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bubbling morass of toxi
below, flooding entire levels witl
 farcing fighters to take to boat:

EFFECTS

Iaylng a Zone Mortalis game, discard thi Enwro T

another. When setting up the battlefield, try t
Y. walkways and raised sections:

‘a path from one side of the baﬂleﬁeld to the )

pper levels or, if at ground Ievel (i.e.,
st remain on pieces of terrain. If a ﬁghterﬁ

chan;;ctens

reach a Iadder or terrain piece, th’éy may cllmb to

laying a Zone Mortalis game, dlscard th;s Enwro
another. When setting up the baugeheld, try to

rumbling remains of habitation
~.twisting creepers and deadl)

EFFECTS =5 :
When setting up the battlefield, try toinclude a
irge areas of Carnivorous Plants terrai ) as detalled

||) In addition, if players are usmg the rule
arnivorous Plants then all wounded plants he
point in the End phaﬁe 5




ﬁg taken Out of Action while fngaged
,’Grace action, roll twice and choose_ _jche

charactensm:s count their Toughness as 2 @\Merﬂi
to a minimum Qf‘l

ects beyond those laid outin the coré rules (i. e* agu
S mpassnble blocking line of sight, b gcflmbabTe*

»the Environment is an Ancient Manufactorum, whe
f Industrial terrain activates, or is activated, a Cntte{
will attack all fighters W|thm 1 pf et,,erraln tec@(




her modifiers, and Blast markers WI|| alwavs S
hit is scored.

| ters who go Prone within ‘A" of the edge oia platf
el must re-roll successful Initiative checks to see |f’tﬁ§

j}lpy 1 when making Toughness checks or for the purpo
‘f Wound rolls. Fughters count as havmg Reyealed

— Fighters with a Blaze m
the dice result if attempting to put out tl

e Environment is a Sump Sea, the s&a rises when“‘th i

~ comes into ‘play. Remove any terrgun lgvel wn:h e sea.

Flghters who were on this terrain . are now in th

he Environment is a Dome Julnglt?.4 m}he E
emoving this Event), Carnivorous Plants h

ooting attacks at Long range are ‘at -2 to hit. :
will always scatter even if a hit is scored.

Stray Shots potentially hit ﬁghtEr within 2" of th
between attacker and target, rather than just

{ ADDITIONAL EFFEE!'S
ftl e Envnronment is Stygian Depths, ﬁghters on th

1

e area on it and within 3" of it cea: gs to be sub;ett‘,
Choking Clouds

fter a fighter completes thé1r*acuvat»ori,¥&té?ﬁ
ayer must roll a D6. On a 1, they | ha\fe attracte

ADDITIONAL EFFECTS
e Environment is a Dome Jungle, use 5" Bla:
he grenade s effects rather than 3" Blast markens,
the radius of the smoke grenade 2" large

he Enwronment is an Ancient Manufacwfum,‘wh
dustrial piece of terrain activates, | or is activated, roll
On a 1, all fighters on or within 1" ﬁthe terrain p*ec
affected by a random’ grgnadg e’ffect
the Enwronment is Styglan Depths,.thggre nad
) not use Blast markers and will only affect th

ggered the spores, while the radluso?the smok
L . 1.5" rather than ﬁs‘?, ;

DISCARD III




other adverse effects

o ADDITIONAL EFFE[!IS A
e Environment is 2 Dome Jungle, any fighter wh . 5 abyss or within %" of the edge of a platform or
i ) the effects of the Bad Alr

W

vrhe Blast weapon places D3 Bramleaf Zomlm sin co
the Blast marker % | ]
# f it ceases to be subject to the Bad
of the round

ghter attacked by a Sludge Jelly must make a To i least 1" away from another ﬁghter and not within
heck If they pass, they can finish their turn or can u : ; P|EVEI'S deplovment area
tway, vent or hatch normally. If they fail, they h

ralysed and will soon be consumed by the Slud

nother fighter does not assist them (see page

romunda Rulebook) before the following

lysed fighter goes Out of Act‘ri)n.'lftheyar 3¢ 5 gpon with the Blast trait is used. On a 4+ t
become Seriously Injured instead. used the Blast weapon places D3 Giant Rats in c

