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Welcome to GANG WAR

by the Chief Arbitrator Gav Thorpe
Well, the Gang War seems to be going
from strength to strength and here’s
another issue that's packed full of your
cool articles bringing a level of mindless
violence to the Underhive never seen
before.
As many of you probably know, I spent
some time as Arbitrator of the Design
Studio’s Necromunda campaign, taking
the reins from Andy Chambers. It was
good fun to run and fight in that
campaign, making up scenarios and big
multi-player fights, interpreting the
random events and writing the
newsletter. From all of the material
published in White Dwarf, Journal and
on the internet, it’s obvious that there
are many, many mad people out there

who love to play Necromunda and create

their own gang types, scenarios and so
on.

As one of Games Workshop’s Games
Developers, it’s really rewarding for me
to see people taking our rules and
background and carrying on exploring
that dark, gothf® galaxy. Necromunda has

Ultraviolent ) Mike Brooks

{NECROMUNDA S

proved a phenomenal success, bringing
in many new gamers, and bringing back
quite a few old ones too. There's
something about that dark. dingy
Underhive, the desperate running
battles, the Wild West-style shoot-outs
and the disgusting creatures of the
depths that has fired the imaginations of
thousands of people. A hundred lifetimes
would never be enough for us to write
and publish everything, and we
shouldn’t either. Everybody's Imperium
of the 41st
ennium is
a slightly
different place
to the next
guy's, which
is just the way
it should be.
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The darkest lords of the night have infiltrated the Underhive and are thirsty for blood!

Full rules for using gangs of Vampyres. NEW/
The Shambler ) raul Gibbons

‘Swamp Thing’ meets Necromunda in a scenario that's not for vegetarians! NEW!

Hired Guns by Lachian Abrabams

Hire the Crazy Doc, Guild Assassin and Defence Force Deserter, if you dare...

Deeper Underground by Tom Newton

A whole new campaign set in the mysterious and abandoned Hindsk hive. NEW!

Hot from the Forges

There's even more from the Guilder workshops of Mail Order.

The Underhive Workshop by Gary james

How to make spectacular Necromunda terrain by using the cheapest things.

First featured in Journal 23.
The Outlaw Trading Post

Lock up your Vampyres, B'Ufi’s in town and this

abe can kick somel
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Rules for running Vampyre gangs
By Mike 'Da Boffin' Brooks

Fresh from bis triumphant
debut in, ‘It's only a Game'
[from Journal 28, Da Boffin,
Jfrom Ipswich is back and be’s
8ot a few things on bis
mind...

Just to get one thing straight, 1
am not a ‘skate-boarding
dude’ nor am 1 a bloody
hippy, all right?!! Sorry,
perhaps the best way to
describe me would be ‘geeky
hard-rock fan’, but anyway...
This article was inspired by a
certain fairly recent TV series,
which several of you may have

STARTING TERRITORY.
vampyre Cults start with one
piece of territory generated on
the Outlaw Territory Table.
This forms their base camp
and they may move their camp
to another piece of territory if
seen, Basically, I so much they capture it, but they
enjoyed the idea of vampires cannot hold more than a
running around the single piece of territory at one
Underhive I thought I had to time. If the Cult loses its

do something about it. And  current base camp generate
s0, I proudly present another on the Outlaw
Ultraviolent, with rules for Territory Table.

Vampyre Cults, tactics for X Cults
using them and fghting (LiLincome o pormal from
geainsttiemyiaswell as 2 their territory (as usual,
couple of special characters Gangers may perform this
ﬂrﬁr you may recognise (I 5 “but vampyres may do so
just can’t get enough of as well), and may buy

special characters for imnvoa_a. e
M»nnnmw.hc:wm:. And now, 0n10 . quipment as normal. They

; pulioty coatic may never buy new gang
infroduction: members after they have

Dark Tales of the
Night...

The perils of the Underhive
are many, ranging from
natural hazards like acid rain
and hivequakes to the more
deadly fauna like Ripperjacks.
A careless traveller will also
encounter danger in the form
of Ratskins on the warpath,
escaped Pit Slaves, sinister
Wyrd Gatherings and, of
course, the everyday dangers
of rival gangs having a falling
out and settling it with their
guns. However, there are few
other encounters that are
more terrifying and sinister
than the bloodsucking
Vampyres of the night.
Considered by many to be
nothing more than ancient
fables from distant Terra with
which to frighten children,
Vampyres, the creatures of
legend are all too real.

Only a very select few are
aware of these creatures that

are thought to be in league

with Chaos and the threat that

they pose to mankind cannot
be underestimated. They
gather around them others of
their kind, as well as weak-
minded mortals that they have
bent to their will and are the
perfect infiltrators of human
society.

Vampyres are, more or less,
immortal and capable of
regenerating horrific injuries,
even to the extent of coming
back from the dead. Various
methods of dealing with them
have been suggested over the
centuries by the handful of
people that have true
understanding of them.
Anything goes from praying to
the Emperor to decapitation.
Experience shows that
methods along the lines of the
latter are usually more
effective than the former,
except of course for the
Redemption, in which case

started a campaign. Thralls
still require the normal 3
credits each, but Vampyres
only need 1 each, due to their
food supply being all around
them and plentiful.

STARVATION. Vampyres are
never affected by starvation, as
they have a readily available

they are more than likely to
do both. Once a Vampyre has
been neutralised in this way
(it is virtually impossible to
kill them forever), then all of
the-human thralls who were
bound to it's will will regain

their minds once more.
1 food supply all around them!
Such is the threat these Their human Thralls, however,

creatures pose to the Hives of 4re susceptible, and will suffer
Necromunda that word has  (he effects normally.

reached the dark offices of the
Inquisition who, in their
vigilance, have dispatched an
undercover team of highly
skilled operatives to inves-
tigate this phenomenon.

BOUNTY. Vampyres are con-
sidered to be a particularly
dangerous form of Wyrd, so
they are worth a bounty equal
to their total cost, just like any
other Qutlaw. Thralls also

. haye bounty on their heads,
M%,«MM!M_.M—_“ even though it's not their
. DN fault! They're still worth cash,

Cults are Outlander gangs and :
as such all of the Outlaw Rules MMN.._—M» and that's all that

from the Outlanders rulebook

apply with the exceptions CAPTURE. Gang fighters
noted below. As Outlanders,  captured by Vampyre Cults are
Vampyre Cults do not have a  in serious trouble. Unless
Guild Price and may never pay rescued, they are almost

off their Outlaw status, €ertain to be part-drained of

Vampire Cults

Vampyres 180 Credits
These are the deadly bloodsucking humanoids who are at the
heart of the Cult. Where they originate from can only be
speculated at, but they most likely to be another semi-stable
mutation of the human gene pool, although far more deadly
than a Secavvy or even a Scaly.
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Initial Experience Points: 60+D6

Weapons: Vampyres may be armed with weapons from the
pistols and close combat weapons list. Vampyres may never wear
armour of any sort (they're quite hard enough already!).

SPECIAL RULES

Resilient: Vampyres are unnaturally hardy. To represent this,
when rolling for Serious Injuries the Vampyre player may make
two rolls and pick which result applies.

Regenerate: Vampyres are also liable to recover from the
nastiest of injuries. Roll a D6 for each Serious Injury a Vampyre
has after each game regardless of whether the Vampyre fought
or not. On a ‘6’ the Vampyre has recovered from the effect of
the injury, even if it was beneficial — remove it from your
roster. In the event that 2 Vampyre has been killed it may also
attempt to regenerate. Roll 1D6, on a ‘6’ the Vampyre succeeds
and is not dead after all. This may not be attempted if the
Vampyre was killed by a flamer weapon, decapitated by a Pit
Slave’s shears or killed by a Scaly spear gun.

Lifeforce Drain: If a Vampyre is in hand-to-hand combat
with an opponent and wins by two hits or more, then they may
attempt to drain the lifeforce from the unfortunate victim. Each
player rolls 1D6 and adds the model’s Initiative. If the Vampyre
wins then the opponent loses a Wound and the Vampyre
model temporarily gains a Wound — this may take a Vampyre's
Wounds higher than its starting value, but any benefits are lost
at the end of the game. If the scores are drawn or the victim’s
score is higher then the drain attack has no effect. If a model
loses its last Wound to a drain attack it is automatically Out of
Action, but will not suffer a Serious Injury at the end of the
game. If a Juve is taken out in this way then at the end of the
game each player rolls 2D6 and adds each model’s Leadership.
If the Vampyre player wins then the Juve joins the Cultas a
new Thrall, having fallen to the Vampyre’s mind control. This
will not work on Gangers, Leaders or Heavies, they are
considered to have seen enough of the horrors of the
Underhive and are sufficiently strong-minded to overcome
such a ploy.




(Vampyres continued...)

Vampyres feed not only on the blood but also on the fear of
their victims. To represent this, they may not drain
Redemptionists, who are hate filled fanatics. Also, the blood of
Scavvies, Scalies, Wyrds, Pit Slaves, Spyrers and Undead, such
as Zombies, is considered too tainted with physical, Psychic
and man-made pollutants to be nutritious to Vampyres. All
other gangers may be drained, unless there appears to be a
good reason why they shouldn't. Obviously, aliens and
Genestealer hybrids cannot be drained either, and anyone
thinking about draining hive fauna should be pegged out at
dawn on the summer solstice!

Killer Rep': vampyres cause Fear — unsurprisingly!

Vuinerable/Invulnerable: Vampyres are automatically
wounded on a 4+ by flamer weapons, and if their last Wound
is claimed by a Scaly spear gun then they are automatically
killed on a 4+, with no hope of Regeneration (see above). On
the up(?)side, they are immune to needle weapons and all
forms of gas grenades,

"Surveillance is a bitch...": Vampyres are invisible to all
machinery, so sights, except for Red dot sights, lose their
bonuses. Any fighter who only has Bionic eye implants(no
healthy eyes in other words) cannot see a Vampyre at all. They
cannot shoot at it, and if attacked in hand-to-hand fight with a
WS of 0.

Convert: If the Vampyre Cult has captured a fighter, and any
rescue attempt or exchanges have failed, then they will drain
the victim. If this is a Juve, then it becomes a Thrall unless it
can beat the Vampyre draining it in a Ld test (described
earlier). A Ganger that is drained will become a Vampyre if they
fail the same test. If they pass, they are found to be too strong-
willed, and just die, The draining Vampyre is always the leader
of the Cult. Heavies and Leaders are never drained, and can be
sold into slavery.

