Inquisition War-bands



Updated: December 17, 2002




This list is ENTIRELY expirimental...These rules should not be used without the express permision of your opponent and should NOT be concidered for campaign (unless of course you'ld like to help playtest)...In fact, I'm posting it in the hopes that people will try this "gang" against a variety of gangs at many gang ratings...
If you are playtesting this gang please send suggestions, thoughts, and typos/rewrites to naumesj@vuser.vu.union.edu...Please put "Necromunda Inquisitor Gang" or some such in the subject...
Updates will be posted here...Thanks...



Updated: January 5th, 2003




Inquisitors are forced to travel all over the Imperium in their efforts to root out impurity and impiety. Most of the time these missions take them to a planet only briefly. They come in, accomplish their mission and leave once more. Sometimes, however, necessity demands that the Inquisitor and their retinue spend a prolonged amount of time in one location; either they are looking for a particular perpetrator, seeking signs of corruption or merely laying low until their next mission. The hive worlds are no exception to this rule and even Necromunda occasionally sports such Inquisitors in residence.

When on a Hive world what better place to keep an eye on possible corruption and Xeno infection then in the underhives and the wastes between Hives? When these bands go hunting they inevitably come into contact and conflict with the local denizens, usually to the disappointment of the locals.

Unlike most gangs Inquisition War-bands are not motivated by money or power, they are simply out to enforce the Emperor's will. No gang is safe from the scrutiny of the Inquisition. No gang can truly call itself 'pure' in the face of these powerful and influential individuals.
The Inquisition war-band is not an attempt to supplant the game Inquisition. On the contrary, it can add flavor to both games by allowing favored characters to appear in different settings. Additionally it can be fun to collect and convert an Inquisition war-band in 25 mm scale, especially if they are being modeled after a full scale war-band.



I AM the law


An Inquisition war-band may never become outlaws as no one on Necromunda has the authority to question one of these bastions of order. Any gang opposing the Inquisition war-band may be 'accused' and must test with the following modifiers in addition to any from the Outlanders rules.

-1 if the gang was defending against the Inquisitor
+1 if the gang has ever allied with the Inquisitor (possible in multi-gang scenarios)

Note that the negative modifier for defending against an Inquisitor supersedes the -3 for fighting Imperial forces (Inquisitors and Guilders are slightly more forgiving if the attack was made on the gang).
Also the positive modifier effectively 'cleans the slate' for the gang allowing them the additional +1 for having no modifiers apply (until the next time they can be applied).

Territory


An Inquisition war-band begins with a single Territory chosen from any table (including Redemption, Ash Wastes or any future tables). This is the base of operations for the gang and they may never hold more than a single territory. Any additional territory captured can either be used to replace their current base or is simply discarded. An Inquisitor will never loot and burn a territory as this is wasteful and detrimental to the good of the Imperium.
If the base territory is captured from the Inquisition treat it as it would normally be treated (ie. if it came from the Redemptionist table use the redemptionist rules for captured territory). The Inquisition War-band must now either choose a territory table and randomly determine its new territory or must immediately undertake a mission to regain its lost territory.
Even though Inquisition War-bands do not generate income from territories, the choice of headquarters is still important as the war-band can still make use of any special abilities of the territory.

Income


Inquisition War-bands do not generate income as normal as they have neither the time nor the inclination to 'work territories' for income. Instead they requisition equipment from the local Imperial government. The more renowned the war-band becomes the more the government is willing to hand over. To determine the income requisitioned divide the war-band's Gang Rating by 10 rounding down to the nearest whole number. Next cross-reference this with the number of models in the war-band as with standard gangs.
Unlike standard gangs this amount (minus fees for hired guns) must immediately be spent on equipment with any extra being discarded. This equipment may be given to the Inquisitor and their retinue or may be place in their stash, however an Inquisitor's stash may never exceed 300 credits.

Trading


The Inquisitor may only visit non-outlaw settlements as his very appearance would scare away any outlaws.

