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G WAR 5

by Warwick Kinrade

Necromunda must be
unique in the annals of
Games Workshops games.
Here at Fanatic Press it
conrinues 1o amare and
delight us with the sheer
enthusiasm gamers still
have for @ game which is
now over five years old.
Despite there being no new
miniatures or supplements
for three years. people still
play and enjoy this game.

I'd put this popularity
down 1o two things. Firstly
the size of the force
required. Gangs of 10 or 12
warriors are not hard or
expensive o collect and
paint. For a newcomer they
are not faced with the
daunting task of painting
an entire army of 80, 50,
100 o more minitures, A

fast worker could probably
finish a gang in an
afternoon. With lots of
gangs 1o choose from
tinchuding the many new
ones published here), it's
NOE 4 Ereat step to ke up
playing 2 or 3 gangs for
variation.

Secondly, since 3rd edition
Warhammer 40,000 was
released, Necromunda is
now the only game offering
players lots of detail and
redl characierisation,
something which has been
necessarily sacrificed as 40K
hecame a larger battle game
rather than a skirmish
game,

Until next time, keep
skirmishing,

Settlement Events by T Mernigest

Warwick Kinrade,
Steve Hambrook
& Darius Hinks

COVER
‘Confrontation”
by
Dave Gallagher

Fanalic Prisss is the BRick
Libeary's oargaing suppost
for (iame’s Warkshop's
older game sysiems. Even
theugh White Diwgt may nol
‘b cowering i, we ki you
o4l phay il S0, in
conjunction with this Gitatal
Joumal, Fanafic Press wil
b bringing you e
paazings Tor SR our geme
sysiams, Just iike the
Saurnad, thy're witian by
gamers 1o EEmers.

Alternive siles for setdements, trading posts and drinking holes. Part 1. NEW!

Ratling Sniper by Richard Irvine

Gun for hire, NEW!

Trading Skills by Mk Gunton

A new catagory of skills to help your gang find a bargain at the tading post. NEW!
Apocalpyse b W e Meck

A race apainst tme (o escape Genesteaters: First featured in Journals 31 and 32.
New Scenarios by Liam Nunn

Three riew seenarios; Escape Route, the Werunded Man and the Duel, NEW!
This is the Plan &y car Thonpe

Tactics for your gangs whilst playing the basic scenarkos, ftom WD192:
Ratskin Savage by Gorrid fobl

Renegade Rarskin warrior, out 10 tike sonise scalps. NEW!

Forgeworkd i sean it

e amaved by Sean’s wonderful industeial seenen. NEW!




‘Tom from Sydney. Australia,

isa regular contributor to Gang War, and this time he has a

complere set of alternative settlement rules for fellow Necromunda players 1o ry out.

Due to space this is only the first part of Tom's Necromunda settlement rules; the second
part will feature in the next issue of Gang War, It includes rules for visiting Gambling
Dens, Pit Slave fights, the Mercenary Square and some rules for new equipment. (Tom
does write a lot, not that we are complaining!).

| Sertlements (or towns) are
5| hives of activity where anything

car and does happen. & gang
may visit 2 settlement after @

| zamein order purchuse new

weapons; hire new fighters and

gl conduct other business, A gang

may only visit 4 setlement if

‘their leader survived the last

‘battle and was nor taken oot of
action. Tn addition, any

| @ eangers who did not work

territaries alter the bartle may

8l accompany the gang leader

Juves  and _unB_w.ﬁ never

actomipdny Snuuaw leadder, a5

i they are wo busy mn_%i_zm.

i g settlement has a number

of speciil lacations such as the

gl Teading Post, Drinking Holes

Egﬂnnﬁmﬁmﬁ

ol gang miay visit ﬁuuﬁq Visilup

o D3 _cﬂ..wﬁﬁ “eqch Time your
ging goes into. 1own, Although
this may scem .Eﬂm.nﬁn..
reflects the fact that no ging

o leader wants 1o be away from

s hideout for oo long in gase
he i5 usurped by an ambitious
ganger or the like. In addition,
some .mﬁu.mn_n...ﬂ are
v&#dcr.&. small and so may
“ ..Smﬂmun of only o fow u._.?.n_mh

B [ocations. Fach pliver may

chpose which special locations
they wish o visit,

Before visitiog any special

Iocations however yoo must

roll on the Seilement Events

Table below o see if a random
encounter has befallen your
fighters. Foll a D66 for the
ientire group of fighters from
your gang that wisit the
Settlement. and apply -any
results immediately, Hor the
purpases of this table the ‘AT
leader and any fighrers whe
accompany  him  inte  the
sertlemicnr are referred 1ooas
the player's gang.

SETTLEMENT EVENTS

Your gang's wild behaviour in
the many saloons and !n..n—SE
of the settlement attract the
attention of the warch and they
throw your gang oul of town.
Your gang must head back to

Gt their hideout and prepare for

the niext bantde.

As your gang pushes through
the busy streets, your leader
suddenly geis 2 feeling, that
something is  wrong.  He
reaches for his creds 1o find
them gone, snatched by a lousy
pickpocker, Count the loss of
half vour ¢redits.

Whilst wavelling along 2
derelict street of the settlement
you siimble acroxs 3 Ramskin

Seaut being accosted hy 4 gang

of Scum. Roll a D6 and consul

‘the rable holow:

1-3 There are too many
soum, and besides, you don’t
like Ratsking anyway, You
Jeave the weetch w its fate
anid coniinue on your way,

45 You decide o help. the
Rarskin, and manage 1o save
him from his fare. As thanks
the Rarskin slips your leader 2
peace of parchment before
disappesring down  the
Street. Upon inspection. you
discaver the parchmient is a
Raskin map, which you may
add to your sesh.

6 Your gang charges ingo the
Seum and manages 1o bear
them off, saving the Ratskin
who keeps on -.EEE#..&
somerhing about ‘an _._onnE..

Slavers set upon Your gang i

fAtént on UCAIng you inte
guick profit. Make an [nitiatve
test for each fighter in the
gang. If the test iy past then
that member Bas escaped the-
slavers. If the test is failed then
they are captured by shvers
and havled off 10, the slave
markets 0 be sold. If any of
your g members  care
‘capiured then you can chose to
visit the stave markes and buy
them  back  (minus: any
weapons of course). Each gang
member has a ot cost in
creds equal to thelr expericnce
divided by ten, If you do not
sy capured gang, members
buck from the slayers then they
are sold off o skvery and
fever seen again. Visiting the
slave markers counts as visiting
a speckl locaton.

An Usiderhive Scam that has an
olel feuel with one of your gng
fighters  (decidé randomily
which one) challenges them w
1 Quiick-Drzw, The shoot-out is
scheduled o rake place at
sundown (afier your gming has
wisiteed any w_,..u..u.ww_ locations).
The fighter in question an
cither choose o leave town
immediarely (in which case the
entire gang aycompanies him
befoie you have a chance 1o
visiting any special lacitons)
or éxcept the challenge. 1f you
accept the challenge roll up a
Scum from the hired guns
section of the Necromunda
Sourdebook and [ollow all the
rules for the Shootout
Seenario, but enly use the two
models in guestion. If your
fighter wins the shootout you

A | sauin D6 x 10 creds from the

scum’s  body Should your
fighter lose the shootout then

his life comes (0 a premamTe

& couple of shifty looking
Scum  Approach your gang
asking For help with their
smiugaling  operaton. I you
decide o help: roll 106 and
eonsult the wable below:

1-3 You arc unable to off-load
the illegal contraband  and
mike no exten credits.

4= You carn D6 x 10 creds by
selling o the merchandisc.
Add this amount to your stash.

A dishoncst trader has foolked
your leader. Oﬂ@%ma (decided
randomly) thar you purchase
in this seitlement isa fake and
is nseless. Discard the fem in

One of the fighters (n vour
gang Is conscripied into the
Imperial Guard and is duc 10
be shipped off Necromunda. in
the nest couple of days. Decide
randomly who is conscripted
and then roll a DG, Ona T he
falls te per our of hisg
mﬂ&nwanan and i3 never scen

again, On a 24 hie manages o

escape the barracks and goes
AWOL, Your mE..w however,
must leave  the  sertlement
immediately  ortherwise the
CONSCTIPE  risks  REMing  fo-
captured.

Your gang & employed by a
Guilder to carry his wares
around the sexlement Each
&mﬂ,@ﬂh-.ﬁﬂfd&mb.m credsas
%E&Eﬁmﬁnﬁﬁr

Taken with the joys of hot food
and a good roomany hottles of
Wild Snake your leader and his
men over spead  on such
Iuxuries by half the credits in
vour stash.

In i rundown SEreer you are set
upon by a band of Underhive
Scum, who demand half of
your credics as rax for passing
down the street, You have @
choice, Pay the Scum the creds
and be on your say, or fight it
out with them. If you choose to
fight there are D6 + 3 Scum.
To determine who wins the
fght roll a D6 for each fighter
in vour gang amd add the
SCOIES. wogethen; Yo
oppaient in the last game
does the same for the Scum.
Whoever has the highest score
wins the combat. If the scum
win they steal all your credits
and then disappear into the
shadows. If you win you
minage 1o claim D6 x 5 oneds
fromn the KE&&@@&NE flee.