VAMPYRE MAXIMUM CHARACTERISTICS

M WS BS S & Wik b A Ld
6 7 e 5 3 7 5 10

TRADING. Heavily &mm:mmf.r_.»:u is broken. Thralls will

Vampyres or their Thralls
often drift into the Outlaw
camps willing to exchange
goods for weapons and

1en return to the gangs from
/hich they were taken
arrying whatever weaponry
nd equipment they presently

equipment. Vampyre Cults royye.

on the Outaw Trading Char

HIRED GUNS. Vampyre CuliXPERIENCE

may hire anyone that they ca
afford and who is willing to
agree to work for them.
However, this generally

. Vampyre starts with 60+1D6
xperience, a Thrall obviously
tarts with 0 as usual. A newly
onverted Ganger (e.g.

narrows down, somewhat, (Hrained and turned into a
prospect of employces for a 'ampyre), ordinarily has less

Vampyre Cult because of the

xperience than 60 and so

Vampyres' predatory instincmmediately gets enough

Therefore, only Pit Slaves
(who have too much metal
and too many implants to

iormal advances to take him
o 61 (i.e. a Ganger with 45

make a tasty meal!) and Wyrd VAMPYRE ADVANCE

(who knows what's going on
in.their blood?) will work for
Vampyre Cults. As far as

_special characters go, only

Bull Gorg and Karloth Valois
will work for them, in
addition to Red Jakob ‘“The
Father of Vampyres’ and
Vampyre Cult Special
Character.

. SCENARIOS. If the Vampyre
* Cult can choose the scenario

they may use any from
Necromunda or Outlanders.

LEADERSHIP. Leadership of
the Cult goes to the Vampyre
with the highest Ld at the

time, unless another Yampyre

is the only survivor from the
Cult’s original group of
Vampyres, in which case they

blood and bound to the Cult's
will, either as a near-mindless
Thrall or as a new Vampyre.
Vampyre Cults will never
ransom prisoners that they
have captured, but will

Combat

Ferocity  Muscle

exchange them, and will
launch desperate, savage
rescue missions for members
of their Cult that have fallen
into enemy hands.

Shooting

are ically the leader,
irrespective of Leadership
values. Thralls may never lead
the Cult! If it should come to
pass that all of the Vampyres
are killed then the will Cult
disband as the hold over the

Stealth  Techno

TABLE
2D6 Result

2 New Skill (any Table)

3-4 New Skill
(Vampyre Skill Table)

5 Characteristic Increase
© 12 = +1 Initiative

34 =+1 —huﬁnnmrm_u
5-6 +1 Movement

6 Characteristic Increase
1-4 = +1WS
5-6 = +1BS
Characteristic Increase
1-3 = +1 Strength
4-6 = +1 Attacks
Characteristic Increasc
14 = +1 WS
5-6 = +1BS
Characteristic Increase
1-3 = +1 Wound
4-6 = +1 Toughness

10-11 New Skill
(Vampyre Skill Table)

12 New Skill (any Table)

Thralls 25 Credits
A Thrall is a young fighter who's will has been conquered by a
Vampyre. In time they may grow to become fearsome warriors,
but they will always remain loyal to the Cult unless all the
Vampyres in it die.
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Initial Experience Points:

Weapons: Thralls may be armed with weapons from the
pistols and close combat weapons lists.

SPECIAL RULES:

Food Supply: There must always be at least twice as many
Thralls as there are Vampyres. If the number of Thralls drops
below this then no more Vampyres may be converted until
there are enough Thralls. Should the number of Thralls be
lower than the number of Vampyres then some Vampyres will
have to leave uniil the balance is redressed (the player may
choose which ones leave). They may not return when an
adequate food supply is restored!

Herd mentality: A Thrall that is within 6 inches of a
Vampyre may test on the Vampyre's Ld for all tests provided
the Vampyre is not broken, down or out.

experience would immediately

become a Vampyre with 61
experience, picking up two
immediate advances on the
way).Thralls use the normal
advance table, and use their
House tables in working out
which skills they collect as
advances. Vampyres, however,
use the Vampyre Advance
Table (left).

VAMPYRE EXPERIENCE
ExpPoints Title
61-80 Vampyre

The Inquisition
Although the presence of
Vampyres has remained a
mystery to over ninety-nine
percent of Necromunda's
population nothing, it seems,
escapes the attention of the
ever watchful Inquisition.
Operatives from the
Inquisition have been
investigating outbreaks of
Vampyrism for centuries but




Red Jacob

Father of Vampyres
Of all the Vampyres known by name to the suspicious few,
one figure remains shrouded in terror above all others, said
by some to be the father of the Vampyre cults, a deadly
individual more feared than even a rogue Spyrer. Several
times hunters and zealots have returned to civilisation,
claiming victory over this foe, but none of these, despite their
shredded clothing and being bathed in blood, have ever been
able to produce a trophy of their dead enemy. Injuries have
been inflicted on Red Jakob which would have easily slain a
mere mortal, but still the Father of Bloodrinkers exists, and
plays a deadly game of cat and mouse with the hunters who,
more often than not, become the hunted.

M WS S T A | A Ld
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WEAPONS: Power Sword, Stubgun with Dum-Dum
bullets

Dodge (Agility Skill), Combat Master
(Combat Skilly fron will (Ferocity Skill).

WARGEAR: Jakob'’s Gauntlet.

PSYCHOLOGY:  Red Jakob causes Fear, and is immune to
all Psychology.

ALLEGIANCE:  Red Jakob will fight only for Vampyre
Cults.

RATING: He increases the cult’s rating by +325.
PAYMENT: D6x10.

BOUNTY: The bounty on Red Jakob's head is 325
creds.

SPECIAL RULES:
Vampyre: All the special rules for Vampyres noted above
apply to Red Jakob.

Gauntlet: At some time in long distant the past Red Jakob
lost the use of his left hand. In replacement he, or someone in
his pay, crafted an advanced gauntlet. Its razor sharp finger-
blades give Jakob an additional +1 Strength in hand-to-hand
combat, in addition he may drain a Juve in close combat if he
wins the combat, rather than having to win by two hits,

Father of Vampyres: Jakob is the recognised senior Vampyre
in the Underhive, and so if he joins a cult then he will
automatically become its leader.

Self-serving: Jakob may join a cult, but it's more to further
his own quest for blood than to help fellow Vampyres. As a
result, any Juves he drains in battle do not have to test to
avoid becoming members of the cult, and he leave the
draining of any prisoners to other Vampyres.

THRALL EXPERIENCEnlY recently have they
Exp Points Title
S

racked down a significant
nelave — in the Hives of
Jecromunda. These Vampyres
aust be stopped from quietly
scaping via the main shipping
anes and infecting nearby
vorlds.

‘he decision taken to
nvestigate the causes of
rampyrism on Necromunda
vas sound; out in the reaches
»f space they could disappear
asily, and furthermore they
vere very careful not to give
wny hint to the human
sopulation about their nature,

~whereas in the Necromundan

Inderhive they were more
sowerful, with their gangs of
‘ollowers, but were also easier
o find, and more conceited
ind arrogant about their own
nvulnerability. A small, highly
rained team of undercover
yperatives was sent to
Necromunda to investigate,
study, but essentially take
hem down.

The Baited Trap
all-new scenario for
ampyre Cults to lure their

victims into...

When gangers are drinking in
their familiar bars and holes,

——

Inquisition Agent Vorn

Vorn is an Inquisition agent with a long and distinguished
career of doing the right thing in a bad situation. In addition,
his aim is almost faultless, and so was a natural inclusion in
the Inquisition team.
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WEAPONS: Bolt pistol, Laspistol, Knife.
ARMOUR: Mesh armour.

SKILLS: Marksman (Shooting Skill), Iron Jaw
(Muscle Skilly.

WARGEAR: “Vampyre Executor’ Longrifie.

PSYCHOLOGY: Vorn is immune to all Vampyre-related
psychology.

ALLEGIANCE: Vorn will fight alongside any of the Houses,
regardless of whether they are Outlaws or
not - the petty legal disputes of the
Underhive are irrelevant in comparison to
the Vampyre menace.

RATING: Vorn increases the Gang’s Rating by +200.

PAYMENT: Vorn works as a mentor, and only
alongside gangs fighting Vampyre Cults
that game.

SPECIAL RULES:

Mentor: If a House gang is fighting a Vampyre Cult that
game, roll on the Mentor chart and apply the result. This is
whether the player wants help or not — Vorn isn't interested in
the Gang's needs only in getting the Vampyres. Obviously,
should the player's Gang outrate the Vampyres, or is less than
500 points outrated itself, then Vorn will not fight.

Vorn'’s V.E. Longrifle: This picce of equipment is Yorn’s
favoured weapon for disposing of Vampyres, and has the
following stats:

Short Long To Hit
Range Range Shortlong Str Dam Save Ammo

0-6 6-24 s 4/5% 1 -1 None

#5 against Vampyres

it's always a common turn down and so off they go
occurrence for strangers to trying to make a few creds.
approach and try to sell all

manner of legal and illegal This is the situation, a
goods. Occasionally the offer Vampyre Cult has sent a

or rumour that is passed on to  trusted (probably

them is just too attfactive to controlled) non-cult




Inquisition Agent Mykal
Mykal is a young, new recruit to the Vampyre hunting team,
but has already proved his worth on several occasions. He
relies more on close combat than Vorn for which his older
colleague constantly scowls at.
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WEAPONS: Laspistol, Chainsword, Stake (same

Strength as user and kills Vampyres on a 4+ automatically if
used to take the last Wound),

ARMOUR:
SKILLS:

Mesh armour.

Step Aside (Combat Skill), Parry
(Combat Skill).

WARGEAR: ‘Vampyre Executor’ Pistol.
PSYCHOLOGY:
ALLEGIANCE:

RATING:

None
As Vorn.

Mpykal increases the Gang’s Rating by
+200.

PAYMENT: As Vorn,

SPECIAL RULES:

Mentor: If a House gang is fighting a Vampyre Cult that
game, roll on the Mentor chart and apply the result. This is

the Gang's needs only in getting the Vampyres. Obviously,

500 points outrated itself, then Vorn will not fight.

Mykal's V.E. Pistol: This piece of equipment is Mykal's
favoured weapon for disposing of Vampyres as he likes to
work ‘up close’, and has the following stats:

Short Long To Hit
Range Range ShortLong Str Dam Save

whether the player wants help or not — Vorn isn't interested in

should the player’s Gang outrate the Vampyres, or is less than

Ammo

0-8 8-16 +2 - 3/4% 1 -1 None

*4 against Vampyres +1 Sustained Fire Dice

e first turn, On a 5-6 the
- .fenders notice the sudden
~sence of their previously
e guide, figure they've .
en duped and go for their

ed (note that the defenders
ot shoot in the air to try

d attract help - they have to
- able to see someone!) the

rst shot has been fired
Starting with the Vampyre 1y ding the one it was fired
player, each player takes it in, j they fired first) then roll a
turn to place a piece of 6. On a 1-2 the defender
terrain, either a ruined \ay place one fighter from off
building structure or a f the board on a randomly
connecting walkway. Itis  erepmined table edge. On a
suggested that the terrain is 4 pe may place two, ona 5
set up within an area roughlyyree. and on a 6 the entire
4 by 4. ang come bundling on, guns

t the ready and looking for
GANGS ohmeone to kick
The defender has D3x2 -

. “models which he must place :NDING THE GAME

in the centre of the board, : fa gang fails a Boutle Roll, or
ground level. He may choose player voluntarily Bottles
which models he places Jut, the game ends

(working on the theory that ‘nmediately. The gang that
player will only send his  1opes Out loses and the
hardest Gangers or his most ither gang automatically wins
expendable Juves, and these pe fight.

are the only two types of

fighter brave enough or StUPiEXPERIENCE

enough to take up the ‘ighters who take part in

challenge). The rest of the S
gang is off the board at the Mo & sperience

SPECIAL

On a D6 roll of 5+ after the
battle the Vampyres had
actually found a few picces of
valuable junk to bait the trap
with in order to persuade the
prey to stick around. They are
worth D6x5 creds, and the
winning gang takes them.