Capture


Inquisitors generally have little use for prisoners (except for information). Re-roll this result on the serious injuries table and apply the new result. If a ganger is captured by an Inquisitor add an additional D6 experience to both the Inquisitor and the member of the war-band who took the ganger out of action. This represents the war-band capturing, interrogating and (possibly) releasing a captured ganger. Note that the Inquisitor will only gain D6 per captured ganger even if they took out the ganger themselves.
If a member of the Inquisitor's war-band (or, horrors, the Inquisitor him/herself) is captured the remaining band must immediately attempt to rescue them. They will never pay a ransom as they generally do not have much money. If this fails the gang may turn the Inquisition member over to the guilders, who will release them to the war-band on a D6 roll of 3+, or kill them and take their equipment. If the latter is chosen then the gang must immediately test to become outlaws (even if they have already tested for this mission), if it was the Inquisitor then the gang becomes outlawed without a test and all rules are immediately applied.

Hired Guns


Inquisitors may choose to use any hired guns provided that none of the current members of the war-band are diametrically opposed to them (if your gang has a redemptionist ganger then you may not use ab-humans, mutants or Wyrds). The war-band may never have more than two hired guns as Inquisitors generally prefer to trust in their own personnel.
An Inquisition war-band may never use special characters as a personality conflict would undoubtedly ensue.

Scenarios


Inquisition War-bands may roll for scenarios on any table though they generally use the standard scenario table.



1 Inquisitor


Cost to recruit: 300 credits

The Inquisitor is the backbone of the war-band. In fact the Inquisitor is all that is important. It is his mission that has led the war-band to be traversing the underhives and ash wastes. His followers, whether trusted allies or hired guns, knows that it is of primary importance to protect the Inquisitor from enemies of the Imperium just as he is protecting the Imperium from its hidden enemies.
The guilds may be the force of power in the underhives, and the nobles may rule the planet from on high, but the Imperium still rules over all. No force in the Imperium is as feared as the Inquisition. However not all Inquisitors exemplify the purity of thought and body that they are supposed to. There is a schism in the ranks of the Ordo and it's not always clear which side is truly working towards the glory of the Emperor. Some Inquisitors have delved to deeply into arcane mysteries and have either fallen or are falling towards the clutches of Chaos.
Although most who work with Inquisitors can't expect a long and healthy life, they can certainly expect and adventurous life. Those that have travelled for a while with one of these illustrious individuals gain a fair measure of respect themselves. They come to have the ear of the very law of the Imperium.
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Weapons. An Inquisitor may choose equipment from any list, including rare items, provided it is not a move or shoot weapon and there is a credit amount listed for the equipment (Spyrer weapons and the like are therefor excluded since they are part of the spyrer package and have no independent credit cost). This represents the varied preferences and extensive training as well as their preference for mobility over heavy hitting power.
All Inquisitor's starting equipment may never be given to any other member of the gang

Special Rules


Pinning: An Inquisitor is a force unto himself and can fight effectively no matter the odds or situation. He always counts as having a friend within 2", regardless of whether this is the case or not. This means he can always test to avoid being pinned in place.
Additionally any friend within 2" of the Inquisitor may count him regardless of when (or possibly especially when) the Inquisitor is down, though not when he is broken.

Leadership: Any fighters within 6" of the Inquisitor may use his Leadership characteristic when taking any leadership test. The benefit still applies even when the Inquisitor is down though not when he is broken.

Fear: The reputation of the Inquisition spreads far and wide. Inquisitors have faced many opponents that would drive most men insane. This has given them an aura of menace which men react to whether or not they are aware of the Inquisitor's status.

Psycher: For an additional 75 credits the Inquisitor may be upgraded to a Psycher at the time of the war-band's creation. He will determine his ability(s) by rolling on the Inquisitor Psychic Abilities table and only has a minor power if the appropriate result is rolled. Additionally he is always allowed to re-roll a leadership test for using his powers, the second result will always apply however, giving him the possibility of avoiding the Perils of the Warp. This represents the intense training the Inquisition forces upon any of its members with psychic potential.

Requisitions: As any equipment an Inquisitor get is given by various agents of the Imperium, and those attempting to gain favor, the price is set at the fixed cost for rare items. Additionally any second hand equipment sold will be sold at full cost rather then half cost.

Death: If the Inquisitor should die then the Inquisition will immediately send a new agent to investigate the situation. Treat this new Inquisitor as a beginning character with the 125 credits worth of equipment.
Unfortunately all war-band members will then be subjected to questioning and loyalty tests. As a result roll on the serious injury table for each war-band member treating Bitter Enmity and Captured results as Full Recovery. Additionally each gang member loses D6 experience. If this loss of experience should drop them below a level advance nothing happens, although no advancement will occur when they recover this experience.



