House Traits by Gerrid Robb
To further differenciate between the Houses (other then just their appearance) apply the following rules and modifiers. 

Goliath 
Members of a Goliath Gang have their beginning Strength raised by 1 and their maximum raised by 2. Their beginning Toughness raised by 1 and maximum Toughness raised by 2. Goliaths' beginning and maximum Movement rating is reduced by 1 and they will never wear armor (it covers up their bulging muscles) 

Orlock 
All Orlocks begin play with Mesh Armor. Orlocks can take one re-roll per failed Ammo Roll, gernades included. They may also make one re-roll per failed Leadership Rolls, Bottle Rolls included 

Cawdor 
All Cawdor are subject to Hatred of all non-Redemptionists. Make a Leadership Test for each Cawdor member at the beginning of their turn. If the test fails, the model experiences Hatred 

Delaque 
All Delaque begin play with a randomly determined Stealth Skill, either Photo-Contacts or Photo-Visors. Delaque may shoot while hiding without revealing themselves though they suffer a -1 to their roll. Other figures must pass an Initiative Test -2 to spot a hidden Delaque regardless of their proximity. Should a Delaque Charge from hiding, the victim must pass an Initiative Test -2. If they fail, they cannot defend themselves. Treat this attack the same as a ranged attack except replace BS for WS. 

Van Saar 
The bio-suits of the Van Saar are the equivalent of Carapace Armor but do not inflict the Initiative reduction. and they all begin play with a randomly determined Techno Skill. All Ammo Roll Target Numbers are reduced by 1 due to the superior quality of Van Saar weapons

Escher 
Escher's begin play with a randomly determined Agility Skill and their beginning Initiative Rating is increased by 1 while their maximum is increased by 2. Their beginning Movement is increased by 1 and their maximum is increased by 2 as well. 
Necromunda Optional Gang Characteristics

Each of the basic gangs in Necromunda have slight differences that make them unique. The following is a list of these differences and how they relate in the game. NOTE: These are optional rules.



Cawdor 

House Cawdor gang members are fanatically religious. They often take offense to other people and to their lifestyles. Prior to setting up a game, the Cawdor player should roll 1d6. If the result is a 6 then all Cawdor miniatures in the gang gain Hatred for all members in one enemy gang that will be present in this game (determined randomly).



Delaque 

Members of Delaque gangs are a sneaky group of individuals. They are feared due to their vast information networks and talent for assassination. Prior to any game where gangs set up on opposite sides of the table, Delaque players must declare if they sneaking. If they are not sneaking then set up the board as usual. Otherwise, when it is the Delaque turn to set up, the player should roll 1d3. The result is the number of miniatures that must sneak. These miniatures are placed anywhere between 10 and 16 inches from the players table edge (instead of the usual 8 inches).



Escher 

The tough women of Escher gangs are well known for their speed and agility. During a battle, this is an incredible advantage. When an Escher model falls, resolve the damage with a strength value that is one less than normal (to a minimum of 3).



Goliath 

House Goliath is renowned for muscle-bound men whose strength is unmatched in melee combat. All Goliaths recieve the following advantage in melee combat. In melee, if a Goliath miniature rolls more 6's than 1's then all of the attacks are resolved at +1 strength, excluding gun attacks (such as pistols).



Orlock 

Orlocks are a tightly knit group of people. In battle, they place extreme trust in a good leader. Provided that the Orlock gang leader is not down or out of action, other non-leader Orlock models gain +1 to all leadership tests, except bottle tests.



Van Saar 

House Van Saar specializes in technology trading. They possess advanced knowledge of basic weaponry and access to better munitions. All Van Saar figures may use the optional rules for automatic weapons (found here).
Necromunda Automatic Weapons
These are special rules that permit alternate usage for autoguns, autopistols, boltguns, and boltpistols that ordinarily recieve one shot per turn. These are considered to be automatic weapons and players may decide amongst themselves to use the following rule.

· If a miniature has not moved during its movement phase and is armed with an autogun, autopistol, boltgun, or boltpistol then it may decide to fire the weapon twice. Both shots must be fired at the same target and the the second shot has a penalty of -1 to hit. An ammo check is required if the to hit roll on either shot is a 1 or a 6. If an ammo check is required from the first shot then it must be taken before the second shot is fired. Regardless of whether either ammo check passes or fails, the miniature may not fire again during this shooting phase. 