Notes and Tactics
When starting a Vampyre Cult
there are a couple of
important things to
remember. Firstly, remember
that you can never recruit any
more fighters. Even I made
this mistake, despite having
written the rules (Doh!).
Thralls can die ever so easily,
so make sure you have
enough. and balance it out
against the Vampyres (three
Vampyres is the favoured
starting number). Also, from
experience, you will lose
money at first, 50 keep a bit to
fall back on. Of course, you
must remember that you have
no long ranged weaponry
until a Thrall becomes the
equivalent of a Ganger (Senior
Thrall), so close combat is the
way to go. As a result, always
insist on Treacherous
Conditions, as this can

lure a few greedy, gullible
gangers to the dinner table.
Somehow the rest of the gang
has got to hear and are in hot
pursuit in an attempt to stop
events from taking a very nasty
turn. This scenario can only
be played against House
gangs. The only other gang
Vampyres would go to the
trouble to tempt into a

secluded place to drain them
would be Ratskins, and no
self-respecting *Skin would
follow an Underhiver around
in search of treasure!

TERRAIN

In this scenario the Vampyre
Cult player is the attacker and
the other player the defender.

soints as noted below:
e .

The attacker deploys his n::s:g m“nr Gaba o chat
gang. They must be at least X
12" away from the defenders, +5 Per Wounding Hit.

in cover and in Hiding. +10 For the winning Gang
Leader,

start of the game,

STARTING THE GAME

On the D6 score of a 1-4 the T2 For each successful

Vampyres’ trap works Lifeforce Drain a Vampyre

perfectly, and they can take P€HOrmed during the fight.
T—————

frequently hinder your
opponent’s shooting.
Vampyres are usually hard
enough to take a bit of
punishment, most basic
weaponry needing a 5+ to
wound them, and even a
Heavy Stubber only has even
odds. And of course, they get
harder...

Fighting against a Vampyre
Cult is not a particularly easy
task. The Vampyres are quick
enough to close with you very
soon, and only a Gang Leader
or a ‘tooled up’ Ganger can be
relied upon to fight them off.
The Thralls are, of course, bad
fighters, but given enough of
them the barrage of pistol fire
or secondary attacker bonuses
can take down the hardiest.
Keep moving, don’t let them
close, use Overwatch where
appropriate, and protect the
heavy weaponry. Vampyres
will often have a couple of
Thralls with them to protect
them, but a single Heavy
Bolter can take all of them
down. Just don't panic...

See pages 47-8 for Gav
Thorpe's very own B'Ufi the
Vampyre Slayer special
character conversion, it’s like
totally bodacious dude!
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A Horticulturist’'s dream scenario
By Paul Gibbon

Hi, I'm Paul from Otley in West Yorkshire
and I'm a fanatical player of most GW ‘
games, having an Undead army for
Warbammer and an Eldar «..Ez,\e Jfor
Warbammer 40,000. In Necromunda I
bave two gangs, the ‘Manic Street
Preachers’ who are Redemptionists and
the ‘Night Stalkers’ which is a Spyrer
hunting party.

were thinking of using tougher, more

experienced gangs then maybe you sho;

consider baving the Shambler awake

Jrom the start, or &iving it a toughened

skin armour save. One idea that I was

toying with for the continuation of the £ you go down to
QQQ is for strange mutated Plants to Hm Sump today.
begin emerging in the territories the horrific, Eu.wgnn_ mnhm.
Shambler bas visited. Then we could bagntient form of v_MS.E.n_ the
an army of litile Shamblers (get out thonambler has emerged from
Dryad models!) on the loose! e Sump after being

Get your green fingers r s e dunicrng
noiﬂmahwﬂawnmﬂ:.wam;. s e ome il Jeane

This scenario is loosely based on that
classic so-bad-it’s-good monster flick
‘From Hell it Came’, Through playtesting I
decided that this scenario was balanced
| Jfor moderately experienced gangs. If you
soking for a place to set root

i ——=here the food source is

L and stamping  00d. Unfortunately this food
‘Running Rat, tearing ource happens to be the

% slayer’s gangs!

e, s bt at e oy e,
St ey co and hrs s
walls an floor e ?__ﬂs_.@w
They emerged onto a small island which musi
gxﬁmﬂ%%@u@%@sgg :
lake. The ssland was barely more than a lump

- Running Rat looked around the mist seemed ioll 4 D66 on eithemerrain
be th o thotgh hart to find out what kind of

of strange planss  erritory the Shambler has
seemed (o be d lac of any dicked to put down roots in.
~ Thendraw up a list of every
bebind him3A0g in your group or
paled im-ampaign that has one or

hambler is now on the move,

more of that particular type of
territory. Select one of these at
random — this is the territory
to be attacked by the
Shambler. The gang in
question whose territory is
about to acquire a most
unpleasant squatter must fight
the Shambler to prevent it
taking over the territory. If
they succeed, then they
manage to keep it. If, of
course, they fail then the
Shambler has put down roots
and will set about draining the
soil and depriving anyonc in
the local vicinity of their flesh!
The gang will be pushed out,
and lose the territory.

TERRAIN

Set up the standard terrain

between the two players in
the normal manner. The
Shambler is then set up in the
middle of the table, and each
gang deploys as per the
scenario: Gang Fight (page
153 main rulebook). When
this is done, the the Arbitrator
may place up to 150 points
worth of vegetation. This
includes Rubber Moss, Spine
Crystals, Wire Weed, Gas
Fungus and Brain Leaves (the
seriously twisted could deploy
150 points of Rubber Moss —
boing!). The Shambler may
ignore this fellow plant life
when moving.

The plants can be represented
with squares of paper, and
must be at least 8" away from
gang members.

he pipe they had just clambered out of It

Bud the i

The Gigantic Spider beard the faint echoes of |
screams as it nosed around the pipe entrance
Then it beard clunking sounds, as if somethi
was rying to drag a vast bulk into a small piy
and was succeeding. The noises came closer..

age g.\m&wﬁm._antwu i Sk 10
vines growing over their feet even as they
watched. With &.&&w&&@ of disausi,




From the Sump it Came..,
‘The Shambler’

The Shambler is a gigantic vegetative organism, which began
life as a harmless tree, but sucked up some very dubious
chemicals from the Sump and mutated developing a malign
form of intelligence. It has emerged from the Sump driven by
the need for nutrition.

M WS BS § 1L A | A Ld

34D3 6 - 6 = 7 1 3 -
WEAPONS:
SKILLS:
PSYCHOLOGY:
BOUNTY:

Huge branch-like claws and vines
None.
Immune to all Psychology.

D6 for each ganger taken Out of Action
and D3x5 for each territory destroyed.

SPECIAL RULES:

Combat: The Shambler is armed with massive branch-like
claws that cause D3 damage. In addition, it is impossible to
Parry against the attacks of the Shambler.

Brainless: The Shambler does not have a brain in the normal
animal sense (being a plant!) it is however considered to
possess a malign instinct. It will therefore automatically pass
all Leadership or Initiative tests that it has to make. If it needs
to roll to see if it is knocked off the edge of a platform
/walkway, roll less than the Strength of the attacking weapon
on 2D6 to do so successfully. In addition, it is unaffected by
any Wyrd powers that work on the mind, such as Menral
Assault, Mind Control and Hallucinations.

WAKEY S_S—AM.\. 1 gang regains the territory
The Shambler begins the Bihich remains unchanged,
in a dormant state, Roll D6, the Shambler will

each time one of the followi,ninue on the rampage as
events occurs to see if it Wihgves

up:
k “the gang destroys the
* A ganger is hit or takes 4, mpler they regain the
Flesh wound (Ow!) 6+ teritory and a bounty of D6
awaken. reds for every ganger taken
* A ganger goes man doy#f a.\. Actiof 50 far, and D3x3
reds for every territory the
or out (Aargh!) 4+ to x
AEben) hambler has destroyed so far.
‘ompile this total after each
* A ganger runs or climbsght, and round it up to the
ladder. 6+ to awaken.  earest 10. Outlaws will not
: ive this reward, but will
* A weapon is fired. 6+ ﬂwnn—qnmﬁm 2
awaken (roll once per tun® pardoned for their good

and not for each weapon ol
that is fired).
e XPERIENCE

{The Shambler continued...)

Movement: Roll a D3 and add 3 before each movement
phase. This is the Shamblers movement. It is doubled if it runs
or charges, in the normal way.

Fear: Ratskins regard the Shambler as a fearsome
manifestation of the Hive Spirits. For everyone else, the fact
that it is big, mean and extremely dangerous does just as good
a job. The Shambler therefore causes Fear.

Massive: If the Shambler is in contact with a man-sized model
at the end of a close combat phase, it may move 2" in the
same way as a follow-up move with no penalty to either side.
The Shambler has used its bulk to simply push its opponent
out the way.

In addition, the Shambler counts as a large target with +1
modifier to hit from shooting.

Plantlife: Owing to the unique way in which the Shambler is
composed normal weaponry has very little effect on it.

* All hits from weapons need a 6° to wound regardless of

- The Arbitrator controls the

* A heavy weapon is fired.pg Survives. If a fighter

. 4+ to awaken (roll once
per turn and not for each
weapon that is fired).

* A weapon hits the
Shambler. 2+ to awaken
(roll each time this occurs

* A plant is hit. 5+ to
awaken.

Shambler. However, if i E
reduced to 1 or 2 Wounds, il
will head immediately for ti
nearest table edge and will ¢
and leave the board. If it doe
this, it is considered to be
driven off.

THE AFTERMATH

If the gang who owns the
territory fails to destroy or
drive off the Shambler, then
the territory is drained, and
counts as Wastes from now
on. The original owners get |

survives the battle then
D6 points are earned.
Even fighters who are
wounded and taken Out
of Action receive
experience for taking
part.

-D6 Surviving close combat

with the Sha -n“u—un.
Per Wounding Hit. (A
fighter earns 5 points for
each wounding hit he
inflicts during the battle
(either against a rival
gang or against the
Shambler). Although a
fighter will earn only 5
points for wounding a
ganger regardless of
actually how many
wounds he causes he
will receive 5 points for
each wound that he
€auses on the Shambler,

back (lucky them!) and the F15 Destraying the

greedy great Triffid moves of

Shambler by shooting.

in search of pastures new. R+30 Destroying the

again to find where the
Shambler attacks next. It wil
carry on until it is stopped.