0-1 Heavy


Cost to recruit: 60 credits

Inquisitors often see the need to recruit these heavily built, technically minded individuals. They can provide heavy fire against large groups and penetrating fire to punch through any armor or wall. They also take care of maintenance for all of the war-band's equipment. (Note this also includes non-standard heavies such as Scalies and anyone who can carry a "move or shoot" weapon)
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Weapons. A Heavy may be given equipment chosen from the Hand to Hand, Pistols, Basic, Special, Heavy Weapons and Grenades lists.



Ally


Cost to recruit: 50 credits

Although not always recruited from local gangs, an Inquisitor will usually find those loyal to the Imperium and convince them to join his retinue. Treat these as basic gangers from any gang of your choice. You may mix and match gangs provided there are no philosophical difficulties (see 'Other' for examples).
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Weapons. Allies may be armed with weapons chosen from the Hand to Hand, Pistol, Basic Weapons and Grenades lists.



0-2 Other


Cost to recruit: Variable

It is a tribute to the sheer force of personality of the Inquisitor that he can get many differing people to work together. As a result he is able to recruit specialists from many different walks of life. An Inquisitor may recruit any choice from any gang except for Leaders and Heavies (gangers recruited are simply "Allies"). This category includes Juves and Hired Guns. The only exceptions are Spyrers and Redemptionists who will only join a war-band if all gang members come from the standard six gangs. Additionally there may be no Psychers and the only Hired Guns permitted are Bounty Hunters, Underhive Scum and Pit Fighters in order to hire Spyrers or Redemptionists.
The cost to recruit, special rules and equipment allowed are detailed in their respective lists.



Weapons


Each fighter you recruit can be armed with one or more weapons from the standard weapons list under Gang Recruitment (page 102-103 of the hardback edition). A Heavy can only carry one heavy weapon although he can have any number of other weapons.

The model is always assumed to be using the weapons depicted in his hands unless the player declares otherwise. Remember additional weapons must be identifiable on the model itself. WYSIWYG (What You See Is What You Get)

Recruitment


An Inquisitor's war-band is recruited like any other gang. You have the equivalent of 1000 credits to spend recruiting and arming your gang.

Advancement


An Inquisitor begins with 61 Experience and rolls as normal on the Advance Roll Table. His Characteristic maximums are the same as all other gangers with the exception of Leadership, which has a maximum of 10 instead of 9.
Additionally he may choose any of the standard Necromunda Skills Tables when generating a new skill. All other members of his war-band will begin with their standard experience and generate skills based on the house and type signified by the model (a Delaque ganger model will still use the Agility, Shooting and Stealth skill tables unless a 2 or 12 is rolled). All members of the war-band start with an additional D6 experience points.



	Inquisitor Psychic Power Table (Roll a D6)

	Ability 
	Power 

	The Inquisitor is able to augment his already fearsome aura temporarily allowing him to cow even the most hardened of warriors. The Inquisitor may forgo shooting in order to attempt a leadership test. Once passed he is considered to have Terror until the beginning of his next turn. 
	1) Aura of Power 

	This ability is in all respects the same as the Wyrd Pyromantic power of the same name. 
	2) Fireball 

	This ability is in all respects the same as the Wyrd Telapathic power of the same name. 
	3) Mind Control 

	This ability is in all respects the same as the Wyrd Telekenetic power of the same name. 
	4) Force Field 

	The Inquisitor may attempt a leadership test at the beginning of the game in order to allow him to hit any non-human (including Wyrds, ab-humans and mutants) on an unmodified 2+ for both shooting and hand-to-hand combat. If the test is failed he may attempt to activate this power at the beginning of each of his turns. This ability is not effective against beasts such as ripper jacks, rats and milliasaurs, only on humanoid or chaos spawned beings. 
	5) Exorcise the Impure 

	Re-roll on the Inquisitor Psychic Power Table. In addition roll once on the standard Wyrd Minor power table. (Note, an additional roll of 6 on the Inquisitor Psychic Power table can result in multiple minor powers as well as a Major Power, or even, Emperor Forbid, multiple powers from both tables.) 
	6) Multiple Powers 


