

Necromunda

Necromunda & Warhammer 40,000

Obviously, Warhammer 40,000 (“40k”) and Necromunda (“Nec”) are not the exact same game; otherwise, they wouldn’t have different names or one would be an expansion of the other. They are both based in the same game mechanics, storyline universe, and to a certain extent, weapons and equipment, though, and you can even use the miniatures and terrain interchangeably.

Similarities


As a result of these factors, many of the rules that 40k uses are identical to the ones which apply in Nec. Instead of being re-listed in this section, these rules are listed here as cross-references only. Below is a list of all rules which apply identically to both 40k and Nec:

Movement, Shooting, Psychology, Phases of a Game Turn

Differences


The D66 Roll

This is a method that is used frequently in Necromunda’s many lookup-tables. Roll two D6’s, noting one as the “tens” die and the other as the “ones” die. Then take the score of the tens-die and use it as the first digit, and use the ones-die score as the ones-digit, and you have the result; this is called a D66 roll. So if you roll an 4 on the tens-die, and a 5 on the ones-die, you’ve rolled a 45.

Pinning

Any model which is “hit”, regardless of whether it is wounded, becomes Pinned instantly; place the model on its back facing up to indicate this. Pinned models may not move or shoot, though pinned models which are charged or otherwise engaged in hand-to-hand combat instantly become unpinned. A model normally remains pinned for its entire following turn. At the start of its turn, a pinned model may attempt to recover earlier if it has a friendly model within 2” which is itself not pinned or Down (2). A pinned model making this early-recovery attempt rolls a D6; if the number rolled is equal to or less than the pinned model’s Initiative, it regains its feet and may fight normally immediately.

Shooting at Pinned Models

If you’re in a particularly nasty mood, you may fire upon models that are pinned or Down. The shot is resolved exactly as normal. The main reason this ability is listed specially is that a fighter may choose to ignore a target that is pinned or down if it is the closest model.

Wounded Models

A model which sustains a lethal Wound may not necessary die; each time a model sustains a lethal Wound (i.e., one that would reduce it to less than 1 Wound), roll on the Injury Table below:

1
Flesh Wound

2-5
Down

6
Out of Action

Flesh Wound

Models sustaining a Flesh Wound have their WS and BS reduced by –1. These penalties are cumulative and last only for the remainder of the current game, so if a model with a normal BS of 4 had taken 2 Flesh Wounds, his BS would now be only 2. Models whose WS or BS are reduced to 0 or below by Flesh Wounds fall unconscious and are considered Out of Action (see below).

Down

The model isn’t out of the action yet, but isn’t able to regain its feet. Re-roll on the Injury Table next turn.

Out of Action

The model’s injuries are too severe for it to continue fighting; remove the model as a casualty.

Wild Shots (Optional Rule)

If the thrower of a grenade or the shooter of a weapon with a blast template misses his mark, you must still determine where the shot ends up, as normal for blast templates (Error! Bookmark not defined.). However, if you roll a Hit/Misfire combination with the Scatter and Artillery dice, roll a D6 and consult this chart:

Misfire Table

D6
Result

1
The grenade goes off in the thrower’s hand, or the shell explodes in the weapon’s breech. Center the template on the shooter and resolve as normal.

2
The projectile travels 2D6” in a random direction and explodes.

3
For grenades, the same as Result 2, above. For other weapons, the same as Result 2, but the distance is D6 x D6”.

4
As with Result 3, but the projectile does not explode. Mark its landing place; at the start of each player’s turn, roll a D6; on a 4+, the shell explodes.

5
The shot goes stray, and finds its way to a structural support above, where it explodes. From now on, each player must roll a D6 at the start of his turn; on a 1, a random one of his fighters has been struck by debris raining down from above (S3).

6
The shell is a dud; no effect.

Ammo Tests

Whenever you roll a 6 when determining whether a ranged-weapon shot hits, there is a possibility that a malfunction has occurred with the weapon — out of ammunition, ammo explosion, muzzle jam, etc. Each weapon has an Ammo Roll associated with it; this is the number you need to meet or beat on the roll of a D6 in order to keep the weapon functioning normally after rolling a 6 To Hit. This Ammo Roll is also required when using a weapon with Sustained Fire and you roll a Jam; make one Ammo Roll for each Jam rolled. Jams as described in 40k do not exist; the Ammo Roll takes the place of that game mechanic. Weapons which have an Ammo Roll listed as “Auto” automatically fail all Ammo Rolls they are required to make.

If you fail an Ammo Roll, the weapon you are testing for is completely useless for the remainder of the current game. It is assumed that in between games, the weapon will be restored to normal working order as part of the gang’s upkeep expenses (9). The fighter may use other weapons he/she possesses.

Exploding Weapons (Optional Rule)

If the roll for the Ammo Roll is a 1, not only is the weapon useless for the rest of the game, but there is a chance it might explode. Roll another D6; if this score is less than the weapon’s standard Ammo Roll, the weapon has exploded. Weapons whose Ammo Roll is “auto” should thus make an Ammo Roll anyway to see if they have exploded; on a 1, the weapon explodes (since it will fail the second Ammo Roll automatically).

An exploding weapon is destroyed, and inflicts an automatic hit on its wielder as if he were struck with his own weapon — but with a Strength of +1. Thus an exploding Boltgun (Strength 4, normally) would inflict an S5 hit on its user. Ignore any templates the weapon would normally use.

1’s Instead of 6’s (House Rule)

Since a lot of people think that a roll of a 6, the best roll possible, doesn’t make sense to represent a weapon catastrophe, they use rolls of 1 the same way instead.

Flamers

Flamers are so volatile that they must make an Ammo Roll every time they are fired, regardless of the To Hit result.

Grenades

Grenades automatically fail any Ammo Roll they have to make. This means that the fighter has thrown the last grenade of that type, or that all further grenades of that type are duds.

Out of Range

Note that the intent behind Ammo Rolls is to indicate that each time a weapon is fired, there is a chance that it has malfunctioned — thus, if you nominate a target and it is out of the weapon’s range, you still need to roll a D6 to determine if the weapon has malfunctioned.

Grenade Throwing

The maximum range of a thrown grenade is based on the thrower’s Strength, just like in 40k, but is slightly different, as follows:

Thrower’s Strength
Range of Throw

1
4”

2
6”

3
8”

4
10”

5+
12”

Falling

It is possible for models to fall from heights, voluntarily or not. Regardless of how a model falls, when it lands it sustains an automatic hit with a Strength value equal to the height of the fall in inches. Falls of 11” or higher will kill a fighter outright regardless of his Wounds, equipment, armor, etc.

Falling on Another Model

If a model happens to fall directly onto another model, the model that it falls on sustains an automatic hit with the same Strength as the falling model’s hit.

Knockback by Fire

Models within 1” of a ledge or surface edge which are hit by ranged weaponry may fall off. Roll a D6; if the score is equal to or less than the model’s Initiative, the fighter has managed to keep his footing. Otherwise, the model falls off the nearest ledge.

Leaping

Instead of a normal move, a model may make a leaping move, flying D6” through the air. The direction of the leap must be declared prior to rolling the die to determine how far the leap is made. If the model lands on a firm surface, then it stays there for the rest of the turn, though it may rotate as desired. Models landing on thin air fall (5) as normal. Models may make a leaping charge (Error! Bookmark not defined.) into hand-to-hand combat (Error! Bookmark not defined.), but their entire move is still just the D6” leap.

Bottle Tests

If a gang has 25% or more of its fighters Down (2) or Out of Action (3) at the start of its turn, it must make a Bottle test. Make a Leadership test (Error! Bookmark not defined.) against the highest Leadership out of all friendly models that are not Down or Out of Action; failure means you lose the battle outright instantly.

Necromunda Campaigns

Campaigns in Necromunda


One of the greatest advantages to playing Necromunda as opposed to 40k is the option of building your gang up over time, having them acquire wealth, experience, skills, and equipment, and adding to your gang as it grows in this fashion. If you have a gang which you use for every game and simply alter slightly in between games, you are playing a Campaign of Necromunda.

To make a gang, you get 1000 credits to spend. You also get to start the campaign with 5 pieces of Territory (7), each randomly determined. Starting money may be spent as follows:

· Recruiting Fighters

· Arming Fighters

· Equipping Fighters with Items

Territory & Finances


As a wretched, influential part of the chaos of the Underhive society, your gang has a degree of control over certain territories. Each gang starts the campaign with 5 Territories, selected randomly from the table below. Some Territories have other capabilities, as noted where applicable. In order to randomly generate a Territory, make a D66 (1) roll:

D66
Territory
Income
Territory Notes

11
Chemical Pit
2D6
If you roll a double-6 when working out your credits, then the ganger assigned to this Territory is horribly scarred and causes Fear (Error! Bookmark not defined.).