If the Shambler is driven off.

Shambler in close
©ombat. After all this is
a far more insane
venture,

normal.

the Strength, including damage from falling. Close combat
hits from Chainswords, Massive swords or axes or Power
weapons need 5+, any other close combat weapons need
6+ and heat-based hits such as Flamers, Meltaguns and
Pyromaniac Wyrd powers need a 4+ Roll for damage as

* If the Shambler carches fire, continued fire hits will need
a 6+ to wound. In addition, the Shambler becomes subject
to Frenzy all the time it is on fire.

* Do not roll for the effects of Wounds — the Shambler is
killed outright if it is reduced to zero Wounds.

* The Shambler is never pinned. In addition, the Shambler

is immune to Scare, Hallucinogen, Tox and Choke
grenades, as it does not breathe as such.

MODELLING YOUR
SHAMBLER

During playtesting I found it
convenient to use a Treeman
model from the Warhammer
Wood EIf range of miniatures
to represent the Shambler. [
am, however working on a
proper conversion for use in
my campaign which sadly
wasn't quite ready for this
article (poo!).

I have based my Shambler on
the Durthu Treeman special

character model from the
same Wood Elf range. I will be
modelling plenty of Underhive
industrial waste on it to give it
that ‘Swamp Thing’ ‘From the
Sump it Came’ look. 1 intend
to really go to work on it with
modelling putty (green stuff is
about the best) to create vines
and branches and then litter
the base with broken pipes,
weapons and other ‘tech-
stuff’. When it's done you can
be sure that I'll send it in...




, | Here's more from the man

who brought you ‘Hive
Ken Skills’ in Journal 30.

| Lachlan is from Oz and
Just keeps those creative
Juices flowing in bis
pursuit of the most
detailed Underbive rules
Necromundans have ever
known!

See if there's a couple of

Loose Cannons you want
in your gang causing all

manner of maybem...

The Crazy Doc

The Crazy Doc was once a
respectable medic or doctor in
a peaceful settlement, then
some of the inhabitants
started behaving strangely. The
Doc was caught testing new
drugs, bionics or grafts on his
patients and performing
unnecessary experimental
surgery. His license was
revoked and he was outlawed.
Now the Crazy Doc takes what
work he can get to continue
his experiments and fund his
somewhat unethical life work.

RECRUITING A CRAZY
DOC

Any gang may hire a Crazy
Doc, though there may be a
risk of being outlawed if they
are reported to the watchmen.
If a player wants to hire a
Crazy Doc he must pay the
standard hire fee, which is 25
credits. A gang may only have
one Crazy Doc. The profile
and skills for a Crazy Doc is
worked out after they are

Loose Cannons

New Hired Guns

By Lachlan Abraham

Doc on the payroll must
HW.. -1 to their roll on the
tlaw Table.

ipture
| Crazy Doc takes an enemy
 of Action in hand-to-hand

hired. For the purpose of
calculating the Gang Rating a
Crazy Doc has a value of 125
(his hire fee of 25 x 5).

The Crazy Doc has been an
Outlaw in the wastes for many
years, funding his passion by
working with whatever gang
was desperate enough to hire
him. Thus he may have special
skills or superior
characteristics. This is worked
out only after the Crazy Doc is
recruited. The basic
characteristic profile is given
below.

CRAZY DOC ADVANCES
A Crazy Doc has four advances
which are either bonuses on
his profile or skills. Roll a 1D6
four times and consult the
chart below; noting down the
increases and skills as you go
along. He may not improve
any characteristic by more
than +2; if an increase is
rolled for the third time re-roll
the result. Similarly, if you roll
the same skill twice re-roll to
get another.

CRAZY DOC SPECIAL
RULES

The Crazy Doc is a twisted
individual, hunted by the law
for his crimes against the
innocent. In addition, he has

CRAZY DOC PROFILE

S T

W

nbat the enemy is
tomatically captured at the

certain unique abilities ..,‘:._n_ of the game. Rather than

are represented by the
following rules.

Outlaw
Due to the fact that a Crazye won the game or whether

Doc Hired Gun is hunted f, Crazy Doc survives or not.
Guilder Bounty Hunters, a;

gang that is reported to q_s_qﬁa

Adeptus Arbites and has a

D6 Roll  Advance
+1 WS

+1 Initiative

+1 Leadership

1

2
3
4

ling on the Serious Injury
le after the game, the
hter is automatically taken
stive regardless of which

is skill can only be used
inst captured enemies. If

fasdZai (e rot: 10 Crazy Doc passes a

Roll a

Roll a

1-3:Killer Rep
(Ferocity Skill)
4-6 Roll a further D6:

;i

2:

3:

adership test he can

rform surgery on the

swred model. Surgery

ows him to take a Serious
ury off of any member of

> gang that is currently

‘ing him and transfer it onto
= captured model (via
rticularly gruesome organ
mnsplants and skin graféing!).
ie captured victim may be
asomed, exchanged or sold
‘o slavery as normal after

2 surgery has taken place

it the opposing gang may
‘empt a Rescue mission

fore the surgery.

'rexample: the Leader of a
n Saar Gang has the Serious
Head Butt  jury Rlinded in one eye, his
(Muscle Skill) ng has a hired Crazy Doc
Impetuous  d last game captured an
(Ferocity Skilcher Juve. If the Crazy Doc
Rapid Fire ~ 'S5es his Leadership test he
(Shooting Skiltnsplants one of the Escher's

further D6:
+1BS
+1 WS
+1 Str
+1T
+1wW
+1A

further D6:

. Nerves of Steel S into the Van Saar Leader

: Berserk Charg eir

(Ferocity skil)'d the injuries are effectively
Dodge 7apped. If the Escher Gang

(Agility Skil) ounts a Rescue Mission they
ight get there in time to save

(Ferocity skill)S.Ju¥e from this terrible

irgery,..

CRAZY DOC WEAPONS
A Crazy Doc fights with his
own weapons as described
below. A Crazy Doc cannot
buy or use other weapons or
equipment.
A Crazy Doc is armed with the
following weapons:

= Any number of knives

* Chainsword

* Filter Plugs or

Respirator

* Photo Contacts or
Photo Visor

* Medi-Pack
They are also armed with one
of the following:

* Laspistol

* Auto Pistol

* Stub Gun with Dum-Dum

Ammunition

They may also be equipped
with one of the following:

* Any one Bionic part

* Bio-Scanner

* Bio-Booster

Guild Assassin
Guild Assassins are amongst
the most feared individuals on
Necromunda. The Guild of
Assassins will take money from
anyone for any reason and
have even been known to
waste Nobles in the Spire or

rich and influential Guilders
from the Merchants Guild. It is
not known, however, for them
1o accept contracts against
Imperial Officials, such as
Adeptus Arbites Judges or the
ruling house of Helmawr.
Unlike the legendary Imperial
Assassins, their methods are
often unnecessarily cruel and
painful - Imperial Agents are
at least brutally swift in their
executions. Guild Assassins
are usually hired by the Noble
families to perform subtle hits
upon their rivals and also as
bodyguards to prevent this.
The less fortunate, basically
those who dwell in the
overcrowded depths of the
Underhive, have to seek
contracts through more
mysterious sources.

RECRUITING A GUILD
ASSASSIN

Any gang may hire a Guild
Assassin. If a player wants to
hire a Guild Assassin he must
pay the standard hire fee,
which is 35 credits. A gang
may only have one Guild
Assassin. The profile and skills
for a Guild Assassin is worked
out after they are hired. For
the purpose of calculating the
gang rating a Guild Assassin
has a value of 175 (his hire fee
of 35 x 5).

Guild Assassins have
undergone intensive training,
thus they may have special
skills or superior
characteristics. This is worked
out only after the Guild
Assassin is recruited. The basic
characteristic profile is given
below.

WS

GUILD ASSASSIN PROFILE
BS 8§ g’

W1

3 3 Wy 3
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GUILD ASSASSIN
ADVANCES

A Guild Assassin has three
advances which are either
bonuses to his profile or
additional skills. Roll a 1D6
three times and consult the
chart below, noting down the
increases and skills as you go
along. He may not improve
any characteristic by more
than +2; if an increase is
rolled for the third time re-roll
the result. Similarly, if you roll
the same skill twice re-roll to
get another.

ADVANCE TABLE

D6 Roll  Advance

1-2 Roll a further D6:
] 52 +1 WS
: +1BS
+13
+11d
: Roll a further D6:
1-3: +1 Ser
46 +1T
Roll a further D6:
1-3: +1W
4-6: +1A
3-6 Roll a further D6:

1-2:  Killer Rep
(Ferocity Skill)
Marksman
(Shooting Skill)
Step Aside
(Combat Skill)
Roll a further D6:
Catfall
(Agility Skill)

: Dodge
(Agility Skill)
Hip Shooter
(Shooting Skill)
Crack Shot
(Shooting Skill)

+ Ambush
(Stealth Skill)

. Sneak Up

(Stealth Skill)

SPECIAL GUILD
ASSASSIN RULES

Guild Assassins are trained
and merciless killers. This is
represented by the following
rule.

Automatic Kill

If a Guild Assassin takes an
enemy Out of Action in hand-
to-hand combat the enemy is
automatically dead, so great is
a Guild Assassins’ expertise.

GUILD ASSASSIN
WEAPONS

A Guild Assassin fights with his
own weapons as_described
below. A Guild Assassin cannot
buy or use other weapons or
equipment.

Guild Assassins are armed
with the following.

* Any number of Knives
* Sword
* Auto Pistol with Silencer

* Lasgun with Red Dot
Laser Sight

* Filter Plugs or Respirator

* Photo Contacts or Photo
Visor

They may also be equipped
with one of the following.

+ Skull Chip

* Blindsnake Pouch

* Mesh Armour

* Infra-Goggles

Defence Force
Deserter

Defence Force Deserters are a
strange breed. Deserters may
have left the Defence Force
due to cowardice, crimes

. against the harsh military

system of the Imperium or
rebellion against the over-

bearing discipline of the
Defence force. They sty
to regain what they onc
a semi-ordinary life, bur e charact
violent fire kindled by thy ' ¢ oo
service will not die, :c_.ﬁrn: By

the shame of their action B E
fade. Neither will the Mﬂng §ﬂ>z

Imperium forgive, nor foy orce Deserter has
ever... The deserter is a un—wnnnmo:ﬁﬂr._n.u EM.
haunted, hunted man we€ advances !

invariably wants to do onher bonuses MVM ﬁamwﬂm
thing; to get offworld. G, Skills- Roll 2 bl
away from his hunters n_noum_._._h e o s.-..n_
requires him to change hHn8 oy e

identity many times just u:m.»mﬁoc go along,

keep ahead of the game, = may not improve any
driving him into the depiaracteristic by more than
the Underhive in search 2; if an increase is rolled for
anonymity. Now he only se third time re-roll the

his gun to get that ticker sult. Similarly if you roll the
world and away from the me skill twice re-roll to get

= prying eyes of his oppressother.

