Chaos Space Marines Gang
These experimental rules are based on StarQuest™ and lets the players to use squads of deadly Chaos followers. Their aim is to wreack havoc and destruction; they must be considered Outlanders, they don't trade, don't collect credits, and don't have to eat. A Chaos Squad is made up of three kinds of units: Chaos Marines, which must be at least half of the gang; any number of androids, deadly humanoid machines; no more than one Dreadnought. The squad doesn't have a precise leader. The leader is the Chaos Marine with more Leadership or more experience. 

After every battle, a squad must make a 2d6 roll on this table: 
0- The powers of Chaos are extremely displeased, and they don't think you are worthy expending troops. If you have a Dreadnought, you lose it. If you don't have a Dreadnought, you lose 1d3 units of your choose. 
1-2 Chaos is displeased of your work. You lose a Chaos Marine of your choose. 
3-4 Chaos is unhappy. Next time you play, subtract 2 from the roll on this table. 
5-6 Chaos isn't satisfied. Next time you play, if your modified roll on this table is over 8, subtract 2 from it. If it is 8, consider it as if it was 7. 
7 Chaos gods tolerate you for this time. No particular effect. 
8-9 Chaos is satisfied. Next time you play, if your modified roll on this table is under 6, add 2 to it. If it is 6, consider it as if it was 7. 
10-11 Chaos is pleased. 1d3 of your units (not the Dreadnought) gain a free advance roll. 
12-13 Chaos gods are pleased. Roll 1d6: 1-2 you gain an Android; 3-6 you gain a Chaos Marine. If gaining an Android would make the number of Marines fall under half of your troops, you automatically gain a Marine instead. 
14+ Chaos powers are extremely pleased. If you don't have a Dreadnought, you gain one. If you already have the Dreadnought, it gains 1d3 free advance rolls. 

Modificatori: 
+2 The player won. 
-2 The player lost. 
+1 For each enemy unit sent Out of Action. 
+2 For each enemy unit killed or captured. 
-1 For each own unit Out of Action. 
+1 For every 1000 points of Gang Rating less than the enemy. 
-1 For every 1000 points of Gang Rating more than the enemy. 

Chaos Marines Profile 
M WS BS S T W I A Ld 
Initial 4 3 3 3 3 1 3 1 7 
Maximum 4 6 6 4 5 3 6 3 9 
Chaos Marines betrayed the Emperor long ago. Now, corrupted, they are foul servants of Chaos 
· They cost 100 credits. They start with one Boltgun and one Bolt Pistol. They must be at least half of your gang. 
· They start with 20+1d6 experience. 
· They start with a 5+ power armour. 

Advances (2d6): 2-4 New skill. 
5 Roll 1d6: 1-3 = +1 Strength; 4-6 = +1 Attacks. 
6 Roll 1d6: 1-3 = +1 Weapon Skill; 4-6 = +1 Ballistic Skill. 
7 Roll 1d6: 1-3 = +1 Initiative; 4-6 = +1 Leadership. 
8 Roll 1d6: 1-3 = +1 Weapon Skill; 4-6 = +1 Ballistic Skill. 
9 Roll 1d6: 1-3 = +1 Wounds; 4-6 = +1 Toughness. 
10-12 New skill. 

When he gains a skill, a marine can choose any table except Techno, or he may choose the following table: 2-3 Never pinned. 
4 Gains a Power Sword unless he already had a Power Weapon. 
5 +1 to armor saving (maximum 3+). 
6 +4” to Boltgun long range (maximum 32"). 
7 +1 to all ammo rolls. 
8 +2” to Boltgun short range (maximum 16"). 
9 Gains Frag grenades. If he already has Frag grenades, their Strength is increased to 4. If they already are at Strength 4, their damage is increased from 1 wound to 1d3 wounds. 
10 +1 to Boltgun Strength (maximum 5). 
11-12 Gains a Power Fist if he hadn't one. 

Androids Profile 
M WS BS S T W I A Ld 
Initial 4 4 4 3 4 1 3 1 7 
Maximum 4 6 6 5 6 3 6 3 9 
Androids are Chaos machines, humanoid but metal-made. They are intelligent and learn from experience. 
· They cost 150 credits and start with 50+1d6 experience. 
· They are immune to psychological effects, to telepathy and Ratskin Shamen curses or "steal the prowess", to hallucinogen or scare grenades. 
· They can always test to avoid pinning. 
· They start with a Lasgun and a Chainsword. 
· They start with a 6+ armour. 

