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Welcome to GANG WAR 4

By Steve Hambrook

Is it issue Four already? -
Blimey! It just goes o
prove that Gang War is still
going strong and steaming
ahead with more cool
scenarios, new gangs, rules
and 3 multitade of
equipment tables and $o0 on
to keep even the most
power-crazed gang feader
happy.
As with all Fanatic Press
produets none of this could
be possible without you lot!
We've had such
favourable response from
vour feedback forms that it
really seems we're heading
in the right direction and
that Necromunda will still
be around for many vears
10 COme.,

That said, we should not

get complacent. Keep those
articles and model
conversion ideas coming
and for those on the net
keep updating your sites.
We want to know how your
campaigns are going how
your gangs have fought
endless bartles from Dust
Falls to Dead End Pass. We
weant 0 know what rules
you've devéloped for new
archeotech, new gangs as
well as new races and
innovative new Hired Guns
and charicters.

There's such a wealth of
detail we can cover in
Necromunda and so far
we've really only just
scratched the surface,

Steve

Hi-Ho - Squat Miner Gangs iy Phil Tortorici
Rules for runming your own gangs of stunted, beanded ones. NEW!

Even Deeper Underground by fow Newton
The next installment in the fontinuing campaign st in the alandoned Hindsk hive NEW!

Hive Men Skills &y fochian Abrabams

More skills and professions than you could shake & dead Ratskin at,

Two Heads are Better than Ome &y Phil kossiier
N serubs? Soyen want to know how o get the best out of your Scavvy gangs. NEW!

Strike a Deal by Daiga Faik

Double-crossing and set-ups in Necremunda, First featured in Journal 28,
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We've gone totally habelicious’ this issuc s Thor Craft the ‘Underhive Raider’ makes an appearance:
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Squat Miner Gangs
By Phil Tortorici

IN NECROMUNDA

The worlds of the Imperium
are home to a bizacre and
aried degree of mutations, A
distingt minority have heed
rue, such a3 the diminutive
Ralings and the large brutish
Omaim and are tolerated to
certain degree, as Eenuine
abhuman races. Another of
these abhuman races that is

| considerably less well Krterwiiy

Are the Squats - a shon, stocky,
muscular and bad tempered
People.  Exposure 1o high-
Eravity mining planets over the
s.......:n::wu bave mutated the
original colonists into their
present form and years of
isolition have made these

| mutations perminent.

This backpround |s known
evervbody  who  has anwm

lobed —u.—._.-u;num.mo.ﬁmoq»_ﬁhmmam.

like me, The question for me, 2
deedicatcd Squat player, is how
B get  them  in the
MNecramungda aniverse,  and
make i plausible,

| Allowing for the fiee that e

Seuat concept is changi

i ng, and
that the miniature liie is in
rewark, the Sguat player could
fome up short in the minianre
depantmeny unless he rrs 1o
the  Warkammer B
Locking at the fine range of

| Citadel mintatures for Dwarf

armies, | find thar the mose
useful are the Dwarf Miners
and Adventusers, and ma_...mn
Bikess ane Advennirers from

the old 40K range, for ad:pting
1o the Necromunda universe.
(Dwvarf Slavers are pretty coal,
as well, but shall be the subject
of another arricle.) Certain
modifications.  may prove
difficult, the more lightly
armoured Squars can be armed
with rechnological weapons. 1
stress Cliphtly armoured’. |
would stay away from the using
the miniatures in  armour
heavier than chain mail, for the
maost part, It is easy enough to
come up with all the tech
weapons you'll need — just
sreal ‘emi  fiomm VOuF
opponents’  spares,  when
they're  not looking., Just
kidding. Ock heavy weapons
are appropriate here to give
that patchwork ook, Lash
together @ few rechno-bits for
mining gear, and you dare sef.
Don't  forger  dwarf  war
machine components, as well!

By using the figures currently
available, 1 have creared my
very own Sdquat Miner Gang.

BACKGROUND

In the wastélands, the slag
heaps, rad zones, ruins and the
like, freelasce miners st up
operations and serape a living
out of the unforgiving
landscape, looking for that one
big strike. Some Mincrs come
o the hive world Outlands
volungirily whilst. some come
1 hide from the unforgiving
oyes of the Imperium, In this
circumstance | visualise as “The
Seven Dwarfs’ meer the Bogart
movie ‘The Treasure of the
Sierra Madres’.

Aliens ave pot tolécated in the
Imperium lex alone in the hive
cities but rthe authorities are
not too coneérned about the
politics of the near
inhospitable  Ash  Wasies,
prowided it doesn’t become a
nuisance,

PROSPECTOR 120 Credits
The Prospector is a freelancer by choice and the senior member
of the Mining gang that all others will meen 1o for guidance and
leadership. Mot content 10 labour in the mines of other Lords of
the Imperium, or on the payroll of a Roque Trader, a Prospector
is our on his owm, for his own gain. He is looking for the *Big
Strike’ the claim which will cover him in the riches he craves, if
he can avoid the many hazards of the Ash Wastes in the
meantime. A Prospector must be as quick with his guns as he is
with his wits, or others will find his pick axe, and his bleached
hones in the twxic desert..

M WS
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Initial Experience Points: 60+ D6

Weapons: A Praspector is equipped with a miner's pick. He
may also be given equipment chosen from the Close Combar,
Ranged and Special Weapons lisis, plus the Gremades and
Shotgun Shells section of the Miner ists,

SPECIAL RULES

Leadership: A Prospector's crew are loyal to their leader and
toughened by his presence. This micans that any Miners within
6" of the Prospecton may use his Leadership when they take
Leaclership tests. A Prospector can always atienipt (o recover
fram being pinned even if he has no Miners within 2" of him,
Resilient: Miners are remarkably resilient to poisons because
of the harsh condidons in which they work. 1f 2 Miner goes out
of action due to poison, roll twice on the Serous Injurics Table
and choose which result t apply:

Encumbrance: The Prospector is used 1o moving great
loads, and working with cumbersome drilling equipment. To
represent this, all Miners are considered to have the abilities of
a Heavy and the use heavy w s In addition, the
Miner does not have & penaloy for fighting in band-to-hand
combat whilst carrving a heavy weapon and he can wear
Carapace armour without the Initiative penalty.

Nerves of Steel: All Squat Miners have the Nerves of Steel
Ferocity skill,

weapons  may  be  found
amongst  these  enigmatic
wanderers.

OUTLANDERS.

Sgpual Miners are considered
be Outlanders, and all of the
Outlaw rules apply o them
with the éxceptions noted

The main toolweapon for
these small elusive bands of
Miners is the pick axe or
mattock and a nasty one it is
Muskets,  crossbows  and
various types of pistols, round
out the basic amsenal. Though
a few highly technalogical
pieces of equipment  and




be ; F@mazm? scarred  from
nwahccn Poisoning and causes
.sﬁﬁw:.ﬁ: 00w on: 6o income
15 collected, Miners gre better
AL mining than replar gangers,
WWM ..,.::qmq.m Recilient u._u_&_q.
applics i
e, .EMM.. W radiation
N 3 seere lowation
Bang has staked it's n_s_q_?ww_“.
EXCAVATIONS  yield CArNOe
HEMS O Some other valughle
OFES OF Stones. You can colleet
246210 credies because of your
Prospécting CXPErtite. The
rules regarding auvgn_.
enemy fighters working in th
mines are the same, i

a.__bnn.:.._._in_ D TERRITORIES
the poil enly keep and work
c *.O_._D!Eﬂ territories: v.—nw

20+D6
L i 'C
“ﬂﬂ_ﬂ“ﬁ A E,_:ma 1% equipped with 2 Miners pick. b
:.B.._Es.m__... choser from the Close Comb, et

and warking The Miner is used 10 moving !

represent Eﬁ%n drilling nﬁﬁ?&%ﬂﬂ#&w&.

4 Heavy and therefore -._a.a.nnm B:maﬂ.ﬁm to have the abilifies of

Miner does not have & E:M_@Hﬂquma"nﬁ?. 8. In ucldition, the

S ey e o S b 1
Aemour without the Tnitiacive

Ferocity u”..mn»n.- All Squat Miners

.Qﬂmmm a Mine Wairkings loses
“,.WES@ 102 Mincr Bang, it
o] Atomatically: lose ape of
Mine Worrkings without
ecourse 1 1 random dice roll

have: the Nerves of srear

| below As Outhanders.