Imperial masters.
JECIAL DEFENCE
DRCE DESERTER RULES
Defence Force Deserter is
unted man, which is
presented by the following
les:

: .l

RECRUITING A UMﬂm}-lﬁ:-

FORCE DESERTER |¢ 1o the fact thata Un_.amlnm

Any gang may hire a Cﬁmﬁﬂﬂ.gg H.wnnnnwnn”n_m

Force Deserter, though __mub " E -nnnmun_uu:m

may be a risk of being 55._ Fnﬂﬂﬂw o

Outlawed if they are repoly § D

o the watchmen. If a play g 5:and bas a Defence
men. A Pirce Deserter must apply -2

wants to hire a Defence K
Deserter he must pay the .nvn_mhw. roll on the Outlaw

standard hire fee, which i

credits. A gang may only b

one Defence Force Un;e:ﬂ_un-ﬂto y

The profile and skills for u_m uUmPPa-.annr game the
Defence Force Deserter is :ﬂnﬁnwggownﬁn_wq wﬂ.;m
worked out after they are 8. & foll ok i
hired: Y A R Diten e Force

Deserter finds passage off-
world, finds a new identity or
is arrested. The gang may not
hire another Defence Force
Deserter until they have
played another game.

DEFENCE FORCE
DESERTER WEAPONS
A Defence Force Deserter
fights with his own weapons
as described below. Defence
Force

Deserters cannot buy or use
other weapons or equipment
(Defence Force Deserters
hoard their money whilst
looking for passage off-world
or a new identity). The reason
a Defence Force Deserter will
usually be so heavily equipped
is that they have most likely
looted the bodies of their
comrades before running.

Defence Force Deserters are
armed with the following:

* Combat Knife
* Flak Armour
* Laspistol

They are also armed with one
of the three following
collections of weapons:

* Lascannon

* Grenade Launcher with
Mono-Sight, Frag, Krak
and Smoke Grenades.

For the purpose of caleul?  DEFENCE FORCE DESERTER PROFILE

the gang rating a Defence X
Force Deserter hasavalue’ M W§  Bg g T

W B A Ld

200 (his hire fee of 40x5). 4 3 3 3 3
Defence Force Deserters !

1 3 1

Medi-pack

* Chainsword & Plasma
Pistol

Replace Flak armour with

Carapace armour

Frag Grenades
Bio Scanner
Any one bionic part

ADVANCE TABLE

D6 Roll  Advance
1 +1BS
R 1 B |
3 +11d
4 Roll a further DG:
i +1WS
+1 Str
+1T
+1W
e A
: +11d
Roll a further D6:
1-2: Nerves of Steel
(Ferocity Skill)
3-4:  Crack Shot
(Shooting Skill)
5: Marksman
(Shooting Skill)
; Roll a further D6:
: Dodge
(Agility Skill)
True Grit
(Ferocity Skill)
Weaponsmith
(Techno Skill)
4: Killer Reputation
(Ferocity Skill)
5: Ambush (Stealth)
6: Rapid Fire
(Shooting Skill)
(The player may choose the
weapon which it applies to)

been through intensive
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ANT reading GANG WAR as much as we do compiling it. Your opinions are very,
3 n i vn_.”uu_ﬁn.— _"n% Hm: “_MM if you ann something to tell us, please send in this Feedback qom.ﬂ_.m.dmm bmmn_
1 m i b i d we may well feature the best of them in GANG A
m one of them as they come in, an y ‘
oﬂ—ﬁﬂﬂ —Um—. mm °ﬁ- —.H”HQOOH.@ N—.ern 8 anﬁ_wﬁcc don't want to mutilate your copy of GANG WAR, feel free to photocopy this page or
The GANG WAR continues and steps up in its intensity. If you've still managed to :_wd.ﬁ.a answers on a different sheet of paper.

M_ﬂ_:n mw c.wn first two issues of the ultimate Necromunda supplement, here’s what n_m . other people read my copy T Py o [ S R |

JANG WAR 3
GANG WAR follows the Blood Bowl Compendium and Firepower in a whole new
series of specific compilations that brings you a combination of classic Journal andmught it at
White Dwarf articles coupled with totally cool, completely new articles and e | be ] Nol
conversions, not to mention exclusive Mail Order deals that are only available to thyuld like GANG WAR to become a regular quarterly magazine? Yes [] Maybe [] No [
readers of this magazine,

I'll buy the next one? Yes[] Maybe [] No[]

i i i ¢ Same Less  Twant see More Same Less
We want to provide you with the most concise, regular supplement to Necromundza#it 1o see .. Moesfidame

Where you can send your ideas for new gangs, new archeotech, scenarios, odelli T i)
conversions etc. These will be complemented by brand new stuff from the guys in s n' Tactics O Modelling

Games Development, who are always working into the early hours writing, playtest ;
and converting. i tle Reports il Mail Order Deals

I Rul
wd\“—%_ ries House Rules

D
D
:E.am E.Nz.ﬁ_ﬁ D
We will need your CONTINUED help... ws Artwork 0

42.9&:nmn_<oE.=.u€8»nEm<m5$,con»:mnr.mnn (nsert) ..., Other (insert)
your submissions that will keep GANG WAR packe
M_.W.NM._”” %ﬂﬂ%ﬁ%ﬁﬁﬂmﬂﬁnﬂwﬁnﬂ“h M_M_Mw_ﬂw,mﬁ:n to contribute. Please send me your Writer’s Guidelines []

enough on their plates’ what with developing new : . | ?
m»Bmm and mEnSv_.umo rather Hﬁb &Eﬂwm nﬂn_.w SERERhEE things to tell you about GANG WAR that I'm going to use this box:
hoping someone in Games Development will write,
some rules about something obscure, send us all ¢
those innovative ideas you have floating around
inside your heads and we’ll publish the best of the

If you want to write in but are not sure of how to £
out your article, then tick the box for Writer’s Gu

on the Feedback form opposite and we’ll send out
full set free of charge. Out of room? Use a separate sheet of paper!)

(]
O
O

0

Return this form to:
GANG WAR Feedback,

The Black Library,
Games Workshop Ltd,

Willow Road,
Nottingham
NG7 2WS$S

Send your submissions to:
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Deeper Underground
A campaign system with a twist
By Tom Newton

1 first entered the world of Citadel
Miniatures at the tender age of eleven,
when I received Warhammer 40,000

8| second edition for a Christmas present. I

\l| immediately fell in love with the Eldar

| and built up quite a sizeable army.
| By the grand old age of twelve I bad

developed what I thought was a cunning

and unbeatable strategy with my Jetbikes,

that is, until I met beardy Marine players

whose army consisted mainly of

8| Devastator squads. Thank the mﬁgx
Jor third edition!

I was first introduced to the urban rat’s
nest more commonly known as

Necromunda, in the ‘Dead or Alive’

campaign during the summer of '98
Salisbury store. I was immediately

gripped by the simplicity of the game .,

loved the way that you could %9.8:&
and customise your gangs through
and selling equipment and arms. Yo

through the acquisition of skills and
tailored to suit your style of play.

~ Eventually you could gain a reputati

and your name would be whispered i
fear amongst your enemies.

At present, I bave a cool, calculating |

Saar gang and those techno-deviants,
Pit Slaves, both of which bave seen act
in this campaign.

under the remains of an old
factory. A holo-mat scan later

_revealed that there are several

entrances to the depot, but
the worn blueprint data tapes

‘have corroded over time, and
‘crashed the holo-mat before

complete plans could be

 download. Despite this lack of

knowledge enough is known
of its whereabouts to warrant
a search. Each of the gangs
involved have decided to take
a small force of gangers to

locate the entrance to the

depot and retrieve the
weaponry that could be
scavenged from the
delapidated building.

This scenario should be
fought between two gangs at a
time (they are all considered
to be searching
simultaneously, but the depot
sub-levels are huge), so the
gangs taking part in the
campaign should be drawn
against each other in a
random fashion.
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TERRAIN

You will need to have access
to the card floorplans from
Space Hulk or Warhammer
Quest (it doesn’t really matter
which you use, but the Space
Hulk floorplans look better for
this scenario).

The rules for movement, and
room changing are the same
as in Warhammer Quest, with
one model holding a flashlight
(he serves the same purpose
as the lantern that the
barbarian carries). Nominate
the model who will be
holding the flashlight. This
model always has to lead the

group into new rooms, so that
he can warn the group if there
is any danger or a dead end
ahead. If this model gets
killed, then the nearest
friendly model uses up its
next move to pick up the
dropped flashlight.

I suggest only allowing four
models from each of the two
gangs taking part into the
depot, ensuring that one of
them is the leader, and that
one is a Juve. Due to the lack
of space in the small i
corridors, Heavies or Scalies ~
are not allowed into the
depot. The objective of this
scenario is to find the ammo
dump located somewhere in
the complex, and then to
escape with crates of the
weapons.

MOVING & NEW
ROOMS

If you haven't played
Warhammer Quest before, or
you have forgotten how the
movement and venturing into
new rooms system works
(shame on you!) then consult
these rules before play.

Divide the table up into four
quarters. Each gang has to
deploy in opposite quarters

on may arise that
Jors are about (0
s er each other’s ﬂ»u—.”&
‘mess up the game bo
just adds to the
ypens, especially if
al gang’s. Treat the
wu“nuum_dn& and
ts COMMENCE.

and each gang starts off ithis may be the chief arms
straight corridor, with tweepot - absolute hordes
exits/entrances on each ef crates of weapons are

Each model is allowed 1o ashy up the room with
move four squares duringpot € 5, ensuring that

~movement phase, _.nm»:&:ﬂ.d»snn_mﬁn than enough

of any equipment the moor both sides!) or it may be
has. When each model haist one of the subsidiary
finished its turn, roll a Diffices filled with Archeotech.
and consult the Random lowever, many items in these
Events table: soms are fakes equipped

: fith baoby traps that will
When the model with the T
flashlight has passed th ol e0rs to shus
the exit of the room/corriy
that it was previously in,
DO to uncover the next ri
location and consult the &

ROOM TABLE

Result
Nothing happens
Rat Attack! The g~

and seal the intruders in.

A
Roll on the table below to
determine the room’s

contents:
SPECIAL ROOM TABLE

Result

The alarm system has
been accidentally
tripped and all doors
will close for the next
turn only.

3-4  The gangers have
found some Archeo-
tech which can be
traded for 3D6 creds.
This is the Arms
Depot, grab what you
can and get out fast!

Unlike the Loot Counters from
the Scavengers scenario (page
154 of the Rulebook), these
are huge crates and only one
may be carried at a time by
each of the gangers. Whilst
they are carrying a crate, the
ganger moves only three
squares a turn and may not
shoot or engage in close
combat. If he is charged by an
enemy he must immediately
drop the crate and fight in
close combat.

