging member and her eqaipment from the gang

& ¢ members 'persuade’ s guilder into offering them a hargain.
Redl on the rare iterns mble, the gang can buy © iy for half
RATLING SNIPER
Esche

& i women like their men: nice and puny, so consegquently they find the company of male
Atlings renssuring, An Eschier gang can have up to one of these available for 60 credits
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Houese Specialities

Ratling & 2 2 I 5 I &
Maxinmum E} 3 7 3 3 8 3 5

]

A Ratling initially has 20+ d6 experie
achvances table; however i Ratling may oaly ¢

Sand tin edrn experience poins and roll on th
t ke skills from the Stealth and Shooting tables

A Ratling automatically has the Marksman skill for f
WCAPONS 35 3 gAnger

He ican be equipped with the samg

A Rading consumes immense quantities of food, so.costs the same a5 2 normal gangers in upkeep

DIVINE INSTRUCTIONS
er each scenario roll dé adding 1 if the gang won the bale

1-3 Nothing happens of note,

4 Recruiting Mission (Optional) - This costs 25 credits. but you may toll a sustiined
fire dice for the nambeer of Juves that join vour gang for free (Treat Jam as Zerol)

5 Imperial Preacher - Boll for every member vou wish to send to listen to
the preacher's sermon

1 The gang member is overcomie by = g joins 4 crusade for the nexe d3 secnarios:
He carns d6 experience for each scenario missed but at the end he must 1ol a dé
If hie rolls a1 then he does not remrn,,.
2.4 The sermon s inspiring bt no angibie benefitis gained.
5 The sermon fills the gang member with eighteous anger.
From now on K¢ is subject 1o frenzy. (O hecomes a zea ed)
6 The fighter comes away more determined than ever w die for the cause.
Add 110 his leadership characteristics (if less than his massdmum)
Mutani Hunt - Any gang member not required for collecting income or finding rare
irems after the seemario m oin A mutant Hunt downhive. Each gang _.:«En:.ﬂ. taking

il desi

purt earns di expericnce poings bur must roll @ dé. One roll of 1 they have been

injured and must roll on the Serious Injudics Chare, Trear
unless they possess a conecaled blade or Escape Artise Skill,
T A Holy Relic is avaikable at 2 eost of 100+ 4da credits. If possessed by the ging
all Cawdors within 12 inchies of the bearer may retake any leadership based tests,
HIRED GUNS
Cawdeors are renowned for ther humeorless and imtolerant way of life. As 2 sesult many hiced ouns)
will hiave nothing to do with them. If a Cawi g wishes 10 use new hired guns in 2 scenario
roll a d6, on 2 roll of 13 no new hired gans will work for them this scendrio, However once 2 hing
gun tgrees o work S the gang he will eontinue 1o work for the pang tegardless of the die roll

rofl of captured as ¢acn,

No Cawdor gang will ever hire a Wrd, indeed if che opposition ever have a Wyed working for the
then roll on the leader’s leadership with 3d6. I die toll is less than or equal to b leadership thei
this gang is subject 1o Meived for the entire stenario

LEADERSHIP CHALLENGES

As a house dominated by Redempuionists, Cawdor gangs o ernative Lead

ship Chant

1 Hand o hind fight
2 Shoot-out
FG Fanatically loval 1o the leader

20

HOUSE DELAQUE SPECIALITIES

NINJA RYU
may toll on a differ

at advance table, if they wish, rather than the standard advance

ALTERNATIVE DELAQUE ADVANCE TAELE

1 The gang member injurdes himsell on one of the booby traps in training,
miss the next seenario and then roll again on this table

bl after next scenario

~

No adyvance gained, roll again on this

34 Roll-for.a Stealth skiil

5 Roll 12 =1 Weapon Skill

S0+ 1 Ballistic Skill

(1} Roll again 1-2 +1 Leadership
£
INTRIGIUE AND DOUBLE DEALING:
Roll a die afte b seenario:

1-3 Nothing of interest occurs.
4 Theging find an inforoian, a collespue or relative of a 1 gang
crdits with every use. Roll every tine you wish 1o use him:

s informant costs 10

all} The other gang may choose whichever soenank e W
@ on the Scenario tzble:

2 The informant is uncovered and killed. No madifi

they Tarle

1o the Scenario table apply

3 The data is of marginal use: Add or subtract 1 from the Scenario tabie.

e clara is al. Add or sebisact 2 from the Scenario m@able:

3-6 The informant reveals deraifed plans. The Delagues may choose the Scenario
without rolling on the Scenrio table.

s

An informant can be used repeatedly against the other gang, onge per sce
uatl the informant is killed or double-crosses the Deladues.

5 The gang have obtained some yaluable information on 2 senior member of 3 noble house
and decide o e 1L (Blackmail is such an ugly word, lers call it persuasion). The ging
may either extort d6x 10 eredits from him or rofl on the rare fiem table, where the item
rofled is sold w the gang at halfprice. However the noble might not be to0 bappy with the
gang. Roll a dic and on the roll ofa 1.or 2 thena Bounry Huniee will join the oppbsition
gang's side for free 'in the next scepario!

6 The gang persuades the Arbitrators office (o lssue 3 warrant for the arrest of a rival gang,

hee next seenario the gang may employ a Bounty Hunter for free, as his costs will be

(i}

met by the Arbitraer,

Pelague
e lagpie

idership Chat

1
3-4  Shoot-out

Ourdaw Scenario 1: The Hit from the Outlanders bosxced
followes:

- Assassinationl U
supplement with cach ganger siding
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House Specialities
Houise Specialities

=2 Siles with challenger HOUSE ORLOCK STEC ALITIES

1
35 Stavs out of it OFF THE MACHINES:

ot i ir e Sy S ACTRUTIS . are
i o e jlocks have only ong major advantage, and thac is _n# poveriul ._.:.__..__”ﬁm\:_hﬁ“ e w..cz..
) g - i i ¢ weind 3 WEAPIONS, @5 3 PeSU T
Inaddition. if there is more than 30 creditsin the stash then the challenger has hired s full o 5.... _uj_d “r_:w :::“:. ,_54._““”.__ .E.M..”M_...P_MMM_”” _._._ 5, “3__ after each seenario on the following
a Scummer to bump off the leader. Play as Scenario 1 unul either the Challenger or Leadegliikety 1O bie famibiar with: eXOUC weap 1 il
% taken out of action. bt
£ fi =2 mothing of note happens.
(3 Fanatically rare event for Delagues!) L2 ¥ Iz P ] iy
. 5 Ani ex-ganger takes one of your gangers aside and shows himehdw 100 use B special

¢ 4 ganger whoiis not scarching for rane ems or collectung

weapon. If you :
sty then he migy gain the Specialist skill a2 coseol 10 cre:

income off 2 e

HOUSE VAN BAAR SPECIALITIE

TECHNICAL COLLEGE 4 Imperial Guard Contract, The clan has been producing many rare and wonderful
All Van Saars can rol on s diferent advance tabke; if thiey wish, rather than the standard advanag WERPOTIS for the Imperial Gusard recently As 2 result Dreat any CAre WEIpons oF
table. This is not without some risk howeer gunsight a5 common untl the next seenara.

ALTERNATIVE VAN SAAR ADVANCE TABLE 5 Thie gang does a favour for a prominens black marketeer, In renien he offers you

ol off thie Back of 2 skave wrain!”! The gang may

T i - 1 ; slightly soiled hoavy weapon
1 Ihe gang membér electrodures hinsolf, mass the nextstenatio and then § stightl; :

i purchase i heavy weapon of their choice for half-price, However Hmf. weapon is mot
roll Sgain os This ble ] int mint condition and so there s 4 -1 modifier on'a ammo eolks with this weapon.
2 No-advance grined. roll again on this table after next scenario 6 The gang is offired a discount by 2 prominent Orleek boss. The gang may purchase
34 roll for a Techao skifl ak many basic, pistol and closecombat weapons and grenades as they like with
2005 s potal price.
5 rolfagain  1-2. +1 Weapon Skill 20% oif the total p .
At stocks
3-6. +1 Ball

O roll again  1-3 + 1 Leadership
4-6 +1 Initiative

Q BRANCH
ch seenario ol 4 die:
14 Nuothing of note happens this wri
5 A job dot of Armiour s ready for testing, The gang may purchase eitheér d6 Aak jackers

or one gther rrpe of armour, a1 the standard price.
(3 This is veady for the feld, 0071 A stpponter of vour gang offers them the rare item ofd
your cholce at the standard price; i noextra di's are rotled. 1

SQUATS
A Van Saar gang may hive op m 2 of these sturdy abhumans aviilable gt a base cost of 120 credits
each, ¥an Sgar find the technical skills of Squats worthy of the highest respect, while the Squats
enjoy the chanoe to show Humans just whoois the SUPELOr Face.