&  peaccful protest by
Underhivers. demanding
reduced raxes boils over into 3
rior follawing clashes with the
wagch, Boll 2 D6 and consult
the table below;

1 Whilst trying 10 avoid the
conflict one of the gang
fighters s injured (ke cide
‘randomby which one). Make a
serious injury eoll for that

fighter. Treat capuared and

irter enmity s full En&.ﬁﬁ

2-3 Felling, iansnﬁ% Tear
the plight of the protesters
vour leader orders his men
into the Fra, nngagmw




the watch arrests them and
the whole gang is thrown
into the Stockade. By the
time your gang is ket po miny
howrs have past and the gang
leader degides it is unsafe o
remtn away from the gaong’s
hideout for any longer period
of time. Your fighters must
leave:  the  sextdement
immediately  without  the
chance 1o visit any special
locations.

4-5 The Riot is a falnr noise
‘on the other side of town and
does nor effect your gang in
any way.

6 You manage to capture the
ringleader of the protest s
he flees from the watch, You
duly wrn him in and receive
106 % 5 ereds as a reward.

You leader visits z local

il drinking hole and pgewos

involved in a rather dubious
game of dice. Roll 1D6 and

#l consult the wable below:

1 Your leader loses 36 creds
and comes away'a linle wiser.

25 Your leader manages 1o
break-even,

6 Your leader gambies away a
fortune  before hady luck
smiles on him #nd he wins it
all back with interest. Collec
306 creds in winnings.

The caprain of the watch marks
your gang as useful looking
- recruits for the wasch Your
gang is deputised by the

& Guilders and given the chance

when reporting them o the

Gilders,

of a stranger he bumped
earlicr, He rushes back

A terrible illness sirikes one of @
the fighters in your gang

(decide randomly which one).
That fighrer must miss the next
game recovering from  the
illness after which they are fine
to continue fighting with no il
effect.

Whilst wandering the streets of
town one of your gang fighters
stumbles across a small sack
ving on the ground. Upon
opening the sack you find it
stulfed with creds, Claim the
moneybag and 206 x 5 creds:

Beppars acgost your leader
and, overwhelmed by their
sutiness he gives each of the
206+ 1 pitiful wreiches 2
credits. T your umsh_h.. cE nof
pay he is a beggar himself, ind
you must roll 4 D6 and consul
the table below:

1 Your leader is thrown out
of town for bepging (see
Scttlement Event roll of 11,

Guilders (or their feader for
that maatrer.

2:6 You leader gains 2D6
cresds from begging on the

Whilst wandering theough the

M you  serdement your leader sees a

poster warning that a well-
known dssassin is reputed to

be in the area. Upon nﬁﬂ_:.ﬁ
this,

Roll a D& and consult the B.E. :

below:
1 The assassin _m¢w=w_

half the twmber of credis in
your stash 35 2 consegquence.

A rival gang who is in fown
accuses your gang of a number

. of illegal dealings. Roll a D6

slitf this town all weapons and
ol cquipment: cests doulle the

cfl noemal number of credics.
wilc "_..b_oo.n_no.ﬁ.n. dreaded zombie

de® olagoe sweeps through the
W sonlement. Randomly selece 2

fighter in your gang and make

nd Wi roll for them on the zombic

plague wable as if @ plague
sombie had maken them out of

ot umel . on. Whatever the result the

wmzu_nn.._n...-
withowt the chance to v

Guilder's life, for which h
receivies D6 x 5 ereds, but th
assassin slips away:

6 Your leider saves the

Guilder and caprures thel

assassin, turning him over to
the watch, for ‘which he
receives D6 x 5 creds. ‘Th
Guilder §5 50 thankful for

vour leadée's help thar hel

offers his services a8 a0
between for sclling us

o caviee
:._Bhn_u.w Vi o

ng must leave oW
diately so as to avold

Stockade to await wial (shoct
and  unfair affaics by all
accounes). Roll a Do for the
fighter, O a 5-6 he manages 1o
escape from his cell and make
it back e the gang’s hideout in

full time for the nexe barde. Ona 1-

SCHp O items that your gang]
act ol #nd is executed at the block.

4 he is convicted of his crime

Y Remove the fighter from the

Your leader is a sympathiser
the Redemption  cause an

makes & %.iag.%g%ﬁ.

eredits i the gang's st
one of the emples in th

#ANg roster.

As your leader anemprs: to buy
some equipment, the trader
refuses ta except his creds

| pointing out that they are
”mnﬁ_nnun.uﬁ .a addition, if a

counterfeir. Looking through

] his dtash your leader finds that
fell ndecd some af his ciedits are
a1 counterfeit. You must discard

and consult the able below:

1-3 ¥Yow're Clean Citizen. You
protest your inAogence and
are cleared of  any
wrongdoing.
45 Ouilawed. Your gang is
nuthiwed by the Guilders and
marst leave town immediately.
Follow all the usual mules for
becoming an outawed gang,
THE TRADING POST

Every settlement has at least
ong rading  post  where
guilders and local traders sell
their goods and buy items they
want. The Guilders also e as
bankers, exchanging items for
credit, which ‘can be spent in
any trading post in the
Underhivi.

SPENDING CASH,

After every game @ gang can
collect  income  from s
territories as described earlier,
At the trading post cash can be
spent on  recruiting  new
fighters  and  on  n#ew
equipment for the gang,

New fighters are recrufied in
the same way as the original
gang, Refer to the Recruiting a
Gang  section, New recruits
may be armed with any of the
weapons  described in the
Gang Recruitment lisy, but
cannot  he  given  other
euipment until they  have
fought At least one  batile

Gangs can recruit whatever

e of fighter the  player
‘wishes, bur  the ‘usual

w». RE TRADE CHARTS

following chart s wsed 1o

nhﬁ%%aﬂng_ﬁnnﬁ
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RARE WEAPON Roll 2 D6
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45 Sniper Rifle
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-4 Plasma,
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restrictions apply regarding the
rumber of leaders, heavies and
S0 0n.

If a plaver wanes o buy new
Weapons or other equipment
for existing gang fehters then
refer 1o the, trading  charrs
below. The chars lise all the
cquipment available 0 the
Underhive; nor  just  the
common weapons included in
the recruitment charrs,

TRADING.

Common items may be boughe
quite readily in any Underhive
settlement, cither from g
tading post or dicectly from a
workshop. Players can
purchase as, many of these
iems as they want and can
afford, The price for common
dtems is fixed 5o players alwayy
Py the same for them,

Bare items ard hard or even
impossible  to  find. Cinly
oceasionally do such frems
mrn up for sale and the price
asked is often way above their
true value, Players must be
Prepared 10 siap up rare items
a5 they are offered, especiily
the really hard 10 ger Wedpnns
u.u.._.n..nn_..:.n.a._a:n.

T represent the scarcity. of

rare items each plaver makes a
dice ol ar the start of the

B trading session” (0 ditermine.

what goods are offeréd o him.
To determine how many rase
iems are offered roll g D3,
This is the ‘number of items
offered w the gang leader as he
scours the trading post, In
addition, gangers that
accompanied the feader 1o the
serdement may also search for
rare items. Each ganger that
accompanicd the leader adds
one o the dice roll. So if a
gang's leader and oo fangers
vistted 4 wading post they
would be offered D342 jtems.

Roll 2 DE6 for each item ag 5

consult the Rare Trade cha

determine what is on offer. F
player may buy any of the ined
offered, bur only one of e;

player i
separately for his trading — th
gangs don’t necessarily. hid
out in the same plice nor d
they have the same contact
O plaver cannot buy go ¢
oifered to another,

HAND-TO-HAND WEAPONS
ITEM

Konife:

Swword

Clubs, Mauls or Bludgeorns
Chainsword

Chain or Flail

Baolggun-Flamer
Boligun-Plasma Gun

Boligun-Meltagun

ITEM

B Autocannog

Himvy Stubgun

Heavy Boler

Heavy Flamer

Lagcannon

Plasma Cannon

Eﬁ.m.wn\ Launcher (onssiles exir)

TYPE  COST IN CREDITS
Commen 300
Commen 120
Commoen 180
LCommon Bg
Common 400
Common 285
Common 185

PISTOL WEAPONS
ITEM

Autopisal

Bale Pistol

Laspistol

Plasma Pistol
Stubgun

TYPE COSTIN CREDITS
Common 15
Commaon 20
Common 15
Common 25
Common 14k

Melz Bomb

Plasma

Choke Gas Grenade
Hallucinogen Gas Grenade
Phioton Flash Flare

Smoke Bomb

Seare Cas Grenade

TYPE COST IN CREDITS
Common 50
Common 34
Tl 40 - 306
Rare 30, + 306
Rare 15 + 3D6
Hare 40 + 4D
Haiee 20 + 206
Rare 10 + 206
e 20 + 206