12-16
Old Ruins
10
-

21-25
Slag
15
-

26
Mineral Outcrop
D6 x 10
-

31-35
Settlement
30
Whether or not you work this Territory, roll a D6 in between each battle. On a 6, you may recruit a Juve for free, though he/she comes with no weapons or equipment.

36
Mine Workings
D6 x 10
If you capture an enemy fighter, you can put him to work in your mine instead of selling him to slavers. Each captive worker adds +1 to your D6 die roll for income from the Mine.

41-42
Tunnels
10
When the gang fights a battle, it can use these ducts to position up to three fighters anywhere on the battlefield at ground level. Models are set up at the end of the player’s first turn and cannot be placed within 8” of enemy models.

43-44
Vents
10
When the gang fights a battle, it can use these ducts to position up to three fighters anywhere on the battlefield at ground level. Models are set up at the end of the player’s first turn and cannot be placed within 8” of enemy models.

45-46
Holestead
D6 x 10
-

51-52
Water Still
D6 x 10
-

53-54
Drinking Hole
D6 x 10
-

55-56
Guilder Contact
D6 x 10
If you recover any Loot during a fight, you can trade it in to your Guilder Contact for an extra +5 credits income per Loot counter traded in.

61
Friendly Doc
D6 x 10
The Doc will give you D6 x 5 credits for the body of any of your fighters who dies in combat.

62
Workshop
D6 x 10
You always ignore the first Ammo test during a battle. It is assumed you pass the test and no dice are rolled.

63
Gambling Den
2D6 x 10
If you roll a double in determining income from this Territory, calculate the Income as normal, but you lose the credits instead of gaining them (e.g., double 4’s means you lose 80 credits). This loss is deducted from your Income before making reductions for basic running costs. If a gang is unable to pay gambling debts out of income, it must make it up from its Stash. If this still isn’t enough to cover the debts, weapons or equipment must be sold off.

64
Spore Cave
2D6 x 10
If you roll a double 1, the ganger working this Territory suffers Spore Sickness and will be unable to take part in future battles until he rolls a 4+ on D6 prior to the fight. Once recovered, he fights as normal.

65
Archaeotech Hoard
2D6 x 10
If you want to work the Hoard to collect more than the normal income amount, you may work up to 6D6 x 10 credits; however, if you roll any doubles, you collect the credits but this Territory becomes an Old Ruins afterwards.

66
Green Hivers
Choose
You may choose any type of Territory from this chart; once chosen, the Territory remains the type chosen.

Generating Income from Territories

Each Territory has an Income associated with it; this is the number of Credits that the Territory is capable of generating between every battle. In order to generate Income from a Territory, you must assign a Ganger (13), not a Juve (13), Heavy (13), or Gang Leader (12)) to “work” the territory over for income. Each ganger may be assigned to only one Territory between each battle.

Expenses & Net Income

Very little has changed in the next 38,000 or so years — people in the 41st millennium still have expenses. As a result, your gang doesn’t get to keep all of its income — they have to spend some of it on weapon ammunition and maintenance, grub, booze, bud, ho’s, etc. To represent this, between each battle, once you’ve determined your Income, cross-reference your Income with the number of models in your gang to determine your Net Income (that which you get to keep and add to your Stash or spend):


Number of Models in Gang

Income
1-3
4-6
7-9
10-12
13-15
16-18
19+

0-29
15
10
5
0
0
0
0

30-49
25
20
15
5
0
0
0

50-79
35
30
25
15
5
0
0

80-119
50
45
40
30
20
5
0

120-169
65
60
55
45
35
15
0

170-229
85
80
75
65
55
35
15

230-299
105
100
95
85
75
55
35

300-379
120
115
110
100
90
65
45

380-459
135
130
125
115
105
80
55

460-559
145
140
135
125
115
90
65

560-669
155
150
145
135
125
100
70

Underdog Income Bonus

If a gang fights and beats a more powerful gang, it gains an Income bonus proportional to the difference in the Gang Rating between the two gangs, as follows:

Difference in Gang Rating
Income Bonus for Winning

1-49
+5

50-99
+10

100-149
+15

150-199
+20

200-249
+25

250-499
+50

500-749
+100

750-999
+150

1,000-1,499
+200

1,500+
+250

Stash

All the money that is left over from living expenses and upkeep costs (your Net Income (9)) goes into your gang’s stash of weapons, equipment, and credits called its Stash. You may spend money in the Stash as you desire in between games to buy equipment, weapons, and recruit new gangers in very much the same way that you equipped your gang initially. In other words, if you wanted to recruit a Juve after your sixth battle, it would cost you 20 credits, just like it would have if you included the Juve in your gang’s original configuration.

Your Stash may also include weapons and equipment that are currently not being used by any gang members. You may also “rearrange” equipment and weapons (but not Skills (27) or Injuries, obviously) between gang members; in other words, if Ganger A has an Autogun and Ganger B a Plasma Gun, and Ganger A’s Experience (23) gets him a +1 to his BS, you’ll likely want to swap the equipment between the two gangers so that the ganger with the better BS has the more powerful weapon.

Fighters


Each fighter you recruit, each weapon, and each piece of equipment you want your gangers to have will cost you credits. You may recruit any number of fighters in between battles or at the start of your campaign, with the following guidelines:

· A gang must have at least 3 fighters, including one and only one Gang Leader (12).

· A gang may have no more than 2 Heavies.

· No more than half the number of fighters may be Juves.

Note that fighters come with no weapons, or other equipment, except for mercenaries.



Characteristic Profile

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

Gang Leader
120
4
4
4
3
3
1
4
1
8

Heavy
60
4
3
3
3
3
1
3
1
7

Ganger
50
4
3
3
3
3
1
3
1
7

Juve
20
4
2
2
3
3
1
2
1
6

Mercenaries











Underhive Scum
15*
4
3
3
3
3
1
3
1
7

Bounty Hunter
35*
4
4
4
3
3
2
4
1
8

Ratskin Scout
15*
4
3
3
3
3
1
3
1
7

Gang Leaders

These are usually the most experienced, most impressive fighters in the gang. A gang may have only one Gang Leader. A Gang Leader always counts as having a friend within 2” for the purposes of recovering from pinning (1). Any friendly fighter within 6” of his Gang Leader may use the Leader’s Ld to make Leadership tests, so long as the Leader isn’t down (2) or broken himself. Gang Leaders may use Basic Weapons, Pistols, Special Weapons, and Grenades. Gang Leaders start a campaign with 60+D6 Experience Points.

Gangers

Normal gang members, they fight better than Juves, but less effectively than Gang Leaders. Gangers may use Basic Weapons, Pistols, and Grenades. Gangers start a campaign with 20+D6 points of Experience.

Juves

Young fighters who aspire to become gangers. Juves may only use Pistol Weapons and Grenades. Juves are completely green recruits, most of whom have never seen any combat outside of the holomovies, and as such they start a campaign with 0 XP.

Heavies

Big, tough, burly, technically-competent gangers who may wield heavy weapons. Heavies may use Basic Weapons, Pistols, Special Weapons, Heavy Weapons, and Grenades. 60+D6 points of Experience are given to Heavies starting a campaign.

Hired Guns

It has been said that in the Underhive, every person has their price — especially so for those mercenaries whose talents are openly for sale and trade. In between battles, you may recruit Hired Guns to add to your gang. Each Hired Gun has his cost, and won’t stick around unless you keep paying it. When you first hire a mercenary, and again before each battle in which he will take part, you must pay the mercenary’s Hiring Fee. Other than this fee, he will fight alongside your gangers until you fire him.

Strictly speaking, Hired Guns aren’t part of the gang; they just fight with them. As a result, they don’t count towards the total number of members of your gang for the purposes of working out Net Income (9). The down side of this is that you can’t change the list of equipment that a Hired Gun has (i.e., you can’t buy them new stuff or re-distribute their stuff to your “normal” gangers), and mercenaries do not gain Experience (23) or advance like normal gangers. For the purposes of your gang’s Gang Rating, Hired Guns have a value of his hiring fee x 5.

Underhive Scum

Scum are the grunts of the mercenary strata, and cost 15 credits apiece per battle to hire (Gang Rating of 75). Scum have 6 “advances” to their normal profile which reflects their mercenary skill and the unpredictability of which skills these are likely to be. For each advance, roll a D6 and consult the chart below to determine its effect:

1
+1 BS

2
+1 Initiative

3
+1 Leadership

4
Roll another D6:


1
+1 WS


2
+1 Strength


3
+1 Toughness


4
+1 Wounds


5
+1 Attacks


6
+1 Leadership

5-6
Roll another D6:


1-3
Gunfighter (31)


4-5
Quick Draw (28)


6
Roll yet another D6:



1
Crack Shot (31)



2
Fast Shot (31)



3
Hip Shooter (31)



4
Marksman (32)



5
Rapid Fire (32)



6
Killer Reputation (30)

Note that none of a Scum’s characteristics may be increased by more than +2 by this process; re-roll any results which would do so. Likewise, re-roll any result which would give a Scum the same skill twice.

