NECROMUNDA

DARK UPRISING
GANG TACTICS

By Stiletto



Hll]l]l] alIRGE

: u{\‘— i
thls card whena fighter f

ction. The fighter may perfo
; they are not efg )




Sl}ENT OF BLODD

%FhOOSE a frlendly Standing a@d =ngaged fif
ithin 9” and line of sight of the ﬁghter tal




TACTICS CARD TACTICS CARD

LD — " B i % N e — e — - o — e

TACTICS CARD

N e - L m—— o e - 9 e —— C — .

TACTICS CARD




TACTICS CARD TACTICS CARD

N e e e e s % N e — e o — e

TACTICS CARD

| — P —— " . | S — ——— e

TACTICS CARD




ANKLE HOLSTER

Playthls card imm
: fails a save r




: 94’»
Rl ay this card at the starto

PR
or

igthe

oy i
 Play at the stariso% an:

very open door on the board that do
doar terminal closes. Every closed doo
oard that does not have a doort rmina




TACTICS CARD TACTICS CARD

N e e e e s % N e — e o — e

TACTICS CARD

| — P —— " . | S — ——— e

TACTICS CARD




TACTICS CARD TACTICS CARD

N e e e e s % N e — e o — e

TACTICS CARD

| — P —— " . | S — ——— e

TACTICS CARD




or supplied from the gang's Stash.

Income: Roll D3x10 and add this many credlts to
the gang's Stash.

RUINED

an Inmate or Helot Cultist to their roster wnho@t h v
{o] spend any credits. Eqmpment that is not part

- Every hive zone operates under the watchful eye of
an Enforcer Precinct Fortress, each one an impressive

BENEFITS
ecru:t On a D6 roll of3 or hlgher, the gang can add a

supplied from the gang's Stash.

Income: Roll D6x10 and add this many credlts to
the gang's’ Stash.

RUINED
Recruit: On a D6 roll of 4 or higher, the gang ca
_Palanite Rookie Patrolman to thenr,roster wit
e %—‘:-to spend any credits. Equipment th it |sz'uf(p
Gﬁghter s basic cost must be purchaseg at the normal ¢

or supplied from the gan s Stash.
59'/ ’

CORPSE GRINDER
CAMPAIGN TERRITORY

e —— o e

N e s ot i

N e s b

ENFORCER
CAMPAIGN TERRITORY




ASH GATE

r regions of Necromunda are loci of
with the outside world.

BENEFITS ; : BENEFITS
cruit: On a D6 roll of 4 or higher, the gang

nite Rookie Patrolman, an Initiate, a Juve o ite Rookle Patrolman, an In|t|ate aluveore

appropriate to your gang) to their roster : s appropriate to your gang) tuthenr roster-w g
ng to spend any credits. Equlpmentthat is g

with the outside world.

Income Roll 2D6x10 and add thls many ; % ncome: Roll 2D6x10 and add thus manﬁ
§ .the gang's Stash. o ¥ .the gang's Stash.

RUINED

to the gang

avenging: Roll 2D3 and addt i
h to the S} ‘

ing much wealth a gang cah‘ﬁ‘rfa amon
: BENEFITS
quipment: Roll a D6 for each ﬁghter in th
1 6, the player can choose to haw
lee weapons gain the Toxin t

ncome: Roll D6x10 and add th|s m
the gang's Stash.

L "~ RUINED Bl _ g ~ RUINED_

~ Equipment: Roll a D6 for each fighte| : i

6, the player can choose tom : " k,  fig , the player can choose to

the gang's'.'Stash=

Velee weapons gain the Tox; elee weapons gain the Tox}

; Strength cl'?a . - ; ; P e Strength cr?)a
n: Roll a D6 and ns c tio :RoIIaDEan;l !

to tha‘ga ‘ B to the gang's
LS i ¢ 1 ¢ AR




spend any credits. Fightérs gained in this:

Lpped with 40 cred|ts of equnpment pu hasé“éi i

.the gang's Stash.
Hisp ~ RUINED
ecrunt On a D6 roll of 3 or hi;
anite Rookie Patrolman, an |

(as appropriate to your ga‘n‘g) t
‘having to spend any credits J
’r'lghter s basic cost m
~ cost, or supplled fr

the gang's Stash..

RUINED
tlon Roll a D6 and add thsmany fol
to the gang’s Stash.

Scavenging: Roll a 'D3 and add thl many |

crwt On a D6 roll of3 or hlgher the gang
inite Patrolman, a Skinner, a Ga,r_;ger or equiv

[ pped with 40 credlts of equipment pu has@ﬂb% :
their House Equipment LISt atno addm {

ﬁghter s basic cost m
cost, or supplied fr

&

BENEFITS
utatlon RollaD6andi mcrease the gang's F
by the amount r

the gang's Stashm
RUINED ¥
ion: Roll a D6 and add this many po
to the gang’s Stash.
Scavengmg Roll a D3 and add thi
rolls to the gang's Sta




MANUFAGTORUM LEVEL

for its people and the gt
BENEFITS

quipment: The gang can add up to 30 credi o quupment The gang can add up to 30 credits
eapons or Wargear from its H ipme ) #eapons or Wargear from its

the gang's Stash.
RUINED - T
ation: Roll a D3 and add this many po!
to'the gang's Stash.
1g: Roll a D3 and add this m
to the gang’

considerable bounty to those who con

. BENEFITS
'Equipment: Reduce the ¢ 5t of items on it 'Equipment: Reduce the cost of items on
gang s House Eqmpment Llsth 10 credits, 4 angs House Equipment Llstb 10 credlts,
i ] ; minimum ofsm its.