BASIC WEAPONS

ITEM

Autogrin

Balugun

Lasgun

Shorgun (solid + scamer shells)

TYPE COST IN CREDITS
Common 20
Common 35
Common 25
Commaon 20

GUN SIGHTS
ITEM

Red-Dor Laser Sight
Mono Sighe

Infi Red Sight

TYPE COST IN CREDITS
Rare. 40 i 4D6
Rare 40 +4p6 |
Rare 30+ 406

Frag Missile

TYPE COST IN CREDITS

Common gk
Commean - 3%

AMMO

ITEM

Man-Sroppér Shomgun Shells
Hot-5hot Shotgun Shells
Hutshat Laser Power Pack
Arrour Piercing Ammo
Hellfire Shells for Heavy Bolier

TYPE COST IN CREDITS
Common 5
Common 5
Rar¢ 13

Hare  Half cost of weapon

Hate 40+ 306

RARE TRADE CHART

The following chart 5 used o
determine whar rare {tems are
offered for sale 10 the pang
leader. D3 frems are offered
automatically and o further +1
for each ganger sent to sedrch
them oge. The prices of cane
items are given in the price
chares,

SELLING

A player may wish 1o trade<dn
old weapons at the same tme
as he buys new ones. The
second  hand  value  of
edquipment, however, is not
high due to the considerable
wedr and tear inflicted onit by
your fighters. Gangs can
automatically scll  old
equipment at half jts listed
price (half of the fixed cost
component of race ems).
When working out the resell
value of “an item round any
fractions up. Alternatively, o
gang  may wish w0 heaed
unused weapons for future
usE,

PRICE CHART ~

The following charg indicae
the costs of fiems available for
sale ar the trading post. The
cost of rare fems is included,
but such items cannor be
bought unless they are offered
for sale-as already described. In
some dases the cost of a
weapon  is  variable, and
includes a base cost plus a
variable extea amount, for
example 40 + 3DG6 credit. In
these instances: the exira
variable cost s the additonal
rarity value of the irem — the
premigm which must be paid:
b0 own it




ARMOUR
ITEM
Flak
Carapace

&/ | sesh

COST IN CREDITS
. 10+ 2D%
70+ 5D6
25+ 3DG

EQUIPMENT
ITEM
Auto-Repairer
Bio-Booster
Bio-Scanner
Blindsnake Pouch
Clip Harness
Concealed Blade
Filter !..ﬁ

Grav Chude

Ea:aﬁ_n Foel Rod
Lobo-Chip

Medi-Pack

Murnig Vase

| One In A Million Weapon
Photo:Contacts k
Fhoto-Visar

Rarskin Map

Respirator

Sereamers (one engounter)
Silencer

Sleull Chip

Stummens (one ehcounterh
Weapon Reload

COST IN CREDITS
80 + 4D6
50 + 4D6,
50 + 306

10 + 306
10 + 206
30 + 306
10 + 3D6

Half Weapon
Base Cost

DRINKING HOLES

Every town has at least one
drinking hole, and most have
mare. Drinking holes  are
places where fighters go 1o
swap  wall  stories, pick-up
information, have a good time,
and spend a few _._»..dénhq.,on

Bl creds. Ifvou decide to visit one

b of the sentlements  local
drinking holeés roll 2D6 and
look up the result below:

The drinking Hole is having a
special "Drink the Bar Thry”
might. Caught up in  the
festiviries the night whizzes
Ay, a blur of merry making

dand  wild spake. Morning
comes around and everyone
feels more than a  linle
‘toasted”.  For the duration of
the mext battle vour leader and
any gingers who: accompanied
him to the sewlement must
subtract one from  their

a  drinking contest. His
asen drink i the legendary

Lok label wild snake, a

ivitidrsome drop that'll nock the

your leader spends a lurgors right off your feer, Roll &
amount of creds on g.nn_h for your fighter and your
wild snake and more  exoig nent does the same for
spirits. When he wakes .i - Opryn. Repeat this and
ep @ ranning el for baoth
presiants as a - measune of
hw deunk they are: The Brst
be o reach 30 mumbles
mething about their mother,
: mps under the GEM—. and
il s oking & ns 1o snore loudhy 1F yoar
Whilst drinking in a corner d .Eﬂn_. wins he wakes up the
e« morning with 2 sofe head
“Fd 2 tive borle of wild snake,

pocket by D6 x 5 credits frog
thic cxcessive Consumprion

gangs are’ poing whepe o
s..__n» .m.z.-{z Hccr_:w foor, Yol

“Eeadership by +1 up o a
aximum of 10. Sadly their

fable By +1 or -1 cunn.anr _ua_.»na.._ dlso teduces their

is applied afet daz» dice an

rolled. |, Oince the game is over the

anp's  characieristics  are
i o normal - with
Blistering

arpument with & rival gang
leader over which gang is “King
of the heap”. Before lon,
fght breaks out and cvefyon
in the drinking hole has joince
in, Your leader and any gangels
wha accompanied him w0 th
settiement must roll egual

or less thin their Toughness

a D6 otherwise they ace injuredlt
during the fight  Any | fighief
whods dnjured should make
roll on the serious injury talhe
Count dead, Captured

v leader and any gangers
rhey nan..ﬁw:x.m _n:_u. o the

tact approackies him. In the
suing discussion he alerts
Ol B AN DPROIURILY moq

their toughness they gain
additional D3 - expericncdl,
poings: i

A large, bareel-chested
challenges one of vour fig

One of your fghters (your
choice) gets involved moan arm
wrestling contest, Roll 106 and
adid the score to your fighters’

Strength. Your opponent rolls
206 for the other contestant.
Whoever has the highest scare
(resrall any tes) wins a3 cound
‘of the eohiest. The conrest s
the best of three rounds. I
your fighter wins the contest
he claims D6 x 5 creds as his
prive, If he loses he merely
RS 4 FEPUELON a5 an over
steed weakling.

leader pgets intg an
argument with 3 rival gang
over which gang is “king of the
heap™. Before you know it a

fight breaks out and everyone
in the drinking hole has joincd
i Your leader and any ganper
who agconipaniod him 1o the
settlement must ol cqual @
or less than thelr Toughness on

Your

2 16 otherwise they are injured
n_..:.:.ﬁ the fight, Any fighter
whio is .Etﬁﬂﬂ shold oake a
roll on the serious injury able:
Count dead, captured and
hitter enmity a5 full recovery I
a fighter manages 1o roll undee
their roughness. they gain an
additional D3 experience
poins,

drunken  Scum. The

Whilst drinking av the bar one
of vour gang members gers
info § conversation with a
Scum
affers 1o sell your fighter some
valuabie 5_”0:325.. for. the
cost of 206 creds mm._..nE&# for
at least one mote bottle of wild
snake). If you chose to pay the
Seum his ceeds’ roll 106 and
consult the table below:

1-3 The information was
fake, The next ome you fight
a battle your ppponent may
chose which seenario o
play.

46 The information is good.
The mext ume you fight @
battde you may chovse the
scenario played.

As vour leader Buys a thicd
raund of drinks for the house
he s approached by a couple
of shifty looking Scum asking
for help with their smugaling
operation, I you. decide 1o
Tielp roll 106 and consult belaw:

1 Your header is unable to of

load the illegal contraband
and makes noextra credis.

