Arbitrator Inspection
It is unusual for Arbitrators to venture into the underhive. It takes a particularly heinous crime or a strong rumour of exceptional threat before even an Arbitrator can be motivated to visit such a dangerous and unstable place.
In this scenario an Arbitrator has been instructed to conduct an investigation in the underhive. One gang is charged with the job of escorting the Arbitrator and ensuring his safe return. This is not necessarily a welcome honour, since if the rumours are true then there will be many who are ready to stop the Arbitrator in his tracks. To make matters worse, when on escort duty a gang has to be squeaky clean - it would be very unwise to parade the gang's wyrds or pit slaves.

Choosing this scenario
Any gang may choose this scenario if 'may choose' is rolled on a scenario table. If chosen by an outlaw gang then the outlaws must play the part of the gang under suspicion. This scenario may not be played by two outlaw gangs - no such gang would consider escorting an Arbitrator! If chosen by two non-outlaw gangs (and not as a result of a heinous crime) then each gang must roll 1D6. The gang with the lowest score takes the escort duty. 

Heinous crime
A gang may also insist on taking this scenario if it can prove that a heinous crime has been committed, and neither gang is an outlaw gang (no-one is surprised that outlaw gangs behave badly!) In order to make this claim the gang must have had at least one gang member killed or one piece of territory taken from them by the suspect gang. Watchmen are not normally interested in the petty in-fighting of underhive gangs...but if a gang gets a reputation for colluding to hide archeotech, or attacking Guilder personnel, then he may be forced to investigate. To determine whether the Watchman swallows your story of a heinous crime, the suspect gang must make a 2D6 roll on the following table: 

Watchman Appeal Table
10-12 Double cross! The Watchman finds the appealing gang's story a little too far fetched to swallow and becomes suspicious. Play the scenario with the appealing gang as the gang under suspicion. No heinous crime has been committed.
7-9 Insufficient evidence. The Watchman is undecided and refuses to risk the wrath of an Arbitrator by taking such a weak case to him. Revert to the normal scenario selection rules.
2-6 Disgraceful! A heinous crime has been committed. The appealing gang must escort the Arbitrator during his investigation.
The following modifiers apply to this roll:
-1 For each of the appealing gang's members killed by the suspects in their last battle
-1 For each pit slave or wyrd in the suspect gang
-2 For each territory ever taken by the suspect from the appealing gang
-3 For each archeotech hoard owned by the suspect gang
-3 If the suspect gang has ever attacked the forces of the Imperium
If the modified score is less than 2 then treat it as a score of 2 for the Appeal Table (you bad, bad people!) 

The Arbitrator
The Arbitrator has the following characteristics: M4 WS3 BS3 S3 T3 W1 I3 A1 Ld7
Weapons: The Arbitrator carries a bolt pistol, a chain sword, and Blind Grenades.
Armour: The Arbitrator wears carapace armour (4+ save).
Skills: True Grit, Rapid fire (bolt pistol).

Terrain
Each player takes it in turn to place a piece of terrain, as described in the Necromunda source book. However, if a heinous crime has been committed, the terrain should be left in the same position as the game in which the crime (allegedly!) took place so that the Arbitrator can make a thorough inspection! 

Take 1D6+2 counters or markers to represent the evidence that the Arbitrator will try to collect. Roll a D6 to see which player places evidence first, and then place the counters in turns. Counters must be placed more than 8 inches from the edge of the table, and at least 4 inches away from each other. Counters are placed before deciding where the Arbitrator will start. 

Gangs
Once the evidence has been placed each player rolls a die. The low scorer chooses which table edge to set up on, and places all his gang fighters, plus the Arbitrator if he is the escort, within 8 inches of that edge. The opposing player sets up on the opposite edge. 

Starting the game
Both players roll a D6 and the highest scoring player takes the first turn. 

Squeaky Clean
The escorting gang cannot let the Arbitrator see any wyrds or pit slaves they may have under any circumstances. At deployment and at the end of each escorting gang's movement phase all wyrds and pit slaves in the gang must be out of line of sight of the Arbitrator. If the opponent can establish that there is a line of sight to a wyrd or pit slave then the model is removed from the battle. This represents them scuttling into the dark underhive to evade detection by the Arbitrator.

In addition the escorting gang cannot give the impression of not caring about the Arbitrator's welfare. To represent this, at least two gang members must be within 4 inches of the arbitrator at all times, as a personal body guard. This does not have to be the same 2 members from turn to turn. Pinned or down gang members cannot form a body guard. 

Picking up evidence
If the Arbitrator reaches one of the evidence counters he can pick it up and consider its significance. When an evidence counter is collected, roll a D6 for each gang. The evidence incriminates the gang with the highest score. If the scores are tied then the evidence is inconclusive. Note that the gang will be unaware of the significance of the evidence - an escorting gang cannot assassinate the Arbitrator because things are not going as they planned! 

The following modifiers apply to the evidence rolls:
Both gangs +1 if there is a previous piece of evidence incriminating the gang, +1 for each shooting or hand to hand hit the gang has made on the Arbitrator (note that this will only apply to the escorting gang in exceptional circumstances, such as a telepathic wyrd forcing a gang member to attack the Arbitrator)

Escorting gang only +1 for each wyrd or pit slave the Arbitrator has seen which belongs to the gang
+1 if any shooting or hand to hand hits have been made on the Arbitrator (your failure to protect him makes him suspicious!)
+1 if the Arbitrator has been without a personal body guard at any time since the last piece of evidence was collected, or whilst en route to the first piece
Suspect gang only +2 Note: a gang is only suspect if a heinous crime is being investigated - not if the escorting gang was chosen on a D6 roll

Ending the game
The fight continues until the Arbitrator has collected all the evidence and returned to within 8 inches of his starting table edge, until one of the gangs bottles out, or until the Arbitrator is taken out of action. The escorting gang cannot voluntarily bottle out of this scenario.

If the escorting gang involuntarily bottles out of the scenario then the Arbitrator must attempt to reach his table edge alone. He will not try to collect any more evidence.
If the non-escorting gang bottles out the Arbitrator will automatically collect the remaining evidence. Determine the significance of each piece of remaining evidence as described above. 

The Judgement
If the Arbitrator makes it out of the underhive then all the evidence will be considered and a judgement made about each gang. Note that in this scenario a roll on the outlaw table for each gang is compulsory. Make a normal roll on the Outlanders outlaw table, but in addition to the normal modifiers subtract an additional -1 for each piece of evidence incriminating the gang. Remember than any gang which made a shooting or hand to hand hit on the Arbitrator also qualifies for the -3 modifier for attacking the Imperium. 

If the Arbitrator is taken out of action then all the evidence is lost. In this situation roll on the outlaw table for the escorting gang only, and subtract 6 from the score in addition to the normal modifiers. Failing to protect an Arbitrator is considered a heinous crime in its own right! 

Experience
+10 for the gang leader of the winning gang
+5 per wounding hit
+D6 surviving the battle
Income
1D6 * 10 credits for the escorting gang only for each piece of evidence safely escorted out of the underhive
1D6 * 10 for the non-escorting gang only for each piece of evidence collected by the Arbitrator at the time he was taken out of action

Game strategy
Note that it might be in the best interests of the suspect gang to allow the arbitrator to return with the evidence, if things are going their way. Similarly, although the escorting gang is not allowed to assassinate the Arbitrator, they may suspect that things are not going their way and, erm, not do their job very well. Remember though that the -6 outlaw modifier and the loss of income makes this a desperate measure!

Cruor Vita-Mortis Vita
By Todd
Brother-Sergeant Johiel gazed upon his squad. The four Brothers-to-be stood at the ready. There was a zeal upon their handsome faces and a fire in their dark eyes. "What is your duty?" He asked. "To serve the Emperor's Will." They responded in unison. "What is the Emperor's Will?" "That we fight and die." "What is death?" "It is our duty." Good... Johiel thought. It wasn't enough that the gene-seed was within their bodies. They must fight. The ritual of battle encouraged the gene-seed's growth. And by the Emperor's Will, there would be battle. 

This is a scenario I came up with for Necromunda. It is designed for two players, although, it could easily be a three player game. I use this one as part of an 'events table'. A table of 'special events' that the gaming group I play with came up with. This particular one is called "Cruor Vita-Mortis Vita" --Blood is life-Blood is death. Basically, this scenario involves a Scout squad from the Adeptus Astartes detachment stationed on the Palatine Hive on Necromunda. In order to keep the Scouts gene-seed growing, they must engage in battle. And, the Underhive offers a plethora of those who should be purged; Mutants, Cultists, Deviants, Abhumans, Psykers. As such, tactical hit-and-run missions are undertaken, usually with an objective. 

Objectives
1-2: Take out the gang leader only. All other gang members are avoided
3-4: Take-and-hold an objective (like a waterstill). Set up like "the Raid" scenario. The piece being guarded is the Waterstill marker
5-6: Eliminate the entire gang
Other objectives can be added to this list very easily

Brother Hazreal moved silently through the shadows; months of training allowed him to ignore the cumbersome armour he wore. It was, to him, a second skin. The assault shotgun he cradled was awake and hungry. Hazreal had awoken it's spirit with the 'invocation of awakening' and, even now, it's single red eye pierced the gloom, searching for a target. Although he could neither see nor hear them, Hazreal knew his Brothers were not far off, each moving forward towards the Waterstill of an Underhive gang. These heretics from House Orlock harboured (it was rumoured) a mutant, a wyrd, and this day, the Emperor's Will would be done

When coming up with the Scouts, we all agreed that a Space Marine (even a scout) would be 'kick ass", as humanities finest warriors' and all. This is what we came up with:

Scout
M4 Ws4 Bs3 S4 T2 W1 I4 A1 Ld7
Armour Carapace (4+ save)
Weapons Scouts may choose the following weapons: Autogun 10pts, Boltgun 30pts, Chainsword 20pts, Needle sniper rifle 100pts, Shotgun 20 pts, Sword or Axe 10pts. In addition, one may choose a Special or Heavy weapon. All Scouts carry Frag grenades and may choose to take Krak grenades 30pts or Blind grenades 20pts. All Scouts carry a Bolt pistol and Frag grenades standard.
Rating: 150 + weapon upgrades and skills.
Skills: Scouts have the following skills: Infiltrate, Ambush. And may purchase the following skills: Leap 5 pts, Marksman 7pts.
Special Rules: A Space Marines weapons are well maintained and they will never fail an ammo check. In addition, a Space Marine is never Pinned.

Scout Sergeant
M4 Ws4 Bs4 S4 T4 W1 I4 A1 Ld8
Armour: Power Armour (3+ save)
Weapons: The Sergeant may choose from the special and basic weapons tables. In addition, he is equipped with a Bolt Pistol and Chainsword and Frag grenades standard. He may buy Krak grenades 30pts or Blind grenades 20pts.
Rating: 300 points +weapon upgrades and skills.
Skills: Killer Reputation, True Grit, Rapid Fire/Bolter. The sergeant may purchase the following skills: Combat Master 7pts, Body Slam 7 pts, Hip Shooting 5 pts, Marksman 7 pts, Sprint 5 pts, Ambush 5 pts, Infiltrate 7 pts.
Special Rules: A Space Marines weapons are well maintained and they will never fail an ammo check. In addition, a Space Marine is never Pinned. And, as long as the Sergeant is not down, the Scout squad benefits from the "shaken" rule.
Marines rolling on the injury chart are not affected by a wound the first time they roll it (including 'Dead.' !). Record the wound as normal, for if the Marine suffers the same injury again, he is affected as normal.

'Iron Jaw' leaned against the slimy girder. The soft, amber glow of his cigarette illuminated his face. "Boring, boring, boring" He muttered to himself. Sentry duty sucked... big time. He glanced about and blew out a cloud of blue smoke. Ignorant to the thin sliver of red that sliced through the darkness and dotted his chest, he took another drag. The thought came, partially formed in Iron Jaw's brain, "This is a *!$%^& juve's job..." before his chest exploded in a cloud of red gore. He slammed into the girder and slid to the ground. His eyes wide open and his brain, filled with confusion and fear, in it's last few seconds... The alarm was sounded, and the Scouts moved quickly... "Let them come", Hazreal spoke to himself, "Let them come and face the Scouts of the Blood Angels."

As far as finishing the scenario goes, the game ends when either the Scouts objective has been accomplished or someone bottles out or the Scouts are killed. A gang who fights the Scouts, and wins, will gain an additional +d6 experience points, per survivor. If a Scout is captured by a gang, the Marines will come to liberate him. A sour and short-lived victory for the gang, indeed:

Several things happen if a gang succeeds in capturing a Scout:
The gang must immediately play part in a Rescue Scenario with the Arbitrator running the 'rescuing' Marines. That is their next scenario to be played. 

It is a full 10-man Assault Squad of Marines they face (lead, of course, by the Sergeant of the Scout Squad). 
The gang has a chance to appeal to other gangs/Guilders for help. This is a die roll: 
1 Both the Gang and the Guilders refuse. And the Guilders proclaim the Gang to be Outlawed. (they ain't stupid, them's is *marines*)
2-3 A Gang, of your choice (played by a third player) decides to assist (for a price). They will collect 1 Territory for the gang they help (at random)
4-5 The Guilder decides to assist. They send a 1d10 random Hired Guns to help the Gang out (for a price, they must be paid for): 1-2: Scummer 3-4: Ratskin Scout 5: Bounty Hunter 6: Wyrd (re-roll after one Wyrd is gotten substituting Pit Slave for the Wyrd)
6 Both a gang and the Guilders decide to assist (for a price). (This can be a HUGE game, up to 4 players!) As per rolls 2-3, 4-5 above.