1 1 [Income: Roll D6x10 and add thIS man
the gang's Stash. i : the gang's Stash.
RUINED -~ RUINED - :
fvatlon Roll a D3 and add this many pog:%f ation: Roll a D3 and add this many portiol
to'the gang'’s Stash J ¢ tcrthe gang's Stash




cruit: On a DG roll of 3 or higher, the gang
nite Rookie Patrolman, an Initiate, a Juve o
appropriate to your gang) to their roster

Income: Roll D6x10 and add thls many
. .the gang's Stash.
~ RUINED
Recrult On a D6 roll of 3 or hi
a Palanite Rookie Patrolman

part of the fighter's sic cost L
he normal cost, or supplﬁd fromt

ining: Roll a D6 for each ﬁghter in the gang.
the fighter gains D3 Experience points.

the gang's Stash..
RUINED

SETTLEMENT

sprawling walled towns dndfbatewd’
BENEFITS

ite Rookle Patrolman, an In|t|ate a Juve ore
S appropriate to your gang) tuthenr roster-w g

~ RUINED
B cruit:-On a D6 roll of 36k i
~ a Palanite Rookie Patrolman,
quivalent (as approprlate‘té vo

‘wi hout having to spend

BENEFITS
ining: Roll a D6 for each fight
- the fighter gains D3 Experience points.

the gang's Staéhm
RUINED




Income: Roll 2D6x10 and add this many
§ .the gang's Stash.

RUINED

spirits of the hive itself.
BENEFITS

essings: At the start of the Campalgn Week,
‘each fighter in the gang. On a 6,‘3_t,he fighte

ncome: Roll D3x10 and_add thls many
,the gang's Stash.

RUINED

the Blessed condition for thé’Ca 1
V‘\(_Ith the Blessed conditior r

THERMAL VENT

tter Living: The gang is able to find a compe 3
- the end of Step 2 of the pre-batt

ncome: Roll 2D6x10 and add this many c
.the gang's Stash.
: RUINED ¢
tarvation: Roll a D3 and add thi ma‘ !
to the gang:‘ :
o

each ﬁghter in the gang. On a 6, the fighter g
sed condition for the Campaign Week Flght
lessed condition gain a 6+ save 1f the

RUINED
Iessmgs At the start of the C
r each fighter in the gang. On
e Blessed condition for thé’Ca ‘




WALL OUTPOST

the gang's Stash.

RUINED - :
est Things: The gang may re-roll one Sc
in each'post battle seq{.lence.

the gang's-Stash.
RUINED

‘or more, the gané with this.&mﬂ
e attacker is and who the‘d% n

WALL DUTPDST

.

est Things: When purch'asmg weapons and V
gang reduces the cost of equnp, ent of 100

the gang's Stash.
RUINED -
o

inest Things: The gang may re-roll one S
in each’ post battle seq\uenca

bush: Once during this Campa gn Week, aft
determine the scenario has been made, roll
r more, the gang with this Teﬂ"it?)ry may de

the gang'sStash.
RUINED




LUPRISING 3 LUPRISING
CAMPAIGN TERRITORY CAMPAIGN TERRITORY

N s s e L e s v 9 N e s b e L e e s —

LUPRISING 3 LUPRISING

CAMPAIGN TERRITORY CAMPAIGN TERRITORY

N s s e L e s 9 N e s b e L e e s —




UPRISING UPRISING
CAMPAIGN TERRITORY CAMPAIGN TERRITORY

| SO — o —— e e 9 | S — o e e ——

UPRISING LUPRISING
CAMPAIGN TERRITORY __CAMPAIGN TERRITORY

N e — e e




UPRISING UPRISING
CAMPAIGN TERRITORY CAMPAIGN TERRITORY

| SO — o —— e e 9 | S — o e e ——

UPRISING LUPRISING
CAMPAIGN TERRITORY __CAMPAIGN TERRITORY

N e — e e




UPRISING UPRISING
CAMPAIGN TERRITORY CAMPAIGN TERRITORY

| SO — o —— e e 9 | S — o e e ——

UPRISING LUPRISING
CAMPAIGN TERRITORY __CAMPAIGN TERRITORY

N e — e e




UPRISING UPRISING
CAMPAIGN TERRITORY CAMPAIGN TERRITORY

| SO — o —— e e 9 | S — o e e ——

UPRISING LUPRISING
CAMPAIGN TERRITORY __CAMPAIGN TERRITORY

N e — e e




UPRISING UPRISING
CAMPAIGN TERRITORY CAMPAIGN TERRITORY

| SO — o —— e e 9 | S — o e e ——

UPRISING LUPRISING
CAMPAIGN TERRITORY __CAMPAIGN TERRITORY

N e — e e