. 2 + Miners
ﬂbgnguhﬂ_._& price and
a Bever pay off their ouaw

Sequence and geneparin
S
JEW camp on the Miner be
m. tory Table immediarely avoid nintice. Miners fighting 1o
mru__ﬁ Ay defend their cliim stake wifl
| . Ut on wiples, the Miner will :
| Mincrs searr wigh TNE priece of
i _ﬂh_z.:cqw Benerited on phe
ner lerritory  Table. This
beco mes the Miner's camp {n
the Wastes and normally ey
cannot hold more than
i territory g o wifivgn

not bottle for any regson,

40 Credits
Slapgers are the Miner equivalent of Jives, Squat Miners muse b
trained, and a Squatbeing hived by a Miners' Gang is in for some
back-breaking work.

Slaggers are generally young Squats and do all of the scunty jobs
- lnading and pashing ore carts, cleaning mining equipment,
anid the gunk out of the bottom of the .&._s._wm. Strangely, there
never seems 1o be a shortage of offworld Squats, willing 10/ do

INCOME

siners collect income from
thelr territory(s), like any other
Outlaw gaAng.

TRADING
Miners roll bn the Qutlaw

Trading Char, provided in this
article.

this work.
HIRED GUNS i
Miners will only hire' Bounty M Ws BS S O ﬂ :
Hunters, and especially Pit o 2 ryd 4 1 2

Fighters, if they can afford it
Pit Slaves with Rock Drills are
especially  desirable” and a
Mincr gang will pay 15 credits
for a suitably equipped Hired
Gun. Income genérated from a
Mine Workings using a Pt Skwve
will be 4D6%10.

The gang's rating will increase
by 75, instead of 50 for hiring
this type of Pit Slave.

Initial Experience Points: 0
Weapons: A Siagser is equipped with a Minee's pick. He may
also be given equipment chosen from the Close Combat section
af the special Miner lists.

SPECIAL RULES

Resiflent: Slaggers are remarkably resilient to poisons
because of the harsh conditions in which they work. [Fa Miner
goes out of action due o poison, roll twice on the Serious
Injuries Table and choose which result w apply.

5 : Th ol o moving great loads,
STARVATION Encumbrance: The Slagger is use ; 4
Miners suffer the effects of | and working with cambersome drilling equipment. The Stagges
.mﬁe..E.E- just like everybody does not have a penalty for fighting E._ﬁnn.s.ru..:m combat
else whilst earrving 3 heavy weapon. When a Slagger becomes a
¥ Miner, he automatically gains the abilities _wn.p ﬂ.ﬂi and may
OUNTY use heayy weapons. A Miner Gang may still only contain two
w. g it heavy weapons. In addition, the Miner can wear Carapace
ﬂﬁmﬂd .N:ﬁ a MXM after you armour without the Initiative peniliy.
Five Barmas VOour gang: On the Nerves of Steel: All Suat Miners have the Nerves of Steel
result of 2 ‘1" on a D&, the Ferocity skill,
Prospector has been reported
to the Guilders. They then
become worth # bounty equal
1o their cost, just like any other
Outlase

CAFTURE .
Any caprured Miner will add a
+4 1o your D6 roll for income
from Mine Workings.

SCENARIOS

Miners may choose' Fom the
following scenarios: The Hit,
Loot and Pillage (defender
anly), The Hunters, Caravan
(defender only), Scavengers, Ne
Hit and Run (defender anly), it

yw that's the biggest gem I ever seed!




Shorgun (solid shotscarer shells)
Lasgrin

Blunderhes
: Crossbow
M | Musker

Stub Gun
Autapistol
Laspistol
Bolipistot
Plasma Pisto]

Chaing
Clubs, Mauls and Bludgenns
Knife
Missive Axe or Mammer
s Mattock; Pick or Shavel

Man-Stopper Shotgun Shells
Hor Shot Shorgun Sheils
Dum Durn buets for Seut, Gun

Master Prospeciar

L. Starting leve] for Shaggers
2. Starting feve) or Mingrs
3. Starting fevel for Prospectors

Ambush,  Raig
Opponent

Prospeceing find
way into Sn_.ﬂ_.__éﬁ—.nh

206 Result
2 New Skill (any Tabie)
3.4 New Skill
Characteristic Increase
1-4 = +1 Swrength
5.6 =-+ 1 Attacks

Characteristic Increase

13 = +1 W5
6= +1 8BS
. e e
1-3 = +1 Initiative
4-6 = +1 Leadership
Chiaracteristic ncrease
134 = +1Ws
46 = +1.BS
Characteristic Incrense
13 = +1 Wound
446 = +1 Toughness
10-11 New Shill

12 Mew Skill {any Table)

E.Enc_ﬁ._:_ stubbom  section
of rock.

Special bomb  counters must
be made up o use explosives.
These have a number from 2 1o
6 un one side, and a picture of
a bomb yor a smiley face!) on
the other

T ser @ charge, a Miner may
nol move or shoot during his
turn. He then places a bomb
counter in the place where the
trap should be set, Each

player’s turn after this, the
Miner player rolls a dice: if the
result is equal to or greater
than the number on the back
of the bomb counter, the bomb
does not go off. Substitute the
next lowest number counter
for the one in play Repeat this
procedure untl the bomb
explodes. A roll of ‘1" alwiys
means that the homb explodes.

MNowe that your opponcot will
he aware of the rap. He just
has. 1o sge if it is worth the

Chainjack: Miners, working
with gxplosives, sometimes get
caught in the back blase of a
niisjudged detonation. For
their protection, they will wear
a chain mesh overjacker,

Combat  Ferocity Muscle Shooting Stealth  Techno

Y




Ea..ma.nrn The Miner's my, ¢
Or pick axe is a usefiul ol 5 L
4 fearsome WEApon,

vawg Due
larehin,
wield ¢

always be
5 ;
wroneat  regardiess

the upswing

Fu,.ﬂ..—-nuﬂqn
industrial

fa the Ponderaug
_mm ﬂai_.ﬁ roquired g

-Apon, e
which ends in nuM...ww.ﬁﬂ_. will
won by vouy

N Skill or Initiztive Ievel
Your oppanent catches yew on

Sonic Cleanser: Nobedy is
quite sure of the origin of the

% Sonic Cleanser. It may have
VW been part of the trappings of
¥ office of the rulers of an

ancient time, or simply have
fallen out of the toolbox of an
eerant spacefarer. The tools
instraction mianpal has been
lost as well, so no one really
knows iU's true functong! The
Sonic Cleanser can  détect
faults in mincrals, split them
along the detected fanls, un-
fam jammed machinery (or jam
ity ‘or realign that rroublesome
crystalline power sousce, In a
Miner’s hands, it's mostly used
for cleaning and splitting gems.
However, by manipulating the

‘serings, it can deliver 3 sonic

pulse that can knock an
opponent off his feer

In game terms, the Sonic
Cleanser i3 a close combat
weapon and can be used in
conjunction with any close
combat or pistol weapon. A
successful hit will knock the
model back 2" and the model
must make o 1 chieck or fall
down. If the affected model i
within 1" of a building edge,
make the same 1 check with 2
+1 modifier. A knock-down
will end hand-to-hand combac
thouph any remaining hits in
th current combar, can be

MINER'S MAF TABLE
Result
Fake — You show this map 1o another Prospector and he
identifies itas a fke, and tells you the story behind it You
are out your money and a good bit of pride.
Worn and fncompiete - You find the mine but it has been
completely worked through. You get nothing for all of
your 1ol
Vaguee and Inaccurgte — You didn't realise it when you
bought it, but you have worked this mine before, It doés
point out 4 section that you originally missed so you can
scrape out anather Dox5 credits for vour wouble.
Ancignt and Faded — Barely legible though it is, the map
is  genuine Miner’s Map. You can work out Déx10 credirs
before it'is exhavsted, and, it reveals the location of
ancient munnels nearby. You can swap a termitery for
Tunnels if you wish but this must be done now
Eguipmrent Stash - While you find no ores or gems in this
mirnie, you find & small stash of mining equipment inseead.
Roll a D6:
1-2 — Martowks and Shovels
3 — a rusty; but serviceable suit of Chainjack
4 — Explosives, enough for one Miner
5 = Rockdrill, it will take déxd credits o ger it working
& ~ Sonic Cleanser. It looks like someone just dropped it
out of his ool box! The instruction manual is no where
10 be found,
Recent and Acourate — The Frospector miay add a Mine
Workings to his territory.

Close Combay only Ag résalved a8 ncrmal.

Usce: 1 e lser . A downicd model must halve s
LAS /“u £ Qe ki W, rounded up, if atecked in
CuTTER J b i further rounds of hand-to-
Rock. Diriil- Fhic A hand. The model may stand up
handed version of e I.n w__M;w normally during its next

Weapan, and canngr e Eaa.ﬂ. recovery phase.

2 .