If the gang manages to beat the Marines, then you all have a *great* story to talk about. In addition, each surviving Ganger receives +2d6 experience points, and are able to sell the damaged suits of Power Armour to the Guilders (Power Armour isn't simply worn... it has neural attachments and Bio-feedbacks that a Ganger would not be able to employ, making the armour heavy and useless) for 50 credits per suit, or 500 credits. Weapons, except Grenades, may be taken as well.
As far as Marines capturing Gangers? I didn't figure they would. In my opinion, regardless of the Gangers fighting abilities, Marines have specific Rituals regarding the Recruitment of their Brothers-to-be. Thus, these contemptible gangers would receive their due--death at the hands of the Emperor's finest warriors.
And, here are the stats for Marines:

Marine
M4 Ws4 Bs4 S4 T4 W1 I4 A1 Ld8
Squad: Either Assault or Tactical. 9 Marines, including a Sergeant, for 10
Armour: Power Armour (3+ save)
Weapons: Assault Marines may choose any weapon they may choose normally, as can a Tactical Squad. However, all costs must be multiplied by 10
Wargear:As per a Marine Codex, point costs multiplied by 10.
Skills: Killer Reputation, True Grit, Rapid Fire/Bolter. Marines may purchase the following skills: Combat Master 7pts, Body Slam 7 pts, Hip Shooting 5 pts, Marksman 7 pts, Sprint 5 pts, Iron Jaw 5 pts
Cost: 300 +weapons and skills
Special Rules: A Space Marines weapons are well maintained and they will never fail an ammo check. In addition, a Space Marine is never Pinned. Marines are very tenacious and quite willing to die in the face of an enemy. As such, they have a special rule governing Bottle Checks: A Marine is allowed to re-roll a bottle check. If they fail the second roll, they do not 'bottle out' as per normal gangers. Instead, the Marines 'hold their ground', and will not advance towards the enemy (they can move away, though). At the beginning of their next turn, they may test again, following the above rules. (This reflects, to me, the Marines superiority as trained warriors, and not simply Gangers).

Terminators
Tactical Dreadnought Armour is well suited for the claustrophobic environment of the Underhive
M4 Ws5 Bs5 S4 T4 W1 I5 A1 Ld9
Squads: Terminators fight in 5 man squads
Armour: Tactical Dreadnought Armour (Terminator) (3+save on 2d6)
Weapons: Terminator Only (see below)
Skills: Catfall, True Grit, Rapid Fire/Storm bolter, Cause Terror. Terminators may purchase the following skills: Combat Master 7 pts, Impetuous 7 pts, Body Slam 7 pts, Iron Jaw 5 pts, Marksman 7 pts, Hip Shooting 5 pts
Total Cost: (excluding skill upgrades): 
Terminator with Storm bolter/Power glove: 680 
Terminator with Lightning Claws: 680 
Terminator with Storm bolter/Chain fist: 700 
Terminator with Thunder Hammer/Storm Shield: 740 
Terminator with Storm bolter/Power sword: 640 
Terminator with Cyclone Missile System: 1280 
Terminator with Assault Cannon: 1100 
Terminator with Heavy Flamer: 900 
(and my own creation/conversion) Terminator with Multi-Melta: 1340 
Special Rules: As per normal Marine, as above, with one exception: Terminators will never, *ever* bottle out, either voluntarily or through troop loss. They will fight to the last man... period.

Maxi Gang Fight
The big problem when playing Necromunda in more than two players is the delay between the same player's turns. I solved it reducing the number of models per gang. 

The maximum number of models playing per gang is 2*(gang size)/(number of players), rounded up. That is, following this table: 
Number of players Number of models 
3 66% of total 
4 50% of total 
5 40% of total 
6 33% of total 
7 28% of total 
8 25% of total 

This way, the turns should be much shorter and the game much faster. 
One of the playing models must be the gang leader, if possible. The player can choose the others. 
Reinforcements: if you want the game to last longer, you can do this way: every time a gang bottles out, the remaining player can add models to their table side, one per turn, until their sum of playing and Out of Action models reaches the new maximum for the new number of players. Example: if the number of players goes from 5 to 4, the remaining 4 can add, one model per turn, another 10% of their gang taking it from the models which didn't partecipate at the beginning.

General Rules for Multiple Gang Wars
by Jason Abbott (jasona@brimstone.com)

Initiative
Because of the lack of space, and the ease of getting stuck in a really bad position on the board in a multi-player game, it's often a good idea to split each gang into two parts. One way to do this is to divide the teams in half, with those with higher initiatives and lighter weapons on one part, and those with heavier weapons and slower initiatives on the other part. Then, when it comes time to roll initiative, each team rolls twice, with the higher roll going to the faster part of the team, and the lower roll going to the slower part of the team. 

Each part of the team takes it's turn when the appropriate initiative roll would then take place. 
This method takes more time to play, but it keeps players who roll poorly for initiative from feeling like crap when 4 other teams rain down hellish firepower on them before they even get a chance to move. 

Handicaps
Each team should compute it's handicap vs the average of all the remaining teams. This won't be too fair, as during the actual course of the battle they will probably end up fighting only one or two of the opponents, but it's better than nothing. 

Giant Killer
Plot
It's gotten into the young kids heads that the way to make a name for themselves will be knock off one of the well known hired guns in the world. And it's at the local watering hole that such talk is made infectious, and soon all the gangs are thinking that that well known hired gun is full of hot air, and that he'll be a push over. Soon everyone is grabbing their guns and heading out to the badlands, to make a name for themselves. 

Setup
Setup starts with whichever gang has the lowest gang rating; then it proceeds to the next lowest gang rating and so on. Each player takes turns setting up a piece of terrain in on the board. Then each player choses a side or corner of table. Each player then takes turns placing one gang member on the table; the first figure must be within 8" of the starting spot (the middle of table edges, or the corner or the table), each additional figure must be within 8" of a previous gang member, and no closer than 8" of any opposing gang figure. 

It is possible for one gang to select to side with the hired gun, and in that case their starting position is within 8" of the center of the table. If more than one gang wants to defend the hired gun, the gang with the lowest gang rating will get to. For the purposes of computing handicap in this case, this lone team will be compared to the combined score of the attacking gangs. 
The hired gun is always placed at the center of the table. 

The Hired Gun
The hired gun should be one of the special characters listed in the book. It should be one that would ally with the lone defending team (if there is one), or one appropriate to be fighting all the attacking gangs. Because it is fighting for it's life, the character will get one turn after each player's turn. If there is a lone defending gang, that player will control the special character's actions. If there is no lone defending gang, then the special character will do whatever makes the most sense (logically or in character), decided upon by all players. In the case of a dispute resolve it's actions with a die roll. 
The hired gun will never bottle. 

End game
The game will end when the giant killer (and any defenders) is taken out, or when all the attackers have bottled. 

Reward
If the defender won, the hired gun will fight in it's next game for free. If the attackers win, the one that took down the hired gun will get the 2d6 * 10 credits they find in the hired gun's home. 

Experience
Each attacker leader who's team doesn't bottle will receive 5 experience. 
The defender's leader will receive 10 experience if their team didn't bottle. 
Each defender still standing at the end of the game will receive 5 experience. 
Each gang member that participated will receive d6 experience. 
Each wound inflicted on a ganger will give 5 experience. 
Each wound inflicted on a hired gun will give 10 experience. 



Alliance
Plot
Two gangs attempt to hammer out some sort of alliance so that they can concentrate on ridding themselves of the other gangs. The other gangs catch wind of this unsettling alliance and decided to break it up before it begins. 

Setup
Care should be taken to pick two gangs who's scores, when added together, mostly closely match all the other gangs scores, when added together. Often this will be impossible, but an attempt should be taken. The two gangs who are forming an alliance will be referred to as the defenders. 

The defenders and the attackers will take turns setting pieces of terrain on the board. 
If the defender's combined score is more than the attacker's, they will set up first, in the middle of the board. The attacker's will set up second within 8" of the table edge. If the defender's combined scores are less than the attacker's then they may place up to two figures each after the attacks have placed figures (to represent sentries, wary of just this sort of an attack). 

All the defenders figures should be placed within 8" of each other, with the exception of the sentries. Each of the attackers figures should be within 8" of another member of their gang, but not necessarily of other attacking gang's members. 

End game
The game will end when only one side (attackers or defenders) remains. 

Reward
There is no reward in this scenario. 

Experience
If the defenders combined score was more than the attackers: 
Each defender leader who's team doesn't bottle will receive 5 experience. 
Each attacker leader who's team doesn't bottle will receive 10 experience. 
If both defender teams didn't bottle then each ganger still standing receives 5 experience. 
Each gang member that participated will receive d6 experience. 
Each wound inflicted on a ganger will give 5 experience. 
If the defenders combined score was more than the attackers: 
Each leader who's team doesn't bottle will receive 10 experience. 
Each gang member that participated will receive d6 experience. 
Each wound inflicted on a ganger will give 5 experience. 




On the Lamb
Plot
An apprentice to one of the traders has gone rogue and stolen some keen gear from his old master. The poor unfortunate wretch has accidently shot his mouth off to a friend and word of his location spreads like wildfire. It's now a free grab for the loot. 
Setup
Setup starts with whichever gang has the lowest gang rating; then it proceeds to the next lowest gang rating and so on. Each player takes turns setting up a piece of terrain in on the board. Then each player choses a side or corner of table. Each player then takes turns placing one gang member on the table; the first figure must be within 8" of the starting spot (the middle of table edges, or the corner or the table), each additional figure must be within 8" of a previous gang member, and no closer than 8" of any opposing gang figure. 

Apprentice
The apprentice should be put in the very center of the board. At the end of each players turn he will panic and try to move 2" in a random direction, unless that would take him in base-to-base contact with any ganger, in which case he'll just stay still. If taken down then the body can be picked up if a ganger ends their movement on where the body is. Any model carrying the body cannot use any weapons unless they drop the body. They will receive an automatic partial cover for carrying the body around though. The goods cannot be removed from the body in the middle of combat, the body must be removed from the board or the battle must be won. If the team holding the body bottles, the body stays were the model carrying the body was last positioned. 

Reward
Roll three times on the standard trader chart and three times on the Outlands trader chart (ignoring all rolls that aren't actual objects). The apprentice had on him the two objects with the highest rolled worth. The team that has his body has these goods. Whichever gang killed the apprentice gets a one time 25% discount at the trading post immediately following this bout. 

End game
The game will end when only one gang remains or the body leaves the table. 

Experience
The leader who's team doesn't bottle will receive 10 experience. 
Each gang member that participated will receive d6 experience. 
Each wound inflicted on a ganger will give 5 experience. 
Taking out the apprentice will receive d6 experience. 
Taking the apprentice's body off the map will receive 5 experience. 



Loss of Grace
Plot
The Guilders have let it be known, in no small terms, that a certain settlement has lost it's good graces with the Guilders and is no longer under their protection. Because of this the gangs have started to flock around it like scavenger birds on a corpse. Suddenly one gang makes a move for the settlement and all hell breaks loose. 

Setup
Setup starts with whichever gang has the lowest gang rating; then it proceeds to the next lowest gang rating and so on. Each player takes turns setting up a piece of terrain in on the board. Then each player choses a side or corner of table. Each player then takes turns placing one gang member on the table; the first figure must be within 8" of the starting spot (the middle of table edges, or the corner or the table), each additional figure must be within 8" of a previous gang member, and no closer than 8" of any opposing gang figure. 

Reward
The gang that wins will get to loot the settlement, unless they are an outlaw gang, in which case they can choose to either loot the settlement, or take it as their new territory. 

End game
The game will end when only one gang remains. 

Experience
The leader who's team doesn't bottle will receive 10 experience. 
Each gang member that participated will receive d6 experience. 
Each wound inflicted on a ganger will give 5 experience. 



Sunday in the Park with George-457
Plot
Enjoying a rare fume-free day in the underhive, many of the gangs happen to be in the same crowded area at the same time when two gangs with a history of hatred notice each other. Shots ring out and combat starts. 

Setup
Setup starts with whichever gang has the lowest gang rating; then it proceeds to the next lowest gang rating and so on. Each player takes turns setting up a piece of terrain in on the board. Then they each take turns placing 3 civilians on the board. Then each player choses a side, corner or middle of table. Each player then takes turns placing one gang member on the table; the first figure must be within 8" of the starting spot (the middle of table edges, or the corner or the table, or the middle of the table), each additional figure must be within 8" of a previous gang member, and no closer than 8" of any opposing gang figure. 

Limitations
Equipment
Because the gangs were enjoying their day off, they don't have all their equipment. Everyone is limited to one HTH weapon, and one ranged/special weapon. No one will be allowed to bring a heavy weapon on unless they have at least one Stealth skill. If they do, then the heavy weapon can be brought in in place of the ranged/special weapon. Because figures that use heavy weapons are so attached to their weapon, any gang member that can't being on it's heavy weapon can opt to have stayed at home cleaning that weapon and can thus miss this fight. 