A Scum comes equipped with your choice of weapons; make one choice from the following list:

· Knife, 2 Bolt Pistols

· Knife, Plasma Pistol, Laspistol

· Knife, Plasma Pistol, Autopistol

· Knife, Bolt Pistol, Hand Flamer

Bounty Hunters

Bounty Hunters are the elite of the mercenary world, and cost 35 credits per battle to recruit (their Gang Rating is thus 175). Bounty Hunters have 3 “advances”; for each advance, roll a D6 and consult the following table:

1-2
Roll another D6:


1
+1 WS


2
+1 BS


3
+1 Initiative


4
+1 Leadership


5
Roll another D6:



1-3
+1 Strength



4-6
+1 Toughness


6
Roll another D6:



1-3
+1 Wounds (max 3)



4-6
+1 Attacks

3-6
Roll another D6:


1-2
Crack Shot (31)


3-4
Nerves of Steel (30)


5
Marksman (32)


6
Roll another D6:



1
Dodge (27)



2
True Grit (30)



3
Weaponsmith (34)



4
Quick Draw (28)



5
Leap (28)



6
Killer Reputation (30)

Note that none of a Bounty Hunter’s characteristics may be increased by more than +2 by this process; re-roll any results which would do so. Likewise, re-roll any results which would give a Bounty Hunter the same skill twice.

If a Bounty Hunter takes an enemy out of action (3) in hand-to-hand combat, do not roll for that fighter on the Serious Injury Table at the end of the game; instead, he is automatically Captured. For each fighter that is Captured (whether via this manner or another), roll a D6; on a 6; the Bounty Hunter recognizes the fighter as a wanted outlaw. You may turn in any wanted outlaw for a reward equal to the points value of the fighter, his weapons, and equipment, in credits. For each outlaw turned in this way, roll a D6 to determine what happens to him:

1
Sold into slavery; the fighter disappears forever.

2
Fined his value in credits, and his weapons & equipment confiscated. His gang may pay the fine to get him back, minus weapons and equipment not physically a part of him (lobo-chip, for example).

3
Fined his value in credits. His gang may pay the fine to retrieve the fighter along with his weapons and equipment.

4
Fined D6x10 credits. His gang may pay the fine to retrieve the fighter along with his weapons and equipment.

5
Fined or Sentenced; his gang may choose to either pay the fine to retrieve the fighter along with his weapons and equipment, or let him serve his sentence (in which case he misses the next battle but may return after that as if the fine had been paid).

6
Insufficient evidence; the fighter is released back to his gang immediately.

A Bounty Hunter comes equipped with an impressive array of weapons and equipment. They are automatically armed with the following:

Any number of knives

· Bolt Pistol with Red-Dot Laser Sight

· Boltgun or Lasgun with Hotshot Laser Power Pack

· Chainsword

· Shotgun with Solid, Scatter, and Man-Stopper shells

· Respirator or Filter Plugs

· Photo-Visor or Photo-Contacts

…and also one of the following:

· Bio-Booster

· Blindsnake Pouch

· Weapon Reload (choose one weapon)

· Mesh Armor

· Bionic Eye or Bionic Leg or Bionic Arm

Ratskin Scouts

Ratskins cost 15 credits per battle to recruit; their Gang Rating is 75. Ratskin Scouts have 3 “advances”, each of which requires the roll of D6 and the consultation of this chart:

1
+1 WS

2
+1 Initiative

3
Roll another D6:


1
+1 BS


2
+1 Strength


3
+1 Toughness


4
+1 Wound


5
+1 Attack


6
+1 Leadership

4-6
Roll another D6:


1
Dodge (27)


2
Leap (28)


3
Sprint (28)


4-6
Roll another D6:



1
Step Aside (29)



2
Nerves of Steel (30)



3
Ambush (32)



4
Evade (32)



5
Infiltration (33)



6
Sneak Up (33)

If you are randomizing the scenario which you are playing, and your gang includes a Ratskin Scout, you may add or subtract 1 on the score to randomize the scenario. If a gang which includes a Ratskin Scout wins a scenario, he is allowed to explore the local area for new Territory (7) after the game; roll a D6:

1
The Scout disappears and is never seen again.

2-5
Nothing happens.

6
Randomly generate a Territory; if you get a result that is not Archaeotech Hoard or Green Hivers, it is added to your existing Territory.

A Ratskin rolling on the Serious Injury Table after a battle may roll twice and pick the most desirable result. Ratskin Scouts have the following armament:

· Any number of knives

· Club, Maul, Bludgeon, or Axe

· Blindsnake Pouch

Plus your choice of one of the following:

· Shotgun, Solid and Scatter shells

· Autogun

· Lasgun

Gang Rating & Personal Cost

Each fighter has a Personal Cost associated with him. This is the presumed value which he represents to the gang which includes him, and consists of:

Recruitment Cost + Equipment Cost in Credits + Weapon Cost in Credits 

+ Experience Points

Note that you need only count weapons and equipment with which the fighter is personally equipped. The sum of the Personal Cost of all fighters in a gang equals the gang’s Gang Rating. This comes into play later. Note also that if you change the equipment of a fighter, his Personal Value will change.

Experience


Experience, or XP, is a way of keeping track of the development of a fighter as he/she acquires skills over time. Each battle that a fighter takes part in adds to its repertoire of fighting knowledge. Each fighter has his/her own XP total which increases after each battle.

Starting Experience

Though the numbers are listed under Gang Member Types (11), they are reiterated here for convenience:

Type of Fighter
Initial XP

Mercenary
(n/a)

Juve
0

Ganger
20+D6

Heavy
60+D6

Leader
60+D6

Earning XP

If you’re playing a scenario, the XP that is awarded to each fighter is listed in that scenario’s description. If you’re not playing a scenario, use the following guidelines to award XP:

Condition
XP Awarded

Fighter is not Out of Action (3) at end of game
+D6

Each hit inflicted by the fighter that caused a Wound
+5

Your gang won the game (Gang Leader (12) only)
+10

Note that the XP Awarded is cumulative; thus if a fighter inflicted 3 Wounding hits and survived the battle, she would earn 15+D6 XP.

Underdog Experience Bonus

If your gang is fighting a much tougher gang, it stands to reason that your fighters should get rewarded all the more if they prevail despite overwhelming odds. Just how much the odds are stacked against your gang determine the magnitude of this “Underdog Bonus”. Take the difference in Gang Rating between your gang and the enemy gang, and consult the chart below to determine the Underdog Bonus which every one of your fighters earns after the game.

Difference in
XP Bonus

Gang Rating
Win
Lose

1-49
+1
-

50-99
+2
+1

100-149
+3
+2

150-199
+4
+3

200-249
+5
+4

250-499
+6
+5

500-749
+7
+6

750-999
+8
+7

1,000-1,499
+9
+8

1,500+
+10
+9

Experience Advances

After a fighter has accumulated a certain amount of XP, she gains skills, abilities, and general fighting prowess. To represent this, fighters are entitled to make an XP Advance Roll each time they go up a “level” of XP. The number of XP required to advance each level is shown below:

XP
Title

0-5
Green Juve

6-10
Juve

11-15
Juve

16-20
Top Juve

21-30
New Ganger

31-40
Ganger

41-50
Ganger

51-60
Ganger

61-80
Gang Champion

81-100
Gang Champion

101-120
Gang Champion

121-140
Gang Champion

141-160
Gang Champion

161-180
Gang Champion

181-200
Gang Champion

201-240
Gang Hero

241-280
Gang Hero

281-320
Gang Hero

321-360
Gang Hero

361-400
Gang Hero

401+
Mighty Ganger

For each XP Advance, roll 2D6, and consult the following table:

2
New Skill; choose any of the Skill tables and randomly generate a skill from it.

3-4
New Skill; choose one of the standard Skill tables appropriate to your gang’s House and randomly generate a skill from it.

5
Characteristic Increase; roll a D6; 1-3=+1 Strength, 4-6=+1 Attacks.

6
Characteristic Increase; roll a D6; 1-3=+1 WS, 4-6=+1 BS.

7
Characteristic Increase; roll a D6; 1-3=+1 Initiative, 4-6=+1 Leadership.

8
Characteristic Increase; roll a D6; 1-3=+1 WS, 4-6=+1 BS.

9
Characteristic Increase; roll a D6; 1-3=+1 Wounds, 4-6=+1 Toughness.

10-11
New Skill; choose one of the standard Skill tables appropriate to your gang’s House and randomly generate a skill from it.

12
New Skill; choose any of the Skill tables and randomly generate a skill from it.

See the Skills (27) section for more information on “appropriate to your gang’s House”. Characteristic Increases are immediate. However, there are limits even to how experience can change a person, and limitations to the human body. To represent this, no characteristic may be raised above its Maximum Limit, as shown in the “perfect profile” below:


M
WS
BS
S
T
W
I
A
Ld

Maximum Value
4
6
6
4
4
3
6
3
9

Skills


Skills are a way of singling out a fighter’s unique ability to get something done. There are six types of skill.