Sn._..;::nﬁoa. Wik e Technically, the Sonic Cleanser

m.aﬁpuaax except for vm."nc_.m I5 nor g weapon, and it cinnot
Tunately for Miners, ._z.m

miintai 3 -
HPe of Rock i ntain the sutpur needed 1o

=l s __m:n.n stun apponents. For every __#
sc&m.n.nﬁ.# Mtached. Use the it makes, it requires an ammo
400’ profile listed in he roll of 4+, if it fails the roll, the

v_.-
i ﬁﬂ_@”ﬂung Section fop device must be recharged and







HINDSK TERRITORIES TABLE

Rhsscuipion,

Even Deeper Underground

The second instalment to Gang War 3’s campaign
By Tom Newton

1233 Sewer Outlet

rules alike) have appearcd
before in cither Necromunda
or Outlanders. The ider of me
introducing special mew rules
and names for territories is w
give the plaver an idea of the
derelict and alien environment

. fon Flant D10
In the nightmare hive of st

Hindsk, it is wital that each
Gang Leader is responsihle for
| finding food and shelter for his
f| Bang. I've compiled a new
table of territories along with
some old ones from the
Otlanders rules, You may find
that there are tecritories which
have similar naroes or rules to

This représents each o e
finding enough  food i
nourish themselves for one
day: If this is failed then the
ganger has failed o find
sufficient food o sustain
himself: This Is where the Foo

In aclcition to i stated income of the mine a ganger may
be sent to the lower bevels w investigate, Roll 106:
1 - The ganger does not reurn, perhaps he was eaten

Iy something!

2 - The ganger feturns empty handed.
3 — The ganger finds D6 Food points.

4 - The ganger finds D6 creds,

5-6 — You may rall on the Arcane weapons tible

*The inlet pipe 1o this fetid pool spews a siream of efffuent
into the pool. By using steel rope nets you can dredge the

pool for useful items. Roll 1dé:

14 = You gera load of sludge and nothing clse!
4= You find serap worth D6 creds,
5 = You find scrap waorth 1 creds,
6= You may roll 'on the Ancine weapons table

10 +DEA0+DE

In addition i the amount af
credits generated from each of
the werritorics, there are also
Food Points. In the more
‘chvilised” hives of Necromunda
food may be expensive but is
usually  readily  avaitable.
Hindsk s an eld abandoned
hive, the vast majority of its
papulation destroyed by a
catastrophe, so all available
food has either been seivenged
by the few survivors or totted
awdy. Returning 1o Hive Primus
is our of the question as each
of the gangs taking pare are

;
Points come inte play. Add ugp
all of the Food Poinrs of all f
your territories and this pives
you the sum of subsistence th Al
¥ou may spend on youor gang,

existing  ones,  don’t WOy,
because you'll only have to use
then for this campaign,

W1-42  Cooling Unit
5 Eﬁﬂ%t

Territories are determined by
S| first halving (rounding up) the
| number of fighters in vyour
i gang. This represenss how
many . terfitories  you may
OCoupy At ance. You may
abandon a terrivory if it s noc
very good (i.e.if you roll up Air
Ducis three times, you may
want to do thist), but you can
only abandon one territory ar i
time, and then il you end up
with another had place, Fau
must spend at least one marm in
il that area. Otherwise, this
would just result in peaple
i rolling, and re-rolling until
they get four Spacepors, or
semetbing Like thae,
VASL, S0 il is possible o occupy
the same territory twice, Many
of these territories inxmes and

STARVATION TABLE

1 The fighter is at -1 Ws
until he passes his next food

The fighter is ar -1 BS w Lil
he passes his next food test.

The fighter is at <1 § wnil
hie passes his next food test.
The fighter is at -1 T unril]
he passes his next food rest,

The fgheer is ar -1 T ungl
he passes his next foad rest.
+ The fighter is ar -1 Ld un
he passes his next food test,

“Sewer Channel* 200
Avtennae Ceadle D3 +5/D6

intimidating force than the
Guilders — the Adeprus Arbites,
Bach pang now has w forge
for food such as edible fungal
growths and feral animals.

After each batrle roll 1D6 for
each model in your gang. This
is similar o foraging, except

5356 Computer Core  104DGDG
.B..an Porwer-Flanot £

Crashed crafi***  D62DS

+HThi s Muctuating levels of radiation which can
V“n.;.w.swun.._na_uﬁnhﬁnnmﬁ After each banle roll 1D
1-3 — The levels are too low 10 cause a problem ;
-5 = Every member of the gang takes a Strenigth 3 hit
with mo saves — roll forany injuries immediatel
6 - Bvery member takes a Sirength 4 hic with no saves
and must make 3 successiul Tobghness wst or
permanentdy lose 1 paint of Toughness!

=G Ahandoned Reactor Core,

*Ser Polson Pool above.
*5ee Poison Pool above,

#4gee absndoned Reactor Core.
1206

#=¥Thiy erritory is rich in Archeorech but is bighly unstble,
If when rolling for Creds you roll anp doubles the area
collapses and becomes wastes from then on,

FERSeE SPACEPOIT

that every gang member has to
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PIT MASTER TOURNAMENT
Group 1 Group 2 Quarter-Final  Semi-Final

Victor Group 1

winners of cach group go on g
fight each other in  cach
il nslilal s : X 2 successive round seage i
fights Eqﬁs.s_ in the pits as one of hnﬁﬂc:ﬂhﬂ%«hﬁr%.hﬂ 1 A wher s el
The Inquisition aceds to discovera lo more about the Keeper's | 0% A8t the  keepery
plans before they can charge in guns blazing and ire on the chamgion]
look our for suitble ‘expendable’ recruis, w help them w In the group SHge, comprising

these ends.
aof every gang taking pare in the

I Ichtaar ‘The Animal’
Ichtaar {5 ictually an undercover apent for the Inquisition and

LR TR s | JSTE RMIEE
HUNe < - T T T

ponEeH
from  amongst  the othep

WEAPONS:  Armoured Gaundets, leadess, They then fight a

7 : : continuous round of closes
SKILLS: Doidge (Agility Skill), Parry (Combar Skill). i G n_.:a:r..ﬁ
PSYCHOLOGY:  Iimmune (o all Psychology: wlosecombatl equipment and
SAVE: Mesh armour 5+, weapons that they possesss

There is no Borle test of
anything snd the bout ends
immediately when one of the
combatants is taken down. The
winner of each bout will the
proceed to-the nexr one, . |
The remaining gang leaders
will be drawn against cach
other untl there is four lefi in
the iournament and thern they
are drawn against the Pi
Master's prize fighters.
After cach stage each leader is
healed to his maximum quatd
of wounds..

Any pang leaders whe fil o
make it past the group stage!

d__n—._um.aq.wwzan and must fight
a part of the Keeper's army. In
deing: Ehis, they still take part
in the cammign, but are under
direet orders from the Keeper.
If yourswin the firse rownd, vou
get the choice of cither allying
with the Keeper, or for the
Inguisition who will make
ehemselves known larer.

If you migage to come up
Frumps in the winner's bracket
the Keeper will  unlcash
Headgrinder “The Masher’,
wha is the seigning Pt Fighrer
- m.ﬂ.ﬂ.-“.-ihﬁ._ﬂ.

EXPERIENCE
Experience is earned s stated

+D6 Loses. If & gang leader
loses 2 stage of the
tourRment but survives
e carns D6 poinis.

410 Winning Group 1.
Each Gang Leader who
‘gets through group T of
the wourmament cams
10 paints.

+10 Winning a round.

Fach Gang Lescler who
gets through a round
carns 10 poings.

+10 Winning Quarters,

Each Gang Leader who
gets through the quarter
finvals of the wurnament
earns 10 poings,

D6+10 Winning Semis.
Each Gang Leader
whio gets through the
seind finals of the
EOUTTEAMENT carns
B6410 points,

206 Winning the Final.

+25 1f 3 Gang Leader
Mafiges 1o heat Head-
grinder and wing the Pit
Mister’s Tournpament he
carns 206425 poins!

Grimley is @ Sguat warrio

respect

M o WE B § T

Drong ﬁ«.ﬁnmwﬁ,ﬂrn Beefeake'

v from the Brotherhood of Odo
Needless 10 say his prople have sulffered much ar the hands of
the Keeper and his bloodthivsty minions and weould show an
opponent thar managed to berter him in the pits considerable

T A Ld

3 5 B B

.o 5 2 10

WEAPONS: Massive Axe.

SKILLS: Rerserk Charge (Ferocity SKill).
PSYCHOLOGY: Immune 1o all Fsvchology.
SAVE: Plate armour 44,

M WS B S i

Kleeva

Eleeva is a Scily, armed with a gigantic axe with which he rends
his opponents apart ar close ranges. Kleeva hates the Keeper
and his minions with a vengeance and is biding his time for the
MOST OPPOITUne Moment 1o strike.