A squat has the Bllowing characteristics;

I
Sojuat 3 4 5 3 4 1 £
Maximum 3 % & 4 5 & 5

A Squat may be equipped with any weapon except heavy

A

1 5
3 10
has 20+ dag
ill and one
other techao skill Inchaded in the Squats priceis a brace of Laspistols and a Flak Jacker, All Squats
weilll sbwiys carry at least 2 pistols on their person ar all times.

weapons dnd initia

Sguats ace notoriously smbborn and fall of selfbelief. Therefore they can always roll o esca
pinnming regardiess of presence of other gang members.
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Once again, the Guilders have contracted the ever-

Trolls to ransack the Trading Post for hot stash. There's a whole lot of Wyré
and Chaos Culrists with which to infiltrate the Underhive.

Chaos Cultists £175 cich or

Demagogue 1 £3.50

010203601 010203602

Cultist 2
010203604

Culrist 3
010203605

24

Demagogue 2 £3.50

Fhese superb Chaos
Criltists can be con-
verted arnd modified
i suit your reeds.
AN it takees is a few
weapaon swaps and
the odd claw or ten-
tacle bere and there

&
5.4
*

energetic Mail Order

to reqlly give them
theet Neeramudc
eharacter!
£500 for 3
Cultist 5 Culast 6
010203607 010203608
Wyrds £400 each Beastmasters £300 each

Cultist 1
Q10205603

byrd Beastmaster 2
el 9947059903302
=i

Wyrd Beastmaster 1
D94TOSIO03301

Wyrd Beastmaster 3
9947059903303

Culrist 4

Wyrd Telepath
010203606

9947059905201
Wyrd Pyromaniac
9947059904501
25



o el
Ripperjacks
9947059903307-9

9947059903304-6

Milliasaurs
D94T05990355 105

Nete: There are (hn

variants of each: ,.”..

these models. |

o

The Fight Continues...

5o, here we are, with GANG WAR 2 brought back by popular demand and following
pot on the heels of the phenomenally suceessful GANG WAR 1 (foo nuch ise of
byperbole? Nab... — Ed). 1f you managed to miss out on GANG WAR 1 then shame on

goul For those who missed out Here’s what it's all about:

GANG WAR follows the Blood Bowl Compendium and Firepower in a whole new
series of specific compilations that brings vou a combination of classic Journal and
wWhite Drwarf articles, coupled with otally cool, completely new articles and conver-
sions. not i mention exclhusive Mail Order deals that are only available 10 the readers
of this magazine,

W want to provide you with the most concise, regular supplement

o Necromunda. Where vou can send your ideas for new gangs,

new archeotech, scenarios, conversions e, These will be com-

plemented by brand new stuff from the guys in Games

Development, whe are always working into the early hours

writing, playiesting and converting,

BUT!

We STILL need your help...

3

Yes, é.“ need your help 1o achieve this, because it
your submissions that will keep GANG WAR packed

s
out with guality, new material (vou can't just leave it
all up to the Games Developers bevause they've ‘got
enough on their plates’ whar with developing new
games and stulfl). o, rather than sitting there hop-
ing someone in Games Development will write some
mules about something abscure, send us all of those
innovarive ideas you have fioating around inside
your heads and we'll publish the best of them.

If you want to write in but are not sure of how 1o ser
out your article, then tick the box for Writer's Guides
on the Feedback form over the page and we'll send
out a full set, free of charge. -

Send youor submissions to:




As always, if you don't want 1o mun

3 copy of GANC WAR, f
nswers ona different sheet of pape

frese tor photocopy this poge

¢ atfber people read my copy
of GANG WAR

I boughi it at Pl buy the next one? Yes[] Maybe []

Iwould like GANG WAR to become a regular quarterhy magizine? Yes [| Mavbe|

Twanttosee ... ... .Moe Swse lLeds 1wt sec

Tips 0’ Tactics Muodelling

Banle Reports Mail Order D

Storics House Rules

SCenarios

Bit N' Tipz

Letters Arpavork

CHbeT (INSELT) .caniiiiiansn,

Other (insert)

Iwant (o contribute. Please send me your Writers Guidelines

[ have s0 many other things (o tell you about GANG WAR that I'm going to use this box:

Retuen this form to:
GANG WAR feedback,
The Black Library,
Games Workshop Lid,
Willow Road,
Nottingham
NGT 2wWs
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Using All-Wyrd Gangs in Necromunda
by Denzel Richards

s escapre the witeh-hiun
i) g T hiding, chking
Alternatively they
alal

Iy however @ charismatic Wyrd, a Mentor, forms @ gathering of Wyrds who
topether and look out for one another. These Gatherings move from place to place in the was
hiaping o Sty one Step ahead of Imy al Agents and Redemptionists that hune o nle
Inevitably they have to Beht to survive, and in this respect: they are the same as 2 1 the other
utlinders, despite their special powers,

OUTLANDERS. Wyrd Gatherings are Outlander gangs and as such all-of the Qutlander rules
jons noted belowe | Wird Gatherings do not have a guild price and
s,

the wasteland
55 for

TERRITORY. Wird Gatherings start with gne piece of teritory generated on the Outlaw
Territory Table, mbering's camp in the wistes and they cannol 4 more than a single
e Fercitory at a time: The Gatherlng must move their camp after every game in an anempt
10 keep ahead of the witch-huntery and Redemptionists. prossing the old territon off thein roster
at the end of the post-bartle sequence and generaning & new camp on the Qutlaw Tersitory Fable
immediately:

CAPTURED TERRITORIES. Any additionil territory captured from other gangs may either
be occupied by the Gathering in preference to randomly determining & new territory from the
; ory. Table (the Crachering's ald ferrivony b abandoned as usual), or looted
-d by the Gathering as soon @ it s captured (see the Outaw rules for derails of

Iaoting)

INCOME, Gatherings collect income from their one piece of territory, and cin also forage for

ing e

HIRED GUNS, Wyrd Gatherings an make gse of 3
Bounty Hunters, the Arch Redwart or Brakar the Avenger.
20 eredit per game rather than the normal 25 (note
the Gathering's gang rating though).

STARVATION, Wyrds are subject 1o the effects of starvarion jast like other outlaws:

wﬁ._.ﬂun.m..u.. The strange powees that they pussess make Wyrds
Guilders, g they are worth @ Bounty equal 1o 1k toral cos

|
CAPTURE, Wyrds, caprared by Cawdor gangs or Redemptionist Crus are automeatically
bitng alive. The G e can mount a Rescue Mission in order 10 save their colleague before
s, Mote that Wiyrd Gatherings will never ransom captive Cawdor gangers. or
nist Crusaders back to their gangs, though they may deal with their prisoners in any

|ounce of Bresit worry o the
ike any other outl:
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Wiird Gatberings

SCENARIOS

Wyrds roll on the Quelaw Soem: Bl I the Gathering can choose which th
can pick any of the bres from Necromunda or Outlandees; Nowe that Wyrd Gatherings may ey
diefend an the cartvan scenacio. nor may they work for the Guilders in any other way

RECRUITING THE WYRD GATHERING

Wind Gatherings are quite tare anel it is suggested that only one be allowed o pliy in
at-any one time, The Weed Gachering is chosen in the same: way as other gangs. You have 1
eredits with which 1o 1o purchase Wyrds from the list below. The Gathering must include
to bead it and at lease half of the Gathering must be made up of normal Wyrds. Once the Gatherig
has entered play however e 15 more difficult 1o técruin new Wyrds iuse of their inhercn
raveness. To represent this, only 1L new Wyrd or dwvakening Wyed may be recruited berween cad
game that the Gathering p 1

N5

1 MENTOR . 65 Credits to recruit

Mentor is the tern given o the founder and leader of 3 Wyrd Gathering, Mentors ane vy
charisnatic and w i the wiys of the Undedhve: they make good leaders for Wirds whig
otherwise tend o be solitary prople. While they are nonmaliv no more powerful than mose Wyrds
Mentors end o bave developed . more 8 more precise control over theie powers and &o
considersd to be very dangerous. They are the haged enemies of the Redemprionist Crosade,

WEAPONS: The Mentor may be given eguipment chosen from the Close Combat, Pistol an
Ranged Weapons, plus the Grenades and Shotpun Shells section of the special Wirds list 1

LEADERSHIP: A Mentor is by napure an melligent and charismatic les
heartened by his
Leadenship charcic
1o recover from be

fer and other Wyrds fosl
resence.- This means that any Werds within 67 of the Mentor may use
stic when whenever they take leadership wsts, A Mentor cim alwiys attemp
@ pinned even if their are no other 1 fendly models within 2" of him.