Agility Skills

Catfall

A model with this skill halves the distance fallen when calculating the Strength of any hits which result from falling (5). Round fractions down.

Dodge

The model receives an unmodified 6+ saving throw against hits from shooting and hand-to-hand combat. This save is taken separately from all other saves (such as those from armor). If a model successfully dodges from a weapon with a blast marker, the model may be moved instantly up to 2” in any direction, as long as its ending location is outside the blast marker. If you are unable to move the model outside of the blast marker, it is hit as normal. For example, if a ledge or wall prevented you from moving completely outside of the blast, and the model was still half covered by the template, it would be hit on a 4+ on D6, as normal.

Jump Back

At the start of any hand-to-hand combat phase, the model may attempt to disengage from combat; roll a D6; if the score is less than the model’s Initiative, it may move backwards 2” and will not participate in hand-to-hand combat this round. Otherwise, the model must remain and fight as normal.

Leap

In addition to its normal movement, the model may make a leap (6). The fighter may move and leap, run) and leap, or charge and leap, but she can leap only once per turn. This fighter may use her leap ability to move without penalty over any man-high obstacle, even another fighter! Additionally, the fighter may leap out of hand-to-hand combat at the end of any HtH phase with no penalty.

Quick Draw

Models with this skill double their Initiative when making a Fast Draw in a gunfight; see that scenario for more details.

Sprint

When running or charging, the model may triple its movement instead of doubling it.

Combat Skills

Combat Master

Models with this skill who are attacked by multiple opponents in hand-to-hand combat may add +1 to its Weapon Skill for each opponent after the first. For example, a Combat Master fighting 4 Goliaths in close combat would add +3 to its WS when resolving each of them.

Disarm

To use this skill, roll a D6 at the start of a close combat phase in which the model is participating. On a 4+, one chosen close combat opponent immediately loses one weapon of your choice. The loss is permanent. Note that all models are assumed to have a knife even if they lose all other weapons. If you disarm a model’s knife, of course, then it is weaponless.

Feint

If it chooses to, the fighter may sacrifice the use of one or more of its allowed parries (Error! Bookmark not defined.); for each parry sacrificed in this manner, it gains +1 to its Combat Score. For example, a fighter with this skill armed with two Chainswords could give up its chance to use one or both of its parries to gain +1 or +2 to its Combat Score, respectively.

Parry

The model has one parry in addition to those granted by close combat weapons with which he is armed. Thus a model with a power sword and the parry skill would have 2 parries.

Counter Attack

If a fighter with the Counter Attack skill, and one of his parries is cancelled for any reason (e.g., the enemy model has a sword as well), he may roll an extra Attack die immediately for each parry of his that is cancelled.

Step Aside

For each hit the fighter with this skill incurs in close combat, roll a D6; on a 4+, the fighter with the Step Aside skill has avoided the hit.

Ferocity Skills

Berserk Charge

When a fighter with this skill charges, it may double its Attack dice that turn in hand-to-hand combat, but may not make any parries that turn.

Impetuous

The model’s close combat follow-up move (Error! Bookmark not defined.) is increased to 4”.

Iron Will

Only the gang leader may have this skill; you may re-roll any failed Bottle roll (6) once so long as the leader is not down (2) or out of action (3). 

Killer Reputation

The fighter causes fear).

Nerves of Steel

The model may re-take any failed test to recover from pinning (1) once.

True Grit

When rolling on the Injury Table for this fighter, treat results of 1 or 2 as Flesh Wounds (2), not just 1’s. In addition, when using any special injury charts (such as needle weapons), add 1 to the lowest result band in the same way.

Muscle Skills

Body Slam

The fighter adds +2 to its WS in the turn it charges (Error! Bookmark not defined.) instead of just +1.

Bulging Biceps

May only be taken by Heavies; the fighter is allowed to move and shoot in the same turn with move-or-fire weapons, but takes a –1 To Hit penalty when doing so.

Crushing Blow

In hand-to-hand combat, this skill grants a +1 bonus to Strength.

Head Butt

If a fighter with this skill inflicts 2 or more hits in close combat, she may choose to exchange all of her hits for a single Head Butt hit. The Head Butt is a single hit, but has a Strength bonus equal to +1 for each hit scored after the first. Thus a fighter scoring 2 S4 hits could make a single S5 Head Butt.

Hurl Opponent

Fighters with this skill who win a round of hand-to-hand combat may throw their opponent D6” away in a direction of your choosing instead of inflicting damage as normal. The thrown model takes a single hit of Strength equal to half the distance rolled (e.g., if you roll a 5, the Strength is 3). If the model hits a solid object (a wall, for example) before it reaches full distance, then it will hit the wall, take the hit as normal, and then slump to the floor. If the thrown model hits another model, both models take a hit.

Iron Jaw

Models with this skill which are hit in hand-to-hand combat reduce the Strength of each hit by –1.

Shooting Skills

Crack Shot

This model may re-roll on the Injury Table when determining the effects of his Wounding shots. You must accept the second roll, regardless of whether you liked the first result better.

Fast Shot

The model may make a number of shooting attacks equal to his Attacks characteristic, all of which occur in the Shooting Phase and are resolved as normal. The shots may all be at the same target or at different ones, as desired. This skill may be used with Pistols and Basic weapons only; other weapon types are far too cumbersome.

Gunfighter

Models with this skill may wield a Pistol weapon in each hand, and fire both in the Shooting Phase.

Hip Shooting

Fighters with this skill are allowed to run (Error! Bookmark not defined.) and shoot in the same turn with a –1 To Hit penalty. Models using this skill may not count bonuses from Sights of any kind, and may not use this skill to fire a Heavy weapon.

Marksman

This skill may only be used with Basic weapons. Models with this skill may ignore the normal Choosing a Target (Error! Bookmark not defined.) rules and fire at any model to which they can draw Line of Sight. Additionally, Marksman fighters may shoot at targets at Extreme Range, which is half again as much as long range (e.g., Long Range of 24” equals Extreme Range of 24”-36”); shots at Extreme Range suffer the same To Hit penalties as those at Long Range.

Rapid Fire

Provided that the model does not move in the Movement Phase, she may fire twice in the Shooting Phase. This skill only works with one specified kind of Pistol or Basic weapon which you must choose when the skill is acquired (e.g., Rapid Fire — Autogun).

Stealth Skills

Ambush

The model may go into Overwatch (Error! Bookmark not defined.) and Hiding (Error! Bookmark not defined.) in the same turn.

Dive

Fighters with this skill may run (Error! Bookmark not defined.) and hide (Error! Bookmark not defined.) in the same turn.

Escape Artist

Escape Artists can never be captured after a battle; results of “Captured” on the Serious Injuries Table indicate that the fighter has escaped unharmed with all of his equipment and weapons.

Evade

Enemies shooting at a model with Evade take a –2 penalty shooting from Short Range and a –1 penalty shooting from Long Range; these penalties only apply if the Evading fighter is not behind any cover.

Infiltration

You may set up fighters with this skill after all other models have been placed at the start of a game, and you may place the fighter anywhere on the board you would like provided no enemy model may draw Line of Sight to it (if the model is behind any kind of cover, it is counted as not being able to draw Line of Sight). If both players have Infiltrating fighters, randomly determine who gets to set theirs up first.

Sneak Up

Any sentry attempting to spot this model must halve its normal Spotting Distance; rules for sentries are explained in the scenarios to which they are appropriate.

Techno Skills

Armorer

All models in the gang add +1 to all Ammo rolls (this includes rolls to determine if a weapon explodes) for all battles. Note that rolls of 1 are always failures.

Fixer

This skill may only be taken for gangers. Fixers assigned to work a piece of Territory with a randomly-generated income may re-roll the Income dice once; you must abide by the second result no matter how undesirable it is.

Inventor

For each Inventor in your gang, roll a D6 after each battle; for each 6, an Inventor has invented something! To determine what, randomly determine an item from the Price Chart in the Trading Post section; whatever is determined is what has been invented — add the item to your gang’s Stash, free of charge.

Medic

If your gang includes a Medic, you may re-roll a single result on the Serious Injury Table for one of your fighters after a battle.

Specialist

May only be taken by Juves and Gangers, and allows the model to use a Special weapon.

Weaponsmith

Fighters with this skill who fail their Ammo rolls or have a weapon Explode on them may roll a D6; on a 4+, they may ignore the effect entirely.

Skill Types & Gang Houses

The inclinations of a particular House influence which skills might be available to a gang member of that House. Below is a table indicating which skill types are “standard” for which Houses.