SAVE: Scales 5+,

4 4 Fid, B 38N
WEAPONS: Massive Axe.
SKILLS: Body Slam (Muscle Skill).

PSYCHOLOGY:  Immune toall Pyychology.

w i A Ld
& 9

assurcd of his rue nonves.

M WS BS S8 T

Stvnx "The Rancid'
An heir of mystery surrounds the man known as Sy,
Obviously not indigenous to the Hindsk hive no-one can be

. S | A 1d
g

E 5 2 4 4
WEAPONS:

Double-handed staff
SKILLS: Dodge (Agility Skill),

Diésarm (Combat Skill).
PSYCHOLOGY:  Immune 1o all Peprhology
SAVE: Micsh amour S+,

% 6 2

FINAL OUTCOME

There are four possible
outcomes at this seape in the
campaign,  They arc  rthe
Eallowing:

= Lose group stage:  Ally with

the Keeper.

= Win group stage:  Ally wich

the Inguisition.
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seems incredibly popudar
Bl in O Maybe it's

is, who exactly is this ‘Hive
Ken’ geezer and is there a
‘Hive Barlie'?

Hive Ken Skilly represent
gangers  who  develop
professions in the Undechive,
If any ganger rolls the 'select

fl 0y skilis gable result on the

advanee table he may select to

New skills and professions in the Underhive

By Lachlan Abrahams
rofl on any one of these whles,  pive any botdes of Wildsnake
Models learning skills from' 1o their gang leader to issue 10

these tables must miss the next — his gang instead of selling]

Bight whilst they are finding a  them

wtor 1o each them the skill

Redemprionists and Spyrers | 0¢ Wildsnake hunter s given’
may not select these skills, 7o * Widsnake Catchpole when
use any Hive Ken skills che

model may not forage, collect

© Income from terrories or

search for rare items during
the mirn that they elect 1o use
their skill.

A panger with this skill can
hunt Wildsnake after each
game. If the Wildsnake Hunter
successfully  passes @
leadership test on 206 his hunt
has been successful and he
may roll on the Wildsnake |
hunting table to see how may
suakes he has found fsee end
of article). ¥ the Wildsnake

this slaill and his gang is not
willing 10 pay for his Harpoon

Close Combat  User +1

Special Rules: Requires two hands to use,

If the modcl _.ﬁnh.n_ﬁeﬁbua hits an opponent in hand-to-hind [
combnt, re-roll Aoy dice which roll 6% to wound. If the second |
roll is dlsa a 6 the victim's neck is snapped, unless they can make |
an Armour Saving Throw, or Doale. ;

Aty models that suffer this fate are automatically dead and deon'e |
roll on the Serious Injuries Table. +

Nore, that a model with. 2 broken neck cin't be- revived with |
meidic skills, medipacks erc. _

Gun, the model must reroll his
advancement on anothier tible
of his ¢hoice, however he may
pot re-roll o the Hive Ken
Fable.

Ok Spiders are sometimes 5 i

réarcd from hichlings and  Orb Spider @5 killed  the
raised within settlements to handler must spend the next
gather their web silk and  mrn secking a new one. He
venom. Sometimes an Orb cannot collect income or roll
Spider will prepare i nest for on the Orb Spider Harvesting
Table. The tuen  after the
handler may start harvesting

Range To Hit

Gigantic Spider Harpoon Gun

from his new Spider.

Web Grenades

short Long ShortLong Strength Dantage Save MO | b g, cingulas dre uslly-used

12 1324 - @

Counts 25 2 Heavy ﬂﬁu_.uo:.

D3 A 6+ 0 altract young Orb Spiders

Special Rules: As Scaly Spear Gun (sce page 54 of Outlanders). for caprure and Farming, as

such they may only be used by
the Orb Spider Handler in

The Glgantic Spider Hunter is able o use this weapon, which combat, When he first creates a
unlike the Scaly Spear Gun hie would not be able 1 use unless | qupply of Web Grenades the
his Strength was 5 or more, as the Hacpoon Gun .».ﬂwn a motor orby Spider Handler will hiave to
winch o help the model lpad the massive harpoons. The take an Ammo test every time
Harpoon Gun may not be used by any other model unless they | he rolls a 4+ ¢and then his
also have the Raft Spider Hunter Skill.

supply for the game will run
out] every further tme he

Stinger Mould Harvester
A model with this skill can
search for putches of Stinger
Mould afrer cach game. If the
Stinger  Mowld  Harvester
successfully passes a
Jeadership test pn 206 his hunt
his been successful and he
may ol on the Stinger Mould
Paith whie w0 see how may
patches he found (see end of
article). If the model is
successful he may either sell
Patches of Stinger Mould for 15
eredits for each patch or give
them 1o his gang instead.

_ Orb Spider Handler

The model with this skill can
milk venom and weave silk
thread from a domesticated
Orb Spider. He may even try 1o
irvest the rave steel web used
W make cables of incredible
steength. If the Orb Spider
Handler successfully passes a
Iesdership west on 206 he may
ol on the Orb Spider
Harvesting Table (vup, you

its cggs out of @ special pe of  Grenades he may -1 from his
web called “Steel Web', this 8 o)l o make an Ammo check.
collected and made into mre e The Handler has managed
Web Grenades. The Orb Spider 1o create Web Grenades twice,
will not attack its Cib Spider  jherefare he must nake an
Handler in  bher lair but  gmo check whenever he rolls
anything clse in or within 2" 0f 4 54 Onee the Handler has
hier lair she will sec as an reduced his ammo check o 6
intruder and charge them. then every time he rolls & 6 on
Note: The Orb Spider Handler the Orb Spider Harvesting

miy give doses of Blade venom table count the result as & 5 g

1o their gang insicad of selling  stead.

”M.H. ihis S ks thas Rumour Monger
BEEIS : g The Rumour Monger is an
WIET e Lt Spidden Handicrs ‘expert at n:a:ﬁm put  or
EEng R,m&w_ tog _..r.n-q O™ Gbricating  information. or
i __w e willbe woalte s irhi may lead to
Mu:m foe the O Spider 0 calling them a spy. They

p s,‘._ﬁ_.munouq SR L alse usually adepr ar
Handler  and  Marvester oo nd mimicry After each
A e e Ay game if the Romour Monger
position the 4" x 2" O Spider sy passes: T
Grive in any eomer of any

manages 0 make Web |

Orb Spider
M WS BS S T w1 A LD
3 5 & B 3 1 1 1 5

Special Roles: As 1 normal Orb Spicler.
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il you should sneak from cover
I | o cover and pick on any
| isolated enemics in true Scavvy

i fashion. Never ever forger 10
§  use that follow-up movet If you

are lucky a couple of your guys
will pick up the Impersous

8 skill. This doubles the follow-

up and usually leaves your
opponent with nothing o

sl shoor an,

good backup weapon for a
shooter and paired with a swp
gun gives you an cxcellent
hand o hand fighter who can
shoot ava pinch, Massive axes
are  cheap for Scavvies and

#| Having & model armed with
one’ vields good shock value;

Conversely,  swords are
expensive, so I'd advise saving
these for your best fighters.
Antoguns  and Autopisiols
don’t really fit with my ides of
a Scavvy gang so 1 don't use
them.

Wings of Desire

B To my mind mutants are the

amx-_wa:c_..mmggg

8 give Fou possibilities

ungvailable 19 cnemy pAngs
and are still quite affordable,
The Two Heads mutation
increases the fighrer's  visual

B e o 180 degrees which can

e quite useful on Sentry Dury
and when decliring charges. I
alsos gives him the equivalent of
the Gunfighter skill, letting
him shoot two pistols 2t once,
50 he has usehil short-range
is well worth having for the 5+
save. Claw s of less obvious
value given that their free cdub
gives Scayvies +1 strength
anyway. Eyestalls, Temtacles
anel Extra arm are all useful.
My favourite though has 1o be.
Wings, A winged  mutant
docsn't need ladders and s
very Eise. It is also the perfect
tounter to a Yeld Spyrer
Mutants tend w0 pick up
increases faster than mormal
Beavvies  because they are
better ar taking opponcals
down! On the whole, they do
best in close combat. Some
mutants, call for  specific
weapons for example the two
pistols  for a3 rwo-cheaded
murant. In general.  your
mutanis should be cquipped
well, After all, ar 50 credits a
throw they are expensive! If
you're lucky with the increases
¥au should guickly have some
potent  fighters  at | your
disposal.