2-6 Your leader earn 1D6x10
credits by ‘selling on the
merchandise which you may




| RATLING SNIPER | TRADING SKILLS
_u% En.w.m:.n_ Irvine by Mark Gunton

! Rats This s the only special weall, . Ganpées pick up various skills in their lives 2. Shoplift
thires et e, s is ot rnsferidale to other 2 thie Undeshive, some: that are useful in bande,
Eﬂd&ﬁw&fﬂa&ig never give up his rifle. Whme thar are useful before or afier E dﬁ Granger is .R.J...a:._ﬁw with his hands and is
GAINING EXPERIENCE adets valie skilled Gangers in everyday life slightly crooked. Every time he goes wo the
: bl Gangers that can help when he goes out ”_..BE:m ?n_m.r he miy n.:n.m:.m_.. Lo .w_h.»“ an
Lan_ﬁswunm: the game with 20+ D6 expericnce. Tilboking for 2 bargain, doubly so. When he goes intecesting nik-nak. Once the Rare Trades have
ancesin the sume way 25 2 nonmal ganger bur @ the Trading Post, @ Leader is askatlect by been rolled, the ﬂ»nﬂu.ﬁbnnm.ﬂu» o steal one
only rech & masimum profile of fossible bargains and by more probable cons. afithe fokia; it you yeen. Mol RO aroifofa
M WS BS S Sl : swarm when they seea money belt, G, he is m,z?x“mﬂ:_ and slips the item in question
. : J th credits and the new: green Leader can under his coat, or .“_...E._um e »ds.ﬂ_ﬂi.ﬁ“ﬂﬁﬂn
5 3 6 3 BN 7 g ; swayed imo buying something that he  UP later. :..3.. —n_ﬁ_a it hack o the gang hideowt
“They cin select dals from Srating and ey not need or on the lang run cannot afford. while the getting's g06d.
s wedl as thieir cwn special Srgoer skills *Bur if he has dn experienced Ganger with Bim. o g roll of 2 1, however, the Ganger is spoited
ine with knowledge of the ploys and deceprinns . i)
P > = i i by one of the Guilder’s seaff end is arrested by
NIPER SKILLS it _w...—nm“m:._aﬁw 53. o nn:.nan cMhEQOuﬁw the Warchmen. Surprisingly, the item stolen
TR " 17 s usually going to come off better in disay woand the Leader the ganger's:
| Radiog i MME@.E__ maﬁm“ﬁg a new skill then he mlong run as he continuatly picks at the cover nsﬁvmaawﬁzu_»cm E«M—S:.m Ehﬂwﬁww on_ the :.M.”
&l ; n mﬁﬂ osekii commumities. fn the it AL ol 16, 0 dhat Guilders make up for the vardous s was seelen. If the Leader cannot pay the bail,
a_w_auc;&ﬁ__ wEmm. i ﬁuﬂgﬁ_ puny they have o 1: Shadownuster, jerms of Archeotech they dig up in the Baclands. e Ganger must sty in prison untl the bul is
Bl i ] Wits [0 sunvive; Ratlings ; . Crangers, who have experienced many.
ould alriost 3__...3& be doomed i they could ot Yo H : i n it Inderhive, pick up skills thar invoive
M&ﬁﬁ =§E§§8 Eﬁﬁﬂ_&mhaﬁsgﬁﬁs into the shuclows. 1f somebody attempts 10 s ing Posts. These skills come under the
! combar, so Ratlings 1 e their shonting Sk B iy st focsr el i d e itle of Trader Skills. These skills are
Nﬁm@:ﬁ&gégsgg they may antempr 1o shoot eamw.whmqﬁ : the same way a5 normal skills, as a2
| SE DT e e | s Wi oo
iy L il ; ‘ weapon, the: ; y be taken when the Ganger rolls a2 or
! Mﬂ.% Seiper Rifie, Armed with this deardhy wisapon a T Raing can mikie himiselfa very sl ranser. 4 he Advances table. These skills are ONLY |8
il mn_h.ﬁ can rendn. submerged i the shadows 1o ang is be does 1ot rn in his wm he ey oo VAR 16 Gangery, as Heavies and Juves are
i v swillt, poison induced death i their foes,. L consres o 3 small mnger, with -1 1o be bic 00 sy at thie gang’s hideout and the Leaderis B
| RECRUITING A RATLING SNIPER i e e e
‘it hire a Rarking Sraper costs 40 creds, Ritling Sni =uu... E_E.. w&.ﬁ @n inicease the strengh of thlingle ..“W” at .ssdﬂ.ﬂﬂnﬂcﬁw =it
- .nﬂ?&gmﬁuéﬁmégvﬁwﬁan %qhnﬂw«%ﬁﬂﬂiﬁ.gamgg»-
normal hired gun. Theréfore you only have o make foor this 2.6, the needlie tounts s Stength &
one initial payment of 40 credies o add him 1o your e
gring. Fach gang ny only recui 1 sniper, & Master Sniper.
4 RATLING SNIPER PROFILE ﬂ_ﬁgm. iy shao on Overwateh without il Ganger is biunt and has & very inquisitive
e A N 3 <1 1o bt peridey: : ._=nﬂw Msu__.w ”_..E.. the Guilder Kgﬁwu_n.“__,” 4n
.vnap, .,_un... Retistic. proble of w sniper & given 5: Fechmician: e abways s guestions about it and o AVS
g Deloacwhich is the base level of characteristic value: SR dies the item in detail before he even thinks
MWS B & 1 ; Ew.ia_m | prepared before each st putiing up dny money. When the Guilder
N nﬁ:&oaw Q_EE = sefect 1 guin (if e B Ne kes 4 bid (after the Leader rolls the dice for a
iy . 4 2 : H _.-.Mwﬁ_n this), bm_h._ +1 16 the amimeo el ftem), the Ganger's skill allows
. EQUIPPING A SNIFER g 3 ._ﬁﬂex\ a Bl 1 re-rofl the dice and apply that resule
Rarlings arc equipped like ; : i e: if thie dice roll ends up' worse than the
giin T :nEHE:mﬁgﬂ_ﬂwﬂswn Hﬁﬁ»ﬂnﬁ%ﬂﬂﬂwﬂ_&s devastating acouraTiinal, the re-rolled total cannot be re-rolled
= ..mfm»-.ﬁ.-. s | ; heand Tand, | o basic o T i e chos o o a Grilder . P | :
R0 i e o i e e b | bt T T o g s camebe gl i




paid. The gang, obviously, dod't gee the item that 6. the Leader is spotted by a knf
wits stolen, Warchman's informant. It will cost the Lef
DExS Credits 1o secure the silence
- Clacainer . informent. Failure to pay the fine will re
WY The Ganger has learnt the are of the ‘Siver  the little scrote telling all, Next time you hay
\ Tongue”. At the end of the game, before the gang ™l on the Watchman's tabe, Add +3
pays any Hired Gons (Bounty Hunters, Seum, result as the Warchmen are distrusiful | ofl
€tc). he may attempt ‘o sweertalk them intg 208,
decepring somewhat ess than thieir normal fee. K >
On a roll of 6, the bireling is deawn in by the Eyes
Ganger's story and Accepes half his (or ber)  The Ganger has becomie extremely
normal hirlng cost. On o roll of 4 1, the Ganger spotting interesting litde devices and rare i
says the wrong thing and insals the hired gun, among the massed piles of frash and de
who then demands double their fee, or else they  that are heaped up outside the trading
shoor the ganger If the fee isn't paid, the ganger  ganger miay add +2 to the rare trde dice
Is shot by the highest Stréngth ran WEApon,
in the ”ﬂ.ﬁ.:m_ wity, except that nﬂaawo_ﬂm. 6. Friendly Ear
automatically. If he is wounded, he makes injury
ralls as normal. The hired gun then feaves and
refuses o be hired by the gang again (delete the
hited gun from your gang roster), although you
can hirc other hired guns of their ype, exCEpl
spedial characrers, On'a 25, the hired gun is noe
convinced and akes their normal fee,

The Ganger has @ very approachable manner
can usually be found sitting o T
Post, swapping tales with i
congregate there and penerally fisteni
Juicy gossip from dround the dome. The
may add + 1 g0 the Rare Trade table as s
the Ganger rolis a D& On a roll of 4
Langer finds 2 possible jewel in the strea
PNy drivel. Roll on the wble below.
The Ganger has a friend of 5 friend whe kiows 2

] 1 - What seened 1o be a1 break muins oul
guy, wha knows the whereabours of an Outlaw 5
Trading Post. The Leader may choose o go to the be the n?.,_.wn: _wm_:n:___”.mﬁ of e .m_ e B
Outlaw Fost, sather than the local Guilder veteran Hiver, A.S ng of any use is e
approved branch of ripp-offs Inc’, and may de exeept the location of 2 cheap bar,
his business as normal. Roll 2 D6, On the roll of x

2. The Ganger listens closely tn 5o
murmuring ofd blokes and leams |
Iocation of a new 1erritory out in
Badlands, Roll on the ‘Terriory thie and.
the nEw tErmitory to vour Bang's roster.

3 - The constant wittering [fom the arci
fogies gives the Ganger new inhsight into
movements and habits of rival gangs.
gang may choose the scenario in thieir
e,

4 - The Ganger hears of an aren of cataoo
that have been recently unearthed. Afrel
short search, the Ganger finds & network
Tunnels under the dome. Add the Tunmn
TEFRILETY e YOur BANE roster.

5 - Asaabiove, bir for Vens.

6« One of the old gits is'so impressed
the: Ganger's tales, he offers up his young
Brother 1o the gang, 5o he can he taughs o
wayk of the Underhive. Add a new G e
Juve 1o your gang roster (he is armed with
knife).

fighting:
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Conduit, there are no Trading. o
Posts 1o visit, Indecd, the

member to visit each gang,
The chosen gang must thenbe 2. Hie
williing to assign one of its
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B gm&.?ﬂ»ﬁ:&.ﬁ&

treated as normial except that )

Lt the Eﬂ«a..?.&nw?

w&ngcwamﬂuﬁumu%ﬂ
ol except that each Loot
counter is only worth 106

credits (due to the poorer

naiure of the territories). In
E&Eﬂﬂk&.ﬁ#.mmg even
éaﬂuaﬁw_ n the gang's

s amnmo ol s, .E_&__.