Members
Since they are out having fun, the gangs will have left behind any Hired Guns. Only those character models that would help out an underdog team will be along for this ride. 

Civilians
Movement
The civilians should be composed of miniatures that are obviously not Necromunda gang miniatures. Once combat starts, the civilians move at the very end of each combat round (treat them as a gang that rolled the worst possible initiative roll). Any civilian within 8" of a table edge will run off the edge, and out of combat. Roll a d6 for any other civilian, on a 1-3 they will run to (or stay next to) a piece of terrain that offers some cover, on a 4-6 they will try to run for the nearest map edge. 

Consequences
If any civilian is injured, all the gangs involved will be accused of being outlaws if they aren't already. If more than one is injured then all gangs will have a -1 penalty on their die-roll to determine the outcome of being accused of being an outlaw. If one gang injures more than half the civilians, that gang will suffer a -3 penalty rather than a -1 on their die-roll. 

End game
The game will end when only one gang remains. 

Reward
There isn't much reward in this scenario. If a bloodbath starts, and civilians start dieing, the single remaining team will collect d6 credits off of each downed civilian. They can also choose to mug the rest of the civilians still on the board at the end of the game. If they chose to do so, they also get d6 credits off each of them, but they will face the -3 die roll penalty when determining if they are an outlaw at the end of the game (rather than the -1). 

Experience
The leader who's team doesn't bottle will receive 10 experience. 
Each gang member that participated will receive d6 experience. 
Each wound inflicted on a ganger will give 5 experience. 
Each downed civilian will give d6 experience. 
If a team decides to mug the remaining civilians, each ganger still up will receive d6 experience. 

Necromunda Scenario: Night of The Sump Beasts
At the very bottom of Hive Primus lies The Sump. It is here that the Underhive's worst creatures are spawned. Dumped chemicals and disgusting conditions cause normal beasts and even men to mutate and become blood hungry, uncontrollable monsters. The hides and fangs of these beasts are heavily sought after and very valuable, few people dare to hunt these beasts. This scenario is based around a gang who, being either very brave or very stupid, are caught in the middle of one such hunt.

GANGS:
This scenario is designed to be played by 1-4 gangs, note however that an Arbitrator is essential. The gangs may or may not cooperate it is entirely up to them.

SETTING UP:
This scenario can be played on a board of any size. The scenery should be set up by the Arbitrator in such a way so that it has many hiding places and dark corners. This is just to give the sump beasts more places to leap from. Also the Arbitrator should roll on the treacherous conditions table D3 times to represent the state of the sump. The gangs should start on seperate sides no more than 8 inches on to the board (roll to choose sides) this will make it seem as if they have just happed upon each other. The Arbitrator should secretly roll a D6 this is the number of sump beasts in this location. These can then be placed anywhere on the table as long as they are 12 inches from an edge and in hard cover.

PLAYING:
The gangs should roll off to see who goes first. After all gangs have had their turns the Arbitrator may move his Sump Beasts.
Sump Beast
M WS BS S T W I A Ld
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The Sump Beasts' stats are all 6. Whenever the Sump Beast loses a wound it also loses 1 point from every stat so all stats are always the same. Sump Beasts tend to pounce at their prey so to represent this they count as having 'Leap' Agility skill.
Sump Beasts are never pinned or down. If they are reduced to 0 wounds they are simply dead, the body should be removed and a counter placed where it died. This represents the valuable body of the beast which can then be picked up by a gang member. Any gang member carrying a body cannot run and can only shoot if they stand still. If they are pinned, down, taken out of action or engaged in hand to hand combat they drop the counter. Any counters which a gang member has at the end of the game is worth D6x25 creds.

Sump Beasts can regenerate wounds during the Arbitrators recovery phase. The Arbitrator rolls a dice for every wound lost that turn. Every roll of 4+ recovers one of the beast's wounds.

ENDING THE GAME:
The game ends if, all of the gangs' members are down or out, all of the gangs bottle out or if all of the Sump Beasts are killed and their bodies are carried off of the board.

EXPERIENCE:
+D6- Taking part
+5- For every wound caused to a rival gang member
+10- For every wound caused to a Sump Beast
+2- For carrying a body off of the board

SERIOUS INJURIES:
Sump Beasts are wild untamed creatures and see all humans as potential lunch. Any fighter who rolls a 'captured' result on the serious injury table count as dead.

Toll Bridge

By Gary & Mark James
Pugh took a last long drag on his niccomoss cigar, coughed convulsively, spat out the stub and watched it drop into the Sump River oozing past three storeys below. "Christ", he thought "that stuff is killing me. The sooner we get control of this trading route, the sooner we earn some cash, and the sooner I get some off-world tobacco". Three more faces joined his at the edge of the tower. "There it is" croaked Pugh. "I've been watching it for three days now and I still can't work out how the damn thing is controlled. Some automatic mechanism or remote Guilder control system I guess. 

When it turns it is impossible to get on or off it until it turns around again." The gang surveyed the bridge carefully. No-one was on it at the moment, but it was a major artery for gang trading traffic. Whoever controlled the bridge controlled the traffic. Marco piped up first: "OK, so whats the plan boss?". Pugh strained out a little farther to peer along the river edge. "We wait until Silver and the boys are in the boat, then we move on the bridge. 

Birdseye, I want you to stay off the bridge and lay down suppressing fire if necessary, and the rest of you listen up, 'cause Birdseye will shout once and you have half a second to hit the deck before he opens up with that 'eavy stubber over yer 'eads. When we reach the bridge bulkhead in the middle we'll hold it from there while Birdseye legs it across to join us. Then we hold the bridge until the boys get across in the boat and take out any resistance from behind. Any questions?" Birdseye swung the heavy stubber over his shoulder. "OK, lets go". 

Silver directed Robby and Pugwash to take the oars whilst he and Tye kept an overwatch. The current in the Sump River was at times violent and unpredictable, and the gang had been unable to practise their sumpmanship much lest they raised suspicions. "Come on yer wimps, get rowing - Pugh just gave the signal that they were moving on the bridge and it'll take us all day at this rate". When he heard Robby exclaim "Oh my God" and redouble his rowing rate Silver at first thought that his stirring encouragement had worked - until he realised that they had changed direction. 

"Where the hell you two going?". The oarsmen retorted with "Away from THAT" and pulled harder. Silver followed their gaze to the huge, hairy legs that had emerged from the sump filth a few yards away. Lots of legs. "Sump spider!" Silver yelled at Tye "Well don't just look at it, shoot the bloody thing". Tye took aim but stumbled as the boat wobbled. "Hold still damn you. Stop rowing a minute". The rowing stopped and the boat drifted. Tye aimed his plasma pistol...fizz..."Yo, got the son of a bitch". The rowing started again as the boat began to spin out of control and then reoriented itself toward the opposite bank. "No, no, toward the spider!" yelled Silver. "But what about the bridge?" "Oh, it'll only take a minute and spider eyes are worth a fortune!" "Well, if we mess up, and Pugh finds out we been bug huntin', then it's your arse on the line matey". Silver readied his knife "We won't mess up...trust me". 

Pugh risked popping his head around the bridge bulkhead only to hear the hiss of superheated air as a plasma blast almost parted his hair (and head). Where the hell are the boys? At that moment there was a clang, followed by a loud hum. Pugh had heard that sound a few times in the past three days and knew instantly what it meant. "Oh hell" he thought, then bellowed "hold tight everybody, we're going for a little ride". The bridge swung 90 degrees and halted, breaking contact with the buildings at either end and exposing their flank to fire from the enemy bank. "Where the HELL are those boys?"... 

The Scenario
This scenario is basically a gang fight with the addition of a take and hold objective. Unless stated otherwise, all the rules for the Gang Fight scenario apply here as well. A new territory is introduced - toll bridge - as are rules for rowing boats and randomly attacking giant spiders. 

Special items
You will need to construct a swing bridge and some boats. This is easy. For the swing bridge, fix a plank of thick cardboard to the tube from a cooking foil roll or similar, and cut to the height of three Necromunda storeys. If you only have one set of Necromunda buildings you might prefer to make it two storeys high. Fix a 4 inch square of cardboard to the bottom of the tube to make it stand up and weight it if necessary to stop it falling over. Blu-tac a Necromunda bulkhead which has a door in it onto the centre of the bridge span. For the boats, just cut a boat shape which is 2 bases wide and 3 bases long from cardboard to make a boat-shaped template, and place the models on that when they are in the boat. For spiders, use toys or invest in some beasty sprues from Warhammer Fantasy Quest. These sprues cost 1 pound and include a rather nice spider, giant rat and carrion bat, plus a snotling (?).

Using rowing boats
Boats can be rowed by one or two gang members, and can carry up to four including the rowers. Rowers can make no other action. Boats move in the movement phase. Roll an artillery die and a scatter die. Subtract the artillery die roll from the strength of the rower, or the combined strength if two are rowing, treating misfire a result as zero. This is to simulate the eddies and currents of Sump River. If the strength score is higher than the artillery die score then the boat moves a distance equal to the difference in score in inches in a direction as desired by the player. If the artillery die roll is higher than the strength then the boat drifts a distance equal to the difference in the score in the direction indicated by the scatter die. For example, two Str 4 gangers are rowing, and the artillery die rolls up 10. The boat drifts 2 inches in the direction of the scatter die. Next turn the artillery die rolls up 3. The boat moves 5 inches in the direction desired by the player. There is no movement penalty for turning. 
If a boat drifts off the edge of the gaming table then the members can take no further part in the scenario but are otherwise not harmed any more than they may have been at the point of departure. 
You may swap over rowers instead of taking any other action with the gang members involved. This will almost certainly cause the boat to drift that turn. 
You cannot hide in a boat. Shooting from a boat that was controlled that turn suffers a -1 to hit penalty. Shooting from a drifting boat suffers a -2 to hit penalty. All boat members gain a -1 to hit penalty for shots against them. For simplicity, the boats themselves cannot be targeted. 

Controlling the bridge
The gangs do not control the bridge. Commencing with turn 3, at the beginning of each player's turn roll a D6. On a score of 5 the bridge turns 90 degrees clockwise. On a score of 6 the bridge turns 90 degrees anti-clockwise. When the bridge is turned the ends are cut off from the buildings and gang members on it are temporarily stranded. 

Controlling the spiders
The spiders are aquatic variants of the Wolf Spider described in the Outlanders bestiary. At the commencement of each player's turn each spider moves artillery die inches in scatter die direction (treat a misfire as zero). Spiders will not leave Sump River and if they reach the bank or table edge they will stop. If at any time during or at the end of the move the spider passes within spider initiative distance (1 inch) of a boat it will immediately charge the nearest gang member in the boat. If a hit is rolled on the scatter die the spider immediately charges an occupied boat up to the distance indicated on the artillery die. Randomise the choice of boat if necessary. 

If a boat ever moves to within spider initiative distance of a spider the spider will immediately charge the boat, even if it has already moved (because it is only 1 inch away). 

Deal with all hand to hand combat with spiders during the next hand to hand phase even if it is not the attacked gang's turn. If hand to hand combat with a spider endures to another turn the gangers can row the boat (but not the ganger fighting the spider!) but the spider will pursue until the combat is resolved. 

Playing the scenario
Terrain
Set up the terrain with a gap through the centre to represent Sump River, and so that your bridge spans the river and reaches buildings on either side. Use paper or cloth to represent the river if you wish. Place a boat each and take it in turns to place the spiders. The bridge starts in its connected position (touching the buildings). Sump River is toxic and any gang member ending up in it (for example by falling from the bridge) will immediately go out of action. 

Gangs
As for the Gang Fight scenario. Note that you may not use any method (vents, infiltration etc) to deploy gang members on the bridge unless you have the toll bridge terrain (see below). If you have the toll bridge terrain then one gang member may be deployed on the bridge. 

Starting the game
As for Gang Fight 

Ending the game
As for Gang Fight with the following additions: If the bridge is in its unconnected position when the game ends some gang members will be temporarily trapped on the bridge. These gang members will fight it out even if one gang has bottled out. 

Experience
+D6 Survives
+5 per wounding hit
+10 winning gang leader
+10 to each surviving gang member who is on the opposite bank at the end of the game
+10 to any gang member who takes a giant spider out of action in hand to hand combat

Special
This replaces the special section of the Gang Fight scenario. If a winning gang has at least one gang member left on the bridge at the end of the scenario (including any fight-out on an unconnected bridge) then the gang will gain control of the bridge and may add the Toll Bridge territory to their gang roster (see below). If any gang member has collected spider eyes these will add D6 x 10 credits per spider to the gang's income for the scenario. 

Toll bridge territory
Income: 2D6 x 10 Your gang extorts money from other gangs and traders who wish to use the bridge. On a roll of double 6 for income the bridge has broken down catastrophically in the unconnected position. You get no income from the toll bridge in this game and must now either pay 2D6x10 credits to get the bridge repaired (roll again) or abandon the bridge and cross it off your territory list. You may get a quote for the repair (ie make the roll) before making your decision. 