Each Gang Leader is assumed
to have downloaded the
security override codes from
the blueprints. Providing that

is attacked by D3

Rats. RANDOM EVENTS PROFILES
Spider Attack! rhe Beastie SOWS BS' S T W I A

gang is attacked by GiantRat 6 4 3
Wolf Spiders. Wolf Spid

Alarms Tripped! 1 i b D0
archaic alarm syste” ¥

been tripped somel Rules

& LIRSS
3 i

and all exits are clof gggbokwm 4+ unmodified
for a turn ::E ._.na b m.—.uwnmnga‘ 6+, Movement — the spider may move up
gangers override aagn any sloping surface without restriction.

the Leader is still in the room,
he can re-open the door (but
this takes one turn to do s0).
1f the leader is dead, players
can always try to blast the
door to pieces and get
through. The doors have an
armour value of 10, and they
will instantly open if a
Scrambler device is used on
them.

SHOOTING

Shooting is handled in the
same way as it is in normal
games of Necromunda
However, because of the walls
blocking the way, the shooting
model must have a direct line
of sight to the target. Template
Wweapons are even more
deadly underground, as bits of
shrapnel and burning liquid
ricochet and rebound off of
the walls back to the target!
This means that all weapons
using templates have an extra
+1 added to their strength,
and an extra -1 to their
modifiers. Grenades, however,
can’t be thrown in the depot,
primarily because there is not
enough room to get a good
arm behind a grenade in the
corridor. Grenade launchers,
can still be used as normal.
Models behind corners
attempting to shoot suffer a -2
modifier to hit, because they
are taking potshots at the
enemy, whilst trying to
conceal their person behind
the corner.

ESCAPING AND
WINNING

The gang to escape, back
down the tunnel that they
entered via, with at least one
crate of weapons (a Loot
Counter) has won and the
game will end immediately,
unless one of the gangs has
Bottled Out.
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i Deeper Underground - ©

| || 7002 KEEPER SAT upon the cold flagstones of destroyed in the process of the e’ e
| ; the machine E
18 || the ruined chapel in a meditating position s initiation, reduced to mindless 4 wretches ﬁ“—nﬁ:& e
¥ | | beplaced the bowl of blood before him. His  nothing remaining but empty busks. He o
{ “.,\.\.., .\Qﬂoﬁﬂd .glsg blind fools s —all stood ascertained that their aims were to harne, Survives. If a gang
(|| ot bim in th ritual circle. He could feel  the Warp in a similar way that he g ‘D6 ot survives the
e psychic aura reverberating around them, spaceships of the Imperitm did 1o travel v e then D6 points are
o| | o e concentrated upon the bleak focal point  distances across the tracts o space. For i, camed. Fven fightrs
\d n Unlike most rogue psykers, he burpose they would barness such power i ua wounded and
'] oaﬂ.walna connect bis body and mind in the  though was unclear. ; ﬁéd- of action
f| | oo S iowes oo bad to Bk dp el e Gt of e Machine God bud i el experince for
>\ || when be offered up the first bundred souls o 'BCIT Curiosity not just with their lives by 1AKINg PATT
bis master in return for one bundred years of ~ “/50 With their eternal souls. Asany 5 per Wounding Hit. A
life. Another soul, another year', The Keeper experienced psyker knew, the Warp wonld fighter earns 5 points for F}
lived by those words. Because he was an instantly devour a living soul as soon as il cach wounding hit he
immortal, he bad no soul, and could not was exposed to the immaterial Warp unles;  inflicts during the battle
Dherefine i e Bl Zoee Sodestatind owner had undergone years of mental  (this will include damage
throughout bis long life that without @ soul be i\ »as_aﬁ;w —.w..w‘.% was why the Keeper was done to the random
[ was nnw ative either. But be felt alive, that i e Tatoning t / encounter creatures).
was the matn thing. When be closed bis eyes, 2 “l5  per Loot Counter. If 1
| ”E%m@@wweﬂg&qa\u@# ) iy s e gang fighter is carrying a
| || burning brightly in the Warp, and be also felt ; ine, at least for th o counter at the end
| || @ darkness, a rift within the Warp, time being, for they bad pledged thefr souly —x . h S
: { bim, and bis purpose £r1 excBomee for pous omgn%an e receives
Mutants, soctal outcasts, and-otber shadow > PO
of saciety all stood in silence. 10 HMEEN Gang Leader.
8 L et e Gang Leader of the
The Keeper drew bis hand out of the bouwl, winning side earns an

and raised it in the air, bis eyes still closed, extra 10 points,

bis ismamw ﬁs«g . The trick was to conce

i3 LA GGING THE LOOT...

ﬁn@&g i .ﬂua,ﬁhbﬁg s soulless. Half fer the game ﬂ..w.m...ﬂ ﬂ_uo._- e credi
 the time, be didn't even know that be was e A game, & _umf S5 A :
raising bis fist, because of the meditation .. ocC to their base " without opening them.
routine that be bad practiced for so long. wnﬁw.ﬁun% ..@a:honm-“.. mnMM their
Suddenty, be allowed the pooled blood to Fates ey ivw.” il player gets any armour, to

It may be a good idea, if a

e sl trickle from bis band. This symbolised the ot! Roll 1D6 fo, ir
: e ._ﬁ:;___:s& vereg release of one bundred souls into the Warp g e -0 LOF £2¢h crate, o
) 2 e deong The bowl contaned bis otn blood, wbich eSSk OUt the Following CRATES TABLE and a
H 2 1w

old shrine bad caused a tear in the Warp, all "4 Slowly collected over the years, and e~

those centuries ago. The thing was aﬂwﬁ i ! w&&%&ﬁg the sacrifice of souls E&: the score of a 5+ the gang DG Besult This scenario proved to be an
1 || inemense cacopbony of whirring cogs, wheels ~ SPannelled their energles into a fistful of “° Aduired enough ammo to 1 D6 Flak Jackets. interesting challenge, and is
| Voraatih beits s ot i blood. As the blood slowly dripped, the 51 1ast for the next three 3 D3 sersof Mesh A | good for beginner gangs, as it
| || vated by the darkness of the Warp that it E—iﬁ vented a buge gout of black fire n:wmw.rﬁ‘ This means that Rk it gives them opportunity to
. nited. which ripped right through the circle. r the next three games no 3 Archeotech worth 6D6 gain loads of experience
Sw%i beat at the Keeper's face, as be Hﬁ.ﬂwnn of the gang has 1o creds. before they enter the Hindsk
] e ¢ c gg&ﬁasg@s_ Hefeltone ¢ “0¥2Mmo tests at all 4 D2 Needle weapons bive! It's also great for
manuscripts of a long dead alien civilisation, bundred lives become at one with the warph addition 1o the One-in-a- (roll again: 1-3+pistols, | veteran gangs who've got
who bult ¢ as @ tribute to their ey When |~ 9 they were w.%&.nnna uncontrollae ilion weapon on 4 rol of 1 Lt ey, PO right budget and
8\ || the Keeper bad descended ruine maelstrom of power. A millisecond later, b3 the weapo 7 i
\ | chapel, ive brundred yaurs e be buet -+ JeltbiS mastor's will il bim with the _ SiPDEd w0 et
discovered the machine and sensed a great, powerful essence of one bundred souls. The 8bt.
burning anguish as be walked the chapel’s Keeper stood, and smiled. layers 2 A One-in-a-Million
labyrinthine corridors. The Cultists had been Another bundred, another century,’ be said® the Crates if they want ””wc_. weapon.

5 = - ? 3

5 General ammo worth
2D6 creds.
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in the Arms Depot, between Delaque

PLAYTEST NOTES

During the playtests we did at
the Salisbury Games
Workshop store, we (Sandy, a
fellow gang leader of the
Delaque clan, and the store
members) thought that there
were some aspects that
needed changing from my
initial draught. The outcome
of the first Scenario was quite
well balanced, as Sandy and I
both have veteran gangs, so it
was a close fight. Even though
Sandy managed to down my
Juve AND my leader (GIT!) —
who survived receiving some
Impressive Scars in the
process. In return, Sandy
failed to escape after turn
four, and I managed to get
back to my starting room with
two crates full of cool stuff (1
got Flak and Mesh armour —
excellent!). Sandy, renowned
at Salisbury store for being a
‘jammy’ dice-roller managed
to get the ammo crate and the
needler weapons (DOUBLE-
GIT!). The final outcome,
however, was me walking
away with loads of experience
and armour, and Sandy with
hardly any experience at all,
but much better gear.

Scenario 2:
Ambush in the
Hindsk hive

This is the second part of the
Deeper Underground
campaign, and picks up
roughly where the first part
left off. The Adeptus Arbites
have become concerned with
the frequent raids oceurring in
a certain prohibited
underground storage depot,
and have tracked the cause of
these raids by the means of -
snitches, and third-hand
information gathered from
bounty hunters. It's not long
before they hold the gangs
responsible for the raids on
this property.

A lucky tip-off provided the
culprits with just sufficient
time to grab their things and
get on the run. After a brief
fire-fight between some
squads of Arbitrators and
those gangs involved in the
depot raids, the gangs
managed to escape down an
ancient, disused subway tube
(you could even write up a
scenario to simulate this if you
want). The tubecars arrived
quite sometime later at an
abandoned subterranean

VuBnn_unn— he
view. Probably just
on the run from

and

station seemingly miles aﬂmnﬂ
?Oq: s:ﬁi.nnn (in ?: ha

_so:mm:n_v of miles!). u_gwnn»
in many respects to the V€S uEH._ to run, they !
“Underhive from which E:E-ﬂm‘ HIK tracks E_u_”_oznn
had just fled, a quick seandOre Zom @pprodching
revealed that ﬁ__mm was aﬁcn. gﬁm:_nmﬁnn
home to one of the major1€re P, Loy
producers of iron ore on 24 Egﬂnﬁﬂé through
Necromunda, the Hindsk h€ f the undead in a
After leaving the station a9 1© find a suitable escape
exploring, it soon rnﬁi«aﬂﬁ
apparent that this hive hathis 0 is meang for two
been inhabited for a very w—»i | one gang only
time and soon it also beczalthough you could make it a
apparent to each of the EBE scenario if you're

potential gold mine. _r._a

behind them only the verd

annoyed Arbitrators this WULES

presented itself with a golNow the gangs are in the
opportunity to start aga ggﬁ the following
Unknown to the gangers

had just walked into a wa*

zone and although they #

at least safe from the

Arbitrators, the fun was of

just about to start.

‘Whilst exploring the vast
tunnels and corridors of
new Underhive, the fu,
have come to an interse
on one of Hindsk's air-
highway routes, the roads
which join separate dom¢

: Bach gang will
em _G previously

Trading: As the gangs
become acquainted with
the strange new denizens
of Hindsk hive they may
trade with them for arms
and equipment. Use the
Outlaw trading Post to
simulate this.

Recruiting: There is no
longer access to a plentiful
supply of eager young
hopefuls willing to join the
gangs in return for a share
in the spoils of their endea-
vours. Later each gang will
have the opportunity of
recruiting/allying with the
sinister inhabitants of the
decaying hive, and I hope
to cover this eventuality in
the follow-up part to this
article.