.H.rw..amwnvﬁn. the arhieratar
should be mnning the
seenurio 1-3 times (or even
more for larger cimpigns).
m:&u it garkg mus( have its
bers pass through the

bottleneck on the opposite

side of the a&_n ‘this

forced 535&»2.5 have
t0 make the attempt again,
perbaps joining the next wave
of gangs arempting the run.

be at least 6' by 41 The table

e EEEuS&aazs

‘haoty’ chits or some o .n..ﬂ.
suitable marker to represent
rat warrens and plice them
across the baand at ground

11



uniil suceessful or retire rom
edidebuatee the campaige.

Botdeneck (see below), : Experience ’
Reinforcements z : +206 wnzhﬂwmaa ot
.muuﬁman:cbi_n_.-ﬂﬁ..... = J T .. 3 i
swarming with' rits and, - 45 For raking onc of the
arbitrator's models
dorven amd out.
ot (e carpving 2 fallen
entitled o rolla DS at i - ; i Mﬂ.ﬁ off af the able
start of his mirn. On ' o g edpge and through the
&, Eqnnhacqn glant rats Bordencck.
4pper feom one of the - - - o
warrens (the arbitrator =k T the m::mﬁnnn
chooses which). but the & 23 . whose gang fiest
not mave this n } F e i : ? . succeeds Ln ﬁai half
destroving the i =3 3 = its members through
roving the rats is ng H h the Botleneck.

clearly marked in the middle
of one side of the longer able
edges. This.is the ‘Boniencck”
and is the only place 3 model
iy leave the table on this
side. All participating, g
membiers must set up within
6" of the apposite table edge,
0 any mannéer mutually
agreeable 1o the participating
plavers.

The Objective

The abjective of this scenario
is for & gang to have more
thun half of its members leave
the opposite table edge via the
Bottleneck. Gangs are nor
suppesed o Compete against
one another in this scenario
and should aor purposefully
attack rival gane members for
it will be bard enough as it is
(although firing dangerously
close o ‘allies” or unfore-
unately carching these allies in
the radius. of area-affect
weapons is allowed and even
encouriged!). Gangs needn’t
make Bomle Tests although

Wl they may Bonle by chiige

[funtess half of their membsers
have already sade it through
the Bottleneck). Gangs thir
chiose o Bottle must make an
‘AtempE 0 pass through the
Botdeneck again unil they

suceeed in ordet to continue Hﬁwﬁ_ﬁmﬁhﬂnﬂ» |
Bottleneck or lose o i

the campaign. The gangs:
mowe first, beginning with the:
gang with the highest Gang
Rating and then continuing in
descending order (this will
remain the mm sequence)
followed by the arbitrator,

Treacherous

Condition

This ruined section of the
Concuit is very dangerous aned
the following Treacherous
Conditions are in affect across
the rable; Shudgy Surface (12}
angl Bare (55),

In addition, the arbitragor
wontrols six Necromundan
Celant Raps for each gang:
participating i this scenano.
These rats should be broken
uprinto groups of three and
Placed in hiding anywhere on
the board the arbitraor
chooses, bue ar least 18" from
the neirest gang member),
Neste: if the gangs arc
exceptionally weak it your
campaige by this point, you
may wish o limit the rats 1o 3
or 4 per gang. Naturally, these
tites are hostle, and the
arbitrator uses them o
artempt oo destroy the gangs
and present them from

Carrying Fallen

Due 1o the nanure of
SOCIArio, i@ Bang membeg
finct hisiself in o situation
where he wishes 1o
moving forward, but he'
deesn't want to feave ;

The following rules coves

a5 miore than two arms
arm st be used ©
iy thie exiol burden}.

1. He may not run o chiat@ T hose with only one good
CATTYING 3 QANZEr My not
icipate in hand-io-hand

vt or fire a weapon ak wll

Eurther than his base
2. He may 0ot shoot with

S, Al ballistic wetacks are ol ¢
T St i ¢ tossing him onte ]

at -1 e hir while carrying 3?5.!.. o”ﬂﬁn..zm-. g

e mexy gurn a5 normal o

4. When participating in ki

to-haned combar, the g 71

Ending the Game

The game ends once all of the
gangs have cleher Bottled our
or have passed through rhe
Bortleneck, Gangs who had ar
feast half of their members
pass through the .wc:._.n-._mmr
are considered sucoessful in
their Attempt to continue and
all wounded members swho
survive or arc caprired (et

a5 “Full Recover ) are allowed

through as well: Gangs who
fail in Their AMEMPL O Pass
through the muan_.a:nn.r must
continue o miake Aempes

Suggestions
This scenario can be very
challenging for the _ug__n?
but the harrowing oatucs is
sure to keep the players
thrilled. Desperate gangs
battling their way through
swarms of Giants Rats, never
raking their eyes off of their so
called “allies™ - this is the stuff
of legend. The acbitrator
should encouraged the players
wr develop a steategy and e.,.s-r
ogether (ar least 5&»:& in
their atiempls mo run this
ganintlet, after all, it will make
for an even richer storyline
onice they arc bevond the
Bottleneck and ar one
another’s throats again.
Imagine 2 ganger who
encounters an opponent
prone in a fure barde ﬁ&: ,
once carried him prast 2 swarm
of ravenous cats o freedom.
Will hie be able 1o bring
himiself to mke advantage of
thie man while he's down? Or
will he shink off into the
shadows, pretending that the
envountér never happensd?
However you do it, enfey 18

12
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] ) : O- : WOUNDED MAN _
! NEW SCENARIQS | scevamo mvo: me wOUNDED WAX___

i . ¢ him e down on the table in the ared described
j by Liam Nunn iy st x ¢ dowred S B ﬁ:ﬁaaauﬁwﬁﬁwm&wuﬂ_mw&:wﬂ o
- : r wounded somewhens b Al ble edge. The phay may choose el
i Eﬁﬁhimﬁagﬁiégﬁﬁm@ﬁg_gia&?..,.. . s wouklnlt T much of a game s -t b 5 of e B
games of Necromunda had lost their zing!. Hitand Run had lostits appeal Scaveners was @iy g tamed op ‘The gﬁnszs_wnﬂﬁag -
ﬁg_géﬁﬁgisggﬂﬁgagizn%m@s S Oppoats g
i Ty e

| would do it so I dict it Three new scenasios, each capturing the feel of Necromuieks, whilst 3
interchangesble with the nilebook soermarios,

SCENARIO ONE: ESCAPE ROUTE

fl i soeno represents a fuled ambuash attempr, g wpin 3 “...l..._.... - SCAVENERTS. .» : STARTING

whett the defeniding gang spot the ambush before the ; S
§| Uap isser I osuch | sinsasion the defending gang is. 3 Tl svernger o soe W A5 The escuing gang Gakes finst .,
I _E&srﬂwgggﬁi?i e«
| the smackers don't what this and will oyt bow the = SCAVENGERS
| enemy gang in before they can escipe. The definclers g i Bt et Urichedifve vermin *
| won't go dosn without a fight though. g with the Tower gng mting i the one ﬁrﬂeﬁﬁrﬂngm o wounded creatues, hunian
| TERRAIN W ing G the wounded Fighter. Randamly

; .ﬁﬁﬁiwﬂiﬁmﬁgnﬁnﬂng;g_.ﬁ
are of peefierably %4 or larger. The G rostriction is
B rhara band ar st 6 wide miuest be el from one side
1w the other Within this strip, only mobble and
| beoricades, nor buildings or similar sruenares, may be ART THE GAME
.m._ ugimﬁnﬂsgiuﬁgaﬁ_ﬁﬂ.ﬁw ST ING
I, GANGS Both players roll 2 dice. The attacker may aeld 4
y i ol e nepresent his Surpnse mtack. The layer i
Before the gime beging, the ascking gang is splic e Dighest score ges the fist ium.
gl two groups. Fach group must consise of a0 Jesst mvg 3
fighters, The ttacker cannol tse Vents or Tannels. bt ENDING THE GAME
o Iniiltators may be used as noeml,

The entire defending gang s present in this scemirio;
ol Fshiens who roll 2 8 fie Old bade wounds do take
part iy the huatle, but suyffera -1 penaly 10 both strength “The gane also ends i half the defeinding gang e
Eigm.qaﬁ;g&?g"u;a wable st s exit pent, as shown on e mp. | .
represenrs the Okl Bamle Wourcls cuusing fighiters
LOnSEAT pain, recucing his effectiveness in the barde,
, DEPLOYMENT

- .__.ﬁgﬁwﬁﬁ:wﬁw:uﬁﬁﬁg.igﬁua
the map; The amicking gang is set up a5 follows. Th 3 1
; 5 A - One of the s e g et

i E.ﬁ?&r&m&&g?iggi +5  Excapes.

EXPERIENCE
+0  Suniyes,
+5°  Per woundling hic

13
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leled hubhy magazine that i B — 2 Gt fiap sl et
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W you werdd like a3 fll (i of writers' guides, send
sell-nddressod emvelope 16 the sddress thar falloos.
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cle in print, we nged w keiow all aboul yow, the Hobbvis, Mot
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* We nwed o publishabie srricle. The baste outline of 20
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b description of the Article:
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e sl ger & friend 1w T ViRIE
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* 5 it Games Workshop? Your asticle has 1o 16 19
ome Gl e more cureen games.