Be Very Afraid

We mm now o Plague
Zombies and the special
characters. My thinking is as:

follows:: Zombies seem quite |

cheap and useful, probably
excéllent as cannon fodder.
They are cheap and you lose
them after the game anyway, so
using them o draw fire away
from  your Scawvies s
eminently ‘sensible, They'll
keep going too, due to their Vo
Paz rule-and it will be a rare
foe wha risks his gang gering

infected  from hand-to-hand

combgr.
When it comes to special

chardcters, Scavvies are spoile

for choice but poverty sy
reserict. you o rolling for a
mentor, King Redwart is a good

option ‘s his from Wil and
high Leadership will keep you
In the fight for longer. Beware
his (“The Arbitrators’y royal |

command  though. Karloth

Valois fits in well and his Wyrd

powers give you fresh: oprions,
Lastly, you can take Bull Goirg.
He i o monster in close
combat and very hard to take
down. Don't use him Against a
pit slave gang!

Strange But True...

We now come 1o the Scavey
special rules, Perhaps the most
imporiant of these is the one

which means you have to make:

amma rolls o6 2 1 or 6 o hic
This will have wou cursing
these muskies even more, an.
their ammo roll is 6+1 To some.
extent this is a Scaly ‘problem
tho, although their weapons
hive 16 test only on 3 6 to hit,
the. Spear Gur sill has a 6+
smmo roll, Happily, this ammie:
problem is not crippling, You!
didn't really expect much from |
the muskies ac 5 credits cach

and 2 Scaly should carry a back-

U WEApon anyway. At the end
of the day. Scivvies are pot a.|

shooting gang, they have to ger

close 1o put the baot in!

Hard cash i another thing you
will have a problem with.
Scayvies: don't have the
advintages of Redemprionises,
and can easily struggle o feed
4 large gang. I dealt with this
problem by deliberately taking
a small gang and keeping a
hefty  stash 1o deal with
contingencies. Okay, 0 you
will lose most of your games at
fiest but that undesdog bonus
will give you Bist experiende
increases. You won't lose many
fighters because while you will
be taking foes out in melee,
and causing serious injures,
your oppepents will maost
likely ke yours down with
shooting, which i8 aot such a
problem.

One way w0 deal with the cash
problem is 0 eat yowr
prisoncrs. wherever possible!
This will save you spending the
three ecredits per fighter on
food. OF course you will often
gal more from a ransom but
this may not always be the best
aption. Being so. poor means
thar Hired Guns will often be
beyond your means but they
can be useful, partculacly o
boost your shaky firepower (1
Use A pyToj-

A Cunning Plan

In a straight gang fght you will
be at a slight En.mﬁ:ﬁm.n
because you have lots of
ground 1o cross before vou cin
ger stuck . Your fow
Leadership will alse be a
problem, maybe even causing
you to Botde-Out before you
do' any  damage ar allt
Sometimes this can be a good
thing as your Scavvies may
realise you are beaten before
vou do! On the whole though
the best answer to this is o
hug the cover and rofl your
Leader's skills on the Ferocity

table until you come up with
the: skill Sfrom Wil I vou have a
winged motant e can be sent
up  and  argund  your
opponents  position in 3
flanking move. Always have
some shooters handy  in
COVEring positons (o indirectly
proteet - your  hand-to-hand
fighters, When you do attack,
do g0 in force and don't worry
eoc much if one or twe Bghters
go down. Once your Mutanes
and clubmen make contact
they are very hard to stop!

Onig seenario to avoid like the
plague is Ambush. The only
time I played this one, both my
Muskets and my SpearGun
jammed. 1 closed in with a
fourstrong  posse of cloge
combar fighters and ook out
an isolied Ganger but then
lost the ot 1o fire From the
enemy fighters clustered in the
middle of the board in prime
firlng  pogitions! 1 think
defending this one could alsa
be tricky. your best shat is
probably to break out ar once,
led by your toughest Gehters.

Oh mo. looks like they 'y

If you get 10 choose the
seendrio,  Scavengers  and
Caravan are both pgood o
boost your shaky fnances.
Dan't worry - about Bortling-
Oul in the Scivengers scenirio
as long as you've grabbeéd the
lion’s share of the loot. Be bold
and go for those counters, a
man down is not the end of the
world wherens missing out on
Déx5. credirs is! Happily you
don’t have to worry about
being permanently outhiwed
im the Caravan scemsrio as you
are already beyond the pale, so
g0 ahead and nail those
Guilders.

This is the End...

To sum up, a Scavvy gang has
many disadvantages compared
o other gangs but | think these
are ourweighed by the plus
poings. Your Leadership, Stish
and shooting are all poor but
vour weird  and wonderfal
fighters give vou cxcellent
chances. Remember to keep
those shooting hirs dll yvou ger
what you've come for, be it
Inat, a prisoner or whatever,
Mission accomplished you can
then spund your awe-inspiring
bamle cry: “Run away! Run
away!”
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Striking a Unu_

Making deals, breaking deals and plain old double-
crossing in the Underhive.
By Dalga Faik with fellow conspirator Nick Piachaud

| Dalga, from Southgate London, describes
3| himself and his partner in crime, Nick, a5
both being fine and upstanding réenagers
lg| despite being a litde nutst They've been
i playing Necromunda since it came out all
& those vears ago and are self-confessed
addicts. They're both a kittle partial to

GurkaMorka as well and practice their
“Vrgom! Vroom!! sound effects until the
carly hours of the morning! Dalga loves
westerns and gangster movies especially
when they've got a central theme of
wonspiracy and double-cross. We, of
course, would have never of guessed...

In Necromunds, two gangs

§l  making deals with one another
| is not unheird of in fact it'sa
la| way of life. One gang wanis o

wipe oul its enemies and will
often enlist the help of another
gang o do it
Making a deal could ootur in
the post-hattle sequence or in
the special scenario lirer on in
this article. Ifvvo plavers wish
| 1o make a deal then they can
follow these special rules. If a
member of either gang has a
Bitter. Emmity against 2
member of the other  gang,
then yom can pretty much kiss
the prospect of a deal goedbye.

Trying o swrike a deal could
result in several things: a
dauble cross, a legit deal
including a one scendrio deal
or g long term deal. The
DoubleCross is outlined in the
seenario that follows. Deals,
however, can be made- very
casily, they don't require
whole game, just 3 simple
meeting of the wo leaders
concerned (unless you want 1o
utilise "The Méet” scenarii).

THE SET UP
In order 10 set up the deal the
mwo Leaders must meer. Thise
care ofien tense: ArTANREMEnES,
with itchy trigger fingers and
brash  shows of bravado
permeating  the  unfriendly
silence. Set up a small skirmish
area  T6"x16" with a clear
central ared containing some

significant terrain (craws or

such Tike). Bach gang should
deploy on the edges (Venrs
etc. may not be used) and in
their movement  phase the
Gang Leaders should converge
on the central tertuin w alk
‘The: lexs weapons a Leader has
the bener show of good faith.
Derals must be  disclosed
when they meet (prior
arrangements can be made
stipulating this, ir is entirely at
the diseretion of the plavers).
Only D&+2 members of each
g mary taken as bodygoards.
Heavies may not be taken
because if things go sour, the
EANES aren’'t going (o want (o
risk losing a heavy weapon,

By the time the mwo leaders
meet, the players should have

in mind whether they wane 1o
mike a detl or not. At any
point dusing thelr move 2
player may attack the other
gang if they wish to (but it will
certainly get them a bad name
10 say the leastl). The leaders
may also join in,

If combat commences; then go
straight to the Double Cross
scenario, IF this isn't the cise
then follow these rules:

STRIKING A DEAL
The two leaders must be facing
eich other from across the
erites. The players roll a D6
and appiy the result
immoediaely.

D6 Roll Result
12 The gang with the
higher rating refuses to deal
with the other gang because
they consider them 1w be
below them and therefore
SCUm.

34 A one svenatio deal
has been made. At the
beginning of the scenario, the
player with the ging with the
highest rating rolls a D6 and

writes it down hiding the result

....cE.ue the Gang Leader

(in these circun oo it is
always  wise 1o have an
impartial observery, on a1
rhe cheal sticks but on a 46 the
deal is broken, The higher
rared gang may attack or leave
the gang it is supporting at any
time during the scenano on a
broken deal result The deal is
ended and may not be
atemptéd  again  if this
happens. However, if the deal
gots cdown for the whole game
another deal may be struck.
56 A long term deal has
been made and the two: gangs
become friends, Roll 4 further
D6 ar the beginning of each
game either gang tikes part in.
O a 1.4, the higher rated gang
continues to honour the deal,
on'a 5-6, the higher rated gang
leaves bur on- good terms, I
this type of deal fills through,
it can be anempred again but
any resalts on subsequent rolls
must be adhered to.

The following gangs may not
make deals:

= Bscher and Goliath

*  Redempuonist only with
Coawdor

*  Spyrers and Rasking with
anyhodly

You OWE ME...