TERRAIN

A table area 36" by 24" should
be O.K. Set up the terrain as
indicated on the map (below).

STARTING THE GAME
The ganger player should
deploy opposite the
barricades. This represents the
gang entering the streert,

exploring the hidden depths
of this new hive. Each gang
member must be within 2" of
another when they are
deployed to represent their
surprise. During the first turn,
no Zombies are deployed. As
soon as the ganger player's
first turn is over, the Zombie
player rolls a D6 and that
many Zombies must be placed
behind the barricades. Each
turn after the first the Zombie
player may roll 2D6, and place
that many Zombies on the
table with approximately half
of these being positioned
behind the gang. Zombies may
not be placed any closer than
8" to a ganger.

ENDING THE GAME

As soon as the gang
successfully leaves the table by
the furthest edge, they are
assumed to outdistance and
escape the Zombie hordes.

The gang is surrounded and
although their trousers may
show it, they cannot Botile
Ouwt under any circumstances!!
It is purely a fight for survival.

Barricades

B
3
=
3
.
i)
8
&
i
o

ndsk
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| EXPERIENCE
Experience is earned as stated
below:

+D6 Leaving the Street. If a
gang fighter leaves the
street by the opposite
side, he survives the
battle and earns D6
points. Fighters who are
downed must be carried
off by their comrades or
they will be joining the
Zombies for dinner (if
you know what [ mean!),

2D6 Killing a Zombie, A

/D6 fighter earns 2D6 points
for the first Zombie he
kills, representing what a
fearsome encounter it is.
After the first he earns
D6 per Zombie.

NOTES

Even though one gang can
only take part during a battle;
each player can bring their
gangs along, and the player
who takes control of the
Zombies can swap roles with
his opponent. You don't have
to set up the terrain exactly as
shown on the map, but you
should have at least three
barricades at the end of the
street, and a few bits of
scattered terrain around the
sides of the road.

Substituting Zombies
You can use other denizens of
the Underhive if you wish in
instead of Zombies. For
example, if another player has
a Pit Slave gang, you could set
up the Pit Slaves for an
ambush, (the mystery man
also commands hordes of
rebellious techno-deviants).
You could even assault the
nosy gangers with a some
Scalies, those nasty reptilians
despise anyone who
trespasses on their property!

Even though you can
substitute Zombies for
another type of outcast, this
scenario shouldn't degenerate
into a straight gang-fight. The
seenario should be a bit of a
taster for what's to come (and
itis really set to get quite
nasty!). This scenario should
represent gangers exploring
the ancient hive being wholly
unexpectedly assaulted by a
horde of creatures and and
mutants that are shunned by
Underhive society. Anyway, |
have recently taking a liking to
Zombies (anyone who has
seen the Pink Eye episode of
South Park will know what |
mean!), and I am going to
make them an addition to my
Outcast gang (which
compromises of Pit Slaves,
thieves, mutants, and hordes
of the living dead, so far!).

CONTINUING THE
CAMPAIGN 4
Obviously, so far, I have only
given a hint at the background
to the campaign and a bit of a

taster of things to come. Many .
of you will be able to take this”

outline and continue the
campaign in your own way,
which is fine by me. Hopefully,
school work permitting, 1 will
be able to write up the next
part of the campaign and send
in a few more scenarios which
will witness the plot begin to
unfold. In the meantime,
here’s a summary of some of
the ideas I hope to include:

The rest of the campaign is
going to based around the
bitter gun-fights between the
brain-washed followers of the
Keeper: the hordes of Pit
Slaves and Zombies and the
Brotherhood of Odo, a bizarre

* group of renegade Squat

engineers and bikers with
their trusty Scalies and Scavvy

for power and wealth, si|
they are!

Little does any side _n:ot.
especially, the author!), th
those mysterious, cowled
agents of the Inquisition
here to fulfil their mission §
the Emperor and attempy (f
save the whole of
Necromunda from a poten
global catastrophe that is
about to happen. Phew...
everything but the kitchen
sink!

1 will be submitting rules fu
the grand fighting-pit
tournament in the Keepery]
“Colosseum. The entrants fo
this will include: each of

- player’s gang leaders; the

Keeper's champion, Styx (1
named after a 70's group,
honest!); a secret character
(working for some underc
Imperium organisation —
perhaps the Inquisition);

© Warlord Kruffoot's champig
Drong Grimley; and a ‘bos]

character (all fighting

have them, don’t n__aﬁ.v o _
will add a bit of flavour to

whole proceedings.

MAD MODELLING...

The Brotherhood of Odo v

consist of the old Citadel

Squat heavy weapons trikes

Conversions will hopefully

include a cross between an |

Steam Tank from Warhamo*
for Warlord Krutfoot's Bat'
transport, and Squats on I

in Exo-Armour. Because

Squats are a dying race, th”
are only seven Squats ( il

16



Vmﬁ? the Guilders have contracted the ever-energetic Mail Order

ransack the Trading Post for hot stash. There’s some cool Vampyre
ons, 2 Shambler in the shape of a Treeman, Hired Guns aplenty and
&Emm:m Zombies...

PMague Zombies

1200 for a box of twenty

...._am_aoEm_m 2

The best m_unn 40,000 articles from ﬂEnn.‘,
Dwarf, the Citadel Journal and the Project !
Dropship website plus new rules... i

Firepower is the irregular magazine for Epic 40,000 players.

Miss it at your peril!! X

Tssue 1 was packed with rules for Adeptus Enn_muan:m detachments -
for the Armies of the Imperium, as well as extra rules suggestions and

ammendments, compiled by Andy Chambers and Jervis Johnson. There is also bn_non Arbites
conversion tips, Squat army lists, Gav Thorpe’s rules for Princes of Chaos 5._ Titan weapon
conversions, modelling articles and tactical hints on using Euo\a. Lo

Issue 2 will be out in August and will again be packed full of more of the same, including an/
extensive rules Q and A, Eldar tactics, Titan Battle Honours, __.m! detachments for the Dark | HAMMI
‘Angels and Blood Angels and a scenario for the Last mﬁ:& at Glazers Creek. There 5 also a 3
nc-um_m»n fate card deck for the forces of Chaos. |

Issue 1 still available . - Issue w‘wﬁ_ﬁzn AUGUST
Price £4.00 (UK) $8.00 (US) . Price £4.00 (UK) $8.00 (US)

« DEATHBLOW

Brought out by the sheer de d from Warhan Quest fan
B—mmunuuﬂso».ﬁz ‘.......v--nhiﬁwr mer Quest
suppl It's .19 new rules, characters and

A ournal and, like
V fans.

This issue E.E% you Ea%mﬂn -loads of new E.zn_nm such as the
fabled *Spawn of the Old Ones” _u« Mark Brendan, and ‘Rumble in
Jungle® which outline ¢ E rules mc_. :.wu.in_n: and a:ﬁa:m in

sinister gu—zﬂﬂﬂn Ol

‘Claws of the Bear’ covers &.— of the cnn_ﬂnc::& E:_ _onm&c:.m for
adventuring in the frozen wastes of Kislev and the far north, Ifit’s
new characters you're after, then the Assassin from Jue_._ .ta. t r..é_
Me, E.m—.z ‘will certainly gm_ YouE contract!
< 4 Plus there’s all of your old mﬁocaﬁw&oa Em .wEBn— Bo
Jones’ s Ogre in "Wotchoo Lookin 'At?', Gav Thorpe's Kislevite Shaman and his roguish Halfling
Thief. “The Eyes of Doom’ scenario gets a look-in, and thase bad-tempered ‘Dangerous Dwarfs ?
back in town and they're real thirsty. There are enough encounters and bizarre experiences (0 B
had in “Down Town' or in faraway lands to wnmv your Bomﬂn_nn_ﬁgna_ treasure r-::a.. happy. -

With these cracking new plastic Zombies you 're spoilt for
choice, with different beads, poses, arms and weapons.
There are all the components to build five Zombies on
each sprue which you can obtain seperately from Mail

Available NOW! Price £4.00 (US) $8.00
) Order for £3.00 each.

For updates on all Black Library releases check out http://www.blacklibrary.co-"

31
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Vampyre Cults

Thrall §2.75 Thrall £2.75 Thrall £2.75
(Eldar Ranger) (Eldar Ranger) (Eldar Ranger) i
GWVC1 GWVC2 GWVC3 Treeman A Right Arm Treeman A Left Arm

020401702 020401703

Each of these conversions
includes a Necromunda

Cle nd Pi
Vampyre §4.50 Mvw“.ﬁoﬁo&« and Pistols
(Vlad Von Carstein) ] |
GWVC4 |

Hired Guns

Treeman B Right Arm Treeman B Left Arm
020401706 020401705

Note: The arms of
Treeman A and B are
not interchangeable

Defence Force Deserter Crazy Doc £5.00 Guild Assassin £5.00
£3.75 (Imperial Missionary ~ (Assassin with Comb’

(Shock Troop Sergeant) Body 1) Weapon)
GWHG1 GWHG2 072117/28

A completed Treeman
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The d:amar_qm dqowwm:od |

A guide to modelling Necromunda terrain
by Gary James

This cracking article was first featured
way back in Journal 23. This was one of
the many articles that we ‘poached’ from
the Internet and it just goes to show what
incredible stuff you can find when you're

baving a bit of a ‘surf".

For those that don’t yet know (shame on

you!) Gary is from Lincoln (in

Lincolnshire... unsurprisingly!) where be
runs a very successful games club in
between juggling work and a family. if
you want to check out more of his cool
terrain and you can get online, look ng
Sfurther than:

www.altdorf.com/terragenesis

WHAT MAKES A GOOD
TERRAIN PIECE?

There are a few essential
points to bear in mind when
planning or building terrain.
Think of your own terrain
collection or the terrain you
use at a club or friend’s
house. Which pieces do you
use most often, and why? The
ideal terrain piece has high
gameplay potential, flexibility,
good appearance, is tough,
and is also very cheap to
make.

Gameplay potential

If a terrain piece looks
waonderful but is terrible to
play on then you will find it
stays on the shelf. Try to bear
these points in mind when
designing terrain:

* What effect will it have on
the game, and how does it fit
into the rules? Do you really
want a huge patch of swamp
that is classified as ‘very
difficult terrain’? Maybe you
do, but this will become a
specialised piece that is only
used now and then. Large
open spaces such as a large
landing pad will become a
killing field because of the

lack of cover, leading players
to avoid it and leave the
terrain on the shelf

* Make terrain that is
interesting and stimulating
and have game links in mind.
Does it conjure up gameplay
or scenario ideas? A simple
pack of crates can be an
exciting terrain piece if its
capture will dramatically affect
the outcome of the game,
perhaps by containing a ‘free’
piece of equipment. Do you
want rules for the contents of
storage tanks, is the river
water, sulphur or toxic waste?