SYCHIC POWERS: A Mentor has one Primary Power randomly determined from gither thel
Beastmaster, Pyromaniac, Telepath or Telekinetic Primary Power Table, He has one Minor Powes
randomly generited from the Wyid Minor Powier Table (ignore and re-roll any results 'of Nong
Multiple Minor Powers and Extra Primary Power). Should o Mentor pain an additional Prima v
Powver from Il on the Advance Table, then icwill be from thee same table as his original Prim
Power. A Beastmister with an ex Primaicy Poswer: mcreases the amount of crestures he mag
contral by an additional D3 (ifvou dre using the rules for Nasherhounds, a Beastmaster may
normally control only one At @ time)

SKILLS: ltis possible for the Mentor to gain sk
from any of the skill tables apact from G it Sk

EXPERIENCE: Mentors begin with D6+ 60 experience points,

due weexperience,. These skills may be chas

ANY NUMBER OF WYRD .05 Credits to recridt

Winds are fally wwakened psyelngs who have developed control over the st of thelr ment
powers, Fleeing from the authorities, they make themselves 2 hidden sanctuary (o the Underhiv
or the wadtes. They tend o be 4 highly strung and selitary people. forever tying 1o keep one step
ahead of the witch-lunters. Joining 2 Wyrd gathering or becoming & Hited Gun gives purpose and
prowection to these unfortunates and they are then able w stand up o their pers
baick.

tors and fip]

Wiird Gatberings

WEAPONS: Wyrds oy Be given equipment chosen from the Close Combat, Pistol and Banged
3 of the special Werd st
vs make up the majority of 3 Githering. As such Wynds misso mike
¢ feast half of afl the models m 4 Gathering, Sheuid the number .;/m....:_w everdrop below half
-”.__u.._l_:x.__._ number of models in the Gathering, you must recruit more Winds as soon @5 possible:
“....W.ﬁ_:ﬁ POWERS: Each Wyrd has one Primary: has one ?.:5...5. Powier 1 .._A__w_._.._._. p__r.F.A..ﬂ_.::»”z
from cither the Beastmaster, Pyromaniig; _n. pach Hw_...:rr.r:._c:n ‘:._._3;..:. Ew.au.._ ‘_d:.. .:.3 m__.n..v
inor Power cindomiv generated frim the Wyrd Minor Power thic cach (ignore and re
sults of None, Multiple Minor Powers and Exta Pmary Power). Should a Wyrd gain an
v Pooweer Irom 2 roll on the Advance Table, then it will be from the same mble
ary Power,
A Bepstmaster with an exir Primary Power increases the ameunt of creatgees he muy conirol by
D3 (if vou are using the mules fior Nasherhounds, a Beastmaster may normally control

Weipons SEctans
RANK-AND-FILE: Wyrds al

v ong

for Wyrds 1o gain skills due (o experience, All Wirds may chioose skills frovm
scalch ski " charts, In addition astmasger Wyrds may choose Ferocity skills,
choost Shooting skills, Tele ¢ Wayrds may choose Muscle skills and
v choose Techno skills.

FXPERIENCE: Wyrds start with Do 20 cxperience points.

ANY NUMBER OF AWARENING WYRDS ... 40 Credits {o recruil
Swakening Wyrds are young people whose Wird powers are just beginning 1o manifest. ./..c:_:_\ ¥
Tuals would 1o cope with thelr new powers by themselves, bt at the tioe of 2

these
Ward

a 2 2 3 3 1 3 1 &

n from the Close Combat. Pistol and

Wyrd Minor Bower Table ¢ignore and re-roll resulis of None, Multple Minor
Primany Power). A
wakening Werd gains a Primary Power you must randomly derermine which d .:4_.:=..
. Telekinetic or Telepathic) the power comes frony. Once the discipling
wined afl further Prinary Powers gained by the Wyrd will be from this same discipline.
When an Awakening Wird that has noe already gained a Primary Power eams 21or more experience
Points and Becomes 4 full Wyrd, de not roll oa the Advance Roll ‘Fable as ooemal. bis instead
assUme that the Wynd rolled o 12 and thus gainéd a Primary Power. When the Awakening Wyrd
reaches this stage, vou must immediaely change his cost-on your gang sheet from 40 10 95. This
B unlfike other gings where the cost of a luve s not pltered when he becomes @ ganger.

SKILLS: Avakening Wyrds with sufficient experenue may choose either Agility or Swealth skills
EXPERIENCE: Awakening Wyrds start with aoiexperience.

WTYRD GATHERING WEATONS LIST

Close Combat Weapons Basic Weapons

Knife (N.B 1 Enife is free) .5 credits Sl Gun... 0 eretlins
Sword,.. 4 10 gredits Autogun 20 eredits

veerresr HOEEE TS Shorgun - .20 credies
Pistol Weapons Lasgun (25 criins: |

Grenades and Showgun shells

Bum-dum Bullet.. ey 15 credits
Man-StopperRounds., ... 5 credits
-230 credits

.15 credits
15 efedits

Autopisiol ..
Ly

2 e

Frag Grenades..... R




WYRD EXPERIENCE SYSTEM

GAINING EXPERIENCE

ADVAMCE ROLL TABLE

Experience Points Title 26 Result

0-5 Awitkening Wyrd 2 Mew Shill

(Starting level for Awakening Wyeds) 39 New Skill

610 Awikeriing Wyrd N Characteristic Increa

11-20 Awakening Wyrd roll again -
21-30 Wyrd -3 +1 Strength
(starting level for Wyeds) 446 +1 Artacks
100 Wyrd G Characteristic Increases
+1-50 Wil
F1-60) Wird 1 Weipon Skill
G180 Wvrd Chamipicn +1 Ballistic Skill !
(Srarting tevel for Mentors) 7 Characteristic Increase
BT Wird Champion roll again -
101-120 Wyrd Champion 13 41 Initative
121-140 Wird Champion 46 +1 Leadership
141-160 Wyrd Champion 8 Characteristic Increase’
161-180 Wyrd Champion 13 +1 Weapon Skill
181-200 wyrd Champion 40+ 1| Ballistic Skifl
2001-240 anrer Wyrd 9 Characteristic Increase’
F41-280 Master Wyrd 1:3 1 Wounds
251-320 Mister Wyrd 46 -1 Toughness
321360 Master Wyrd 10 New Skill |
.m.n. 1-404} Muster Wiyrd 11 New Wird Minor Powi
0+ Wvid Lo (anyone (ignore and re-roll None
ieho: neaebes this multiple Miner and Exueal
Tevoed wiciy pio. Printary Power)

il L 12 New Wyrd Prinvary

Power

STARTING EXPERIENCE

Type Starting
Exp. Points

M OMWS: BB & X W oA K Ik

Aovukering Wyrd 0
Wiyrd 20+ D6 4 & 6 4 4
Mentor o0+ D6

Agility  Combat Ferocity Muscie Shooting  Sieadth Techno

Asvakening Wyrds ¥ < - - - Y =
Beastmiasters ¥ z ¥ : - X E |
Telekinetics ¥ - - ¥ - ¥ -
Mentors ¥ = : ] ¥ = ¥ - ]

t
%]

NECROMOVIE

by Gary James

Gary James is a bit of a Necromunda ‘Nutter’ from Lincoln; who has had sev
cromunda articles splayed across the pages of the Journal in the past, This
issue Gary has loosely based his scenarios on a theme familiar to all action-
The films of Arnie’ Schwirzenegger!

adventure addicts:

NECROMOVIE SCENARIO 1: PREDATOR!
Ganri tapped on dhe wrm of bis wieelchete i frritation. He'was one of, if not the, rickest men
o s Hive Workd and be wasn's wsed to betng Bept waiting, And a wheelchalr for goodness sake.
Wilserr bis trarsporter areived it wonwld go for sorap wibete it balonged.

Ar fast the receptionist spolke; "Doctor Vickers will see you o

The constlting reom was sparsely furntsbed with the very best of modern offworld furniture and
egriipment. This men must be almost s vich as be was. How sor Few! people cotdd afford to be
il this place, lot alone __;n__._,_...__mvw irediznent

"Wl wbat Bave Vo discovered”

The Doctor turned. from the uindoe. "I i mwor good I'mafraid. As T suspected you fave a
degernerative disease of your spinal column, It was probably precipitated &y foxin exposis
There s no kncwna freatment. T sorey”

“Sorryd | pay for whal i3 supposedly the Best médical attetion i the world and that' s what | ger?
Soery? How fong do T have?”

s Tonlt o say Maybe six months. o yedr perbaps.”

Cremaif shevolz i fry, How conld be, the most powefid man on the planet, succaimb to disability
fibe i commmon Underbiver? He summoned all of Bis remaining strength and peelled binselfl up
apainsgt Vicker's desk, leaning forweard g0/ thai Be was fust incbes from bis face.