= Does it read well? Mill ibe reider be abile o amd
Ehe b your are tsving oo piresee.

* s e resming? Try and siake i@ oginal wnd i

* Spelling wd geammar. Voo o't need o be 1l
professie. bur it shoubd be spe-checkerd,
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very dmpracian w us. So 0 you have something to tell us, please senel in this Feecbark form, W f
every single one of them as they come in, and we may well feature the bost of them in GANG Wl
As abways, iFyeu doa t want to uilue yourcopr of GANG WAR, feel free 13 photneapy this page
Wil jous answers o i different sheer of paser,

This many other people scad my copy ... 00 10 21 30 4T 50
af GANG WAR 4

EDOOght AT e Ml buy the next one? s 0 Maybe [ | o

I would like GANG WAR 1 hecome a regular quarterdy magazine?

fight, Scwrergers & oue of ..—:n == 3
Yes L Muybe [ jpas s Daske scemarios for ary gang, since hand cash is aways
1 want fo see .

. B0 VY valuable commadity whether you are just
vt Mte  Same  Less L ecwsit soe More  Same 00 3 starting out o have played umpeesn games and
are (op dogs of the Uncerhive. ¥ou ot ask
inEactics [ i  far you ere willing to go 10 get
Tipsn' 1 Yiis Do) Maodelling B a %ﬂ@“ﬂ!ﬂﬁs;hﬁn i musch e the ends
3 ing i
i TR tify the mecans? 1s it really worth sending
Bartle Reports o Mail Order Deals 1 0 _“_nm.wﬁnnn. W stand in the open, for D6xS
Stories Y R = Houze Rules W] credies? No? A green juve on the other hand. .
Scenarios O T Bigz N* Tipe n
lemers - I (| aj Artweori (]

Dther (insers) ............., Oeher rmert) ... vl .,

Iwant ro contribute. Mease send me your Writer's Guidelines [

I have sovmany cther things to tell you abwut GANG WAR that I'm £0ing o use this hox-

(O of rovumn? Lise o sefyaretio sbwer of fripert)
Lbym a0 e -

Retuwrn this form oo
CANG WAR Fecdback,
The Hlack Library,
Games Workishop Led,
Willow Road,
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I can’t answer for Lol L
b for me those vauable
Lot countess repres=nt new
gins, peled mars ftems and
fresh fighters — concndals
hae any gang nceds i it is
sning oo sand hall 3 chance
it the entthroar woeld of the
Underhive. The first diing w
surt out is wiere to place the
Lok connters, I you have a
heindaiodhand combat
onentated pang plae the
Lewd io dght nooks and
crannies where the terrain s
dinse and your
cluse combar
Expertise will
oomme into poay
o the other
hand, you have
¥an  Saars  cr
ansther shooting
orcatated House, plaving Loot in the open
alloars you to provide bevter covering fiee Py the
fighters you send after

When you'rs plaving Scarengers, vos muost
remember chat the Loot couniterns are the reasan

enemy and Us guete Lkely that you will

o move wwands the Loor while the rest
parg covers their advance. Howevd

ol is golng 1o come up as a six. bor thi
OFgANISing your gang inin groups
three will help, enasring that nebody
obvious tarpet for the hurkivg creatures

Underbuve, OF course, if vou're |
particularly cruel, you can use yonr waer
as baie - simply lesve him as ks gway

youte there — don't gt distracted by trying 00 fight it eut in hand-odhand combar o e
shoct up the cnemy! Fighters with skills like  gers the spoils. You can use these gang mo

careful about sending Fphters out on
own, a8 you can nover el when dhar M

S Wb Organise your fasicst
B 3 BCIVENGING PRIy
srwitrd, the rest of your gang
fine 1o malke sane that your
%ﬂw.ﬂnaﬁﬂai&v manimal
tncas 7o'l have 1o set up your
can driw lines of fre to the

enemwy enter that patch,
blast “em! Again, you
must casare thar nobody
is left on their owm
alwars  orgumise  wour
gang, inte: preups of two
or more, U course, your
enemy will be trving to
do Blast you oo, and
somelines & Forengers
hanle will come down [
who has  the best |
covering fire, rather than
the gualiy of ihe
seavenging party tself
This is whers vour hesy
weapons come in In the
carly maras of the game,
while  evervhody s
closing in on the Loos,
use your lengest ranged
weapons o prck of the
eneny fighiers providing
covesing fire rather than
the closlng enemy saveogers. Laes on, the
combined attack from your scavienging party and
covering fighters should deive off 1y survivors,

There is one other way toda well at Seavengers.
lut it's very hard to sull off succes:fully. s the
winning gang amomarically g sy wockained
Loot (since they end up in possession of the
battlefield) s sometimes wruth ianoning the
Luwot asnl singily comceniraiing on making the
other gang boitle out first! Although tis iomaly
contradicts whar 1 was saying earlier about
conceatrating on the Leot, it can wark if vou oy
Band enough. However, it can b very risky and
if the opposing gang mManages (o evade the
attentons o your fighters they may be able 0
slip away quietly with crersthing!
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Whatever you decide 1o do, go for it whale-
gl heartedly Don’t hang about swinging between
going for the Loot and sttacking the other ging
d - positive action brings positive resuls!

HIT AND RUN

§| 105 difficalt ©0 be specific about Hit and Rin
Wl wactics as thére are fve pirssible. missions o
Bl choose from. Nemetheless, there are 3 few
general points to keep in mind whether
gl attacking or defending, Things are slighily easier
for the defender in a HiF ard Bun since their job

aracker is tping (o achieve, Abwvays willing 10
take the casy option, Uil deal with the defenders
gl firse

DEFENDER

The defender in Hir and Run has one ohjective
| inming — to drive off the atticking gang before
53_. Fg.n_...» their mission. For this reason,
throughout the barle, keep in mind just what
@l the atacker 38T aiming o do. He will ty o
distract you, frce you o fum FOUL AtenEion

H i prewy much the same regardless of whar the

defendens reinforcements from having any gredr
ST B R .B—Uﬁﬂ .n_H..,..n Bﬂ«-ﬂﬂnﬁ?naqwu 10 do this is 0 set
e W a Serien - your EOOPS On suppression duty
fore  physically place themselves berween (he |
: newt  defenders and thie group paking the hit. q_.w_
e I il force icker to shoot 2t your screen
Mo i 3 will foree the artacker to § Aty
o m.m.ﬂwnﬁnmﬂm they will be the closest targers. Time (5 of the
S el ; W essence — the longer vou hang around, the more
reinforcements will pour onto the table. Your
4creen should be sble w hold up anybody
maving on for at Eﬁm,. u.Eﬂ..“. E.:ﬂp...n”n&"”“:.mm
{probably. bought with blood!y must be used
wisely: Fach tum your hit squad o't doing
something to achieve: the mission is & tum
wisted!

Ambush is perhaps my favourite stepario oqn
teast, when I'm atacking... ), but maybe that's

A %u..«w”ﬂ:MMWﬁ?BhﬂnN:Hn because T'm @ sneaky, w&?ﬂc—iﬁ—uﬁg.
Biushunack version of the  However, when things go s.,.ﬁawﬁrn ww. M mmqﬁ._.@cs_?nﬁ
Bighters. with Sprinf, Dive and  disastrous, Lets &ﬁ-&.ﬁ&&aﬁ e g
liow rapid movement with  time, The importnt thing i %ﬂu« et
i iddead for the Shoot Up and  the size of the gang you are 4 = mﬂﬂ.ﬁ e
<. Another thing to remember  the gang, the more chinee of S of e
o o of e BBt S i
y pain. I you can send in gix  yould S USSR SiCE
Ewﬂaﬁﬁn»ﬁi ajuve o minimise the risk o ,.E.ﬁ%_:m M»ﬁw:ﬁnwuﬂ
ﬁ:e.mn from the en honus pessimistic. .a_s.ﬂu you set up, m_wsuwwn S
~that cach Gghrers gets if the  way that if your uﬁﬂaa,ﬁa”ﬂ ges ; __.E.w i
TGN o3 gets the first turn, you'll seill be relag :
; things go well, it docsn't maties thiat you »Ee_m w
best plan is (0 assign, fa OF move @ littde hit o get intoe the .@n_..nnﬂ _uoﬂ%
attackers to completing the oy from your heavies who'll have 10
the others are tasked With e chnces!).
guards dt bay and stopping the

guards is important and will dice
your plan. You can group them
‘atticker's objective (he it 4w
counter o @ particalar ging mem|

stvle of fighting vour prefer. If you
ranged frefights, spreading ot will
distance between vou and the arfacke

il trackers’
Thire's 2 ice phrase tvat sums up the attie
tactics in an Ambush - “Converging Fiekds of
Fire", This means that everybody i(yes.
everyhody!t) s firing at the same CIRETS. ﬁ..rp.:
you open fire, pick on one enemy, and keep
firing until he is gunned down, Then m_zh
anocher taget, and make sure you il i, A0

guards close o the objective (wi Iy
twio outriders further away) is the best 8
1i%s 1oy good knowing you're going i gui
the enemy, if they achieve their objective
¥ou have the change!