On a roll of double 1 for income a passing trader offers you a rare item for purchase. You get no income from the toll bridge in this game. Generate the item from a trading post list - roll 1D6. On 1-4 you are offered an item from the standard trading post list, on 5-6 you are offered an item from the outlaw trading post list. This applies to outlaw as well as non-outlaw gangs and represents the varied nature of traders using your bridge. 

You may accept this single item even if you do not or cannot go to the trading post normally for any reason. The other gangs do not like paying a toll to go about their business. To represent this any gang which holds a toll bridge territory and plays the gang fight scenario can be required to play the toll bridge scenario instead at the choice of the opposing gang. This represents gangs rebelling against the toll and trying to take the bridge back.


Heroic Rescues
Taking a deep breath, Pugh sprints from his cover behind the bulkhead, grabs Marco by the ankles, and drags him to the safety of hard cover. "Do that again son and I leave ya there..."
I think gang members with enough bottle should be able to risk themselves for the sake of their mates. These rules are for the heroes in your gangs:

Gang members can drag or carry a comrade for a distance equal to the carrying member's current strength in inches. Two or more gang members may cooperate in the rescue, in which case their strengths may be combined in order to move further, but may never be farther than the distance the slowest member could move. Rescuing counts as the action for the gang member(s) involved.

Example: A gang member of strength 3 could drag or carry a victim 3 inches. Two gang members, one of strength 3 and one of strength 4 could work together to carry a victim 7 inches, provided they could both cover 7 inches by normal movement (by running). Three gang members, all strength 3, could carry a victim up to 9 inches but would probably be hampered by slow members to a speed of 6 or 8 inches - the maximum typical move.

Before embarking upon a rescue each rescuer must first pass a leadership test to see if they have the bottle to do it. If they fail the leadership test they may make a normal move and action instead.

A gang member gains 5 experience points for sucessfully rescuing a comrade.

Tunnels: A scenario
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The floors of the underhive are virtually covered with air ducts, empty water pipes, and various other types of tunnels. Gang fighters can use these underground passageways to their advantage during a fight. If a gang has control of tunnels, they allow the fighters to deploy behind their enemy's lines. This scenario represents two gangs fighting for control over the entrances to a tunnel network. This game is basically a Gang Fight with an objective. 

TERRAIN 

Each player takes turn setting up terrain as normal. After all of the other terrain has been placed, each player sets up a tunnel. A tunnel consists of two tunnel entrances placed at least 10 inches apart and no more than 16 inches away from each other. 

GANGS 

Both players roll a D6. The lowest roller can pick which table edge to deploy on and he sets up his gang first. The highest roller sets up second. 

STARTING THE GAME 

Both players roll a D6 and the player with the highest score receives the first turn. 

ENDING THE GAME 

If either gang fails its Bottle test, or if one side voluntarily bottles out, then the game ends immediately. When the game is over, if the winning gang has fighters in the tunnels and the other gang doesn't, then the winning player has captured the tunnel entrances and he can mark a Tunnels territory down on his gang sheet. 

EXPERIENCE 

+D6 Survives. If the fighter survives the battle then D6 points are earned. Even fighters who are wounded and taken out receive experience for taking part. 

+5 Per Wounding Hit. A fighter earns 5 points for each wounding hit he inflicts during the battle. Make a note on the gang roster every time a fighter scores a hit and wounds his target. Though you can score multiple wounds from one shot using some weapons only 5 points are earned when this happens, not 5 points per wound. 

+5 Tunnels. If a fighter enters a tunnel and comes out the other side, he gains 5 Experience points. A fighter only gets this bonus once. He doesn't give 5 more points every time he goes through a tunnel. 

+10 Winning Leader. The leader of the winning gang earns an extra 10 Experience points. 

TUNNEL RULES 

A gang fighter may enter a tunnel and walk through it just as if it were open ground. Move the model to the table edge when the fighter enters the tunnel to represent the fact that he is "under" the table as opposed to on top of it. A fighter in a tunnel may ignore any ground cover, buildings or enemy models that are on the table "above" him. This means that a fighter may run even when he is officially within 8 inches of an enemy. 

Shooting. A fighter may shoot up to 5 inches into the tunnel from outside at -1 to hit, as long as he has a line of sight to the tunnel entrance. A fighter may shoot out of the tunnel without any penalties as long as he is within 5 inches of the exit. A fighter may attack the tunnel entrance itself. It has a toughness of 5 and 3 wounds. If it sustains 3 wounds then it is destroyed and the tunnel is effectively blocked off. A fighter trapped on the inside can attempt to free himself during the hand to hand combat phase. The rubble has a toughness of 3 and 1 wound. The same applies to fighters trying to hack their way in. 

Light. As soon as a fighter enters the tunnel, roll a D6 to see how light it is. This affects how well fighters can shoot while in the tunnel. 

1-2 Dark. The tunnel is very dark, making it hard to see. It is so gloomy that all shots fired are at -2 to hit. A fighter may only shoot up to 8 inches in the darkness. 

3-4 Shadows. The light in the tunnel is bad making it hard to judge distances. All shots fired are at -1 to hit. A fighter may only shoot up to 12 inches in the shadows. 

5-6 Light. The light in the tunnel is just as bright as it is outside. There are no penalties to shooting and a fighter may shoot the entire distance of the tunnel. (up to 16 inches) 

Hazards. There is a chance that a fighter will run into something nasty or hazardous while he is in the tunnel. At the beginning of every movement phase roll a D6 for every gang fighter in the tunnel at that time. On the roll of a 1 or 2, roll another D6 and refer to the Tunnel Hazards Table. 

TUNNEL HAZARDS TABLE 

D6 Result 

1 Orb Spider!!! The unsuspecting fighter has stumbled into the lair of an Orb Spider. He must make an initiative test on a D6 to avoid being trapped in the Orb Spider's web. If the fighter is entangled, then the spider will attack causing a S3 hit. To escape a web, the fighter rolls a D6 and adds his strength. If the total is 8+ then the fighter is set free. 
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2 Cave In. The roof of the tunnel begins to crumble. The fighter must make an initiative test on a D6 to avoid being hit by the falling rubble. If the test is failed the fighter is struck by the fallen debris and takes a S3 it. Now roll another D6. 1-3: nothing happens. 4- 6: the tunnel is effectively blocked off in front of the fighter. He must hack his way through the rubble as described above. 

3 Trap. The fighter has stumbled on a cunningly laid trap. The fighter must make and initiative test on a D6 to avoid the trap. If the test is failed then the fighter takes a S3 hit. 

4 Trip. The fighter trips on some jutting debris and counts as being pinned for a turn. 

5 Ammo Box. The fighter has stumbled on a box of ammo lying on the floor of the tunnel. He may use it at any time to re-roll any one failed ammo roll. Once it is used it is worthless and must be discarded. 

6 Gust of Wind. A gust of wind blows into the tunnel, invigorating the fighter and giving him a sudden burst of energy. He may move D3 more inches if he wishes. 

Modelling your Tunnels: Obviously, in order to play this scenario you will need something to represent the tunnel entrances. If you have access to several copies of the Necromunda boxed game, you can use the tunnel entrance/gateway pieces that come with it. Because there are quite a few people that don't have more than one copy, you will probably have to make some yourself (and that's more fun, anyway). If you are really lazy then you can just use pieces of card to represent a hole in the ground where the tunnel is. If you spend a little more time and effort, the results are much more rewarding. You will need to make four tunnel entrances in order to play this scenario. I made my tunnel entrances out of a toilet paper tube. I cut the tube diagonally across the middle so that one side appears to have a round opening and the other side appears to be dissapearing into the ground. After you cut them out, they can be glued to a cardboard base (2"x3" is about right). Next I textured the base with drywall mud to give the illusion of the tunnel disappearing into the ground. You can stop at that or you can go on to add pipes or other debris jutting out of the ground (bits of plastic sprue look good). 

After you have made your tunnels, the next step is to paint them. First of all, spray paint them all black. When that is dry, drybrush the base with an even mixture of Chaos Black and Skull White (I use Games Workshop paints but any other brands will work just as well). As a final highlight, drybrush with Space Wolf Grey. To paint the tunnel itself, all you have to do is drybrush it heavily with Chainmail. If you want to add more finishing touches, you can paint parts of the tunnel with Chestnut Wash to make it appear rusted or you could add hazard strips around the edges (I cut mine out of the Necromunda catalog). It all depends on the amount of detail you want to put into them. Have fun! 

Spider Hunt

A small segment of the underhive has become infested with giant spiders. Pieces of the giant spiders can be sold for a high price in the marketplace. This is a rare opportunity for gangs to amass a fortune. Unfortunately though, news of the infestation has traveled fast. Multiple gangs acting on the news are likely to run into each other at the site. The result can be extremely bloody as rival gangs must try to find spiders and secure the area simultaneously.



Starting the Game 

Roll 1d6. If the result is a 1, 2, or 3 then the area is infested with giant wolf spiders. Any other result means that the area is infested with giant orb spiders. Place scenery, deploy gangs, and begin the game as though this were a normal Gang Fight scenario.



Special Rules 

The building situated closest to the center of the table is infested with giant spiders. At the end of each movement phase, any model that moves onto or through the building must roll 1d6. If the result is a 1 (1, 2, or 3 for orb spiders) then a spider has attacked the miniature. Immediately place a spider adjacent to the figure. Fight as normal in the melee phase as though the spider had charged the miniature. If the result on the dice roll is a 6 then the gang member has spotted a spider in the debris. The player should place a spider 6 inches directly ahead of the model (in the direction that the model is facing). 

Once both players have completed their turns, any spiders that are not taken out of action will take a separate turn of their own. A spider will always attempt to engage the closest non-spider miniature as quickly as possible. Neither gang is permitted to bottle out until at least one spider has been killed by either gang.



Ending the Game 

The game ends as soon as a gang bottles out and the opposing player wins the scenario. A winning gang will have the opportunity to kill more spiders at its own leisure. To represent this, add an additional 1d6 x 5 credits to the gang income before subtracting for gang members. Each spider that has been killed throughout the game also adds its value (as found in the Outlanders Supplement) to the winning gang income before subtracting for the number of gang members.



Experience 

Use the experience chart from the Gang Fight Scenario, but neither gang can lose any territory from this scenario. Also, any miniature that has taken a spider out of action gains +1 experience point.

Muggers

A small group of tourists (idiots!) with a small escort is easy
prey for an outlaw gang.

Gangs :There are D6 tourists with 2D6 defenders and the attacker has his entire gang.

Setup : The terrain is set up as normal, but with a road from one table edge to the opposite. The Gangs set up as
shown in the diagram. Defenders and the Tourists set up first. The attacker is allowed to place 2 barricades if he chooses to do so.
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Winning the Game : The defender wins if all the Standing tourists and Gang members exit the table via the road, or the attackers bottle out. The Defenders will not bottle out, and the attackers start to make bottle tests at 50% casualties.
If all the tourists are down or out, the attacker wins

Tourists/ Idiots! :
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The tourists are armed with a laspistol and a knife, they will not charge into combat, and will only shoot at short range (8")
When a tourist goes out of action, replace it with a loot counter, worth D6x10 creds. The defenders will not pick these up. They attackers will be permanently outlawed if they kill a tourist.

Experience :

    +D6 - survives
    +5 - per wounding hit
    +D6 - taking out a tourist
    +10 - winning leader
    +1 - carrying loot at end

Payment/ Loot : The defenders get D6x5 creds from each tourist that made it off the table, minus 3 creds for each hit-while-standing that a tourist took, +5 for each wound done to the attackers, and -5 creds for each tourist that didn't make it. Also bounty if available as normal if the opponent was an outlaw. The attackers get the value of the loot counters + D3x10
creds from each tourist left on at the end (remaining on table, even if dead). Any captured tourists can be ransomed to the guilders for D6x5 creds.

Imperial Depot Raid

This is a new scenario for brave Necromundan Warriors. It
involves assaulting an Imperial Depot Station, and if succesful
will result in great rewards, but it has its risks....
It does involve at least one Imperial Guard squad, so it helps
if one player owns a 40k IG army, along with the codex for
reference.
Setup :

Setup half of the table as normal, the other half contains the depot. The depot is a basic structure surrounded by a wall with two gates (use whatever is suitable - eg. the imperial firebase, bastion) The wall need not be complete, nor in a decent state of repair. Some necromundan terrain may be placed around the depot, enough to provide some cover - not much but some
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The Imperial player sets up all of their forces first, within the depot and/or the 6-8" gap. The attacker(s) then set up all of their forces within the Necromundan terrain, but not within 8" of an Imperial Model

Conditions : The attacker(s) decide whether treacherous conditions should apply or not. Event cards from the Necromunda battle book may not be used.

Forces : The attacker(s) get all of their gang members, none may use vents, tunnels or infiltration.  The Imperial player gets a Commissar plus a ten man Imperial Guard squad per up to 2000 pts of Gang rating attacking.
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Commissar : Boltgun, Sword, Frag grenades, Laspistol, Flak armour, Immune to psychology, Never pinned, True grit, Leadership
Troopers : Lasgun, Frag grenades, Flak armour, True grit
Sergeant : Laspistol, Sword, Frag grenades, Flak armour, True grit

One member of the squad may carry a special weapon, and one a heavy weapon. The sergeant may take additional assault weapons.