U die, yoe po with me Vickers. And porr family, You are a sham. Twas told you were the best -
iy you cowld belp me."

Vickirs appeared wmmoved, " @ not one of Vour lackeys, Gannt and threaientng me will get
_..,..:. o Yorer avhiole sjne T affected. There i no, accepted treament.” Ganng fRcked up the
mffection tn Vicker's vedce.

‘And unaccepred freatments

f o't fenioee whe you mikns."

Dieny'y Etve me that, Wckers. Eam the richest man on the planet. If vou kiow soimetbing, gfoe i
fomeet Fi pay whalecer it cosrs,”

T will take a lot,..and cven then I wiglt G snalie to el you."
Whettepor it e oo it Folon't care wihat B costs”

Vickers engured that Gawnt bad lefe the bullding anct then opened o secuve channel on big
w_&q_b..__a._: commms unit. "Harvester? 1 bowe a jobr for yore It sl be difffcwdt. 1 want io see yoi in
el ant oy i apy affice”
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Necromouies Necromories

It was tuwn seels before Harvester conld arrange bis departure. He told ereryone that b _..z.t 1 E:—:ﬂ THE PREDATOR
beet SRt o ant urgent ervaed off-planet, ..c_w—: leaying fow for a few days in-a plush L

provided by Vickers, be wmade bis way cavefully Downbive, tageing along with the Gualder fraffs =
and then moving alone and slipping into the daviness of the Underbive wheve 0t was seafer ta
mined your own business, Here, asking questions of strangers wwas @ foolfardy pass Hive so
relaveed q little. After three days be roached the derelict ventilation shaft He paused to ensurd
that be wes operfonked ard then s{ipped instde. Deep wirbin the beuals of the plant Be pansed, STATS
Toodied araind, and padled away somme meetal sheeting o reveal & trapdoor The sophisticated
Tocking mechanism of the entrance befied s place in the depefict building He punched in (b
acess vode arid siipped rside.

v roil 19 times 1o max our a Malcadon to-3 Great Killér rndomly, or choose the advances o
o & characrer as close ssible 1o the Predator of movie fame. 1 chose the laner, Here is
v Predatar Creition:

—

Pugl beard the commotion aulside and looked o fromm bis steippedsdonn fmelia gon, That mast] ADVANCES .
Bgthe boys back. Robby bad gone off to work the S rrivie ceved Dol | returnesd, »...__.__..m. ' Blower Thickeneed Asmour %] (4 say
the stesh an a face fufl of Spaer be was gofng ta pay for it, big rine, Silver entered, be was asbeis) e Power 22 (ineorposited inno stats)
¢ Spinners 2 (1.5 mches blast)

p Back, Dive, Evade. Infiliration, Ambush, Step Aside, Killer Beputation

Nerves of Steel.

sorie Bhvivale

"Well, we found..sometbing. We think it's Robby, But we ain't sure, ™ Pagh pusbed Sifvey astce i)
irrdtarion aned wend ouiside,

el # Lot youe fovesd e kid o reot?” ARGE Mo change from Malcadon in Ouotlanders boc

» Predator could be used by one player against a g, o by an Arbitrator against deveral gangs
"Well ehere ix be?' Hook indicated towards a sack with bis Beary bolter: Pugh fooked przzied ) 1 Predator could be added twooany other scenario if p d by an Arbitraor -
"There's no way dryone H:_R___am..__._: I sabeke that sriallt” Tro, the scum, glepled ancl spat in the ok example, a gang fight. If the gang ratings jn.a campaign are getting oo high the Arbitrator ¢
"(3b, I funrna by they coald if they way hendy RE AL Bzt = introduce the Predator w an existing scenario now and then o keep them

Harvesrer sal moffonless on he girdes, The poung Zernger Biered fuse e, on&_.._::_.____ rive Berr dned b
condd see from bis gait that be s bigh o5 sper: “Hmen," Be wiondered, “does Spur damage vhe:
nerpons systemts Naby, be wonld bave bad to _@5 o baRei  lot bo do teat, and Be ias too rong
And Vickers had wanted & poung one." The ganger pansed suddenly and twrned slowly to Took
s et the Building Harvester saf perfectly still The ganger looked stvaiehe ar Bive bt did wof)
comld not, see B He tovied and wallbed on. Hapvester followed effortlessly, bigh on phes
Cimderbive steuctieres, weiting for the right monent. Where the time came bearopped silenth to
the grovnd. The ganger trned @ corner and came face to face with bin

A huise as
The pewtilation plamt bed not Been for awa and soon the fredaton and Bis prey were securely 41 ¢ 3 EAngeT, B % 5 movement unless he d
dreitiale the leir The ganger iy st anconsoions it Hetrvester quickly steipped af dns Maloado d i
st andd stoved it aroagy: He bad 1o work soifily Before leaving for the Bunt be bod propared the a
aperating site dnd Hhie e contatnes Paustng only io top igythe gangers anacsohetic be dragecd Blast weapnns will hit Both the Predaror and the Trophy, The 'out of ad
bis guarey to the table and picked up the scalpel. Moo tivert, a full spine, thar was goting 1o be tor's base rather than taken out of the game, The Predator MUS,
frickyn..

ophics on o harvest their

INTRODUCTION

O the seenarios | have w

one; Predaror, bas produced most enthusiasm and feedback. disappear before your very eyes is a terriiying expenicnce. As

Some people have said it is oo difficult and the Prodator abways wing, and some that it is oo wember within 8 inches of a member of the same gang, who is taken by the Predator, m st take 3
difficule. and the Predator abways loses! This probably means that the batance of the scenario & i st, If this is fafled, the gang member empues hisher weapon wildly inw the
about right. - § er terror, The weapon is now useless for the rest of the nacio, just s if i had

yammo toll. 1IF the member has more than one weapon then choose one randomiy (but it
:_..7« be & ballistic weapon - not a knife, sword etceteral nades may be expen o ballistic
weapon s aviilable):

Arbiteators often use the Predaior as a means of dealing with too many ey that have developed
high gang atings, Some introduce an element of tole-play and don't ose o minian
ust F.u__.:u., the

Vi
__.n._._:...p.u— the Predator until they are ready oo reveal whit s going or
‘something is stalking their gang members.

Anyone whe'is-a fanoof the Predator films can't have faded to nonce. the sim
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NEAR INVISIBILITY 3
he Predator 52 skilled and wily adversary who rarely shows himsedf w the gangers. If the
Predator remaing s| 5 movisment phase it guins 4 -2 o hir modifier when fired apon. Whens
using the Predicor st Ame an Arbitralor can incedase the suspense by initially using @
CoTter st o represent the Predator. When the fiest gang member is capture
artre o reveal to the gangs the woe horror of the

GANG OBJECTIVE

Axoid becoming a Trophy and take opur the Predaror! Gangers taken by the Predator can he
Hberared by reaching them at the Fredaror base and semaining in base to base contact antil the
gang’s next mern - Liberared gangers are still “ourof action’ and are removed from play, Gangers:
taken fFom & Predator whilst in transit 1o its base must be lefe on the board - the Precator cin
anempt 0 come back forits Trophy laer, just like in the film

FINISHING THE GAME

The game ends when the ming bottles our, the Preditor is taken ot of action, or
miembers become rophic
bottle out - it never fi
casualfics off mogc

the gang
Because: of the desperate situation, the gang wall enly voluntarly
pl po bortde oul. The gane may: only voluotarily bottde olr at S0%

PERIENCE

+206 For vach ganger that survines

+ 14 fior liberating a Trophy

Forr the ganper that-takes the Predator out of action:

+ 1) experience poins

150 eredits {all that equipment 1o selll)

the: Predator is played as part of another scenario the pangs'should eceive the expenence and

income from that scenario as normal and in addition to any income or experience from the
Predator scenario
!

THE r)._..m OF TROPHIES
herated Trophies: The

- are dealt witk

s aormal *oar-ofaction’ gang membe
Unliberated Trophies: Roll 3 times on the serious injury @able for each gang member aken as-a
trophy and not liberated by the end of the pame. This represenis the Predator arvesting bits and
piecis 2 hand bere, an eye there.,..0), Re-roll caprared resales

NECROMUNDA SCENARIO: TOTAL RECALL

The emissary constelered Bis opetons. He could at least tell Stomberg that be bad found the agent
and that be krew where it was. That mveh was good, Dnfortimately, be cordd mot tell beyv wiho it
wts That was not good. He thought about podnting oul that # bad beek Stomberg who had
suggested duing 6 psyohe sweap on the agent in the firsi Pilace, dad ol 5t was wob bis fadt if the
tecords bad been mystericusly desteoyed dud now poone cotld trace the body that was wsed,
Fiand, praybe not. He bad berter tell & straighe, He bad been o oyl seroant of Stowmberg for
cilmnost ten years now He sbould be OR:

The secretany's poice sapped i ot of bis-deltberations. The Head of Security will see youw rocw,
(b, il leave your weapors on the desk pleas

A fewr miivates later the comm wnit fTashed, The secretery safid "Right away meadam.” o
security staff arvived, entered the office af the Head off Secarity dnd faft with a Body.
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Fiver comtrt it [Tasbed again "Yes madam?
Gt this Briefing tablet o the Chief af Underbive Engineering.