Secondly, you must decide who 1o bring
seinforcements. As you don't !
reinfrcements are going o turm
bring on the guys with the longest
and special weapons ~ heavies can't mo
fire, and usually ke too long (o Bt

—
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0 o The diagram  below shows how
converging fields of fire work, so keep them in
mind when you are sefting up. As well a%
masimising your attack, keep a weather ove for
the vounter-ambush, Trv 1o position your
fighters So thar a single rn on the spot will
allaw them to targer awackers sneaking behind
their comradies, so if you are outflanked ¥ou can
deal with it straight away,

BEING AMBUSHED

Being the defender in an Ambusk is 3 very
harrowing expericnce, fi's down ta the luck of
the dice whether you are all lined up like plaster
ducks at the shooting range, or whether your
| BANg has managed o serape mgether some kind
of organised defence. Again, it's hest (o be

%.@nsnrﬂﬁ.n and expect the worst, sinee
anything which swings Your way hecomes an
added bonus. The motio of the defenders

of the ambushing gang with all

bringing  siténgth of num

concentration of fire into one

part of the battlefield. When
annihilated that part of the ttacking
can then either ron for ir, or move on
portion of the ambushers, raki ng o
Broup in tarn, IF you are hucky enough
some fighters serting up freely i thos
a six for) vou can place them b

atEcking group you are poing (o break b

thus taking them on from both sicles.
RAID/RESCUE

Rardds are & grear way of crocking 4
getting oo big For its boots, Those G
brigging 100 much? Have these Fscher
been taunting you for o0 longs Well
andd weach ‘em a hic of respect! Res
similar w0 Radds except VOU'TE dbtem pi
captured gangers, Don't wiste rime
rescue juves. but if a heavy or
Eanger gets caught, ir's sl ' good
have a goar getting them back.

t's best if you can
dam of well-chosen

iyt mrn fighters with Srieai
combar experts, and put them

Elnse 1o sentres without being seen,

fighter is kikély t be within charge

temy seatries before they have any
Fim,

: fortunate enough to pick up @ silencer

iy warth investing in an autopistol

already got one. If you don't have

type of equipment and skills, try

ter ok our altackers into a position ;n_.@&.s._
can remove as many of the sentries as possiblein
a single mrm. Take them all out in one Hﬂc.uﬁﬂoﬁ
if you can! ©Oh, and watch out for I5E
sereamers, they'll get you every time!
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SENTRY DUTY

Defending against 4 Kaid can seem pretty
hopeless ar first since you have: tiftle or no
controk over wherne your sentrics move and look.

{  However, you can make things difficult for the
B aracker by picking the toughest and most

stubborn fighters in your gang to be sentries.

| Fighters with 4 Toughness increase. multple

Wounds and skills like fron faws, free Grit and
combart skifls all help 1o make them annoyingly

i hard for your opponent @ dispose of Having

good close combar senfries is essenrial — if your
opponent opts not to shoot your sentries (2 wise

gl choice on his par) he'll finel it very wicky 1o ke

ot your sentries in ene round of combat

U without making lots of noise and raising the

alarm anyway:

Bquipmicnt such as bicscanners, infra-goggles
and screamers can be a really nasty surprise for
the areacker. Gangers with a high Initiative are
alse useful since they have a beter chaneg of
spotting enemies really close o thenr, While you

@ are moving vour sentries around, uy o keep in

mind why the encmy are there — to restoe a
captive or arick your mannel eamrance. When

facing @ wall, Also, trv 10 pick open
FOUF -SEnlfies, so :ﬁ. have the lo
easiest lines of sight, whichever dire

further they can see they more ::ﬁw

attackers are 1o get caught in it

By Gerrid Robb (from the Gary James webpage)

: Here's @ dangerous, wbooplng satage mitfob to yomﬂaw.vgb&%ﬁmsnﬁa.r%%gﬁ the

oppression of the Dnderbivers...

svages we Raskin: Bﬂnﬁg wirriors who hive

i
i | ke their war againss the Hivers to an

ebijective or, if it's oo late, rom get

table, Your sentries are in the best position &

this, 50 don’t just rush them rowards thi nes
enemy. Try to carch the raiders bemween’

pangers  aleeady on the rable and

reinforcements  rushing on o help.
remember ~ keep your eves peeted!

Well, ehat's i for now, I'm sure there are

more things w say, But only you know the |
tactics for your gang, Well don't just sic o
ponderiog about it — get out there and &

youarself 3 repuration!

creme. Continuously in a blopd-thirsty state of
e Savages don't ooy o deive the Hivers out of
they try to slanghter them alrogether

. brutally and vicimusly as possible. When in

bartle Savages can be seen dashing madly about,
wielding gore-splamercd blades in ek Fst.
Fortunarely for most Underhivers Raeskine
Savages are A very rare breed!

[ PROFILE

M WS BS'S T W
& Fpdas 5k

A Ld
i R

1
3

WEAPONS: smvapges may only be armed with
the following weapons:

Glub, Maul, Bludgeon, Sword, Knife,

Sivapes only fight in hand-to-hand combat and
Hwiys with a close combat weapon in cach
land, ‘This twe weapon fighting stle allows
them 1o Parry even if the weapons they use are
tcapable of Parrying, Svages may never Use
Mssive wepons.

ALLEGIANCE: Only Rarskin Gangs may

Tecruir Rarskin mns.mmm

SPECIAL RULES
Skilly, Native Resilience, Frenzy

wﬂ..sw Rarskin Savages are fearsome blood-
hirsry opponents and delight in the wking af
9phies from their victims in the shape of
ﬂﬂim dre an indication of their bade PrOwess..
& MSavage pikes an opponent down or out in

- 10-10-hand combat and there is no other
Shincnts within Followeup Move range, the
ot victim ean find himsell horribly
sEEEﬂn or even without any hairl The vicim
I ake an Enirative test, I successful the

Savage moves on fuelled by the blood-hust of
tartle, 1f the roll fails then consult the scilping
chart below:

2D6 Result

2. Dead — The vicum is killed and his
body abandoned. All weapans and
exquipment are lost.

3. Mangled - The victim is stll alive but
his mates are going o call him “baldy”
from now on! The victim suffers

-1 Toughtess,
?ﬁ Winnenal — Obviously the Savag:
doesn't know his sealp from his,
kneecap and the victim loses 2 point of
Movement.

Arm Wotsrid — The vietim suffers

-1 Srrength.

Seelped — The vietim suffers brain-
damage. He is now subject to.
Stupiddity. Should he receive a secomnd
head wound he mst retire.

Bitnaded — The victim loses an eye and
suffers -1 BS.

Brly Wonemid — The victim suffers,
-1 Initiative.

Maled — The victim suffers -1 W
Should he onby have one Wound
anyway he is Dead.

. Huveedd Werend — The victim loses some
fingers and suffers -1 WS. Should he
suffera further hand injury a hand is
cut off and he may no longer use
weipons that requite (wo hands to use.

. Traumatised — The victim is toroured
-and suffers the Toss of an experience
level which must be regained before he
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HOHQHS\O RLD

by Sean Patten

Sean’s talented hands have created the following superh industrial terrain. We hope
feature some more 0f his work in future issues of Gang War or the Jourmal, 1ere is just
selection of terrain pieces, including 2 Hu_ﬂmm double-sided Bulkheads, a set of gang

and interlocking towers and a forge. You can see his work in full colour an the inside

and back covers. To follow there is

still an entire fictory, a generator, 4 lirge stamping

machine, habitation blocks and a chemical processing plant, busy man!

We think you'll agree Sean's terrain captures the gothic and grim atmeasphere of

| BULKHEADS

The Bulkheads (shown on the
back cover and inside  front
cover) are designed 1o cover a
big ares in the background and
reully give the impression of a
giant dividing wall inside the
Necromundan  Hive or Forge
World complex. Both siarted
life ag printer cases,

Bulkhearl 1, & massive chunk of
seenery, is more than just i nice
backdrop for Necromunda or
urban games. . Ladders, bal-
comics, and doorways make it
fully traversable: picce  of
seciery. This is the second

Warhammer 40, D00 very well,

picce of “sceng-o-rimii” 1 have
buile, where the reverse side
dezails the [nierior (the first
being & monswons  Ghaos
Necropolis). The basic shape is
the top half of & printer case,
bur so much demid has been
added it could have becn
anything. The vents at the top
are parts from a fish tank filer.
The cage around the Fadder on
the right is macde of hair curler
Heces,

On the appallingly GCLOSE
closeup of the bulkhead door,
{thanks 10 the #zoom on
Iriend’s digital camera) you can
clearly see the Necromunda

balkhead Inset into the
with the top dip cut
lacider steps on the b
have hetn shaved off and

iz made of a toy with some:
scalé weain fencing added
form the spiked railing
support chains are attached
skull beads, The ladder is ma
of HO train wack, with
from hair ourlers formin
cape.  Justa couple of de
ieally help the Gothic _..k.._—n.
vou add a bit of brown
after putting the decals on
blend in nicely.