Starting : Each side rolls a d6, with the attackers adding a +2 bonus The highest scoure goes first

Ending : The game ends if all gangs have bottled out - the imperials win. NB : The imperials will NOT bottle out at all.
If the imperials have less than 30% of his starting troops left, AND the commissar is out of action, then the attackers win!

Experience :
+2d6 - surviving the fight
+5 - per wounding hit
+10 - taking commissar 'out'
+2 - inside depot at end of game

Treasure! :
    If the attackers win the game, then they may loot the depot, but quickly because more Imperials may arrive any minute (leaves open the possibility of another scenario?). The loot may be shared in any mutually agreeable way (co-operate will 'ya?)

Total loot =
    d6 lasguns
    d6 flak jackets
    d4 sets of frag grenades
    d3 random special weapons
    50% chance of random IG heavy weapon
    50% chance of d3 boltguns
    50% chance of a suit of carapace armour
    25% chance of d3 power weapons (use rare trade chart)
    5% chance of a needle rifle
    1% chance of a rhino available!

(rules for rhinos will be published later)

Captured Gangers : If any gang members are captured by the imperials, they are handed over to the authorities and executed. The equipment is confiscated. Remove the member and equipment from the roster.

Double Cross

Two gang leaders meet a a pre-arranged location for the trading of goods
or prisoners, sometimes one will double cross the other and start shooting,
but occasionally both will try to double cross the other, that is when it starts 
getting messy! (or fun depending on how you look at it!)

Terrain : As normal
Gangs : Both sides may use all their members

Setup : Both sides leaders are placed 4" apart in full view of each other in the approximate centre of the table, along with two other gang members (carrying the exchange item or escorting the prisoner). Then the players take turns, starting with the lower gang rating, to place fighters anywhere outside 16" from the six in the middle. If prisoners are being ransomed, then place him in the centre with the two escorts. The convict will act just like a prisoner in a Rescue mission (outlaws may use karma).

Starting the Game : The game starts as both sides realise the double cross and start shooting. The six in the middle immediately draw as if in a shoot out. Once this is done, roll a d6 and whoever rolls higher goes first.

Ending the Game : The game ends when one side bottles out or one side has no fighters not downed or out. The other side is then the victor.

Experience : 
    +d6 - survives
    +5 - wounding hit
    +10 - winning leader

The exchange items : If the prisoner is freed, then he gets rescued. However, the exchange item was never intended to be exchanged as was only ever a dummy to convice the enemy gang. It cannot be captured or sold on, well, it is only a realistic mock-up of the item!

Archeotech

Gangs wandering in the wastelands around the settlements
may chance upon archeotech lying unclaimed on the wastes, and if
they get a bit too excited about their find (almost definite), another
gang may hear about them and come rushing to cash in on the 
small horde!
Terrain : As normal
Gangs : All sides may use all of their gang members

Setup : The defender places all of his models within 6" of the centre of the table. The attacker then sets up his models not within 12" of an enemy fighter. Infiltration/Tunnels/Vents may not be used. There are 2d6 loot counters randomly distributed within the defenders gang.

Starting the Game : Both sides roll a d6, highest score goes first.

Ending the Game : Both sides take bottle rolls as normal. If a gang bottles out, then the other side wins. Also, if the defender gets all standing models off any table edge, the defender wins. The attacker also wins if he has control of all the loot counters

Experience : 
    +d6 - survives
    +5 - wounding hit
    +10 - winning leader
    +1 - having loot counter in possession of model at game end

Loot counters :
A counter does not impede a gangers ability to fight no matter how many he is carrying. They are dropped if a fighter goes down or out They can be passed on from fighter to fighter in they are in base to base contact (a good way to get them moved far in one turn!).If a gang voluntarily bottles out, the gang gets the archeotech he had in his possession. If a gang bottles out involuntarily, he will drop ALL the loot counters and leg it! The winning gang gets all the remaining loot counters

After the game, roll a d6 for each loot counter

1. Useless, can be sold for 1 cred!
2-4. Can be sold for d6x5 creds
5. Can be sold for d6x10 creds
6. Roll again
    1. Can be sold for 2d6x10 creds
    2-3. Roll on archeotech table in outlanders
    4. Roll on normal rare trade chart
    5. d3 rolls on normal rare trade chart
    5. Map to new turf! Add a random territory (from Sourcebook) to your gang sheet

Any credits gained go into your income section
The Dreadnought

The Dreadnought

by Richard Irvine

A dreadnought is the mechanical sarcophagus of a Space Marine. Heavily armoured and laden with the most powerful of weapons, it is designed to deal with the most formidable of foes. Buried in the wastes of the Underhive for millennia, it has at last been stumbled upon. However, the uncultured underhivers aren't really cut out for Dreadnought maintenance, and as they blindly fumble around, the monster comes to life, and with guns blazing sets off on a trail of destruction.

GANGS

Any number of gangs can take part in this scenario. The number of gang members who turn up is as follows.

1 gang: whole gang turns up.

2 gangs: 6 randomly determined members of each gang.

3 gangs: 5 randomly determined members of each gang.

4+ gangs: 4 randomly determined members of each gang.

DEPLOYMENT

Models may be deployed anywhere within 12" of the table edge, but not within 10" of any model from another gang. Players may use tunnels and vents. The dreadnought is placed in the centre of the table. He may not be in any cover, and he must be on ground level.

STARTING THE GAME

The dreadnought has the first go. Each player should roll a D6 to decide the order in which play continues.

THE DREADNOUGHT

Treat the dreadnought just like any other model (albeit a very hard one). At the start of each of its turns follow the sequence below to see what it does. It counts as a large object (+1 to hit). The Dreadnought cannot be pinned.

1. If there is a model within the Dreadnoughts charge range

and in his line of sight then it will charge into close combat.

2. If there are no enemies to charge, the dread will move

D6" in a random direction.

3. If the dread did not charge it will fire its Heavy Cannon

at the nearest enemy model.

4. Roll a D6. On the score of 5 or 6, it will fire its Great 

Blaster at the second nearest model.

The dreadnoughts profile is as follows:

M
WS
BS
S
T
W
I
A
Ld

6
5
5
6
NA
NA
2
4
10

The dreadnought carries three weapons:

POWER CLAW 

Close combat. Strength 6. Damage D3. Save mod -3.

HEAVY CANNON 
Range 40. Strength 5. Damage 1. Save mod -2. Ammo roll 4+. 2 sustained fire.

GREAT BLASTER
Range 60. Strength D6 +3. Damage D6. Save mod -6. Ammo roll 4+.

WOUNDING THE DREADNOUGHT

If you hit the dreadnought, then roll a D6, and check location on the table overleaf. Roll another D6 and add the result to the weapons strength. If it is equal to or more than the location's armour, the Dreadnought has been wounded. Remove a wound from that particular location. If all wounds have been removed from a location hit, then roll a further D6 to see the effect.

D6: Location

1: Legs (Wounds 3, Armour 8) 

If the location has no more wounds, roll a further D6.

1. The dread cannot move next turn.

2. The dread staggers D3" in a random direction.

3. The dread staggers D6" in a random direction.

4. Reduce the dread's M characteristic by D3.

5. The dread is immobilised.

6. A leg is blown off, and the dread falls, smashing into a thousand pieces.

2: Power Claw (Wounds 2, Armour 8)

If the location has no more wounds, roll a further D6.

1-3. The weapon cannot be used next turn

4-5. The weapon is destroyed. The dread now loses 1 attack, damage becomes 1, with no save modifier.

6.  The weapon explodes, and the dreadnought takes another strength 5 hit. Roll for location, etc., and                                                                                                                     roll  to see if the hit penetrates the armour as described overleaf.

3: Fixed Weapon

Randomly determine which gun is hit (each gun Wounds 2, Armour 8)

Roll a further D6

1-4. The weapon cannot be used next turn

5.   The weapon is destroyed.

6.   The weapon explodes, and the dreadnought takes automatic hit. Roll again to determine location and effect.

4-5: Hull (Wounds 3 Armour 9)

If the location has no more wounds, roll a further D6.

1.    The shot makes a big hole but causes no other damage

2.    Ammo feeds severed. All ammo rolls -1.

3-4. The dread staggers D6" in a random direction.

5-6. The dread explodes. All models within D6" take a strength 3 hit.

6: Engines (Wounds 3 Armour 9)

If the location has no more wounds, roll a further D6.

1.    The dread staggers forward D6"

2.    Fuel line blockage. All ammo rolls -1.

3-4. The dread is immobilised.

5.    Fuel leak. Roll a D6 at the start of every turn. On the roll of the 6 the dread explodes, as below.

6.    The dread explodes. All models within D6" take a strength 3 hit.



ENDING THE GAME

The game ends if all gangs have bottled out, or if the dread is destroyed. The winning gang is the gang who inflicted the hit which destroyed the Dreadnought.



EXPERIENCE

+D6 Survives

+5 Wounding an enemy gang member

+6 Penetrated Dreadnought's armour

+10 Destroyed the Dreadnought

+10 Winning leader



AFTER THE GAME

If all of the gangs bottle out the dreadnought will destroy everything in its path and each gang who took part loses a randomly determined territory. If the dread did survive, any gang which did not bottle out gets D3 loot counters, worth D6X5 credits from scavenging destroyed material (this is added to normal income before calculating expenses). Each surviving gang, who did not bottle out, rolls a D6 adding +1 for each ganger still in action and +2 for each surviving heavy. A result of 6 or more allows a roll on the following table. 

11 - 16

Material to construct carapace armour.

         Requires 50 credits 

21 - 23

Bio - Booster

24 - 26

Bio - Scanner

31 - 33

Grav Chute

34 - 36

Power Grapnel

41 - 42

Material for Bionic eye.  Requires 30 credits

43 - 44

Material for Bionic leg.   Requires 50 credits

45 - 46

Material for Bionic arm.  Requires 50 credits

51 - 53

Isotropic Fuel Rod

54 - 56

Skull chip

61 - 66

Power supply to convert Axe, Maul or 

sword into powered variety



(Needs a heavy to do the work)

Escort
by Richard Irvine
The escorts stood, one on either side of the Guilder, guns at the ready. Every minute sound made them spin round, the threat of an ambush looming closer and closer. The guilder kept his head down, praying to the Emperor that his strength diminishing armour would kept the bullets at bay. The group made hardly a sound, concentrating on the task ahead, waiting for the inevitable attack on the notorious guilder. Just outside the settlement, that inevitable attack came.

TERRAIN
Terrain may be set up in any mutually agreeable manner.

GANGS
All members of both gangs may take part, with all of their equipment. One gang should elect to be the escort, one should elect to be the ambushers. Outlaws may not be the escorts.

DEPLOYMENT
The Escort can choose a side from which to enter. They may deploy anywhere on that edge, but must all deploy within 2" of eachother. The ambushers may come on at any table edge except the table edge the escort comes on at. They do not have to deploy anywhere near eachother.

THE GUILDER
The Escorting side must escort the Guilder from their table edge to the opposite table edge.
The Guilder has the following stats

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	3
	3
	3
	1
	4
	1
	8


He carries two Plasma Pistols and a Power Maul.
He wears special strength diminishing armour which reduces the strength of any blow suffered. Any wounding hit on the Guilder is -2 strength. The armour gives him an automatic 4+ save.
He has the 'jump back' skill.

AMBUSH
The escorting side may not shoot until the ambushers either fire a shot from a weapon which makes a noise, or if they come within a distance twice the initiative of a defender.

DEFENDING THE GUILDER
The Escort's job is to prevent the Guilder from going out of action. Therefore they will make every effort to defend him. Firstly, if any model obstructs your view of the guilder, he counts as in full cover. Secondly, if a model is in Base to Base contact with the guilder, they mat try to jump in front of the shot. They must roll under their initiative, and if successful, the shot hikts them, not the guilder.

ENDING THE GAME
The game ends when the Guilder either goes out of action or is escorted of the table edge. The Escorting side may not bottle out, although the ambushers may.

EXPERIENCE
+D6 Survives
+10 Winning Gang Leader
+5 Model used as a human shield.
+1 for each model in the gang for every turn the ambushers remain undetected.
+5 Wounding hit
Grab That 'Tech

by Richard Irvine

[image: image4]
In this scenario, news has come to light of a piece of archeotech which has been dumped. A number of gangs have sent some muscle to claim it, but they will have to wait for the Guilder Patrol to leave before they can start shooting...

TERRAIN

Set up the terrain in any mutually agreeable manner. A single loot counter should be placed in the centre of the table to represent the piece of archeotech.

GANGS

This scenario is intended for 3 or more gangs. Each gang uses 3 randomly selected members.

DEPLOYMENT

Gang members can be set up on any table edge, but may not be within 8 inches of a member of another gang.

THE GUILDER PATROL

When the game begins, there is a guilder patrol in close proximity. At the end of each turn, roll a D6. On the roll of a 6, the guilders have left, and the fighting may begin. Until the guilders have left, nobody may shoot (unless their gun has a silencer fitted), and nobody may move within 8 inches of a member of another gang, or charge into close combat.

PICKING UP THE ARCHEOTECH

Treat the Archeotech as if it was a loot counter. Standard loot rules apply for picking up and dropping, etc., the archeotech.