Advances (2d6): 2-4 New skill. 
5 Roll 1d6: 1-3 = +1 Strength; 4-6 = +1 Attacks. 
6 Roll 1d6: 1-3 = +1 Weapon Skill; 4-6 = +1 Ballistic Skill. 
7 Roll 1d6: 1-4 = +1 Initiative; 5-6 = +1 Leadership. 
8 Roll 1d6: 1-3 = +1 Weapon Skill; 4-6 = +1 Ballistic Skill. 
9 Roll 1d6: 1-3 = +1 Wounds; 4-6 = +1 Toughness. 
10-12 New skill. 

When it gets a skill, an Android can choose from any table except Techno. Alternatively, it may opt to roll on the following table (2d6). 2-3 Can choose a skill without rolling it from any standard table. 
4 Immune to flash grenades, its sight range can never be reduced under 12". 
5 +1 to Lasgun Strength (maximum 5). 
6 +4" to Lasgun long range (maximum 40"). 
7 The Lasgun automatically passes any ammo roll. 
8 +2" to Lasgun short range (maximum 20"). 
9 +1 to Lasgun armour save modifier (maximum -3). 
10 Gains a Power Sword if it already hadn't a Power Weapon. 
11-12 Gains a Power Fist if he hadn't one. 

Dreadnought Profile 
M WS BS S T W I A Ld 
Initial 4 0 4 5 5 1 1 1 7 
Maximum 4 0 6 8 8 3 3 1 7 
A Dreadnought is an enormous war machine, built by Chaos fanaticals. It is a bipedal autome, able to learn from experience. 
· It costs 400 credits, and you can only have one. It starts with 50+1d6 experience. 
· It starts with two Light Lasers (they are initialle equal to a Lasgun). 
· It can always shoot all his weapons in the same turn without penalties. 
· It can shoot with heavy weapons even if he moved that turn. 
· It can always test to avoid pinning, with a +2 bonus. 
· It cannot climb ladders or hide. 
· It's a large target. 
· When it reaches zero wounds, instead of rolling an injury, it loses one heavy weapon (if it still has one). All weapons lost are repaired at the end of the game. 
· It is immune to psychological effects, to scare or hallucinogen grenades, to telepathic Wyrds and to Ratskin curses or "steal the prowess". 
· If it walks over someone, it inflicts 1 wound, with its Strength. 
· When it goes Out of Action, the player can choose to detonate it. In this case, the Dreadnought is destroyed, but it inflicts 2d4 S8 wounds in a 4" radius, with -5 to armour saves. 
· If it goes Out of Action, its model stays on the battlefield and is counted as cover. 
· When the sum of Toughness and Wounds reaches 8, it is never pinned and can never fall when hit. 

Advances (2d6): 2-4 Weapon Boost. 
5 Toughness. 
6 Ballistic Skill. 
7 Initiative. 
8 Wounds. 
9 Strength. 
10-12 Power Boost. 

Weapon Boosts (1d6): 1 Gains a heavy weapon chosen between Heavy Plasma Gun, Autocannon, Lascannon. It can carry up to two heavy weapons in a game, but if it has three, it can choose before the gangs are set. 
2 Red-dot sight on Light Lasers. 
3 Infra-red sight on a heavy weapon support. 
4 +4" to Light Lasers long range (maximum 32"). 
5 +1 to Light Lasers Strength (maximum 5). 
6 +2" to Light Lasers short range (maximum 15"). 
Power Boosts (1d6): 1 Can shoot even if it ran, with -1 to hit. 
2 Is immune to flash grenades, and its sight range can never be reduced under 12". 
3 If it falls, the strength of the hit is reduced by 1 every 3" of fall. 
4 Causes fear. If it takes this advance twice, it causes Terror. 
5 +1 to all ammo rolls (maximum +2). 
6 Can shoot to anybody instead of the easiest target. 
You can use the following models for this gang: A Dreadnought from Warhammer 4000 for the Dreadnought; Chaos Space Marines for the Marines; Necrons for the Androids. 
This rules have not been experimented... If you decide to use them, email me your advices.