ADDITIONAL EFFECTS the Blast marker.
the Environment is a Sump Sea, there areSIudge'
ea and fighters who fall in it will be attacked automa

Lfthe Envnronment is Warp tainted, a
~ Sludge Jelly that passes their Toughﬁ’és




dition to any other modifiers, unl
with photo goggles or a ti

o ADDITIONAL EFFECTS
e Environment is a Dome Jungle, when testlng fo
e Dark, fighters will be attacked unless the ar

3 g:is ..Z

hem. Count fighters passing over a Beast’s Lai
~being 6" from the marker, regardless of th ;
he Envuronment is a Sump Sea, fighters inthe s"@a
‘on the Horrors in the Dark table vlihen they activ

, 7 : EFFELTS
e Priority phase, before rolling riori y When a fighter that is without li
D6 for each of their fighters. On 1 R ig® ighter (either friend or foe) activ:

. Intelllgence chec

unked fighters reduce their Movement character 5 : Fighters who fail this check become lost and are p
oa minimum of 1) and don’t add D3" to t_heir mo! : nywhere on the battlefield within 12* ofthelr cl

Initiative 4+ etc)

unked fighters are more flammable and catch
er than a4+, when hitby a weapon with
; ADDITIONAL EFFECTS
Jf‘the Environment is an Ancient Manufactorum Whﬁn* R» :
e f |I'Idu5tl‘|3| Terrain acnvates oris actlvate all flg!-‘l ¥ anywhere on the batt[eﬁe]d prov|ded it
Carnivorous Plant.




the game if they fail an Ammo check, and ma beﬁrﬁf'%

in the same way as other weapans e

ADDITIONAL EFFEL'T S
the Environment is an Ancient Manufactorum,
-~ find Ioot caskets on a 4+, rather tha

. If the Environment is Warp-tainted, ﬁghters who m:
5 Scavenge action and fail to ﬁnd a Ioot casket must

renade misfires if a Hit is rolled on theSE?tt
of the reSult of the DG

I'VE GOT A BAD FEELING
ABOUT THIS...

EFFECTS:ss" ¢
- Fighters suffer a +2 penalty to any Nerve tests:
required to take.
H|red Guns and Hangers-on who become Broken:
;emoved from the battlefield and count as having ¢
Out of Action, though need not make a roll or
Lasting Injuries table,

AI]IJIT IONAL EFFEI.'.TS

Nerve test gain an Insanity marker in additi h
other effects.

scenario using the Pitch Black rules, an
g moves during their activation gains a Reveal

AI]I]lTII]NAL EFFEETS

made by Carmvorous Plants mﬂict D3 Stgerigth 1 Dbmgge
hits in addition to any o’ﬁhgr effects. .

ighters who is Standing. This ﬁghter |s the tat
W|tch s attack.

;0
_weapons to make the attack wnth Ifthey areA
andomly choose one of their ranged weapons i

ADDITIONAL EFFECTS
the Environment is Warp-talhted randoml
shters to be attacked by the Wyrd rather than one
their attacks in the order they were cho

Wyrd will attempt to jump into the sea rather than
acks. If they cannot jump into the sga, move the
to the sea as possible g




e Priority phase of each round, each player rolls a D6 for ea
their frghters thatis Standmg and Actnve On the roll efa 1 th

e
N
9

Vecromunda: The Book of Peril). Make shooting attacks agamsu ¥

Mutie attacks.

'f:érs can negate the effects of a Mutie attack by giving co!
e for themselves and those nearby (see page 61 of Necrom
The Book of Peril).

ADDITIONAL EFFE[ITS

heck for the fighter. If they fail, they take a Strength 5 Damagé’z
hit. If they pass, they galn an Insanity marker mstead

EFFECTS

Every fighter on the battlefield becomes Pinned. Note thét‘c

may cause fighters within %" of the edge of a level or
platform to fall. ;

ADDITIONAL EFFECTS

This Event has no additional effects.
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