\Right. auay mradan.”

2 ; . e . i PPy
Carter tirned the ablet oven i bis barids, Bl A briefing ?.v.___:&__::h .”:.1.:_1:_.._ h__wa_w h_._u__”._.m.w:“_. A.m.
tron. Tt wats all be needed. Dnderbivers messing with the G &..:.E_m.w .:5 «_.En.ws.m E__x,“pchu_.ﬁ‘.:.w__.h,
sping MESSIRG an rowliee Sump Frispections, and now the A...qu:u__.n__._“ SecHril] . __:__uw na ”..:“_. !
.Hz:._w? for bint apd biscrews. Refuctantly be slotted e ablag o his portable reade

Fert giinutes later Carter learried that e weats right, the tablet was more H,H&H hﬁﬂwﬁmw
sronsherg bad planted & double agent the Uvderbive io penebvale _.&U.nn..ﬁ. #Hg i «hmn_:._
cugcess o peyobe-fransfer (sHill an eaperimental process) bad been .5: Rhu h“.;.bmw__ _:_Mu.:a.iﬁ& igemt
i 6 stib-conscious Jepel Tt would beligve thear it was a Toyal grng memibe m.. .._.e___. b :%a _____Lo
Bered eoowierd reather too wiehl, o He agenl was proving _A.__.:p.__&i _:.. __M._:.: Vi __:__u.hm_.q._ﬁm h..m.s.:
thoneght cetmie o Carter, maybe Ber) vital information. A shight s celetd .E_:._M .,&“__ i m_bw e
with @ nageing doubt about 16 loyalties, So, Carier was i help it o v q:nq.:. .mn by ;.hz« i
1o ifl the éntire Underbive sector by stow: suffocaiion wless e dgent Rave ise if L, O g
themselves identiffed and handed it over

Al Be Bad to docwas o figrre out which pentilation plani was operating in Q:.. ._mh_M“m__.ﬁ”,__\“___mW”.
by the unforiunare emissary cirted shuet I elowen fora :.___E_h..____ ____..:_____m___u._ tdo o _.w__“.:_.w _ h___..“u_ﬁg.., L.T
otright, Cetror comcluded. OB wo, fust give them o faste of whdat s 10 come M._ m_w"_c_._ ___.:___. 7
aperate. Canter cursed, Vo mention af 3.:..,.@5...... Back-up, of oourse. Ner cansh “nﬂw._x s
safery of bis men He sitspecred that it tonddi’t take too long for ibe .ux._n_m.a.ﬂ..c £ I
e opervide bis wphive fnke Ab well, fust one mone problemt to b doelt wilin

e obd Schwirzencgg Lays
“This scenario is inspired by the film af the same pame, in which Arnold Sc .._— »n_m.»._.:ﬁ .dn«aw.._ ..:.-.
double agent infiltraring i subterrancin colony on Mars, In an @rempt o _:.u “.M.c.:m:.m .Q_ﬂ_.:.
ansochists, the Gompany switch off the ven! ikatkon fans and theearen H.J:m@.. :_.; __ ; p_._ : _._,.....“
OF cotprses Arnie saves the day by ACEVIGng an ancient alien rerriforming device and Hooding
planet with breathable
This scenario i a gang fight w ith the addition of g take and _.;.&E olsjectiv ke
all the rules for the Grang Fight seenanio apply here as well, The scenaric, int .H_oa#.n.....u @ _:_iﬂ Killorny

hie Venmilation Plant. The scenario may b played a5 part of an arbitrated canypaign, :_. hich allc i
H idelines for bath ace discussed helow.

Iinless spated otherwise;
POy

For richer gante pliy, or 45 a RO irbitrated encounter.

SPECIAL TERRAIN

2 »oe Of Terri Tyl
Y will peed a pigce of terTuin i represents ;
or designate 2 standind Necromunda building to e the ventilation v_......:
hiould be an easily recognisable control pancl. The markers used in the Spi
will doy jusr fire.

A venrilation plani. You could construct one specially
3 either case there
..mnn..zuu—.n.ﬂ £ i wWater

SPECIAL EQUIPMENT

¥ou will need a pack of ardinary playing cirds. Remove thie Joker cards, the Quecns arl Kivarve
(jacks) Belore selling up.

THE VENTILATION PLANT Al s
In this part of the Lnderhive hreathable air is maineained through a ...5.56_5.“ .%,E_n._._h_.q —”. “H«..HM_
ducts controlled from 2 sentilaton plint. The plant is normally under Spire cono ,.ﬁ. it ; u:. igind
override is possible from the plant control panél if the operator issmart ¢ _C:m.r. nc. _m:_.r_h _M..:_:Q
it works, Full contrel of the plaot though, is impossible because the Uniderhivers: simply
decipher its maode of operation entirely:
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The terrain us

S T
o n._ .._._ /..C.‘S_._.,..::n_a 5 much more open than is found in this part of the Underhive,
Iy it s possible for the armospheric conditiony to Wiy from phice 1o place i

wphere present ar trene points in the Underhive indicated by plaving cards. As the,
ey -y . . 4 . ” STV = & ? g
_at__..r«;, or a2 no:.:_.:.:h Bang member, swirches the plant the atmasphere may change
ctermined by revealing anew plaving cacd in each area of the Underhive. g

CONTROLLING THE ATMOSPHERE

w_ _u:n nHB_._:.._.:.m_.:..._.; of the pame the ventifation plant is controlled by the Spire engineers

An.r._w_ﬂ 55 the ;nq__us:: :.“:. Been plaved before and ome gang ewns the Ventilasion Flany Terrirory -
pelowy; At the beginning of each gang's tuen roll a D6 and consult the following tble: 3

L2 The spire engincers have switched the plant - turn orer a new card in each stack

36 There {5 no change
The cards seveated indicate the prevailing armiosphere in thé sector:

All pdd numbered cards:  Normal atmosphere

Even numbered, RED o 5 (Ace St 5 5
dangerously low .C.uﬂ—.z ..q.__._u “_ —_._:x __. :.,” n,....,cE._. as 1= suffocarion! The sector i becoming
= sy Rygen and poorly flered. All gang members within the < i
HELO ! 1% 5 Al gang » the sector have theis
movement reduced by halfl the value of the ¢ whilst i i sl :
; carel whilst in this armosp (&=
o e T b 5 IS rAng members oy
rum, in which case make the deduction from the o mming distance (don't double the ﬂ_n.nm-:.._.c...__u..

- additon agility, ballistic sk w 5 3 re wd I wi
i V. i sleil eapan skill, and iniia E dhue chilst im
i : " five are reduced by 1 whilst in this

wids 2 10 8 (Aces ﬁ:.h:» a5 My Enriched atmosphers. The secon 18
o of stimulant. All gang members in the sector
2y all the value of the card. I running, make additiv

: ! 5 ¥ i - e the addition oo the
_qu__:m.._ unniig distance (don't double the addi o) Amlity, ballistic skill. weapon: skifl and
initiative are increused by 1 whilse in this armesphere, _

Any King: Contaminated atmosphere, Th atmosprhers within the s . 1o sntaminated
= S The ammosph withi *dertor has | . i
{ 5 as been conts E
EFASSCs 'or umes. Rofl o D6 e find the effe

1-2 ' Scare (Gas
34 Choke
36 Hallucinogen

Refer to the grenades.section on page 59 of the rulehook for the effectsnl these gasses,

RESISTING ATMOSPHERE CHANGES

”.H._ﬂ.m _.w._:.:_. :rs Btred with respiracirs and filier plugs ein use them 1o re-roll their toughness rest

s .:.._ LS pOSE 3.: ous sasses as de d i the Necromunda rule Book. E.:.E. EVE 1o

w_.__.c n._“.-_o..;. against RED ﬁ..u..a results: (suffocation), but respirtors. allow the gang :r.;.:._..x.ﬂ o
nenon iy aormil, even in suffoeating (Red card) conditions. & ;