Opposite top 5 a shot of 4
interier, Where the REAL deta

of the printer case., 1 just »nr
some rrack sections  at
_Enq«nﬂuc_..a Jewelry cha
#E...wa from crane arms in 1 b
center. A computer fan in
lower 16t comer has
embetlished with 4 model
drive u_m«-.cn.rn_. and
deiails. Ladders were mad
with Eo seale train track, T
twiny cirealar vents in the cent
were made by adding v
mesh Bebind plastic artilled
wheels;, ®hich  were

atiched 1o short sections of
plastic pipe. Several bunches af
clectrical wire (vonveaiently
artached to connectors when 1
ripped them out of an old
computer) help emhance the

tech look, The lattice pieces on
the sides are Plastruct (available
in train hobby stores). 1t seems
like I conld never Al all this
space with detail- 1 cin't begin
10 NAame every piece that wient
ineo this thing ..

Below is a close-up of the pipes
on the lower section, These
were mosily made with fish
tank filer parts {thanks Eric). 1

added crank wheels: (vartous
parts from fank lits), plastic
skulls (rom novelly keyrings),
hatches and plastic shiclds,
crank darms from a fantasy
arpillery  plece _..gﬁ._.u_u__n
throwugh mail order), bands of
rivets, spikes, azaaagh! You get
the iden.

Ovpr the page is Bullkhead 2, At
ground level, you can sec my
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Tech Rhino {along with: several
Tech Priest miniatures).
Bulkhead 2 consists of another
printer cise thar had 8 large
opening in it 1 flled the
apening with a panel from a
Robotech Facrory miodel kit
that has a massive door with
“Gate 17 malded into it, along
with other appropriste detiils
(unfortunarely, this kit is now
very hard o find). A balcony
mns the upper length of
Bulkhead 2. trimmed with
some nice, gothic looking
fencing made for W' scale
model trains, The rows of short
pipes that run along both sides

| are made from bits of an old

kevhoand interior, Each hole
held the switch for a key, so T
trimmeed off catire rows: of the
holes and mounted them. for
extea gramuitous  deradl. Old

M kevboards are a great source of

detailed parts, by the wiy!

Yes, Bulkhead 2 also has an
interior! This time, 1 spent bess
work on pipes E_..En_.a.u;m
on gears instead: The main gear

cluster is part of the sepping.

motor from an old dot-matrix
printer (love those printers.
choek full of partst). Other gear
parts are from broken casserte
tape players. Two computer
fans frame the 1op of the picce.
The bilcony thar runs along the
top connects o the one on the
front through the door in the
upper left comer. The Skull
shaped vents were made by
cramming cool skull key rings
imto square sockets. More wire,
oil drums, rubber tubing,
chain, and oer madness Gl in
all the blanks so that even the
“simpler” of B..a.w!.ﬂ_ bulkheads
lowakes - Irighteningly induserial.

Inaddition 1 the typieal gri
painr folby a few well pl
decals really help make
seene. Be sure to ‘dall down
your decals and stickirs wi
same man Enish varnish: 1 m
in some brown to make them
Iook even dirtier. One  thir
kepr me going as | worked
all this  madncss-  the _
‘Gowdwins ilbastration of
Techpriests conversing in

of 4 big tank holding a Ty
head: 1 love thi picture- as
can (hopefully) se by the
Tyrant head in the wnk at
center bottom.

r%mn:ﬂug—cmﬁr%_sﬁ :
COEMET __ﬁ_s Lan cleardy see
m._.nﬂ_a shull keyring, The upp
baliony is made from Plas
support beam,  backed

sheet plastic and topped with
some edpe wim that 1 found in

an elecironics. surplus shop:
Thie: Iorwer baleony is 4 toy Gain
car’ thar | cut up. and adeded
some more model crain fence
for the railing. The gears are

from a tupe deck. If you use
reil  elecmical  wire,  select
several eolors, That way you
won't have to hand paint them!
The wires seen carhier wene
spray painted when 1 primed
the whole piece Black, b 1
wiped them down with a rag
Before the primer dried. They
Took quite grungy as 2 result,

Elevated scenery  includes
things like st ry
buildings, elevated roadwiys.
cavwatks, gantries, s@airways,
and anvthing clse that gers
games off the ground. The
hardest part of elevated seenery
is setting it up 4o that it looks
good, You'll find wﬁ.uﬂ.w.w_..—.
adjusting entive city hincks just
1o get the %qw 10 it
properly. Two things help a lot
here - one i% 0 have 3 wide
variety of lengths on your

carwrtkes. Thie other is to build a
couple “mini” towers. that can
be used a5 rterminals of
connectors for carwalks, or

‘used to bridge small gaps, |

sirangly recommend using los
of carwalks, 1owers, and mult:
story buildings - despite the
hassle, they really make a game
S-dimentional and interesting!
REFINERY

The refinery is nov vour typical
builcing- maore of a sprawling
chunk of Gover, with lots | of
uﬁﬂ;ﬁﬁ_ tanks to hide behind.
The pipes were made from a
plastic Bants hangar (nice for T
shaped insterscctions), Plastic
hangars are grear for pipes
because you can add bends in
them by heating them up
without them kinking or
melting away. | used plambing
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solder, wire sheathing, and
tbe stveene for other Kinds of
pipes. The tanks ‘are  miade
from hotel shampoo  botdes
anigl asthma inhaler carteidges,
Unlike  most  buildings, 1
primed this one with grey
spray. paint,  painted  base
colars on, and grunged it up
with lots of ink washes. Above
iz a shot of the refinery before
being painted, below is one of

ir finished.
GANGWAYS

On the opposite page 8 a nice
shot of my custom carwalks
and towers, with same of my
clevated  road  sections  in
background. The capwalks are
made of an HO trestle ki, and
I cut the kit into Several
different lengths to bridpe
VaArious gaps berween

buildings, 1 put solid looking
railings on all oy BCCCEWAYS o
ensure the models gt good
cover, Nogice the  pothic
arrowpoint detail along  the
walls of one of the mingwaiys,
This was donc by Cuting paper

thin sheet styrene (available in =
hobly shops) with a pair of

pinking shears (you know, the
#ig zag oncs for sewing), and
then punching holes in the
Heatleys” wich a hole punch, L
then glued strips of this detail
anta the walls.

THE FORGE

This: building stared out as @ !
Hot Wheels Car Crusher toy! 1

completely srripped it down
and te-dewiled it, including
adding the brick paneling
along the base © cover up
holes  in the original @ ov
Mehough the Forge is a0 carlier
model and has a more
primitive: paiat job, the detils
are still stong. The Junk pile
was built up with various Toy
and model pares, including hits
from the original crusher 1oy,
The eagle is actually a pewier
badge that 1 picked up from a
Games Workshop store, hut |
don't think they have them
anymore, - Plastrucr  girders
were added 10 the pylons
(along with rivers) for that
ceinforced look. Plenty of pipes
& this one- mastly copper and
plistic wbing | used some
stickers and decals From toys 1o
add character to the base paint
job. Again 1 painted over
stickers: with 2 matte finish so
they area’t so glossy looking.
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Warhammer 40,000 Terrain

£5.00 each sprue

HoT .uzo_s ._.:m ﬂommnm

f Diminutive Ratling Snipers, ferocious Giant Rats, all the bits n’bobs you'll
. need for working up your terrain and a frenzied Savage Ratskin...

WNH—LBW mﬂmﬁnﬁm £1.25 each

These Wariarmer
40,000 terain

ACEESSOnY SONUES are
Justace to use whin
TakIng your
MNeraminda scenery,
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Giant Rats 75p each
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RATSKIN SAVAGES

conversions by .Iack Bntler

RATSEIN SAVAGE 1
Evahai Body B53304001 — 2500
Assassin Arm 10806108~ E1.00

Sasearer Arm 110600402 T1.00
Conversien kil avallabic for E7.00

RATSKIN SAVAGE 2
Shaman Body 056000805~ £3.50

Hand Waapnn Spms MO0AI— F1.00
—nres Achar Arm OAMNCS0A- 61 28
Cemversinn kit available for £5.50

Product C-ode: 4004 050-;0 008

e

MAIL ORDER IS NOW ON-LINE!

You can now get in touch with Mail
Order via Email. If you have any
questions abour rules, suggestions
for conversions, price enguiries,
orders, or want to contact Mail
Order for any reason, you cin now
do so via computer. From March
271h the address 10 contact us is:
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