House/Fighter
Agility
Combat
Ferocity
Muscle
Shooting
Stealth
Techno

Cawdor








Juves

Y
Y





Gangers
Y
Y
Y





Heavies


Y
Y
Y

Y

Leader
Y
Y
Y
Y
Y

Y

Escher








Juves
Y
Y






Gangers
Y
Y



Y


Heavies
Y


Y
Y

Y

Leader
Y
Y
Y

Y
Y
Y

Delaque








Juves




Y
Y


Gangers
Y



Y
Y


Heavies



Y
Y
Y
Y

Leader
Y
Y
Y

Y
Y
Y

Goliath








Juves


Y
Y




Gangers

Y
Y
Y




Heavies

Y

Y
Y

Y

Leader

Y
Y
Y
Y
Y
Y

Orlock








Juves


Y

Y



Gangers

Y
Y

Y



Heavies

Y

Y
Y

Y

Leader
Y
Y
Y

Y
Y
Y

Van Saar








Juves




Y

Y

Gangers

Y


Y

Y

Heavies

Y

Y
Y

Y

Leaders
Y
Y
Y

Y
Y
Y

Necromunda Equipment

Shopping


Common items are constantly available, and may be purchased as desired at any time that your gang is not actually fighting — at the start of a campaign, or in between battles. Rare items (those listed in boldface in the weapons and equipment lists) require a trip to the Trading Post.

The Trading Post

When you visit the trading post, D3 random rare items are offered to you. If you want, you may assign one or more Gangers (13) to search around the Trading Post; in this case, each ganger assigned in this manner increases the number of rare items offered by +1. Note that only Gangers may be assigned this task, and Gangers assigned to the Trading Post may not work Territory (7) over for income (9). For each rare item, randomly determine it on the following chart using a D66 (1) roll:

Trading Post Table

D66
Item Offered

11-14
Power Weapon; roll a D6 to determine which:


1
Power Axe


2
Power Fist


3
Power Maul


4-6
Power Sword

15
Rare Weapon; roll a D6 to determine which:


1-3
Needle Weapon; roll a D6 to determine which:



1-4
Needle Pistol



5-6
Needle Rifle


4-5
Web Pistol


6
One in a Million Weapon

16
Gas Grenades; roll a D6 to determine which:


1-2
Choke


3-4
Scare


5-6
Hallucinogen

21-22
Grenades; roll a D6 to determine which:


1
Meltabombs


2-3
Photon Flash Flares


4
Plasma Grenades


5-6
Smoke Bombs

23-24
Hotshot Laser Powerpack

25-31
Gunsight; roll D6 to determine which:


1-2
Red-Dot Laser Sight


3
Mono Sight


4
Telescopic Sight


5-6
Infrared Sight

32-34
Armor; roll D6 to determine which type:


1-4
Flak Armor


5
Carapace Armor


6
Mesh Armor

35
Bionics; you may choose Bionic Arm, Bionic Eye, or Bionic Leg.

36
Auto-Repairer

41
Bio-Booster

42
Bio-Scanner

43
Blindsnake Pouch

44
Concealed Blade

45
Grav Chute

46
Grapnel

51
Infra-Goggles

52
Isotropic Fuel Rod

53-54
Medipack

55
Mung Vase

56
Ratskin Map

61
Screamers

62
Skull Chip

63
Silencer

64
Stummers

65-66
Weapon Reload

Weapons


Weapon Rarity & Availability

Most weapons are so popular that weapons shops carry them all the time. Some other weapons are so specialized or expensive to produce that they only come along once in a while; these weapons are considered Rare and are only available if your trip to the Trading Post results in their being available.

Pistols

Weapon
Cost
Ammo
Notes

Autopistol 
15
4+


BoltPistol 
20
6+


Hand flamer 
20
4+


Laspistol 
15
2+


Needle Pistol 
100+4D6
6+
Rare

Plasma Pistol
25
4+


Stub Gun 
10
4+


Dum-Dum
5



Web Pistol
120+4D6
6+


Basic Weapons

Weapon
Cost
Ammo
Notes

Autogun 
20
4+


Boltgun 
35
6+


Lasgun 
25
2+


Shotgun 
20
as ammo


Solid
free
4+


Scatter
free
4+


Man-Stopper
5
4+


Hot-Shot
5
6+


Bolt
5
6+


Special Weapons

Weapon
Cost
Ammo
Notes

Flamer 
40
4+


Grenade Launcher 
130
Auto


Frag
30
-


Krak
50
-


Meltagun 
95
4+


Needle Rifle
230+4D6
6+
Rare

Plasma Gun 
70
4+


Heavy Weapons

Weapon
Cost
Ammo
Notes

Autocannon 
300
4+


Heavy Stubber 
120
4+


Heavy Bolter
180
6+


Heavy Plasma Gun
285
4+


Lascannon 
400
4+


Missile Launcher 
185
Auto


Frag
35
-


Krak
115
-


Close Combat Weapons

Weapon
Cost
Notes

Knife
5
Each fighter gets 1 free

Axe or Club
10


Chain/Flail
10


Sword
10


Massive Axe/Sword
15


Chainsword
25


Power Axe
35+3D6
Rare

Power Sword
40+3D6
Rare

Power Fist
85+3D6
Rare

Power Maul
35+3D6
Rare; opponent out of action (3) immediately; does not inflict Serious Injuries

Grenades

Grenade Type
Cost
Notes

Frag 
30


Krak 
50


Melta-bomb 
40+3D6
Rare

Photon Flash
20+2D6
Rare

Plasma
30+3D6
Rare

Choke
15+2D6
Rare

Hallucinogen
40+4D6
Rare

Scare
20+2D6
Rare

Smoke
10+3D6
Rare

Gas Types


Unless otherwise stated, all gas clouds use a 2" template and obey Cloud Movement rules.

Choke

The model may not do anything this turn except attempt to escape the cloud, crawling at a speed of 2".

Hallucinogen

For each model in the cloud, roll a D6 — these effects last for the entire turn, even if the cloud moves.

1
Roll another D6; on a 4+, roll again on this chart; otherwise, no effect.

2
Model becomes pinned (1).

3
Fighter may not move, and fires his weapon in a random direction.

4
Model becomes broken (Error! Bookmark not defined.).

5
Fighter may not move, and shoots at the nearest friendly model.

6
Fighter plays no further part in the battle and may not recover, but does not count as Down for Bottle test (6) purposes.

Scare

Models in the cloud must make an immediate Leadership test (Error! Bookmark not defined.); if they fail, they become Broken (Error! Bookmark not defined.).

Smoke

Blocks line‑of‑sight.

Special Ammo Types


Needle Toxin

This is the standard ammo for Needle Pistols and Rifles. No Wounding roll is required when using these darts, though the target is still allowed a normal armor save. Instead of using the normal Injury Table to determine the effects of a critical wound from a Needle Pistol, use the following table:

1-2
No effect. Treat as a Flesh Wound, except that the target’s WS and BS remain unchanged.

3-4
Sedated. The same as a normal “down” result, except that the target may crawl up to 2”

5
Comatose. The target may not move at all

6
Out of action, as normal.

Equipment


Equipment Rarity & Availability

Most equipment are so popular that equipment shops carry them all the time. Some other equipment are so specialized or expensive to produce that they only come along once in a while; these equipment are considered Rare and are only available if your trip to the Trading Post results in their being available. Rare equipment are listed in Boldface; for example, a Mono Sight.

Gunsights

Item
Cost
Description/Effect

Red-Dot Laser Sight
40+3D6
When used on a Pistol, Special, or Basic weapon, grants a +1 to hit. Targets gain a unmodified 6+ save to dodge the shot.

Mono Sight
40+3D6
When used while stationary with a Basic, Special, or Heavy weapon, grants a +1 to hit, except against targets appearing or disappearing from Overwatch.

Telescopic Sight
40+3D6
A stationary fighter with this sight doubles his weapon’s Short Range, except when used against targets appearing or disappearing from Overwatch.

Infrared Sight
30+3D6
If user is stationary, reduces Cover To Hit penalties by –1; does not apply to models appearing or disappearing from Overwatch or if weapon being fired uses any Sustained Fire.

Armor

Item
Cost
Description/Effect

Flak
10+2D6
6+ armor save/5+ vs. blast markers

Carapace
70+3D6
4+ armor save

Mesh
25+3D6
5+ armor save

Bionics

Item
Cost
Description/Effect

Arm
80+3D6
Cancels out one Serious Arm Injury, and grants a +1 bonus to Strength and Initiative in hand-to-hand combat.

Eye
50+3D6
Cancels out one Serious Eye Injury. Fighter may also re-roll a failed save against blinding by a Photon Flash, and may see and shoot through smoke clouds with a –1 To Hit penalty.

Leg
80+3D6
Cancels out one Serious Leg Injury, and grants a +1 to a fighter’s Attacks. In HtH combat user may sacrifice all normal hits for a single Kick attack resolved at Strength User+2 and causing D3 damage.

Miscellaneous

Item
Cost
Description/Effect

Auto-Repairer
80+4D6
In between battles, you may assign a ganger to use this device to fine-tune all the gang’s weapons. Fine-tuned weapons may re-roll any failed Ammo roll once, and pass all checks on at least a 4+, regardless of what kind of weapon it is. Gangs losing a Raid scenario have their Auto-Repairer destroyed automatically. Auto-Repairers have no effect on Gang Rating.