Ena CONTROLLING THE VENTILATION PLANT
ﬁ?.J & gang member is in base contact with the venrilation plant control panel, and is not down
n““.u_.m.n._.uqﬂ“n__._nw m”.m_.“_ V; Jua.a .pd:__u"\;_ .:....L._n. may iy 10 control the plant. To do this the n“:._.w
gl ._ A _.v_m..ﬂ.:._ ,, tatlve test. 1f the tese is passed, the skill ‘Operate Verilation Plant,
ety gained by the gang member. The ging member may neither move, oo malke apy
E?.«. action in the turn thee test is made, Once the skill 15 obtained, mw.q gang member with .r . .r
Ay, if :n_@:... wishes, switch the veneilation plant at the commencemént of EACH ﬁ_.._.n.n_.__ﬁ s _ﬁ
4.3.1 m”._u:q _.2._._.2..39.__ new cards are revealed as discussed above. The .Ha;#.u._._?._._«..\ {.._.; c_q_.ﬁﬁc
wnp.”””.. “HCH. W_““.._::H M“_._m”.__w. w““ﬂ..:” _“..-__ _"n e u:p. houndaries of the plant if these are not obvions
sl ot make rolls for guilder contol of the plant if a gang member

Necromovies

HEROIC RESCUES

ang members with enough Hottle can risk themselves for the sake of their mages. The:
for the heroes in pour gangs:

Gang nembees can drag orcanny a comrade fora distince equal 10 the carrying me 'S CuRrent
strengrh inoinches: By or more gang me s aay are in the _.n,,.,.:r.. ine which _L.m.a. their
strengths may be combined in order w move frth sy never be fahér than the-distance
thie stowest member could move, Resouing connts a5 the acrion for the gang member(s} invodved

Example: A gang member of strengeh 3 could drag or carry a vieting 3 inches, Two gang members,
ane of steength 3 and one of strength 4 coubd work together to carry & pietm 7 inches, provided
+ could Both covet 7 inchies, by normal movement (by munniog). Three ging members, all
strength &, could carry a victim up o % inches b would probably be hampered by slow members
103 speed of 6 of B inches - the maximum fypical move,

ship test to see il they have

Before embarking upon a reseae each reseuer must first pass a Reael it
the bottle 1o doir. 1 they Fiil the leadership tese they may make o normal move and fction instead.

A gang member gains 5 experience poingy for successfully rescaing gk

HKIDMAPPING

Gang members may kidnap 2 revealed donble agent-(this is explained below), To kidnap a rival
_nm:w_.” member Fou must move into bise to bade contact with him or her justas if you are engaging
3 hand te hand combat. During the close combar phase vou declare that you are kidrapping the
opponent rather thian fghting him. Resolve the combar as norma bt insteqsd of E.:::m.. o ?.::.n,_n_
the victor may drag the loser, as for the riles for Heroic Restues, above. To be sure af ri:.njﬂ_s.ﬁ
vou night need 1o gang up on the vietim?! The victim can fight back i hedshe wishes toin their
v close comibat phase bue if they lose! the victor miay make an out-obrurn kidnapping move and

drag the victin further

PLAYING THE SCENARIO
TERRAIN

Set up the torrain with the ventilagion plant in the centre of the phying ;
rerrain distributed evenly around it Shuffle the playing cards sndd deal thea into Four stacks. Place
the foiar stacks of cirds on the plaving areswith a stack in the contre of each quirer of the table
wete will b four distinet areas of ammospheric conditions, one in each quarter of the tble
Players must judge which armosphere sectoe their gang members are in. 1f in-doubn, roll for i

area and the eest of the

GANGS

As for the Gang Fight scenarto, note that you may: MNOT use any method {vent ; .
deplov ging members in the yentilation plant unless vou have previously added it 1 your gangs
errain. IF you have the sentilation plant tecritory then one gang member iy e deployed in the

nfilerarion ct). to

pliune
iraror must be

Because of the great advantage afforded by respirators in this scenariso any, o
actually represented on the miodel, I this cannot be done then it has Been lef behind ae the gang

bt foops).

REVEALING THE DOUBLE AGENT.
an ace is wrned up in any stack of cards then the doulble agenr may have been revealed. Before
play each gang should be allocated toa st of cards, This is done by drmwing a card from one of
thie four Queens (which have b removed) at the beginning of the game. Display the Queen card
vou Have deawn to remind yoursell and others of vour allocated suit. When an ace is turned up
randomiy allocine 3 gang member from the toster, with the Queen of the same suit as the ace, Do
ot .:._r.:mn_»\ hireed _w:.... i this process When an ace s turned up rumonrs of an infiliragion by i
double agent have reached the gangs and the shadow of suspicion has fallen upon the selectod

gang member I a double agent goes ‘ot afaction” they're left on the mble at all domes.
39
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WHAT TO DO WITH A REVEALED DOUBLE AGENT

A gang with a double agent has a problem. They cannot wh the agent over themselves becanse
y would all e arcested for harbouring the agent. If a rival ging can hand over the agent they
bty of 300 credits, All the squipment, plus the gng member, will be lost To hand an
agent over the gang must get it oo within 8 inches of any mble edge by taking it 'out.of action’ and
dragging theny as for Heroic Resoues remember, don't reniove them when they go outof action).
Fowever, an out-ofaction agent who dies is worthless - resolve the injury before coll
cash. Gangs can co-operare in kidnapping the agenat and then split the bounry.

an
ded, If thes happens the ficst agent is decreed ro be a ke or
v have handed an
agent in they will wanr (o prevent the switching so that they are assured of their bounty.. One
recourse that & gang with an agent therefore. to iy m switch the atmosphere in an antemipe
o ger another ace revialed, thus tikiog the heat off them. It's just the tensic wl pressure,
causing people 10 SCApeoal Poor iNnocen! EANEErs vou See..

Any gang miy arempt 1o tike control of the ventiladon plane. I they switch it often enougl
alternative double agent may be re

STARTING THE GAME
As for Gang Figho

ENDING THE GAME
As for Gang Fight with the following additions:

If the scenario finishes before an active agent is handed over. the scenario is unresolved and may
be played again ara future date when the arhitrator or the playing group wishe

It itn active agent is handed over and then rer on g new active agent is revealed, then only one
of the active agents is the real double agent. This is decided randomly’ar the end of the scenario.
The false agent is returned unharmed o the gang,

EXPERIENCE
+el6 For each ganger that survives

+5 per wounding hit

3 per sucoe eroic Rescue
f 1Hi R:

+ 10 winning gang leader

SPECIAL

This replaces the special section of the Gang Fight scenario. 13 gang is in control of the Venrilation
Plant when the game Bnishes, and docs not bottle out, it may add the new termitony Vemilation
Plant’ 1o its territory fist, In order to be in control, a ganger must have a member with th nerol
Ventilation Plant’ skill in contact with the conirel pancl and not be down, “out of action’, pinned
or if hand 1o hand combat,

VENTILATION PLANT TERRITORY
Income: 2D6x10

Your gang extorts taxes from other gangs and readers for the provision ol fresh aic (the cheek of
itl) Om & roll-of double 6 for income. the plant has broken down and will provide normal aic o
everyone but cannat be switched. This means thag its value o black mail other gangs is lostand
vou mst seeike the tenitory from voue toster.

The only gangmemberts) who can work the ventilation plnt tereitonyis(are) the membects) with
the Operare Venrilaton Blint slill. if these members are out of action then no income may be
generaved fitm this territory. If these gang members are killed then novineome may be generaned
ever again - strike the territory. from vour tercitory list. Note thar the usual restriction of only

40
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i i £ VR as 1 5T work:
gangens being able w work territorics does not apply in this case. Whocver s the shill mus

e PEETITOrY. y ¥ -
Thie other gings do not like paying for fresh airl To represent this any EM:M. F._.“_nr _LG:.“.M u.__, nx_“.;.. n___
: : % the G i scepario can be required: B play the & i
rion plant terrivory and plays the Gang Fight scenario o i ot e Sl
....mc:..m:.c instead ai he chodoe of the opposing gang. _:._H H_.:K:_, mﬂ.”._hmwhhﬂ“m.tﬂﬁﬂwdw_rw
§ - ihi€ agent v = - il tt
fresh atr tax and trying to take the plant back, IF the double ag : S
§ i 3 + apent rules as a gang fight. I the double ag
e thien play the seenario without the double agent © A ; e agen
ﬂ.wuu.,&“ :._...W._ne....a previoushy, play the entire scemario again but with the controlling gang in inirial
control of the véntilation plant.
115, or the gangs do notlike the prospeet of losing a gang member, ry one

wou are feeling geners
of these varations; .
wer On a 1-3, he remains a8 the igent and is last w the

o i - apent that is handed © " afee
» Make a roll for the age and allowed 10 returm - he wasn's the agent after

gang: One a 46 he is steippred of his equipment
allt

= The agent is new and
effect on the gangs.

will thercfore always be a Juve, selecred randomby This minimises the

= A new ganger comes forwied 1o replace the lost agent

it is miuch o wenseil the gangs are afitaid of lusing a member, though?