The purpose of striking @ deal
with another gang is simple -
you get estra manpower in
vour up-and-coming fights.
Provided that the deal wis
successful, the next tme a
gang fghts they may call upan
DA+2 gangers g5 allies’ from
the gang that they are in
business. with (chosen by the
gang “hiring out’), These allied
rulfians are contralled by the
player whose gang-fight ir is
and not the player whose gang
they are from (unless of

f decides o fight). For
all intents  dnd purposcs
(experience, Bortle Test, ¢ic.)
these gangers are treated as
part of the gang they are allicd
0.

Gungs are honour-hound o
their allies and can only 'stab
them o the back' if the deaf
was  broken- (see  earlier).
Striking @ deal with “anoibier
gang cin be a very Tucrative
arcangement, albeit a risky
on,

THE MEET

The tivo gangs in question are
meeting, and you want ihis
Job 1o go off without a bitch.
You adjust your sights and
wadt for them o gel closer
Your leader bas beard about
this deal puing down between
ihe oiber lwo gangs and said it
should be put to an end, so be
patbered bis. boys and took
you fo the meeting place.
Except. be's bidden you in the
shadows above thy ground
and gave you a sight for your
riffe. Now, you fust bave o
wait. The two leaders dre

starting to forws on your Brow.
Yo take a bead on the more
reputed leader and wait. He's

getting closer; anotber step. |

Bingoal
Yon Squeeze the NIRRT .

Starting

The two gangs in this scenario.
must have agreed to Strike 2
Deal and may not fire at each
other unless indicaved later
They may have D6+2 gang
members  along with  their
leaders, In addition, a third
gang has mened up at the sie
to spap the deal going down.
They also turmn wp with their
leader and D6+2 gangers, no
Heavies may be tiken. This
gang, the Ambushers, may set
up fidden...

Terrain

The kerrain must be setup with
buildings on either side with au
least two stories to them.
There should be @ channel
down the centre where a pile
of crates or something can be
set up for the mecting to tike
place (as in the Ser Up)
Treacherous Conditions can be
rolled, any conditions  that
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mean the table top cannat be
used do not count (e the Fit
of Pespeir result should nor be
applicd because the tble op
is needed for the game). leis a

8l neutral place so  territory

cannot be lost.

Setup

The two gangs atempling i
Strike @ Deal ser wpoan
opposite sides of the table,
four inches in from the able
edge facing cach other down
the central valley The  third

gang however, will be Hidden
] in the wpper levels of the

surrounding buildings or in
the shadows of the gantries; As
soon.as they flre, however, they
will break from being Hidder.

Special Rules

As the mwo Leaders approach
within four inches of each
other, the ambushing gang oy
fire upon the either Leader in
their turn. The fire will of
course cause the other two

Mgl pangs to panje and so they

must adhere to the Panic Fire
rules below, The leaders,
however, may not be so easily

8 fooled, providing both are sl

on their feet by the end of the

firing twrn. If neither are
pinned or wounded, then the
deal miy stll be strack using
the rules above. If cither leuder
is pinned or wounded, then
thie one lefi scanding (if there is
one) will adhere to the Panic
Fire rules,

Ichy Trigger Finger...

The ambushing gang must take
L telsts every tom o see if they
fire early, Use the leader's Ld. If
the ftest is passed, then they
hold their Are. IF they fail,
heawever, then they apen fird
early and are no longer
consilered to be Hidden.

Panic Fire

As so0n as the ambushing gang
fire, make a special Pasnic:Flre
test for the leaders of cach of
the other two gangs, Roll 1D6:
on a score of 1-i, the gang
leader spots the Ambushers
and ordecs his gang tw fire
upon them (note: obvlously if
the ambushing gang come inko
close combar they will be
automatically recognised), On
# roll of 5-6, the Gang Leader
hasn't -spotted the ambushing
gang and orders his Gangers wo
fire upon the gang they were

miaking a-deal with, suspecting
foul play.

Not yet convinced?

It will eventually dawn’ on the
gangs taking part in the deal
that they have been duped and
are bring ambushed by mutaal
enemies. Each mirn that a4 gang
hasa't noticed the Ambushers
and when a’ ging member of
the Friendly gang is hit, gers
pinned or anything more
severe, then rofl 2 D6, On a rofl
of 1=, the gang spois the
Ambushing gang and may ke
adtion accordingly. On 4 56
result,  they sill  haven’t
realised aned assume thar their
opne time business pariners are
all scummers and should be
shor!

Agreement under Fired
1f the two gangs are soll wying

o sirike @ deal whilse the

bullets are flying. it’s quite
obvious that the two Leaders
might be a little too busy firing
off show o cdose the deal. 1
there was a 5-6 result by either
party o the Pande Five roll then
no deal can be struck,
Otherwizse they can still ury o
negotiate over the noise of the
gunfire fall the best movie
dialogue happens mid-scrap!y.
T see if they will ik roll 2 D46,
On a 1-3 the leaders crouch
behind some cover, laugh it
the dirony of it all and ty o
strike 3 deal - roll on the Deal
table. On a 4-6 the two leaders
are B o pre-ocoupied firing
and avoiding being shot to pay
avtention. If a deal is not going
w0 be siruck: then the gangs
decide o get the hell out of
there.

Ending the Game

As soon as i deal Gf any) is
struck, one of the pgangs
attemping to strike a deal fails

its Bottle Fest or the two gangs
leave anywiy. The game is over.
If a deal is struck, ihe
ambushing gang imnmediately
runs having failed their
migsion. If the two gangs began
firing upon each other due
Panic. Fire but recover
composure and - sill negotate
a dezl, there will be a -1
modifier on the resulis table. 1f

they both fired upon the
ambushing gang they get i
false sense of camaraderie and
there will be 2 + 1 modifier on
the results tuble.

Experience

+10 for eath Gang Leader
thar fulfils their mission, €.
made the deal or broke up the
eleal,

+5 per wounding hit
cansad,

+D6 each Ganger that
SUTVIVES.

A for firing ‘at the other
friendly gang:

THE DOUBLE-CROSS
As yoiir leader approaches,
Yo tighten Potr Brify G yowr
rifte and pray be makes it
there,  These suckers won'l

believe what bit them.  He's
setting real close now dnd the
suckers arve buying it You
can't believe it. Then, 40 ablur
of mation, your comrades
whip thetn weapons into line.
Your riffe snaps wp to shoulder
Beight and your bredtbing
deepens. Then your leader
flings bis trencloat open and
grabs the o Bolt Pistols
kidden there.  He stavis
The Double Cross is a mixiure
of ‘Gang Fight' and my ‘deal
making' rules. I you wish o,
thén this scenario. can be
fought instead of "The Meet',

Terrain
See The Meet.

Set up

Both gangs deploy as in “The
Meet' facing each other. The
game commences in exactly
the same manner a5 in’ “The
Meet', The gang with the Tower
pating however, is abour 1o
douhle cross the other gang in
an artempt o upset the power
balance and sweal a linde for
themselves.

Special Rules

The specitl rules from ‘The
Mees apply. In addition up o
half of the gang designated to
double-cross may be set up
Hiddon.

Ttehy Trigger Finger...
Being dirty double-crossers,
the lower rated gang must take
L tests each tarn. If 2 rest i
failed then that ._H.:an:_un
Ganger prematurely opens fire
and gives the whole game away
(mote; this akes everyone by
surprise, even his comrades,
who are too shocked by his
stupidiry to fire until their next
turn by which time of course it
may be oo late). If by the time
thie leaders meet in the midsdle,
nobody hias failed the test, then
the lower rated gang may
attack in theie murn.
The higher rated gang may
only open fire or attack in dose
combat in the mrn alter they
have been attacked themselves.
From then on, the o gangs
aet like 2 Gang Fight,
Obvigusly, under nie
circumstances may a deal be
struck betwieen the 1wo gangs.
+10 for the winning Gang
Leader |
+5 per wounding hit
canged,
#D6 for each Ganger that
SRrVives: g
A for a Ganger that fires
prematurely.

BATTLE REFORT
Here's a report on the game
that Nick and 1 played when
testing  our  these  rules
although you will have 10
forgive us for our cheice: of
gang names!
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clearing. Some were hiding
behind old, sty baerels at
pround level whilst others
were hidden in the gloom high
up on the walkways. The
shadowy and their long coats
allowing them o fade into the
darkness, They clutched their
weapons with growing unease,
Bt their nerve held.

Torn 27 As the Van Saar keader
approached the designared
meeting place, he noticed the
Delague’ Leader’s Lyes moving
| shifuly. Frowning, and
clutching his Phasma Pistol just
4 linde tighter he walked
caugiousty onwards and hailed
him, feeling micre than a bde

URNEGASY.