Bio-Booster
50+4D6
Fighters with this item may count a 1-3 result on the Injury Table (2) as a Flesh Wound (2) instead of just a 1; this applies only to the first lethal Wound per battle.

Bio-Scanner
50+3D6
A model carrying this item may detect Hidden models within its Initiative x 3 radius in inches. It also triples the distance at which a sentry may spot intruders, and adds +1 to their chance to do so.

Blindsnake Pouch
30+2D6
If the model is shot at from Overwatch, he gains a 4+ unmodified saving throw to dodge the shot.

Clip Harness
10
A model may fasten the harness by not moving in its movement phase; clips are unfastened automatically if the model moves. If a model with a fastened clip harness falls (5), it sustains no damage but is unable to do anything until it climbs up the safety line by rolling equal to or less than its Initiative at the start of its turn. Enemy models in a position to do so may cut the safety line, causing the fighter to fall as normal.

Concealed Blade
10+D6
A concealed blade is good for only one escape attempt. A fighter with this item who is captured at the end of a battle rolls a D6 on the following table:



1
Fighter is slain while trying to escape.



2
Fighter is recaptured immediately (treat as a normal Captured result).



3
Fighter escapes and returns to his gang but loses all weapons and equipment to the capturing gang.



4-6
Fighter escapes, returns to his gang complete with weapons and equipment intact.

Filter Plugs
10
The user may re-roll a failed Toughness test against gases.

Grav Chute
40+4D6
The user sustains no damage from falling (5) or jumping (6), and may fall any distance without penalty.

Grapnel
30+4D6
Instead of shooting a weapon, the user may fire the grapnel at a surface (a ledge, for example) or another model. If you hit a surface with the Grapnel, a model may winch itself to that surface in its next movement phase .



Sht
Lng
TH
TH







Rng
Rng
Sht
Lng
Str
Dmg
Sav
Ammo



8
16
+2
+1
2
1
0
6+

Infra-Goggles
30+3D6
User can spot hidden enemies at double his Initiative distance in inches. Goggles double the distance at which sentries will spot intruders, and confer a +1 bonus to all chances to do so.

Isotropic Fuel Rod
50+4D6
You may destroy the Rod to convert any one of your Territories (7) to a Settlement. Fuel Rods have no effect on Gang Rating.

Lobo-Chip
20
Cures a fighter of any one Serious Head Injury effect, but reduces his Initiative by 1. Once implanted, may not be swapped to another fighter.

Medipack
80+4D6
A model with a Medipack may move into base-to-base contact with a Downed comrade and do nothing for the rest of the turn, tending to his needs. This changes a result of 1-4 on the Downed fighter’s Injury Table roll to a Flesh Wound (a 5 is still “down”, and a 6 is still Out of Action). A fighter may not use a Medipack on himself, nor may another fighter take the item from his body if he is down or pinned.

Mung Vase
D6x10
Vases do not effect Gang Rating. Some Vases are valuable; most are not. Roll a D6 on this chart:



1
Fake; worth nothing.



2
Fake, but a nice one — sell it for D6 credits.



3
Authentic; sell for 30+4D6 credits.



4
Authentic; sell for 30+6D6 credits.



5
Authentic; sell for 5x2D6 credits.



6
Authentic; sell for 10x2D6 credits.

One-in-a-Million Weapon
Special
Roll a D6 to determine which kind of weapon is being offered: on a 1-2, it is a Pistol, 3-4 means it’s a Basic, a 5 means Special, and a 6 means a Heavy weapon. You may chose any specific weapon from the category determined. OIAM weapons cost twice as much as a “normal” version of that weapon would normally cost. OIAM weapons automatically pass any Ammo rolls they are required to make; weapons which would normally automatically fail their rolls make them on 4+.

Photo-Contacts
15
The wearer may see and move through Smoke clouds without penalty, and shoot through a cloud with a –1 To Hit penalty.

Photo-Visor
10
The user may re-roll a failed Initiative test to avoid a Photon Flash’s effects, and may see and move through Smoke without penalty, shooting through such clouds with a –1 To Hit penalty.

Ratskin Map
D6x10
Ratskin Maps do not add to Gang Rating. Some maps are more valuable than others; roll a D6 to determine which kind of map you have purchased:



1
Completely useless. You’ve been swindled, my friend. Your opponent may choose the next scenario played automatically as a penalty for your being led astray.



2
Treasure Map. Roll a D6; on a 6, you may add an Archaeotech Hoard to your Territories (7) for free; otherwise, the map is a fake.



3
You may destroy the Map just prior to a battle to add or subtract 1 from the die roll to determine which scenario you will be playing.



4
You may destroy the Map just prior to a battle to add or subtract up to 2 from the die roll to determine which scenario you will be playing.



5
You may destroy the Map just prior to a battle to add or subtract up to 2 from the die roll to determine which scenario you will be playing. In addition, you may permanently swap any one of your Territories for a Tunnels Territory.



6
You may destroy the Map just prior to a battle to add or subtract up to 3 from the die roll to determine which scenario you will be playing.

Respirator
10
The user may re-roll any failed Toughness test once to avoid the effects of gases.

Screamers
10+3D6
If a gang owns this item, it may deploy them just prior to a Raid or Rescue scenario where the defenders are initially unaware of the intruding gang. If any intruders move in their movement phase, roll a D6; on a 6, one of the intruders has set off the Screamers and has set off the alarm. Screamers do not effect Gang Rating, and last for one encounter only.

Silencer
10+2D6
May only be used with an Autopistol or a Stub Gun. When used with these weapons, they are effectively silent for the purposes of scenarios which involve sentries.

Skull Chip
30+3D6
The user may re-roll any Initiative-based die tests that he fails. Once implanted, the chip may not be transferred to another fighter.

Stummers
10+3D6
Lasts for one battle, and does not effect Gang Rating. A gang with Stummers may deploy them just prior to a Raid or Rescue mission. If the intruding gang has Stummers, all their chances to set off an alarm are reduced by –1. Stummers will also nullify the effect of deployed Screamers automatically.

Weapon Reload
Special
You may pick Reloads for any weapon whose Ammo roll is 6+ or better (e.g., not Grenade Launchers). Fighters carrying Reloads for their weapon adds +1 to his Ammo roll for that weapon (in the case of a weapon with a natural Ammo roll of 2+, the first test of each battle is automatically passed, and all subsequent tests are at 2+ as normal). If the fighter is hit, a roll of 5 or 6 on the Injuries Table will take him Out of Action (this applies only when the fighter is first hit). Reloads are specific to a single weapon; note which you choose when you purchase them.

Necromunda Scenarios

Deciding the Scenario


Before each battle, roll a 2D6 and consult the table below to determine which scenario will be played:

2
The player whose gang has the highest Gang Rating may choose which scenario will be played. During the battle, if either side uses a heavy weapon or a grenade during the game, the roof caves in on a D6 roll of 4+; roll each time such a weapon is used. A cave-in ends the game immediately in a draw, and all models must roll under their Initiative; those not successful take an S4 hit with a –1 armor save.

3
The player whose gang has the highest Gang Rating may choose the scenario.

4-6
The Gang Fight (60) scenario is played.

7-11
The player whose gang has the lower Gang Rating may choose which scenario is played.

12
The player whose gang has the lower Gang Rating may choose which scenario is played. In addition, both sides earn double Experience for the battle.

In Between Battles


After each battle is fought, fighters who are Down or Out of Action may suffer Serious Injury effects. For each fighter who is merely Down at the end of a game, roll a D6; on a 4+, the fighter rolls on the Serious Injury Table. All fighters who are taken Out of Action must roll on the Table. Roll a D66 (1):

Serious Injury Table

D66
Effect

11-16
Dead. The fighter is slain by his wounds. All weapons and equipment are lost.

21
Multiple Injuries. Roll a further D6 times on this chart, re-rolling any “Dead” or “Full Recovery” results.

22
Chest Wound. The fighter’s Toughness is permanently reduced by –1.

23
Leg Wound. Randomly determine which leg; the fighter’s Movement is permanently reduced by –1.

24
Arm Wound, randomly determine which arm. The fighter is permanently at –1 Strength when using that arm.

25
Head Wound. At the start of each game, roll a D6; on a 1-3, the fighter suffers from Stupidity for the duration of the next battle; on a 4-6, the fighter suffers from Frenzy for the battle.

26
Blinded in One Eye. Randomly determine which eye. A fighter with one eye blind has his BS reduced permanently by –1. Fighters blind in both eyes must retire from their gang, but the gang may keep his weapons and equipment.

31
Partially Deafened. By itself, this has no effect; if the fighter is Partially Deafened a second time, his Ld is reduced by –1.

32
Shell Shock. The fighter’s Initiative is reduced permanently by –1.

33
Hand Injury. Randomly determine which hand loses D3 fingers. The fighter’s WS is permanently reduced by –1. If a fighter loses all five fingers, he loses the hand.