* Design the terrain with your
game system and miniatures
in mind. Check scale and get
things the correct size — how
wide does a road bridge need
to be? How far can the average
character climb in one turn,
and do you want your ladder
this height or higher? How big
do the doors have to be? Do
you want to be able to shoot
over that wall, or provide a
hiding place?

* If forced to choose berween
appearance and gameplay (for
example hills that look good
or hills that a miniature will
stand up on) go for gameplay

at the expense of realism -

ultimately the point is to play
games, not look at terrain or
drive model trains around i,

Flexibility

Terrain that can be used ina
variety of settings will get
most use. Terrain will be

- flexible if:

* It is not tied to one race or
game setting. My Ork fort is
attractive but doesn’t get used
all-that often because it is
large and only tied to one
race.

* It is not too big — large
terrain pieces dominate the
board and push out other
terrain,

¢ It is functional — a bui

that you can't place miniature®
inside becomes a hill by
another name. This is why
ruins are so good - you can
allow an easy way in. If
possible, make the roof of 4
building removable to allow
access to the inside.

Toughness, appearancé:
cost

A gameboard filled with
beautiful terrain adds

usly to the enjoyment
game, but it will soon
ne battered and ugly if it
up to the job. Think
how you will store your
pefore you make it. If
are going Lo use a certain
- type of storage box
‘make sure your terrain
into it. Terrain that is
sometimes takes more
‘than flimsy pieces —
or plywood bases are
to make than card-
for example, but the
effort will pay off. If you
sing a relatively
piece of terrain or
ing requiring a lot of

W TO USE TERRAIN
it's obvious, isn’t it? You

few things to think about
placing and using your
n — board balance,
ent, knowing y8ur
2, and special rules. Of
€, the challenges posed
&mnwnnna aﬁnm of terrain

of the game. I am not
g that you eliminate

d balance

ensure that each side of

— unless you need a
layout for a scenario
t. This does not
that the board has to be
al or exactly the
on each side — it is more
ter of balance. One side
ve more cover, but at

the expense of it being
surrounded by difficult areas
of terrain. Another could have
more high ground or
buildings on one side but they
could be difficult to capture or
getinto.

Placement

Be careful about the
placement of terrain in
deployment zones. Allowing
deployment on a high
building or hill with good
lines of fire could seriously
favour one side. Availability of
cover in deployment zones is
important too — especially for
the person who goes second!
Think about the placement of
buildings and hills and don’t
disadvantage a player who has
vehicles by making it im-
possible to get berween them
— life shouldn’t always be easy
but deliberately making things
difficult for your opponent
because you know they have
large vehicles and you don’t is
a subtle form of cheating.
Consider breaking up large
areas of open ground with
something chat provides some
cover — a few rocks or trees
for example — otherwise it
might become a redundant
area because no-one wants o
risk crossing it.

Know your terrain
Having to stop and ponder
about the effects of a terrain
type in the middle of a game
is frustrating and spoils the
flow of the battle. Before
commencing, run through the
terrain and agree chat, for
example, that river can't be
waded, chat slope or hill is
difficult terrain, chain link
fencing provides soft cover
etc. Think about making up
some terrain datafaxes chat
carry these details for easy

reference. The datafax should
include the armour value of
the terrain, effect on
movement, type of cover it
provides, type or degree of
obstacle, and any special rules
that apply

Special rules

On the whole I don't
recommend introducing lots
of special or complex rules to
do with terrain — it com-
plicates the game too much.
However, it can be interesting
to use a special rule now and
then. Why not leave some of
the details about terrain to be
discovered during the game?

Examples...

* When using rivers leave the
decision about how deep they
are, and therefore how easily
they can be crossed, until
someone reaches it during
play. Place blank counters
every 6 inches or so along one
bank. When a trooper or
vehicle reaches the river roll a
D10, D20 or whatever. This
becomes the depth of the river
at that point, Write this on a
counter and place it face
down - your opponent must
reach the river himself to
discover the crossing points!

* Chain-link and other fencing
could have variable armour
value or toughness rolled up
when someone reached it.
Once discovered this could be
kept secret from your opp-
onent. Why not try randomly
deciding if the fence is
electrified or protected by a
stasis field or something?

* These gameplays make
scouts into true scouts,
determining the lay of the
land before the main drive
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Choice of paints

I use three types of paint —
acrylic modes paints (usually
Citadel paints by Games
Workshop), ordinary poster or
powder paint (from art
materials shops or toy shops) .
household emulsion and oil-
based paints. I use the
household paints for covering
very large areas such as terrain
boards, and textured but not
too rough finish household
paints for buildings that wan
textured but not too-rough
finish (textured paints are sold
to mimic various stone fir and
have a fine sandy material
added to the

PAINTING TERRAIN

This section gives general
advice on painting techniques
for terrain — instructions for
painting specific terrain pieces
are also included in each
project.

Choice of paints

I use three types of paint —
acrylic modelling paints
(usually Citadel paints by
Games Workshop), ordinary
poster or powder paints (from
art materials shops or toy
shops) and household
emulsion and oil-based paints.
I use the household paints for
covering very large areas such
as terrain boards, and textured
household paints for buildings
that want a textured but not
too-rough finish (textured
paints are sold to mimic
various stone finish and have a
fine sandy material added to
them).

For smaller jobs that still need
a lot of paint I might use
poster or powder paints which
come in big squeezy bottles or
tubs in the case of powder.
Powder paint is especially

g cheap E:_ You can mix it up

into a dryish paste which
drybrushes quite well. These
paints are good for hills or
large buildings where model
paints would be expensive
because the area to be
covered is so huge.

For small pieces and for fine
details and finishing on all
models I use acrylic model
paints, usually Citadel. For
plastic surfaces some kind of
model paint is essential
because the poster, powder
and household paints don't
really take on plastic finishes.

Basic method

The basic approach to
painting terrain is to get a
base coat of the appropriate
colour and then use dry-
brushing and washes to bring
out the detail and give a more
realistic effect.

For 40K buildings that require
a darkish look I usually start
by spraying the whole thing
black and then building up
the colours to grey or brown
with successively lighter
shades. I recommend black as
a starting base for all but the
lightest, most brightly
coloured buildings because
most buildings are very

angular and black accentuyy
this to give the effect of degy
shadow. Even the bleacheq
bone finish of a Lizardmay,
temple can be built up frop, 4
black sprayed base coat - |
had tried with a lighter brow,
textured paint base at first by
abandoned this and wen bagk
to a black base because the
detail just wasn't coming oy
Drybrushing is an easy and
very effective paint techniqye
in which the paint on the
brush is wiped off on paper
something similar until the
brush is almost dry, and theqy
this is brushed lightly over the
surface of the model so that
the paint only catches on the
high points. This picks up the
detail and leaves the original
base celour unaffected.

Painting and scale
When painting remember that
paint effects have a ‘scale

. — if you paint very bright black

and yellow stripes on an Epic
scale model, for example, you
may feel that it just doesn’t
look right but not be able 0
put your finger on the
problem. This is because the
colours just wouldn’t look as
bright in ‘real-life’ scale. Try
lightly brushing the colours

ith a base colour to
em down. The black
s|low stripes on the
this Epic factory
left) for example, were
brushed over in silver
them down.

o see this effect when
rocks out of broken
ts of real rock — often,
do not look right
e rock fragments are
|, which seems a bit
ting real rocks to
them look more real!)
crystal or particle size
1l rock is not always
for the scale at which
using it. Rocks take a
sh technique very well
ly if the corners and
are accentuated with a

also looks better if
rather than used in a
colour or stained. |
paint in nmﬁr_nrm.nvaw_
and when drybrush

can be simulated easily
ic or cardboard and
Ppainted with Chainmail
. If using cardboard try
g it onto some
d sand to get a pitted
n the surface. Spray
and then dry-brush with
For a galvanised steel
such as that on a 40K
I use an old, large-ish
Aling paint brush and
e bristles on the table
splay ourward like a
weep's brush. Then
paint onto the surface
r than using strokes from

the brush so chat the splayed
bristles give a random criss-
cross pattern in the paint
finish. Finally, use washes
watered down 50/50 with
water to give a rust, aged or
scorched effect. For rust I use
Citadel Chestnut wash. For
ageing I use a black wash. For
heat discolouration (for
example on metal chimneys or
exhausts) I use a blue wash
and then follow it when dry
with a Chestnut wash.

Concrete

T am often asked how I got the
concrete slab effect on the
40K refinery. This was painted
with a thick, sticky coat of grey
powder paint and allowed to
dry thoroughly The paint
dried with a rough surface. 1
then dry-brushed with light
grey and white. The whole
thing was then sealed with
matt varnish.

Sealing paint finishes
Remember that poster and
powder paints are not water
resistant and must be sealed if
you want them to be perm-
anent. Use a spray or brush
matt varnish.

MATERIALS

Materials for terrain building
are wide and varied. many are
bits of junk, oddments and
left-overs that were just used
because they were there! Do
not be put off making
something just because you
can't get the same piece of
junk — start your own
collection and then improvise.

The names of many things
vary in different parts of the
world. Where | know
alternative names 1 have used
them.

Foamcore

A 5mm sandwich of poly-
styrene between thin card
stock. Artists use it for
mounting pictures and making
lettering etc. Check out your
artists supply shops and
stationers. This is now my
major modelling material for
buildings. It can be cut with a
craft knife and glues almost
instantly with PVA. glue. Paint
watered down PVA. glue all
over it before aerosol
spraying, or the spray will
melt the polystyrene layer.

PV.A. glue

Viscous, white glue sold as a
wood adhesive but excellent
for card and paper. Known in
the USA as Elmer’s glue, white
glue or school glue. It is also
perfect for adding texture to
materials, especially a wood
grain effect if painted on in
streaks, then allowed to dry,
painted with bestial brown,
and then dry-brushed with a
lighter brown.

Plascard

Plasticard Sheets of plastic
‘card’ in different thicknesses,
for example 20/1000 inch or
60/1000 inch. Some types are
embossed with textures
similar to industrial flooring
or corrugated metal. Available
from modelling shops, glued
with super-glue or poly
adhesive (the stuff you use for
plastic model kits)

Ceramic tile spacers

Are small plastic crosses used
for spacing wall tiles. Some
types come in sheets and you
have to snip them out to use
them for tiling. Left unsnipped
these have a girder-like criss-
cross pattern. Check out your
decorating or D.LY. store next
to the ceramic tiles.
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IN ISSUE ONE of Gang War, we showcased Andy Chambers’s Dog Soldiers, the never-
seen-before playtest mock-up models for Necromunda. Well, here we have Gary
Morley’s original mock-up miniatures and constant opponents of the Dog Soldiers, the
Goliaths (they were the first playtest models for Goliaths). Gary constructed these
mainly from converted Catachan Jungle Fighters, with holsters and pouches added that
were sculpted from green stuff to really give them that Underhive feel. If you're an old
hobbyist, you will even notice a couple of old Blood Bowl players sneaking into the
ranks and these make perfect Goliath-style gangers. Although not quite so renowned as
the feared Dog Soldiers, the Goliaths still managed to cause a bit of a storm in the
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