ENDING THE GAME

No bottle tests are taken, although players may voluntarily bottle. The winning gang is the gang who successfully leave the table edge with the piece of Archeotech, or the gang left if all the other gangs bottle out. 

THE ARCHEOTECH

The gang in possession of the archeotech may use it in future encounters. Roll on the Archeotech table in the Outlanders book to see what it does.

EXPERIENCE

+D6 Survives

+5 Wounding an enemy gang member

+2 Each gang member who picked up the piece of archeotech

+10 Carrying the archeotech piece off the table edge

The Trial

by Richard Irvine

Gangs often send their least experienced members on a trial, where each is given a task to complete and therefore prove themselves. To succeed is to be gain respect, to fail is certain humilation...



TERRAIN

Set up the table in anyway you feel is appropriate. All six loot counters should be placed on the table before the trials are chosen and gangs are deployed.

GANGS

The three members of each gang with the least experience are sent to undertake their trials. They must be accompanied by the gangs leader and one other member of the gang (not a heavy).

THE TRIAL

After deployment, players should secretly determine what trial each of their three inexperienced gangers should undertake. Roll a D6:

1. The ganger must take one member of the opposing team out of action.

2. The ganger must put two members of the opposing gang down or out of action.

3. The ganger must take on the opposing gangs leader in hand to hand combat.

4. The ganger must stand in the open within 20" of an opposing gang member.

5. The ganger must pick up a loot counter and carry it off any table edge.

6. The ganger must exit the table at his opponents edge.

PICKING UP LOOT

Standard rules apply for picking up and dropping, etc., loot counters.

ENDING THE GAME

No bottle tests are taken, although players may voluntarily bottle. If one gang volountarily bottles, the other gang wins. Otherwise, the game ends when all the gang members who are undertaking one teams trials are down or out of action, or have completed their trials. If one gang ends the game by completing all their trials, then they have won. Any other result is a draw and neither side counts as winning

EXPERIENCE

+D6 Survives

+5 Winning gang leader

+5 Wounding an enemy gang member

+5 Carrying loot counter

+10 Player completes his trial

Slaughter Ball

by Richard Irvine

Slaughter ball is the most violent, brutal, dangerous, barabaric sport known to man. It's also incredibly good fun!



TERRAIN

Cover should be provided, but keep the terrain sparse, with few buildings, etc.

GANGS

All members of each players gang take part. They may carry all their equipment, except any Heavy or Special Weapons, and power hand to hand weapons.

DEPLOYMENT

The table should be divided equally into two halves. Each player should choose a half and deploy anywhere within it. Both leaders should be placed base to base in the centre of the table.

DURATION OF THE GAME

The game should last for 10 turns

THE BALL

A counter should be used as the ball (although the Blood Bowl ball works brilliantly). 

KICK OFF

The game starts with the two leaders in hand to hand combat. As soon as one goes down or out of action, the other leader picks up the ball and the game starts!

CARRYING THE BALL

Players can move and shoot perfectly normally whilst carrying the ball.

TOUCHDOWN

If a player carrying the ball moves to within 6" of his opponents table edge, he scores a touchdown!

PASSING THE BALL

A model can throw the ball to another member of his gang within 18" whenever he wants. He rolls to hit as if he was shooting. If he 'hits' his teamate catches the ball. If his misses, use the scatter and artillery dice to determine how far the ball lands from its target. If a 'misfire' is rolled, the opposing player closest to the target has caught the ball. Play continues as usual.

TACKLING

Any player may charge any opposing player, regardless of whether he has the ball, and tackle him. Close Combat ensues, and the winner picks up the ball and play continues as usual. If the model is wounded, roll on the wound chart as usual. The model DOES NOT go out of action if he goes down. You MAY NOT tackle a model which is down.

SHOOTING AT THE PLAYER WITH THE BALL

If you shoot at the player with the ball, it is -2 to hit, as he darts and dodges. If the player carrying the ball is pinned, he may immediately attempt a pass, at -1 to hit.

PLAYERS WHO DO NOT HAVE THE BALL

Players who do not have the ball may move and shoot as normal.

ENDING THE GAME

Players may not bottle out. The game only ends after 10 turns. The team with the most touchdowns wins the grand prize. This could be 100 credits, or perhaps some kind of rare item? Players who are down at the end of the game automatically recover- there is no need to roll to see if they go out of action.

EXPERIENCE

+D6 Surviving

+10 Scoring a touchdown

+5 Shooting at and wounding an enemy gang member.

+2 Winning a tackle 

+10 Winning gang leader
The Vale of Tears.



Introduction.

This is an alternative campaign setting to that provided in the Games Workshop game Necromunda. It has also been adapted to work with the variant rules described elsewhere.

The Vale of Tears was originally a world colonised by the Human Empire. For many generations, however, it has been cut off from normal commerce, and become a complex battlefield of different races, national groups, and political coalitions. As a setting for skirmishing, it should appeal to players who prefer a greater degree of flexibility in unit design, and more open-air settings, than in standard Necromunda.



Creating A Gang. 

A Gang consists of the following at generation : 

1 Primary characteristic. 

1 Leader. 

0-1 Psykers. 

0-2 Heavy Weapons Troops. 

0-2 Special Weapons Troops. 

1+ Standard Gangers. 

0+ Young Gangers. 

5+ Gang Territories. 

Primary Characteristic. 

The Player can choose one of these characteristics for their Gang. 

Farmers. The gang has a strong horticultural tradition. The gang can always buy the following during the end-of-battle phase, at minimum price (ie. each dice is a 1) : Icrotic Slime; Slaught; Spook; Spur. 

Assassins. The gang makes its own poison, which acts as Blade Venom. The gang can envom up to one weapon per gang member during the end-of-battle phase, at a special price of 5cr. 

Psykers. The gang is tolerant of, and attracts, minor psionic talents. At generation, every character except Young Gangers possess a minor talent on a 0. The Leader automatically possesses a minor talent. New recruits, except Young Gangers, make a similar test after recruitment. Young Gangers test only when they gain enough experience to count as Standard Gangers, but are psionic on a 9+. When determining minor talents, reroll results of 'None', 'Cannot Be Possessed', 'Multiple Minor Powers' or 'Extra Primary Power'. 

Explorers . The gang can always buy Rad Counters, Bio-Scanners, and Infra Goggles at minimum price. Additionally, they can buy Isotropic Fuel Rods at any time, albeit at three times normal cost. They may be offered Fuel Rods at normal cost, but only when they are offered for sale as a rare item. 

The Leader. 

The Leader may be equipped with any weapon, except heavy weapons. 

Psykers. 

The Psyker may be equipped with close combat or pistol weapons only. 

Heavy Weapons Troops. 

Most Heavy Weapons Troops are Humans, who may be equipped with any Human weapon, including heavy and special weapons. A number of different races are, however, also available : 

Bouncers may be equipped with weaponry including spear guns and scatter cannons. 

Orrus are equipped with their integral weaponry. 

Special Weapons Troops. 

Most Special Weapons Troops are Humans, who may be equipped with any weapon, except heavy weapons.A number of different races are, however, also available : 

Zealots may be equipped with close combat or pistol weapons, including the Eviscerator. Close Combat weapons may be fitted with Exterminator catridges. 

Malcadons are equipped with their integral weaponry. 

Lo-Shan Bosses can use Lo-Shan special weapons, as well as standard Lo-Shan weapons. 

Standard Gangers. 

These are the backbone of any Gang, and Human Standard Gangers can use any weapon except heavy or special weapons. A number of different races are also available : 

Skivvys may be equipped with ranged and close combat weapons from the Skivvy list. Skivvys may be mutants. 

Natives may be equipped with weapons chosen from the close combat, ranged, and special weapons from the Natives List. They may also be equipped with Blindsnake Pouches. 

Jakara are equipped with their integral weaponry. 

Lo-Shan may be equipped with standard Lo-Shan weapons. 

Young Gangers. 

These are possible recruits to the Gang, and Human Young Gangers can use only close combat weapons, pistols, or grenades. A number of different races are also available : 

Natives Braves may be equipped with weapons chosen from the close combat and ranged weapons from the Natives List. They may also be equipped with Blindsnake Pouches. 

Scivvy Kids may be equipped with close combat weapons from the Skivvy list. Skivvy Kids may be mutants. 

Gang Territories. 



Vale Races 

Humans. 

The most numerous race in the Vale, Humans are very good all rounders. As well as generally high statistics, they are well organised, and retain access to a variety of technologies, although few have any real understanding of their gear. 

Humans are the default race in this campaign, and the general rules all apply to them. Unique amongst the races of the Vale, Humans are capable of developing psionic powers. In those areas of space still ruled by the Empires, psionics are pursued by the forces of the Emperor for his own ends. In the Vale, human psionics are generally subject to some persecution, but those with valuable talents are often tolerated in a Gang. 

Skivvys and Bouncers. 

Legend has it that, when the Vale was first settled by humanity, a substantial number of slaves were brought along to make the new world comfortable for their masters. With the environmental damage and war which followed settlement, many of these slaves were driven into radioactive and toxic areas. As a result, two demi-Human races have emerged. 

The Skivvys and Bouncers are generally close allies. The Bouncers constitute a relatively stable life form, which may have been designed by one of the warring nations of the Vale in the distant past. They are extremely tough, although neither clever nor imaginative. Their great size and strength allows them to use some weapons unique to their race, although their lack of technical expertise, and superstition, severely limits their access to modern weaponry. They are extremely tough, and there are reports of Bouncers shrugging off small arms fire and then dismembering their attackers. 

Skivvys are more variable, and continue to produce mutations. The overwhelming majority render the Skivvy non-viable, or are so disadvantageous that it is killed at birth. Many are of no great effect, and a small minority are actually advantageous. Like their larger brethren, Skivvys lack technical expertise, and generally get by with quite simple weaponry. Skivvys rarely produce psionic offspring and even these are, in obedience to 'the Emperor in the Sky', killed as soon as their talent is known. 

The Metal Ones. 

When the Vale was cut off from the rest of the Empire by warp storms, a new race appeared on the Vale. Known by a variety of names, they appear to be living machines, almost incomprehensible to the biological races of the Vale. On the whole, they keep to themselves in their gleaming cities, but on occasion individuals will join the biological races of the Vale. Their motives remain unknown, however, and they are reknowned for their moodiness and unreliability. On the other hand, when they can be persuaded to aid a gang, they are amongst the most dangerous fighters in the Vale. In particular, as they spend time in the Vale, they improve their hardward with cannibalised parts and new programming. 

Metal Ones appear to be on some sort of quasi-religious Quest, and will never serve in a Gang containing another Metal One. There are three principal types of Metal One which mix with biological forms, although others may exist within their cities. The Orrus are the heaviest armed, but most cumbersome, of the Metal Ones. The Macedons are swift, deadly scouts. The Jakara disdain ranged weapons, prefering their deadly close combat weaponry. 

Natives. 

When the Humans arrived in the Vale, there were already native inhabitants. The Natives chose not to oppose the massive arrival of Humans and technology, and retreated to the less desirable parts of the planet, seeking to retain their own culture and lifestyle. After the Wars, many Human settlements were overrun or absorbed by Natives. Many Natives serve as Scouts and Guides for Human Gangs. Natives use only traditional weaponry, which is generally less powerful than Terran equipment, but make up for this by their extreme resilience, and their massive knowledge of the terrain and life forms of the Vale. 

Lo-Shan. 

The Lo-Shan are a stable remnant of some earlier period of Human warfare. Designed primarily for close combat, they are not particularly clever, but are extremely brave, tough to kill, and lethal in close combat. Lo-Shan roam outside the Human settlements, but exceptional leaders, as the reputation of their group of Lo-Shan grows, can attract quite substantial numbers of their fellows to fight in the humans wars. Lo-Shan are very resilient. Additionally, because they are neither especially essential to a successful gang, nor particularly good at dealing with human beings, their losses are felt less keenly than that of other races. Against this, the weapons which they can use are very limited, and they use and maintain even those with less efficency than other races. 

Lo-Shan are governed by a small number of special rules. Firstly, Lo-Shan will not join a gang which does not include a Lo-Shan Boss. The Boss is not the gang leader, but does take up a Special slot in the Gang. Secondly, Lo-Shan will never test with a humans leadership (or vice versa), and treat their Boss as a Leader. Thirdly, as Lo-Shan gain experience, they contribute to the reputation of the gang. When the total experience of a Lo-Shan gang exceeds 50, 100, 150, 200, etc., a new Lo-Shan armed with a polearm joins the gang free of charge. Fourthly, Lo-Shan losses count as 1/2 normal (round up) for bottle tests.



Statistics.

	Type
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Cost
	Notes

	Hume Leader
	5 
	4
	4
	3
	3
	1
	7
	1
	13
	120
	Leadership

	Hume Psyker
	5
	2
	2
	3
	4
	1
	7
	1
	11
	100
	1 Ma,1 Mi Psionic power.

	Hume Heavy 
	5
	3
	3
	3
	3
	1
	5
	1
	11
	60
	Uses Hvy/Special.

	Bouncer 
	5
	4
	3
	5
	6
	2
	3
	2
	11
	120
	Killer Rep. Regenerates.