34-36
Old Battle Wound. Before each game, roll a D6; on a 1, the fighter’s injury is acting up and he may not participate in the fight.

41-55
Full Recovery. No effect; the fighter is in perfectly fine condition.

56
Bitter Enmity. Count as “Full Recovery”, plus roll a D6; from now on, the fighter hates the following:


1-2
The individual enemy who inflicted his critical wound (if unknown, the enemy gang’s leader).


3-4
The Gang Leader of the gang which inflicted the critical wound.


5
The entire enemy gang responsible for his injury.


6
All gangs from the same House as the one responsible for his injury. If this is the same House as the fighter who is rolling on this table, roll again.

61-63
Captured. The fighter is captured by the enemy gang, who may ransom him off, hold him as a hostage, or sell him into slavery for D6 x 5 credits. The fighter’s weapons and equipment are property of the enemy gang.

64
Horrible Scars. The fighter now causes fear.

65
Impressive Scars. The fighter’s Ld is increased by +1. Future results of “Impressive Scars” have no effect and are treated as “Full Recovery” instead.

66
Survives Against All Odds. Count as “Full Recovery”, and the fighter gains +D6 Experience for his uncanny endurance.

Scenario 1: Gang Fight


Terrain

Place as much terrain as both players desire on a 4’ x 4’ square gaming board.

Gangs

Each player rolls a D6; the low scorer chooses which table edge he wishes to start from and must set up all of his gang members within 8” of that edge. His opponent then deploys his own gang within 8” of the opposite board edge.

Starting the Game

Each player rolls a D6; the highest score gets the first turn.

Ending the Game

Though there are no specific objectives for each gang to accomplish, the game only ends when one gang fails a Bottle test (6); the gang that does not bottle out wins the scenario.21 25

Experience

+D6
Survives. A fighter gains D6 XP at the end of the scenario, even if he/she was taken Out of Action (3).

+5
Per Wounding Hit. Fighters gain 5 XP for each hit they scored that caused a Wound on an enemy model.

+10
Winning Gang Leader. The Gang Leader of the gang which wins gains +10 XP.

Special

If the winning gang takes at least three enemy models out of action and inflicts three times as many casualties out of action as it suffers itself, then it may take over one piece of Territory (7) of the losing gang, selected at random.

Scenario 2: Scavengers


Terrain

A square 4’ x 4’ game board is recommended; place as much terrain as both players desire. Once all terrain has been placed, distribute D6 Loot counters randomly amongst the terrain. Each player places a Loot counter in turn; each counter must be at least 8” away from all table edges and at least 4” away from all other Loot counters.

Gangs

Each player rolls D6; the low scorer picks a board edge and must deploy his entire gang within 8” of his chosen edge. Once this is done, the other player deploys his own gang within 8” of the opposite board edge.

Starting the Game

Both players roll a D6; the highest score gets to take the first turn.

Monster Roll

A player may, at the beginning of his opponent’s turn, make a Monster Roll, as follows. Roll a D6; on a 6, a mutant has attacked a member of your opponent’s gang. The fighter who is attacked is the one furthest from all other models (friend or foe); in the event of ties, randomize. Roll a D6 to determine what happens to the fighter:

1
The fighter may not do anything this turn; in addition, he must make an Ammo Roll (3) as if he had just rolled a 6 To Hit.

2-5
The fighter may do nothing this turn.

6
The fighter vanishes, never to be seen again. He and all his weapons and equipment are lost permanently.

Picking Up Loot

A fighter may pick up a Loot counter if it passes over one as it moves. A fighter may carry as many pieces of Loot as desired without hampering his ability to fight more move normally. Fighters who go out of action (3) drop any Loot counters they were carrying at the spot they went down. If a fighter takes an enemy out of action as a result of close combat, he instantly picks up any Loot counters his opponent had been carrying.

Ending the Game

The game continues until one of the gangs involved fails a Bottle test (6) or one gang has all of the Loot counters in its possession. If the game ends in one gang Bottling out, the winning gang may take all unclaimed Loot counters as his own.

Experience

+D6
All fighters get this XP bonus, even those who are Down or Out of Action (3) at the end of the game.

+1
A fighter who carries one or more Loot counters off at the end of the fight gains 1 XP per counter.

+5
Fighters gain 5 XP for each hit they inflict which causes a Wound on an enemy model.

+10
The leader of the gang which wins the scenario gains 10 XP.

Loot

Each Loot counter retrieved is worth D6x5 credits.

Scenario 3: Hit and Run


Pre-Game

One player is the Defender, and the other the Attacker. Determine this randomly, or agree upon it mutually.

Terrain

A 4’ x 4’ gaming board is suggested; place as much terrain as both players feel is adequate. Once the terrain is set up, the defender takes a single Loot counter to represent a hoard of items, and places it anywhere he wants. The defender also places the Water Still card structure anywhere on the board. These items must be placed 8” apart from each other.

Mission

The attacking player rolls a D6 to determine his mission, as follows:

1
You win the game if you destroy the Water Still, which has a Toughness of 6 and 1 “Wound”.

2
You win if you take the opposing Gang Leader Out of Action (3).

3
Randomly determine a member of the opposing gang; you win if you take that fighter Out of Action in hand-to-hand combat.

4
You set up within 4”, not 8” as normal, of a table edge, and win if you exit at least one fighter from the opposite edge.

5
You win if one of your fighters leaves the table carrying the Loot counter. If successful, you also gain D6x10 credits (the losing gang’s Stash (11) is also reduced by this amount).

6
You may choose any of these missions.

Gangs

The defender sets up first. He deploys up to D6 of his gang anywhere on the board, but not within 8” of any table edge. The attacker then deploys his fighters anywhere on the table but not within 8” or an enemy fighter (the exception being the Shoot Up mission; see above). The attacking gang has a randomly-determined number of its fighters available — roll a D6; on a 1-2, they have 4 fighters, on a 3-4, 5 fighters, and on a 5-6, 6 all fighters are available. All fighters are of the attacking player’s choice.

Starting the Game

The attacker has the first turn.

Defender Reinforcements

At the start of his second and all subsequent turns, the defender may call in reinforcements. Roll a D6; on a 1-2, the defender may bring up to 1 fighter, on a 3-4, up to 2 fighters, and on a 5-6, up to 3 fighters may be brought in. The defending player chooses which fighter(s) are desired, and all of them arrive on the same table edge, as follows:

1
Edge to the left of the edge closest to the defender and to the right of the edge closest to the attacker.

2-3
Edge closest to attacker.

4
Edge to the right of the edge closest to the defender and to the left of the edge closest to the attacker.

5-6
Edge closest to defender.

Ending the Game

The game ends when the attacking gang accomplishes its mission or Bottles out. The attacking gang does not have to take a Bottle test (6) until it loses 50% of its fighters, and the defending gang never has to take such a test since it is defending its stash.

Experience

+D6
A fighter gains D6 XP at the end of the scenario, even if he/she was taken Out of Action (3).

+5
Fighters gain 5 XP for each hit they scored that caused a Wound on an enemy model.

+10
If the attacking player wins, each of its fighters gains +10 XP.

Scenario 4: Ambush


Pre-Game Setup

One player is the Defender, and the other the Attacker. Agree to which one is which, or randomize it.

Terrain

A square game board 4’ on a side is recommended. Place as much terrain as both players desire.

Gangs

Before setting up, the defender splits his gang into one or more groups, each of two or more models. The defender chooses one of these groups and places it in the approximate center of the game board. The attacker then sets up his entire gang — all attackers must be set up behind cover and start the game in hiding, but may not be set up within 12” of a defending fighter.

The defender then sets up the rest of his gang, one group at a time. He selects the group he would like to place, and rolls a D6; on a 1-5, all fighters in the group must be set up within 4” of at least one defending model already placed. On a roll of a 6, the group of fighters may be set up anywhere on the table. Defending models may be placed within 1” of a defending model.

Starting the Game

Roll a D6; on a 1-5, the attacking player goes first; on a 6, the defending player gets the first turn.

Ending the Game

The game only ends when either gang fails a Bottle test (6).

Experience

+D6
Survives. A fighter gains D6 XP at the end of the scenario, even if he/she was taken Out of Action (3).

+5
Per Wounding Hit. Fighters gain 5 XP for each hit they scored that caused a Wound on an enemy model.

+10
Winning Gang Leader. The Gang Leader of the gang which wins gains +10 XP.

Special

If the winning gang takes at least three enemy models Out of Action, and inflicts three times as many casualties out of action as it itself suffers, the winning gang may take over one randomly-selected piece of Territory (7) belonging to the defending player’s gang.

Scenario 5: The Raid


Pre-Game Setup

One player is the Defender, the other the Attacker. Either mutually agree on which is which or randomize.