Double Cross — 1

The Double Cross
Zeus,  [eader of the
‘Ol piads” of  Houwse
Pelague, bad  arvanged @
Bush-Faush mieeting with bis
opposite rirber ar
Frontierstown:  Wyatt Earp,
(Groan.,, Stare the  cheesy
western music! — Ed) leader of
‘Barp's bomortals’ of House

Ve Saezel, Bodk basd béen vying
for power awmd [lucrative
frading rights to be bad from
| the Gullders, There bad been

several ingffectual shirmisbes
it had cost borh gangs dedarn
It was Hme (o pul a stop (o
that. If they could work
o fogetber both gangs could
b tricilee @ Bealthy sum, cedase the

fighting and  perbaps even
B clrive some of the other [oeal
geangs it of toun,

8 {f they conld work .Sn_«m_._wﬂ.

In this scenario the Delagues
are the Ambushers followinga  Johnny Rin

her o N g0 (4 Ganger),
long-held iradition of back-  Sundance Kid (5 muaquW.

ripping-off, and scliing faulty ol 75 :

vacuum cleaners w valnerable | bigy (7 Cangen),

old ladies, All the special rules e Olympiadst, House
for ‘Double-Cross” apply.

The Terrain was set-up  Hephaestus (3 Ganger). Boreas
according to the “Doublecross’ (4 Ganger : %

! " ). Hades (5 Ganger),
Scenario (seemap) with aclear  Eros (6 Juve) and Asskleepins
nn.z-.—.E ared, dpart From a pile (7 Ganger). y
of crates 0 the

i nﬂz._s..__ !n«wﬁw “__M._.r_n%u Turn .-"_uu,n__un Delague leader
S i approached his prospective
hh : 38&...“ Eeh dﬁ..:ﬂ—.m.w.m_.* business _u.uq—.._nn_u %HML:W
This gave the oppOriunity _”.um nu.w:.u.:w oo el o
otk ; 15 seartin cover and corridor teading to the meeting
watch the proceedings.

‘Earp’s Immoreals’, Homse  Meanwhile, hiding from preing

Man Saar (Dafga) Wyatt Earp . e Dela, 3
(1 Leader), Buich Cassidy (2 of st il L

Zews looked around, making
sure all of his boys were out of
sight and haped that none of
them would lose their nerve
and stary firing untl the tme
was right. When the tme was
right, he would strike. Whilst
in the gloon, the Delague boys
started o ease off safery
catches  and  tack  bolts.
Asskleepins sighted ‘alpng the
harrel of his Autogun bringing
Wywtt Earp’s head ingo: forus,
] He curled his finger around
i the trigger...

Tarn 3: As Wyart Eanp reached
the crates he waiched Zeus
approaching  slowly.  The
Delaque was hunched both of
his hands were hidden beneath
the tolds of his mench-coat.

The Delague man appearcd
through the smoky gloom and
nodded ro Wyeatt Earp, a slight
smille creasing his lips. Wiatt
Earp must have known that
something was wrong when
the Delagque Ledder smiled, his
suspicions  were  confirmed
when the hald man pulted a
Jrak grenade from under his
coat. In one Buid motion he
hurled the already primed

Ganger), Billy the Kid (3 Juve),

doublecrossing, Cisco Kid (6 Juve) and Doc

Delagque  (NVick) Zeus (1
Leader), Hermes (2 Juve),

place. Zews's eoat billowed in
the ardficial breeze provided
by-the ventshafits high above.

of sight on either side of the

grenade ar the stunned Van
Saar. The contained explosion
blew Wyatt Eary off of his feet
to kand in 2 bloody mess the
ather side of the clearing
(G start, one man o,
and that was my Leader -
Dalga).

Hades, hiding just to the
Detague Leader’s left, pulled
the trigger of his Shoigun not
“even bothering 1o aimi Mare by
fuck than skill, the shell biasted
inta Billy the Kid's stomach,
hurling him backwards off of
the building on which ke was
stood and (not surprisingly)
raking him out of agtion as he
it the hard ceramite below.

Asskleopius pulled the trigger
on his Autogun, sending a
stream’ of bullets into fobrmy
Kingo's chest. He was slammed
into the metal wall where be
stid o the ground, leaving a

thick: trail of crimson behind
hiim. Despite this low-down
hetiayal and having three of
their number down including
their leader, the Van Siars
staod their pround.

Turn 4; Moving to 2 betrer
position, Poc Hodiday

shouldered his Autogun and
fired a torent of 9mm cascless

across crates and bulkheads, |
The intended target, fess, §

dodged the erratic spray of
Jead and kepr his head down.
Much o his annoyance,
‘Herlidlay heard the sharp 'click’
of an empty magazine. Most of
the other Van Spacs fared 4
similar fare @8 guns  were
empricd lefy, rght and centre!
(C¥h arse! — Dalgal)

Butch Cassidy, pumped  the
slide on his shomgun and fired =
Hotshot  Shelf  into  the
darkness. Tt steuck Zens syuice
in the chest causing his long
trench-coat o burst into
Bames. However, to his shock
and  harrer, the Deligue
Leader had managed 1o stay on
his feer and glared up at
Cassidy snarling with fage and
frustraton,

Turn 5: The Delague Juves,
Hermes and Eros, ran towards
their burning leader throwing
their long coats over him,
Using the cloth 1o beat out the
flames, the Juves extinguished
the flames us the fight raged
arounel chem.
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Hedes spowed the panper
S rcsponsible for his leader's
humiliation and fired a2
Haoishot Sbeill his way. The shell
B caught Caseidy in the side and
g cxploded into flames mrening

the unfortunace inte a buman

i8] toreh! (Ouch... another one

diovanil — Dalga)

Holiday knew he had no
chance with his leader down,
Cassicly on fire and most of the
gang our of dammunition, he
sereamed for the Van Saar's to
PETEELL.

Nick: ‘fbe Delagues Bave
done it again!’

Dalga: “Yeab, yeab, just keep

ehiking that, buddy!

Nick: "Okas: 5o bow conme Tve

wor so many games then, ob,
EHA"

Dalga:  don't want fo talk
aboui it Look, just shut wp!
Homestly, beginwer's fuck I
sty

Wick: “Beginner's luckdill P'vé
been playing for two years!

Some peofile just blamie it ail’

om fuck, while I know for suve
that they bave the tactical
skills of @ stuffed geréidl !

Dalga: ‘Frnough smiall talk!
Amyivay, you're sidetracking,
What you beave just redd is a

display ‘of poor nerve Bolding
by the Van Sadrs and pure skill

By e Delagues. This battle

report proves just bow short
these scemarios can be gnd
Bow the tersion can really
Budid up wot knowing when
ou're gonra get ic”

O, e frest Iroes md the o
af s are!”

Willow Road, Lento
Telephone: 01

available? If the

7 days a week

Have you got a rules query? Do you want to
Inow if we still have classic Citadel miniatures
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!

ham, NG7 2WS
40 000

Lines are open Gam-midnight

HoT ...noz__ ._....m _uomamm

fires of the Mail Order forges the Trolls bring you

Straight from the burning
s quat miners and a conversion kit s0 you can have

foul Scavvies, grampy 5

your very own Lhora Craft...

£1.75 each or £5.00 for three unless stated otherwise

SCAVVY WITH AUTOGUN
085a00308

dcavwy Gangs

SCAVVY WITH
AUTOPISTOL AND KNIFE
DEES0SI0T

SCAVVY WITH STUB GUN
AND KHIFE
023900205

0ESR05002.
43

SCAVVY WITH SHOTGUN 2

SCAVVY WITH SHOTGUN 3
DSG906003

SCAVVY WITH m-.n-.mn..._z 1
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" 0sEadst0s

SCAVVY WITH STUB GUN mos....
AND PICK.
DEABCOBGT

SCALY BODY
WITH HARPOON GUN
058000502

HARPOON PACK

A GOMPLETE SCALY CONSISTS OF :
x SGALY BODY WITH HARPODN GUR

SCAVVY WITH EXTRA &R
OREEOS103

PURITY SEAL
o151 - S0P

BOUNTY HUNTER

For this conversion, unless you already have spare
bits such as the Purity Seal and Holster from the
plastic Space Marine sprue, we suggest that you get
COMPLETED the metal Purity Seal and then make your holster out

GCONVERSION of Green Stuff. It save you a few bobl.