	Orrus. 
	5
	4
	3
	4
	7
	1
	6
	2
	12
	205
	AI. Regenerates.

	Hume Special 
	5
	3
	3
	3
	3
	1
	5
	1
	11
	55
	Uses Special.

	Lo-Shan Boss.
	5
	5
	3
	4
	4
	2
	8
	2
	14
	180
	Resilient. Expendable. Inept. Leadership.

	Zealot. 
	5
	3
	3
	3
	3
	1
	5
	1
	11
	60
	Frenzied.

	Macedon 
	8
	4
	3
	3
	5
	1
	7
	1
	12
	185
	AI. Regenerates.

	Hume Ganger 
	5
	3
	3
	3
	3
	1
	5
	1
	11
	50
	-

	Lo-Shan.
	5
	4
	2
	4
	4
	2
	7
	2
	12
	50
	Resilient. Expendable. Inept.

	Skivvy 
	5
	3
	2
	3
	3
	1
	5
	1
	10
	25
	May be Mutant.

	Natives.
	5
	3
	3
	3
	3
	1
	5
	1
	11
	60
	Resilient. Native.

	Jakara
	6
	4
	3
	3
	7
	1
	6
	1
	12
	210
	AI. Regenerates.

	Young Hume.
	5
	2
	2
	3
	3
	1
	3
	1
	9
	25
	Probationer.

	Native Brave.
	5
	2
	2
	3
	3
	1
	5
	1
	9
	35
	Probation. Resilient. Native.

	Skivvy Kid.
	5
	2
	2
	3
	3
	1
	4
	1
	9
	15
	Probationer. May be Mutant.


Special Abilities. 

AI. Do not count in Gang for purposes of support. Gain power boosts rather than experience advances. May never receive or use equipment. Can always test against their leadership for unpinning. Will never test against another figures leadership. Immune to psychology. Before each battle, on a 0 the figure declines to fight. When making a bottle check, on a double, the figure leaves unilaterally, even if the rest of the Gang continues to fight. 

Expendable. This figure only counts as half a gang member for total numbers and losses when considering a bottle test. 

Frenzied. Figure is subject to the rules for Frenzy. 

Inept. Any ammo check the figure must make will fail on a natural 0. 

Killer Rep. Causes fear if charging or being charged. 

Leadership. Figure can always test against leadership for unpinning. Figure makes bottle tests for gang. Other figures within 6" can use their leadership score for Leadership tests. 

Mutant. As in main rules.

Native. Ignore all effects generated by Treacherous Conditions. Also, test for Hidden at In* 1.5". 

Probationer. Figure is not counted as a full ganger for unpinning tests. Treat 'Captured' on Serious Injuries table as 'Returned to Gang. All equipment kept by captors'. 

Psionic Ability. As in main rules.

Regeneration. During end-of-battle phase, old injuries are regenerated on a 9+ and cease to have any effect. Bionics rendered obsolete drop out and must be sold back to traders. 

Resilient. In end-of-battle phase, roll twice for the figure if it goes out of action. Owning player decides which to apply. 



Equipment Costs. 

Note that * indicates a rare weapon which cannot be bought automatically but must be offered during trading. Equipment carried by a particular character must be of a type listed for its race. So much gear is limited to Humans only, but other races have their own limited gear. If gear is acquired which is usable only by a race not currently in the Gang, it may be sold as normal or kept in the stash. 

1. Human Equipment. 

Hand to Hand Weapons. Knife. Free 

Sword 10 

Club 10 

Chain or Flail 10 

Massive Axe 15 

Chainsword 25 

Power Axe* 35+2d 

Power Fist* 85+2d 

Power Maul* 35+2d 

Power Sword* 40+2d 

Pistols Autopistol 15 

Bolt Pistol 20 

Hand Flamer 20 

Las Pistol 15 

Plasma Pistol 25 

Stub Gun 10 

Needle Pistol* 100+2d 

Web Pistol* 120+3d 

Basic Weapons Autogun 20 

Boltgun 35 

Lasgun 25 

Shotgun with solid and scatter 20 

Blunderbuss/Scatter Gun 7 

Hand Bow 4 

Musket 5 

Special Weapons. Flamer 40 

Grenade Launcher (not grenades) 130 

Meltagun 95 

Plasma Gun 70 

Needle Rifle* 230+3d 

Heavy Weapons. Auto-Cannon 300 

Heavy Stubber 120 

Heavy Bolter 180 

Heavy Plasma Gun 285 

Las Cannon 400 

Missile Launcher (no missiles) 185 

Grenades, Missiles and Ammo. Frag Grenades 30 

Krak Grenades 50 

Choke Grenades* 15+1d 

Hallucinagen Grenades* 40+3d 

Melta Bomb* 30+2d 

Photon Flash Flare* 20+1d 

Plasma Grenade* 30+2d 

Scare Gas Grenade* 20+1d 

Smoke Bomb* 10+2d 

Frag Missile 35 

Krak Missile 115 

Dum Dum for Stub Gun 5 

Man Stopper Shells 5 

Hot Shot Shells 5 

Bolt Shotgun Shells 15 

Hotshot Laser Pack* 15 

Gunsights. Red Dot Sight.* 40+2d 

Mono Sight* 40+2d 

Telescopic Sight* 40+2d 

Infra Red Sight* 30+2d 

Armour Flak Armour. 15 

Carapace* 70+2d 

Mesh* 25+2d 

Bionics. Arm* 80+2d 

Eye* 50+2d 

Leg* 80+2d 

Miscellaneous. 

Auto-Repairer* 80+3d 

Archeotech* (d6*10) 

Bio-Booster* 50+2d 

Bio-Scanner* 50+2d 

Blade Venom* 6+1d 

Wild Snake* 5+1d 

Icrotic Slime* 50+2d 

Kalma* 1d 

Rad Counter* 10+2d 

Slaught* 5+1d 

Spook* 10+2d 

Spur* 5+2d 

Blindsnake Pouch* 30+1d 

Clip Harness 10 

Concealed Blade* 5+1d 

Filter Plugs 10 

Grav Chute* 40+2d 

Grapnel* 30+2d 

Infra-Goggles* 30+2d 

Isotropic Fuel Rod* 50+3d 

Lobo Chip 20 

Medi-Pack* 80+2d 

Mung Vase* d6*10 

One in a Million Weapon* (x2 weapon cost) 

Photo-Contacts 15 

Photo-Visor 10 

Native Map* d6*10 

Respirator 10 

Silencer* 20+1d 

Skull Chip* 30+2d 

Weapon Reload* (half weapon cost) 

2. Bouncer Equipment. 

Weapons. Autogun 20 

Autopistol 15 

Blunderbuss/Scatter Gun 7 

Hand Bow 4 

Musket 5 

Shotgun 20 

Stub Gun 10 

Spear Gun 55 

Scatter Cannon 80 

Club Free 

Chain or Flail 10 

Massive Axe 15 

3. Skivvy Equipment. 

Weapons. Autogun 20 

Autopistol 15 

Blunderbuss/Scatter Gun 7 

Hand Bow 4 

Musket 5 

Shotgun 20 

Stub Gun 10 

Club Free 

Chain or Flail 10 

Massive Axe 15 

Frag Grenades 30 

Toxic Bombs 20 

Man Stopper Shells 5 

Dum Dums for Stub Gun 5 

Armour Flak Armour. 15 

4. Metal Ones Equipment. 

Metal Ones do not carry, and will not use, human equipment. 

5. Natives Equipment. 

Ranged Weapons. Autopistol 15 

Blunderbuss 7 

Hand Bow 4 

Musket 5 

Stub Gun 10 

Special Weapons. Shotgun with solid and scatter 20 

Autogun 20 

LasGun 25 

Close Combat Weapons. Clubs Free 

Chains 10 

Massive Axe 15 

Knife Free 

Sword 15 

Grenades and Shotgun Shells. Frag Grenades 30 

Man Stopper Shells 5 

Hot Shot Shell 5 

Bolt Shell 15 

Dum Dums 15 

Grenades, Missiles and Ammo. Choke Grenades* 15+1d 

Photon Flash Flare* 20+1d 

Scare Gas Grenade* 20+1d 

Smoke Bomb* 10+2d 

Hotshot Laser Pack* 15 

Armour Flak Armour. 15 

Miscellaneous. Blade Venom* 6+1d 

Wild Snake* 5+1d 

Icrotic Slime* 50+2d 

Kalma* 1d 

Rad Counter* 10+2d 

Slaught* 5+1d 

Spook* 10+2d 

Spur* 5+2d 

Blindsnake Pouch* 30+1d 

Clip Harness 10 

Concealed Blade* 5+1d 

Grapnel* 30+2d 

Weapon Reload* (half weapon cost) 

6. Lo-Shan Equipment. 

Special Weapons. Power Sword* 

Power Axe* 

Plasma Pistol 

Bolt Pistol 

Autogun 

Lasgun 

Frag Grenades 30 

Frag Grenades 30 

Standard Weapons. Massive Axe Free 

Autopistol 

Laspistol 

Stub Gun 

Miscellaneous. Blade Venom* 6+1d 

Wild Snake* 5+1d 

Icrotic Slime* 50+2d 

Kalma* 1d 

Rad Counter* 10+2d 

Slaught* 5+1d 

Spook* 10+2d 

Spur* 5+2d 

Blindsnake Pouch* 30+1d 

Clip Harness 10 

Concealed Blade* 5+1d 

Grapnel* 30+2d 

Weapon Reload* (half weapon cost)

HOT NIGHT IN REAgNSTOWN.
 

Tired of using the old rules for down time in Necromunda? Looking for a little fun to add that something extra to your Necromunda campaign? Well here is something that you may find of interest. My name is Mike and over the past few months I have been the arbiter of a new Necromunda campaign, but rather than stick to the usual setting of Necromunda I opted to set my campaign on Hades ( hit Necromunda then turn left and you cant miss it.) another hive world. The campaign itself is something slightly different to the normal affair as not only do the players have to worry about each others gangs, they also have the threat of an Ork invasion bearing down on them. We will be bringing you more in depth details of the campaign very soon, but for now here is something that we often use during our downtime when the gangs have finished the session and are working out their exp. I hope that you find it as fun to use as we do. Any comments are greatly welcomed. 

 

Mike Prescott.

AKA Dr Strange. 

 

 

HOT NIGHT IN REAgNSTOWN.

After a long day there is nothing in Hades like visiting Madame Wins drinking hole. The drinking is good, but some times the company leaves much to be desired. On any long hot night, like this even the most placid of temperament’s can be pushed to the limit. So you're Gangers and Leader (sorry no Juves here, age limits apply you see sir) can enjoy Madam Wins till the early hours of the morning. 

 

Terrain. 

Using floorplans you can represent the layout of the bar. Along with the tables, front and side doors; dancing area and the stairs that lead up to the floozy house above. Outside of the bar is a busy road with a small paved area. This can be used later on also. If you have a copy of White Dwarf 223 then the floor plans for the Brew House Brawl will really come in handy here. But a quick floorplan can be drawn up using paper or card and coloured pencils. 

 

Set up.

A gang visiting Madame Wins will set up after all the mandatory denizens of the bar. These are.

1. The Barkeeper. Big Al

2. The Floozies. Shar and Trac

3. Old Coot Grundy

4. Petrol Drinkin Ratskin

5. Two bar helpers. 

 

As the bar begins to fill up, players can either stay at the bar or sit at one of the many tables. Choose a table for each player and consult the charts below. Each fighter may only try for one table per end phase, 

Slide on up to the bar friend.
 

Order a drink and sit a spell. Life moves pretty fast around here pal. Sometimes you just got to sit a spell and watch it from afar. 

	Roll
	BAR

	1
	Gain the attention of the barman who steadfastly seems to ignore your orders

	2
	Knock into someone and spill their drink. Pay out 1D6 credits.

	3
	Knock someone’s drink over. Use 1D6 each for nerve (6=0) first to bottle has to retire from the bar in shame.

	4
	Get your own drink knocked over. Choose either get another drink (he pays) or Face Off!

	5
	Old Coot Grundy sides up to you and spins a mighty yarn. Roll a D6

1. Boredom. Buy him a drink to shut him up. Loose 2D6 credits.

2-5) Gain 1D3 xp due to the old dogs pearls of wisdom.

6) Old Coot imparts secret knowledge. You may choose your next increase instead of rolling.

 

	6
	Petrol Drinker the Ratskin offers to sell you one of his items. 

1. Blindsnake pouch

2-5) Ratskin Tooth Necklace

1. Ratskin map. 

An additional roll is required for anyone buying items 1 or 6. On a 1-3 the item is useless. 


Loves young Dream
The young floozies seem to take a shine to you and soon are by your fighter side. 

 

 

	Roll
	THE FLOOZIES

	1-5
	Attract the attention of the Floozies. Roll a die. 1-3 = 1 Floozy 4-6 = both Floozies. Whilst with these Floozies it costs 1D6 credits each but confers the following bonuses. They allow you to deduct –1 for each of them from your dice rolls during the build up to a face off. If you wish you can take them upstairs. Roll a D6

1. Drunk to much, cant perform. Giggles will ensure next time you meet.

2-5) Wild night of fun. Gain 1D6 xp

6) Wild night of fun but with consequences. Fighter is now considered as having an old battle wound until he/she next visits a Doc at 1D3x5 credits. 