Terrain

Place as much terrain as both players agree on a 4’ x 4’ gaming board. The tabletop represents the most valuable of the defender’s Territories (7); randomize ties. Once all terrain has been placed, the defender may place the Gateway structure anywhere he likes on the board; this is the structure the defenders must protect at all costs. It has a Toughness of 6 and can take 3 points of damage (“Wounds”) before being critically destroyed.

Raid Objective

The attacker’s objective is to destroy the Gateway structure.

Gangs

The defender sets up first, deploying up to D6 of his gang members of his choice as sentries anywhere on the board, but at least 8” away from any table edges. Once the defender has set up all D6 of his sentries, the attacker deploys his fighters within 4” of a randomly-selected table edge. The attacker has up to 2D6 of his fighters, of his choice, to deploy.

Starting the Game

The attacker takes the first turn.

Sentries

Until the alarm is sounded (see below), sentries move D6-3” per turn; roll individually for each sentry and if the total is negative, the attacking player gets to move the model as she likes (e.g., if you roll a 1, the attacker may move the model up to 2” as she likes). After moving each sentry, roll the Scatter die and face the model in the direction of the arrow.

Sounding the Alarm

Until the alarm is sounded, the WS of all sentries is halved (rounding up) and they may not shoot weapons. The alarm may be sounded by any of the following ways:

Spotting

Roll 2D6 at the end of the defender’s turn; sentries may try to spot any attacking models that are within the score rolled in inches so long as they are within the sentries’ normal front 90( arc of fire. For each attacker model to which a sentry may draw Line of Sight that is also within this range from the sentry, roll a D6 to determine if the attacker is detected. Attackers in the open will be spotted on a 2+, partial cover means a sentry will spot the model on a 4+, and models in full cover or in hiding will only be spotted on a 6. Sentries will also spot any attacking models within their Initiative distance in inches on a 2+ regardless of the circumstances.

The alarm is also sounded if an attacking model moves within sight of a sentry during the attacker’s turn; the “sighting distance” of a sentry is the same as that rolled in the sentry’s previous turn. Note that a sentry can only sound the alarm in this manner if he survives the attacker’s turn, and the alarm is sounded at the end of the attacker’s turn.

Shooting

If an attacking model shoots a weapon, roll 2D6 and add the Strength of the weapon being fired; if the total is more than 10, the alarm is sounded. Note that this process does not apply to Needle weapons.

Fighting

If a sentry is attacked in close combat, he will sound the alarm at the end of the attacker’s turn, provided he survives the round of combat. Attacking models using pistols and/or Chainswords in close combat must roll as per the Shooting rule, above; in this case, the sentry need not survive the close combat to sound the alarm (another sentry will hear the shot and sound it for him).

In addition, the scuffles and grunts of fighting may attract the attention of other sentries. Roll a D6 at the end of the close combat round; if the score is not more than the number or attackers fighting in the close combat, the noise has been noticed and the alarm is sounded (e.g., if three attackers engage a single sentry, you’ll have to roll a 4+ to avoid the alarm being sounded).

Reinforcements

At the start of the game, the defender divides any fighters not initially deployed into one or more groups of one or more models as desired. These groups of fighters may be brought in later as reinforcements.

Reinforcements may only be brought in after the alarm has been sounded. To bring in a group of reinforcements, pick one of the groups of “unused” fighters at the beginning of the defender’s turn. Then roll a D6; if the score is greater than the number of fighters in the group, all fighters in that group may be brought into play on a randomly-determined table edge (but not within 8” of an attacker model), as follows: roll a D6; on a 2-5, the reinforcements arrive on the edge opposite the attacker’s, on any other roll, they enter from one of the “side” edges (randomize which).

Ending the Game

If the Gateway is destroyed, the game ends with the attackers victorious. The game also ends if all the attackers are down or out of action or if the attacker Bottles out (6). The defender need never take Bottle tests — and, furthermore, does not have the option of voluntarily Bottling out.

Experience

+D6
Survives. A fighter gains D6 XP at the end of the scenario, even if he/she was taken Out of Action (3).

+5
Per Wounding Hit. Fighters gain 5 XP for each hit they scored that caused a Wound on an enemy model.

+5
Destroyed Gateway. The model that inflicts the telling blow on the Gateway gains +5 XP.

+10
Successful Defense. If the defender wins, their Gang Leader gains +10 XP.

Special

If the Gateway is destroyed during the game, roll a D6; on a 6, the Territory which it represented is destroyed; the defender crosses it off his record sheet. On any other result, the Territory is temporarily disrupted, and Income (9) may not be generated from it before the next battle (after the next battle, however, the Territory returns to normal).
Scenario 6: Rescue Mission


Notes

Except where noted below, this scenario is identical to the Raid scenario (66).

The Prisoner

When he sets up gang, the defending player places his captive (represented by an appropriate fighter model) anywhere he likes on the table. This represents a fighter who has been captured, either by the appropriate result on the Serious Injuries Table or by other design. The prisoner may not move or take any other action until she is freed. Note that the defender is not allowed to “execute” the prisoner or take physical action against her until she is freed. A friendly model may move into base-to-base contact with the prisoner and spend the rest of the turn setting her free, doing nothing else. The captive lacks weapons but for a knife, which all fighters are assumed to possess.

Ending the Game

The game ends if the prisoner is freed and moves off a table edge, if all the attacking models are down or out of action, or if the attacking gang Bottles out.

Experience

+D6
Survives. A fighter gains D6 XP at the end of the scenario, even if he/she was taken Out of Action (3).

+5
Per Wounding Hit. Fighters gain 5 XP for each hit they scored that caused a Wound on an enemy model.

+5
Free Captive. An attacking model who sets the prisoner free gains 5 XP.

+10
Successful Defense. If the defender wins, their Gang Leader gains +10 XP.

Scenario 7: Shoot Out


Gangs

Each player rolls a D6 to randomly determine how many of his fighters are available for the scenario; on a 1-2, the player has 2 fighters, a 3-4 means 3 fighters, and a 5-6 indicates 4 fighters. All fighters are not of the player’s choice, but are randomly selected from all gang members.

The two gangs are set up 16” from each other at ground level and in a position where they are in full view of each other. Each player rolls a D6; the low scorer sets up his fighters first. Each model in a gang may not be more than 1” from a friendly model.

At the start of the game, all of the fighters’ weapons are holstered or slung; until a weapon is drawn (see below), no weapons may be fired.

The Build-Up

Instead of the usual turn sequence and rules, a special Build-Up series of rules is in effect until a weapon is drawn (see Fast Draw, below). First both sides move, then both sides test to keep their gang’s nerve. If both sides keep their nerve, proceed to the next turn. Gang fighters may only move up to 1” apiece per turn, and must move towards the enemy until they are within 4” of the enemy, at which point they stop moving. Players alternate moving one fighter apiece starting with the player with the most fighters (ties randomize).

Each turn, after both sides have finished moving all their fighters, each player makes a Nerve roll by rolling D6 and writing down the result in secret. Each turn, a D6 is rolled, and added to the total that had been written down previously. Note that a die roll of a 6 to keep a gang’s Nerve counts as a 0. This process continues until at least one player’s total becomes over 15.

Once a player’s total goes over 15, his gang members lose their nerve and dip for their guns. If both players go over 15 in the same turn, the player whose total is higher goes for his guns first; if the scores are exactly the same, both gangs crack at exactly the same moment.

The Fast Draw

Once a gang goes for its guns, everyone draws their weapons and the shooting begins. Until every model has gotten off its first shot, follow these Fast Draw rules. Once every model has gotten off a shot, game play returns to its normal sequence and neither the Build-Up nor the Fast Draw rules apply for the rest of the battle.

To determine the sequence of firing, each model rolls a D6 and adds its Initiative, and adds +1 if the model is using a pistol, and a –1 if the model is using a heavy weapon. The result of this process is the fighter’s Fast Draw score.

Compute the Fast Draw score for each fighter in the shoot-out; the fighter with the highest score makes the first shot, resolved normally. Then the model with the next-highest score shoots, etc. In the event of ties, pistol-wielders will shoot before basic, special or heavy weapons, but otherwise shots are assumed to be simultaneous (this means that two fighters to shoot each other at the same time — fighters who are hit before they get a chance to fire lose their shot). 

Ending the Game

The game ends if either gang fails a Bottle test (6) or voluntarily Bottles out; the other gang instantly wins the scenario. If you win the scenario and the defeated gang drew first, roll a D6; on a 1-5, the losing gang may only draw half his normal income following the fight. On a 6, not only does the 1-5 result apply, but the losing gang must surrender one randomly-determined piece of territory to the winner.

Experience

+D6
Survives. A fighter gains D6 XP at the end of the scenario, even if he/she was taken Out of Action (3).

+5
Per Wounding Hit. Fighters gain 5 XP for each hit they scored that caused a Wound on an enemy model.

+X
Each fighter part of the gang which did not lose its nerve first gains X XP, where X is the difference between the two gang’s Nerve totals.

+D6
Each surviving fighter on the winning side gains +D6 XP.