WAAAGH!
Da Orks are in da Hive

Necromunda Ork Warbands

ot By Ross Flint

ss is from Calside, Dumfries, and is si
el ; ) A s sixteen years old. He plays Dark !
s nm_._w . _“M”mrwhﬂ._ ﬂﬁ:.m“.::ﬂ aP,ooc. Ress also plays Orks in ‘mRaw,mo W_.“m.“”.n
S . S0 it's ...a_ .n.:,-?,:. surprising that he wanted to _.r,{ Orkes im
o —.—EOHWO is:If _._ ain’t green, it ain’t good! (unless it's red and
: ). He enjoys playing the guitar, writes songs and even manages to

fit in going to school in between gaming.

. THE GREEN MENACE
It is an undisputed fact thar Orks sometimes
ﬂzns..w tar even anadvertently crash  on)
P nﬁﬂ:.ﬁcn..._u_ ancl their assaulis on the massive
Hive Cities haye been fairly well documented by
the Adminisratum. The authorities, however, do
9“5._. utmest w hide the fact thar i.m.n:.:..r..
Wasagh moves on, there are alwiys o m.p”_
grecnskins lefi behind: ]

These Orks wander in the ash wastes lookin,

tor tood wntil they stumble upan & rogue gu .mm
of Orkes wha let them join, o siorm ...:...:._MM
them inside one of the Hive Citiss. It is
.”.,.v.s»__r,ﬂ:? easy to get in, in small :_.::r.na ..ﬂ
fact which could spell doom  for nr
Neeromundans if the Orks ever noticed! 7

inside the hive, life s sull hard for the verage
Cnr...:worﬁ_ they spend @ grear deal of :%..w
3_.::.:? they also spend a Lirge part of their a_w—”
hunting: for squigs (which seem tw wrn _:.u
n_:._..a,qﬂ.n that Orks go). rats and anything n_aw.
._._.:._—n_:w in the Undechive which M_-Fuw. i .n.m_.
This list does not inchade r..-.a.nd..._.___..:...ﬂ huma .yu..
30.,._:_%. all Orles have a serge belief that they
wll T g ‘Bugeves! (Tyranids) if they car
men fron the hives. Since Orbes use their m..a.r.:_
4% curmency, getting moaey 15 no problem for
En.,:.. Unfortunately, for Orks, everybody nm:,.
on Necromunda is hostilé to them, so they
couldn't buy things if thiev ponld :a“a rc._ﬁm
teaders willing w0 accept teeth as payment
anyway. Perhaps, cventually, there will be
encugh Orks in the hives to set up their own

a2

i

society and deal amongst themselves, bur thi is
highty unlikely due to the constant _u.._aﬁ.:ﬁ E

the ‘Adeprus Arbites whenéver the infestation
Mﬂu too bad. The only way that Orks ﬁ:._,r el
~.rn—q teeth is 1f they can recrait new _sp.r._wh%
from these Orks found wandering in the wastés:

STARTING AN ORK GANG
SPECIAL RULES
.us...n.n.D:Qn..m._ Ortles are Cutlanders, and as sueh
all of the Outander rules apply w them LXeepl
M_”_pﬁ.ﬂ -._:n__ﬂm below. 4s Outlanders, Orks do no
= gild price and ca vt pay off thed
B & guid can never pay off thein

__Wﬁﬂ._c..u.." Orks strt with one picce of
erriry generated on the outliw —E._.m.::”. chart
i the Ouilandees Rulebook. This is the Dn.wu,
nn_.:.n_ imthe wastes and they may only hold one'
beFritory ar a time. If they lose this territomns
peneriate another ane for them, 4

__:.uan.-m.“. Orks do not ger any income frome
nz.u.a ﬁ....JﬁJ. like ather ﬂusm_u.... Instead, they
gain D3 Teel for each Ork (not Grerching in thi
W__mﬁ _u..mn._.. Ork o the pang who suffered a
sriows injury (except dearh)y gives an addition:
D3 Teef as they were knocked our _u...,utrnmﬂd__
the mounth in the fight (or most lik 50
afterwards. . ).

¥ sometime

A5 «.....&: 5 this, any member of the gang who did
et g out-of-action may search for food. Each
member finds D6 edible things which may be
eaten or stored in the stash i

starvation: Fvery Ok and Gretchin must et
- jtems of food or suffer the effects of

thire
Outlanders micbook e

cpprvation (soe the
e
Experience:
expericnoe in the
(Tables for experience Tevel
are _.d.__.:r_a_ later.)

Orks and Gretchin (LT
cume Wy a5 everyone elie
and advance rolls

Trading: Ork warbands miay pever go rading.

Airing: An Ork player has 1000 Teef with
which oo hiee his smarting Ork band

Recruitment: 1f an Ork plarer wishes o hire
new fighters for his gang, he must gend an Ork
io the wabtes 1o search for possible
cecruits, Hee may send @ Grewhin, but then he
may only Bire Grerchin fafter all, what scif:
respecting Oirk is going to get himself hired by 3
piesky rune?).

New récruits must be paid forin Squibgs, which
are consumed immediately and weapons and
cquipment must he p id for separately from the
gang’s stash oF ‘Feef, The nes ecrait will not sell
his weapons £ other members of the gang
though hie-may swap them.

Da Recruitment Table:

Roll a B

1. No-one can be found. Whilst walking back on
his own, the scout has an unfrmnare accident
and suffers a Sefous Injury:

2. & single Gretchin volunteers his servic
sepuigs:

3. An Ork Boy volunieers = B squigs.

g —4

& An Ork Boy or Eavee (player’s choice)
volunteers — Bsquigs for the Boy or 12 squies
feor thee Eavce

5.6, D& Grewchin, Ork Boyz or Faveer volunteer
their services (3ee above fior cost).

The Ork or Gretchin whio conducts the search
must miss a game while he is in thie wastes, but

he ecarns D6 cxperionee  points for his
adventures:
Pinning: Due [0 their tough Tamre (o0

nvany wonld sav) Oirks cannot he

soupidity,
This does nor apply o

pinned,  (NOTE:
Gretchin)
Orks and Gretchin bave 4 special

Injuries:
r hiood which can heal even the

algae in thei

mast

Dt Orles are in Da Hive

hideous of infuries They ¥ Agnone

Serious Injuries on the roil of 6 on Do

potile Tests: Orks do nothave o ke tests for
Gretchin going down o out nearhy, they ale
more: likely to laught As-any Ok will tell you,
that's whay Grerchin are fior

Leadership: Orks’ leadership dispuates are
abways resolved by 4 knife fight. Grewhin may
never lead the gang as long @3 there are Orks
sl ative in iz 1 all the Orks are killed, the gang
may only recouit Grewchin fom then on; and
becomes & tirerchin band” (or skrmish
sereen?). From now on Greichin may ?.nxhc..é 1
Tect exch.

Captives: any Orks or Gretchin who are
captured will not be: ransomed or exchanged,
Anyhesdy caprured by ks may be rescued it
they are not rescued promptly then Orks will
Kill them (probably by agonisingly slow toree,
which s an old Ok favouritet). The dead body
may then be sed gnee as it fior food and will
antract DG extea items of food.

Slills: 1 any Ork {not Gretching receives a skill
from 2 fable which is not normally availabie o
him (exchding the Medic skill) he may tike
skills from thar tible from then on, o represent
a special code in his BNA revealing imelf
Fxanmgle: An Ok receives the Agtlity skill fump
back. Though Orks camiot normatly take
Agility skeills, this one carn frem mow on, a3 be
Begomes an. Skrobat Boy™
specialist: If Orks gain the Specialist skill,
they may take Special weapons and assuult
weapons. I Gretchin gain the Speciatist <kill;
they may take pistols, holters, or Needic Sniper
Rifles (if you can gel them!).

NEW WEAPON:
Dethskull Knstom Kombi-wepun
Drefekall kustom kombi-wepuri fire: a hail of

assorted | shells and bullers w3  very
unpredicible manner
Range To Hit Str Spve Dam  Ammo
Maod Roll
DEx1f) 24 Arly L2 5wl &t
die

Special: You must mdke an ammo ol after
every shot, and automatically fail on i roll of
MISFIRE on the Asillery dice — make a blow up
oll immedianely

a3
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1 Ork Kaptin Teef
The Kaptin W thie: - Teader of H_“.qui Fandia O_.r Boyz 60 Teef ORK WEAPONZ LISTZ ; Ork Experience
hardy and exceptionally tough individual e d m. C_..u? .+.A. :E.f.ﬁ:...:. for their vicious (emperg Muost Ork gangs _Eaﬁ_. _Fﬁ.v.n.m:ﬂ.m of weapons u.,..u:u Points \._..mzm.
st el s uu ::._: an :_m_b. resilience and nowhere Gfge | that are @ diverse mix of nn.“._._.:cwo,m_a"._ from By
1o hilm. Ll il than  the highly dangerous  world ag ripinal Ork weapons left over from the Waaigh,
MNecromunca will they need o rely an Eﬂ&w to p;_.;r_:..; CHEmY WEAPOns.

artributes morte o survivi.