	6
	Nothing happens. You may roll once again on another table


Gambling
Fancy your hand at winning some credits! Well there are a couple of rough looking characters that are always interested in taking creds from punks like you.

	Roll
	Gambling Table

	1-5
	Join the gambling table. Play three games of Pontoon, if you lose then the fighter looses 1D6 credits per lost game. If you win gain 1D6 Credits per win. If you win all three games your fighter is accused of being a cheat and has to face off the losing player. 

1-2) Juve

3-4) Ganger

5-6) Leader

If you scrag the scum, you make him pay ‘compensation’ D6x10 if you loose he beats you and you have a nasty scar ha ha!

	6
	Nothing happens. You may roll again on another table.


 

That's a tasty Burger. 
Bored with the action or lack of it in the bar your fighter decides to leave the bar and grab some food. Roll to see what happens. 

 

	Roll
	Burger

	1
	1D3 Juves hurl abuse at your fighter from a nearby alleyway. If you advance on them they must make a Bottle Test to stand or they will run. If they pass they will attempt to mug/beat down the fighter. All the Juves are armed with Stub Pistols and knives. 

	2
	Get caught in a drive by. Roll under your fighters initiative score or be hit with a Str 4. Your assailant drives off into the night.

	3 
	Get caught up in a drive by bungled by the assailant’s. Play a shoot out, with your fighter going first. 

	4
	Get to McFunkys Burger and Moss bar. Mmmm. Now that was a tasty burger. Head back to Madame Wins feeling full and contented. Gain 1xp

	5
	A promo scratch card is with your burger. Your a winner. Roll 2D6 to gain your randomly generated piece of equipment. 

1) HTH. 2) Pistols. 3) Basic Weapons

4) Common Special 5) Missiles

6)Common Grenades. 7) Free Food

8) Free Drink 9) Common Special ammo. 10) Free Doc Treatment 

11) Free Bottle of Wildsnake. 

12 Freevist to Madam Spankys Adult Fun Emporium SUBJECT TO AGE LIMIT.ID WILL BE REQIRED
 

	6
	Meet stag/hen party out before a wedding the next day. Decide this looks like fun and stay. Wake up naked in Last Stop station, have to contact your Gang to bring you home, lose face as they laugh at you. 


The Call of Nature.
Sometimes even the most hardened of drinkers just need to go. 

	Roll
	Agghhh that's better.

	1
	You nip outside to answer natures call and a blow to the back of the head sends you out cold. When you come too the surroundings have changed and you are now in a Pit Arena. You must roll randomly for your bout. 

1. Random Creature. 

2. Ratskin stepaside skill +1 ST +1I

3. Scum +1A +1 LD quickdraw skill +1 BS

4. Pit Fighter +2ST

5. Juve +1 WS

6. Ganger Headbutt skill

	2
	The Infamous F.A.T. a musician/ Ganger of some repute is standing in the latrine when you enter. You pluck up the guts and ask him for his mark on a Wildsnake mat you have. You can keep this as a momento or sell it on later for 1D10 Credits.

	3-6
	Nothing happens. You may roll again on another table.


 

 

Last Orders.
Well after a night at Madame Wins you some how manage to get back to the gangs hideout. Best check out how your feeling.

 

	Roll
	DRINKING

	1
	Wake up with the mother of all hangovers. You are at –1 to hit with all firearms and chainswords next battle the fighter is in. 

	2
	Wake up in an alleyway the following morning. You are at –1 initiative due to cold in your joints for the next game your fighter is in. 

	3
	Wake up with a ugly woman/man. Roll a D6 1-3 your place, 4-6 their place. If its your place you find yourself nicknamed by the gang appropriately. No other penalties

	4
	Wake up still drunk. Fighter gets +1 Leadership (even if this takes them above the maximum) during the next battle. The fighter can not refuse a leadership battle. 

	5
	Wake up and find that your fighter has sprayed/defecated on a random gangs hide out. Until the next campaign turn you fighter is the subject of hate by this gang.

	6
	Walking back to the hide out you notice a coin on the floor and as you bend over to pick it up you slip into a crack and fall through into the Underhive. You fight against Giant Rats, fend of Zombies, run from Spyers, dodge an Arbiter purge, and somehow manage to get home in one piece. Your fighter gains 6xp but of course no one believes you. 


 

 

Of course this is only the beginning. You can always expand the tables to take other things into account and how about the thought of having a bar room brawl using the rules from White Dwarf 223 or perhaps making some up your self. If you have anything that you think will improve the tables please mail me at the usual address. 

 

Lair of the Rat
by Brandon Hicks and Gary James
The place was very special. No-one had dared to defile this, the most holy of places, for many generations. The last group had been drawn by greed, greed for sacred archeotech, greed for rare animal pelts and wildsnake. Now they were coming again. He could feel the fall of their clumsy feet and smell their fear. Of what were they afraid? Of the vermin, scuttling through this darkest of corners in the underhive. Heh. If it is vermin they want, then vermin they will get. But these will be the vermin of their worst nightmares. 

Laremeth took his staff and rapped in the filth of the dusty floor. Three giants rats emerged from the surrounding infrastructure, their eyes reflecting an evil but intelligent glint despite the darkness. He petted them and fed each a titbit. "We shall be needing a little help my friends." he rasped. "Go now, seek Him out and bring Him to me. Tell Him to hurry, for they are almost upon us". The emissaries turned and disappeared silently into the darkness. It had been a long time since he had had occasion to summon Him, and though the circumstances were regrettable Laremeth couldn't help but look forward to seeing Him again. He was as close to family as he could hope to get. 

The Beastmaster's fingers caressed the smooth, curved instrument stitched to the hem of his coat, and he reminisced. He had always had a way with animals. His parents had encouraged him initially, and when Laremeth discovered the Talking he had demonstrated with pride the exceptional control he could exert over his pets. His parents had been amused, then bemused, and then startled. This was too far from the Way to be good. He must stop it. The pets must go. It was for his own good, and they did it because they loved him, he knew that. But the Talking became stronger. 

It intruded into his everyday thoughts and he couldn't control it. He was drawing attention to himself, and worse, to his family. Eventually his family home had been besieged by mobs demanding that he be handed over to the Guilders for examination. His father had known the consequences of allowing this action, and he had been smuggled out through the mob by a family friend. He knew he would never return. 

In the Underhive people had been less startled by his powers, and he had learned to keep them to himself when he could. Three days later Spike had turned up. It had been easy for the creature to track his master into the Underhive. All undampened Wyrds left a psykic wake in their path - the very atmosphere bristled with energy like iron filings standing on end when a magnet is applied. Unlike magnetic force, Wyrd psykics fell into six poles - one for each primary power. Beastmasters, having only a weak secondary power in addition to the Talking, produced a characteristic psykprint. 

He had met an Elder, a fellow Wyrd, who taught him to hone and sharpen his talent. But the most powerful of these remained the Talking. This was unfortunate, because even Underhivers shied away from the vermin and other creatures which were all that could pass as 'pets' in this Emperor-forgiven place. And so Laremeth had pressed on deeper and deeper into the underhive. With only creatures as companions the Talking became an asset rather than a liability.

That is where he discovered this holy place, and the secret that he must protect. It was a most ancient of places, undetected by ordinaries for many many generations. It had created Him, and He must remain an even greater secret lest the witch hunt began once more and the pitiful creatures that passed for a family were again to be harmed as a consequence of his powers. 
Laremeth snapped himself out of his melancholy and back to the matter at hand. 

"Now then, Geheneth, are you close by too? Let's find out". Spike had been his most loyal beast and it had seemed fitting to carve his summoning flute from the rib of this, his favourite ward. He took it and made two shrill blasts which echoed far into the void like the shrieks of the dying rat. Now all he could do was wait...and keep an eye on their 'visitors'. There were two groups, he could sense that. Maybe they would be more powerful than the last, for a long time had passed. Lord help us. And Laremeth was sure that He would.

A disturbance in the back of Laremeth's mind announced the arrival of Geheneth, and he turned to greet his blood brother. “It has been some time, Beastmaster. What brings you back?” 
Laremeth outlined the situation. Two gangs had wandered into the outskirts of the Sacred Place and he had been the first to sense it - possibly because the gangs were exterminating the hive vermin as they advanced, sending ripples of bestial angst through the underhive. 

When he had first wandered into the sacred Ratskin enclave the Beastmaster had been observed quietly for several days without detection by even his fledgling psychic powers. The spirit of the shaman had walked with him many times before the Ratskins emerged. They recognised the potential worth of the Beastmaster and admired his control of the rats. Laremeth lived with them for a number of years and, gradually, their trust in him grew. Then the day arrived for the ritual. Deep within the ratskin territory lay an ancient and undisturbed archeotech hoard. And the hoard held a secret - a secret that the Ratskins hoped he would help them to exploit... 

The Scenario
Two rival gangs are exploring uncharted terrain when they discover each others presence. Because of the remote location, the area is crawling with wild beasts and mutant creatures. This scenario takes three people to play - two gangs and an arbitrator to control the Forces of the Ratlord. 

Choosing this scenario
The stakes are high in this scenario - an archeotech hoard to the winners. Because of this we suggest this scenario should only be taken if the Gang Fight scenario is chosen and then a 6 is rolled on a further D6. 

The Forces of the Ratlord
These consist of three characters and D3+3 Ratskins: 
Laremeth 
Laremeth is a special character, but is basically a Beastmaster Wyrd who always has 3 rats to control - do not choose other creatures, and do not make a D3 roll for the number of rats. Choose his secondary power as normal. Laremeth is the leader of the Forces of the Ratlord and counts as having the Leader skill.

Geheneth 
Geheneth is a Renegade Ratskin Shaman, and takes the Shaman characteristics from Outlanders. In this scenario some of the Spirit Lore Powers would not make sense, so when rolling a power for Geheneth use this modified table: 1-2 Curse 3-4 Ghost Dance 5-6 Spirit Walk. 

Ratlord 
The Ratlord is a new special character introduced for this scenario. Use any model that seems appropriate - he is a mutant creature of (as yet) undisclosed origin. The Warhammer Fantasy Scaven Vermin Lord is a good choice. 
Ratlord Characteristics 
M5 Ws6 Bs0 S5 T5 W2 I3 Ld8 
Skills: Killer reputation 
Special The Ratlord controls D3+3 giant rats in exactly the same manner as a Beastmaster, with the exception that there is no range limit on the control of the Ratlord's rats. The Ratlord cannot use weapons but has fearsome claws which have a strength of 5 and inflict D3 damage. He is immune to fear and terror. The Ratlord counts as a large target with a +1 to hit. For reference purposes, the Ratlord has a cost of 250 credits.

Ratlord Rats 
These have the characteristics of Giant Rats from the Outlanders bestiary. The Ratlord always has his D3+3 rats available to him. If a Ratlord's rat is slain another will take its place. Place the replacement in base to base contact with the Ratlord. 

Ratskins 
The Forces of the Ratlord include D3+3 Ratskins. Generate these as for hired Ratskins. 

Setup
Terrain 
The arbitrator sets up the terrain, since it is unknown to the gangers. The terrain should be set up on one or two levels with dense ground cover. Place the mine entrance piece near the centre and ensure there is cover for the Ratlord to move around in. As this is unknown terrain tunnel, vents and infiltration do not apply. The arbitrator selects a location where the Ratlord will emerge and makes a note of this on a piece of paper. The gangs are unaware of this location. 

Forces of the Ratlord setup The Ratskins set up first in hiding, then the gangs, then the rest of the Ratlord's forces. The Ratlord emerges from hiding and can be placed on the terrain in a pre-destined spot at the beginning of any of the Ratlord Forces' turns. The Ratlord may not run in this turn. 

Gang setup The two exploring gangs are allowed to use half of the gang (rounding up) plus D3 members (the gangs have not taken the risk of leaving their territories unguarded when so far away). Note that, for a reason unknown to the gangs, any Ratskin gang members slip away and are not available in this scenario. The gangs deploy within 4 inches of the table edge and roll a D6 to see who moves first. The Ratlord forces move last. 

Gameplay
The gangs are initially unaware of each other and cannot shoot or charge the opposing gang until they are aware of the other's presence. If a gang member comes within three times his own initiative in inches of an opposing gang member then he will notice the other gang and alert his companions. Shooting upon a gang will not necessarily alert them to the firer's presence...the shots could have come from an unknown source, such as the Ratskins. When a weapon is fired the target gang rolls 2D6 and adds the weapon's strength to the score. If the score is over 10 the gang is made aware of their opponents shooting upon them. 

Ending the game
Bottle tests need not be made until 50% are down or out of action. The game is over when both gangs have compulsorily or voluntarily bottled out or one gang has defeated the opposing gang and all the Forces of the Ratlord. The Forces of the Ratlord will never bottle out. 

If a victorious gang has a ganger within running distance of the mine entrance at the point at which the game ends then the gang may add an archeotech hoard to its territory list. 

Experience
+D6 for surviving the battle
+2D6 for surviving a hand to hand encounter with the Ratlord himself
+5 per wounding hit
+10 for the gang member who inflicts a killing wound on the Ratlord. Note that this replaces the +5 for the wounding hit.