- MAIL _omumm._. S NOW ON-LINE!

| You can now get in touch with Mail
| Order via Email. If you have any
—| questions about rules, suggestions
: L | for %ﬂ-ﬂ.«w —uuﬂﬁﬂ ﬂ%ﬁmr o
i orders, or want io contact Mail
Eﬂn.ﬁ.@.—...wﬂ% reason, you can now
nh.m m.u_ via computer. From March
,H.—Hﬂ %M@ to contact .-—VW.-&

WITH SCATTER CANNON
DE9004001 - £5.00
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T L e =~

WEAPONS: Mastercralted i DA BiTZ
Baolt Pistol, Necron Pisuol,

Shotgun (with all ammo

rypes), Frag grenades,

Chainswoird,

SKILLS: catfall, Leap, fump
Beck (Agility Skills),
‘Gunfighter, Crack Shot, Hip
Shoating (Shooting Skill)

Underhive Raider... .__m " WARGEAR: Respiritor,

Infra-red Goggles.
By Christuphe Mate b | PSYCHOLOGY: Lhor his
n%ﬂrsngngggﬁu | o et i o
8 Noen, you've all seen Tomb Raider on the Playstation: dnd we fust Enow you've all fantasised about her short time in the i T ; e s
Dbaving a givly ke Lava Graft fighting for your gang in Necropunda (don't fie.. we krow you - el L Necron pistol: Found deep to the Trading Post, and a
Bbavel), Well Mare Christopbe, our French consin from across the woater bas dome fust that for yos. _.._1... = witele s cit amongst the ruins of the Hive Mung Vase is offered, the real
QR AN Chtes : orantll 4 e Bottom, Lhora rapidly learned  value of the Vase is
ALLEGIANCE: Lhora is how 1o use this exoticweapon  determined before the Ganger
M; is Chri Marc, | am twen girlfriend spen h money W ‘always on the lookout for new  and finds it very usefull buys it. In any case the Ganger
Lﬂﬂm_.ﬂ g&.ﬂﬁﬂw—s aanﬂ from id g?ﬂr %:wﬁu wwnnﬂ._n Archeotech 1o sell, which is against hedvy oppbnents, The s not obliged to buy ir. Lhor
Perpignin in the South of France. 1 have been L - the way she makes her living Necron pistol uses the can only perform one of these
¥ Dlaying GW games siice 1987 stk the réleass My ultimate dream i o find the fabled Book of in the harsh Underhive. standard pistol range bands actions per post-hattle
of the original Warhammer 40K, Rogue Trader the Astronomican from 1991, I'dkill o get it~ (81 Therefore, she will work for anid will alwiys wound on 4+ sequence.
1 berween studying foe my Doctorate in the In: the meantime | have pacified Em&ﬂ ith N mﬁiﬁ.ﬁmi!ﬁ% that  regardless of the targer's
‘History of Law and teaching at the University of nﬁwmmn Fﬁ_ this lile conversion and my friend Yan i __4._6_3 Lot Gaunters or Toughness. The pistol seems The Conversion:
_.m..wun_mn_ﬁ.. | _._..wu».u.n. o fitin & busy schiedule of ke hﬁﬂaﬂ”ﬂ%”ﬂ“ﬁ_ﬂ“ﬂ ZEEM..Gc Mﬁ.._ F Archeotech o—.m.an.mwaﬁ She 10 have an inexhaustible First you take your E1f
_uwu.m:m.mﬁ.mu._._.dﬁ,.qano.n@n CompAiler games site in France) at: i will never mﬁ..owﬁ.:ww.n power souree and so doesn't Cheerleader Q_oa_“na and cut
(hiente my inspiration) and explaining to my ] alongside Spyrers, .wnw!.ﬂ__mu have to take ammo roll. ﬁﬁoﬁ ﬁw..m»_.u _Sanwmxvn_..u. :
: ke / f | Redemprionists ar Cawdor Ty o get i clear cat
billaud{@caramail.com s Exceptional Teap: Lhora can s the upper past of the
jung 3] ol L i Escher body will be glued on
RATING: Eeig ncreaics thie: || daite smdl s bontin®e Bt il e atin
B@«hﬁﬁsﬂﬁw &aﬂﬁﬁ“ﬁ o o T hiecls off of the
it boots beciuse i1's not easy o

LHORA CRAFT She spent many of her any real clucs as o its rue N B
pd ; i | L Sy . .mysm.m...a__..m.g\...ﬁmw P,
: ¥ m. her chambers, deep in study, r ) ! PAYMENT: Lhora is only
Lhora Craft born =
opulent swealth in one of the  Arawm 0 the mysteries of ..H_ﬂwa Sy e e _ interestod in aquiring rare L  runin beels even for Lhora
Bl rich noble houses of the Spire,  technology and the strange s Uhioih o Bl b the | Archearech and does very well - B LRy Craft. :
‘ut whereas the daughters of | Spintual religion susrobnding | i cpioe o P il off of her shrewd sales andso [0 GV REMOTE eqQUIPMERt 4 i upe drill 4 hole in the
the Necromundan nobility it. As she came of age she :ﬂu@:gnuécﬁnab : only requires DAxS in Ep:_unqmﬁ_.nb@_.nunyunﬁ Soviak Bty S plick-s tasal
were supposed to look premy Wﬂ_e qﬁ.ﬂHﬁ.—.ﬂ tavish amongst the traders as a first payment to cover er freIna e rod/pin inside to help secure
‘and do litle else from an early samn»wma Eﬂmwaﬂaﬂm class archeotechnologist and ewerheads. thie join with the upper body.
Bl ape, Lhora displayed an ability amongst the unwashed il BOUNTY: Escher body
of disobeying her harsh fagher, 92 Swws_...._ ¥ thiest for The gAngers as 4 very tough lady 1 Bounty on —Mwnnu_.n#no R .zﬂ. e%_naﬂnnnﬂu.anmr i i
Count Augustus Craft, at every Mﬂ.n_,v««embnﬁn Eﬁc%:nn__ e, The indeed. She has been carefull L Sl | e e Lo kgt i e
EER PRI would be eriadirme gl SPECIAL RULES dheotcehnplogit: shirt s that it fits saughy onto

. " amention o herself while she { :
1313.! M...u.&zwrnﬂﬂm_a S e ._.vnunlﬁﬁonﬂn—ﬂﬁ_ﬁgﬁ
i
&2

| R:ﬁ_uwﬁouﬁ.c:.uﬂiu?ﬂ.u
s ig | corae  Wmemiernt S RSIISIUSS,
] inhabitanis hid : maee that the wser may re-roll
any MSRES ONCE PEr T

M W8 BY S
i 4 & 3

1
i
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| Then you glue the upper body
to thie legs and moded it o
look as though she is glancing
1o her left. Bend the legs a
little towands the base 1o
accentuake the effect of her
running.
Now comes the handest phase
(noy coffee just vet, you've got
this Eir ¥ou must persevere!).
Take some green stuff and
scalpr some shorts on the
Cheerleader's legs (yes YOU,
Jes Goodwin is not going to
come around your bouse and
di it for youl).
[t's easier than it's seems
feven | managed do ity It is
probably a good idea to 6l
the space between the torso
and the legs. Avoid making the
belt disappear under heaps of
green stuff. The Escher model
hag got a shaven head, sovou
will want put a bit of growth
hack using thin strips of green
stalf modelled to represent
Tt

¥ou may want to make the
moddel more... ahem, feminine
(¥es, we'veall well aware of
trfread yeond rierctnn et
Played the game and seen 1he
ddverts! — Edy. You can re-
model certain dreas of the..
er, torso with green stuff 1o
create thae volupluous fgure
buit before vou ger carmed
away do remember that Lhora
is supposed to be very
feminine and not a mutant
¥ou can use this opporunity
o erase the join between the

shire and the stomach.

Nowe cut the pony tail off of
the Calidus Assasin and ghae it
o thie back of her head where
the original pony tail was
locared. Ghie on the backpack
but remember to ensure that
vou file down the surfaces for
2 decent contact

Remove the Calidus's gun, cut

and glue it onto the stump of
the left hand. Then add some
peuches to her belr and
backpack, it's cool and hides 2

Iot of your butcher wark,
Make the pistol holster a bit
smaller, cut it down o size

and then glue it onto the right '

side of her shorts:

Finally, glue thie Purity Seal
onta the Chainsword to give it
more of an Imperial look.

And as they sdy on the
Thunderhawk Gunship
instructicng: all you have o
o now is paint it!

Drink Coffee at will.,,
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| THE NAME OF THIS
gang ‘The Cowboys from
Hell” was taken from an
album by Pantera, which
is always a good start!
This inspired Sherman
o sculpt cowboy hats
for each of the gangers,
He used miniamires from
many different ranges o

| give them that totally
diverse look.

As for their accomplices,
the Man in Black
{Groani! — Ed} is an
uncompromising fellow
and would stop at
nothing 1o play ong gang

off against another.

Brimstane and BarBO are a right pair of miscreant scum
and their names are seldom off the Most Wanted lists.
Sherman's since started
new campaign which

includes some mutant TH MAN

invasion rules which he's
going to send in when he
EES A moment.
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