M WS BS S T W /
g ol s A A .ﬁ A ld Assault Weaponz Cost
. I S - ud Qr BS 8 T w I A Chaingwond 25 Teef
Weapons: The Kaptn may take BESAERR S B AR Wl i) teef
weaponz, Plsiolz, Special weaponz, or sti W FOpERs
A : Res apons: Ork Fove may take Assaule wey : St 10 Toef
i 1:._..:._“.“ _._1.:._ Kaprin may be given Flak armour or speciil weapons: They may also rake Pistale
.ﬂ..aa. 10 Teet or Eavy armeour (4+ sive) for +80 ar stikhomz Pisiolz Cost  Ammo Roll
B £ :
Armour: Ork bovz may be giv ] o -
itial E - ; o T given Flak anmoig Kutopistal 15 Teef 53
Initial Experience Points: D6 For 410 Teer I3 Autopisiol
Initial E : B Boltpistol 20 Teet G+ 101-120
ial Experience Points:
pe N.. 9 Handflama 20 Teel Auto T2A-14
PR PasmaPisol 25 Teef A+ 141-160

! 151-180
Special Weaponz _ Cost Amma Raoll .
e 181-204 Nab
Baolier 35 Teek (0 i 3
il Bass
Flama 40 Teef Auro i Eipbas
] 241280 Big Boss
Meluagun 95 Teef it 5 m,m = 4
. 1-3
Plasma gan F0 Teed i+ stk
321360
(Max of one per model) s
AELACD . |
Heavy Weaponz Cost  Ammo Roll 40T+
Autocannin SO0 Teet 5+ - % -
retchin Experience
Mi aunhie 185 Teef Aua -
Missul Lwuncher 5 rr. . txp. Points Tafle 1
Kustom kombi-wepun 250 Teef i+ 7 = R . =
Heavy Bolter 180 Teet 64 610
Kaptin Heavy Plasma Gun 255 Teek 4+ s 5
Lascannon 400 Teef 4+ 2130
0-2 Ork Eaveez 75 Teef Heavy Stubiba 120 Teck 54 i
Ork Eaveez are usually members of the y . —
Beathskull of Badmoonz klanz, They provide i

Greichin Weaponz Cost  Ammo Roll

long range covering fire for the rest of the gang

Gretchin 30 Teef Jastopistol 15 Teef >+ 5] > SR .
3 0% s 2o " 3 e + a1-80 Grot Boss
M WSBS S T W.I & Id M WSBSS T W I A Id Aurogun POTECT B s e
A e T TR R R Blunderbiss 8 Teef 54 H1-100 SR
. PR L : ! i 101-120 Grot Boss
.._p.u._m.u...u..o_..up. Ork Eaveer mav take Assaalt, Weapons: Gretchin omay ke -hin stikbomz Cost e o .Pa.—mw
Special or Heinvy weaponz, Pistolz, or stikbome. WELpony I # - 20 Teef 196 I SR
- ! Frag Stikbom:z 30 Tee
..#1.....:“—: 1 Ork Eaveez may be given Flak Armour: Gretchin may be given Flak arm .3 Teef Fel-1e0
armeut for + 10 Teef for + 10 Teef J el Krak Stikhomz 50 Tec 1614450 Giot Boss s
i i " i Py = ! 115 Teef A il - .1«....@«?&.
Initial Experience Points: 0+ D6 Initial Experience Pois 0 Ko Mol RS 181-200 Grot Boss
Kk Missulz may enly be bou, zht for Eavees) T e JE— .
(Brak Missu ¥ 'y B! antE ihi fiig Boss |
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Advance Rolls: These are made in exactly the
same v s for standaed gangs

MAXIMUM VALUES

M WS BS & T W T ‘A @d

O & LG e 4 958 & T g

Goepehid: o 5 & s X L R
SKILL LISTS

Skill Greichin_Boy  Eavee  Kaptin

Aglity Y L

Faitecity

Techng

THE MODELS
For the Ock Kaptin, 1 wsed the model for a
standard Ork Nob and simply removed the
Power Axe replacing. it with a plasnc Spice
Marine Power Sword.

Far the Bad Moon Ork Boy, 1 used an ald Spaey

Crusade Ork and replaced its weapons wi
slightly newer Balier and a Space Maring Fower
Axe. | also added o Golf Ork's helmet spike
his shoulderpad and built up his Face slighy
with modclling puty. His back banner (sureh)
His wonld be a bt of an incontvenience in thi
Underbive? — Fd ) was made from model —ﬂh
puny and a paper clip. The bionic leg was made
from a pigee of shaped sprue.

The hair squig i again moce modelling pumy
armﬁﬁ_ argind 2 nail which goes seeught inee.
his head (the bloody squig kept snapping offf))

The Blood Axe Boy and Evil Sunz Boy were
based on plastic. Goffs. 1 cot off their helmers
and then re-modelted their heads. They have
also hind new arms added and the spiky biis on
their armour have been removed

The really cool thing about Orks  in
Necromunda is thar you can really do just aboue
anvthing 10 them #od gét away with it. They
would be the winmare scavengers and so could
thearctically Be given any equipment of any
background. So, stop wasting fime with those
Squigs... make the hive green!

It Came from the Sump
By D. J. Golby

Cast your minds back, if you will, to Journal 24 where we first featured
this remarkable diorama. This scratchbuilt marvel was originally handed

to us at Games Day 97 by D,).Golby of Oxford. After graciously accepting
it for our back cover, photographing and using it in the Journal, we tried
to contact him in order to return his prize but despite frantic letter writ-

ing and chasing by your most esteemed co-ordinator, it appearcd that we
couldi’t trace our erstwhile contributor. It was as though he had heen
lost in the darkest, deepest depths of the Underhive...

As Fate would have it, exactly a year later Mr Golby turned up (as if by
magic!) at the Citadel Journal display at Games Day "98 to deliver us
another awesome piece of modelling — what a strange coincidence. was it
karma? It transpired that he had moved house and completely forgotien
about this great model right up until Games Day "98 when he had
painstakingly worked up his new diorama for Golden Demon!

So, I guess we'll be seeing him again at Games Day '99 with his next

maodel conversion then...

The inspiration for this project came
from Mark Gibbons's excellent Eschier
pictare from Necrnmunda. | wanied o
caplure not only the sheer lerc i
containgd but ilso the sense of unity
and lovalty dépicted by the Escher
gangers attempting 1o get their wonnds
ed Juve 1o safety.

an, 1 thought = how about
adding some hidents and mutated
thing which would put the whele scenc
inte context? e could be considered e
bie just out of Mark's picture!

Mast of the Escher models are nacon-
verted save for the addition of gun-
smoke! The cenral Rgure was originally
the Fscher leader thar's pointing, but 1o

have her in the stance of the Ggure from
thie picture would mean paring her
into an action pose. Her anms were
replaced with those from a close
combar Escher whose limbs were
strepched out with two swords. The
weapons were then replaced with a
plasma gun from anochee spafe ganger
and a chainsword fiom the Space
Marine close combat wripons sprue
with the hand guard removed.

Mad Donna had her chainsword
removed and plasma pistol sepliced
with an dutopistal and then had 2 modi-
ficd Juve stuck under one arm to repre-
sent the Escher from the foreground of
e pictare.




The “It’ is a bistarre mixmure of 2 Lictor's
head, a Hormagaunt's limbs plus the
body of an pld model Steed of Slaanesh?

Tht accounted for the mintsnces on
the diceamia, but it was the base which
really caprured the decaying feel of the
Underhive and took, by far, the most
work: Tt's made upof g mig of
Nedromunda bulkheads, plastic birs and
sprues further adorned with wire mesh,
small rock chippings, houschold wire
and a few extra picces from the tusey
old bits box.

Finally it required painting, which wasa
doddle comparcd 1o its constriction.
Apart from the miniatures, which ok 3
tierle while, the base was sprayed black
and then highliphted with boltgun

metil and sitver, then washed with wasi-
ans browns and oranges o aitain that
unietencled, rusted, decayed look.

Various small details were picked out
including the rocks. barmels, boxes and
areas of ‘danger’ cheveons in yellow and
black. Arfast, it was all finishied and I

wiis kniickered. .,




