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Gangs pick a side in the war for control over Necromunda in the wake of the Great Rift’s opening and the assassination attempt on Lord Helmawr.  The catastrophes caused a system-wide blackout and a civil war in the power vacuum left by Lord Halmawr.

Gangs must fight to seize and consolidate whatever power base they can while cut off from their larger Houses and support structures. Adding to the challenge, your gangers find themselves on the Eye of Selene space station.  Gangs are trapped in the labyrinthine tunnels of the lower station with no way to access their home bases up in the hab levels.  

In the Great Darkness Phase, gangs fight their way through pitch-black Zone Mortalis terrain; working towards the upper levels of the station and gaining support for their cause.  

In the Spark of Rebellion Phase, gangs reconnect with their larger houses, declare their allegiance to House Helmar or the rebellion, and fight for dominance in the Sector Mechanicus and Ash Wastes terrain (dilapidated hab domes) of the upper station.

The campaign uses modified Succession Campaign rules.  Unless modified here, the standard Succession Campaign and general Necromunda: Underhive rules apply.

There is no single winner of the campaign – rather, gangs are awarded Triumphs based on their achievements.

Campaign Length

The Succession Campaign lasts seven cycles (typically one month long to allow time for players to make matches) separated into
· Great Darkness Phase: Three Cycles
· Downtime: One Cycle
· Spark of Rebellion Phase - Three Cycles

Generally, each cycle will be about one month long.  We are planning on starting the campaign at the end of May.

Commitment

Each month, players will need to:
· Be available on Discord the week before a cycle starts to pick challenges.
· Fight two games with predetermined opponents (one as challenger and one as challenged).

Matchups are determined at the start of each cycle and it is the responsibility of the players to coordinate with each other to get the games in before the end of the cycle.  We have some set Hex and Co. meetups to help but also players are encouraged to schedule on their own.  

If there is an issue with scheduling a match, please speak to the arbitrator to find a solution.  We are going to give people the benefit of the doubt and want everyone to have fun.  Possible outcomes for not being able to schedule a game could include:
· Swapping opponents if all four players agree.
· The available gang fights an Arbitrator-led NPC gang for the resource.
· Delaying the match to the next cycle if both opponents agree. Careful, now! You’ll need to do three games!

Triumphs

There is no “winner” of the campaign, but at the end of the campaign, there are a number of Triumphs that can be awarded.

	Triumph
	Criteria

	Leader of the Station
	Most Sympathizers.

	Legendary Status
	Highest Reputation.

	Champions of House Helmawr
	Won the most official battles for House Helmawr.

	Champions of the Rebellion
	Won the most official battles for the Rebellion.

	Survivor
	Suffered the fewest fighter deaths.

	Broke the Tide (Team)
	The Highest Win % for Helmawr vs. Rebellion official battles. 

	Road of Corpses
	Took the most number of fighters OOA (meaning a fighter would have been awarded XP for taking a fighter OOA).
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Important: In The Great Darkness phase there is no recruiting new fighters, hangers-on, or Brutes.  Additionally, there is no access to gang house lists - everything purchased in the Post-Battle sequence must be available at the trading post and purchased at those prices.  Hive scum, bounty hunters, and dramatis personae can be recruited in the Pre-Battle sequence.

Budget and Size

· Gangs start with a budget of 2,000 credits 
· Gangs start with 8 Reputation.
· Up to 50 unspent credits may be saved at gang creation.
· 1 Hangers-On may be recruited at gang founding. 
· 1 Brute may be recruited at gang founding.
· With equipment, the cost of any fighter is capped at 400 credits.
· Max crew size of 16 at creation (Fighters/Hangers-on/Brutes - does not include pets).
· No vehicles or mounted troops at gang founding.

Gang Composition Campaign Rules

· Only one “super” champion listed below is allowed at the time of founding:
· Delaque: Nacht-Ghul
· Escher: Death-Maiden
· Goliath: Stimmer
· Orlock: Arms Master
· Van Saar: Archeotek

· These gangs can take an additional champion above their normal gang limit if following all other composition rules:
· Palanite Enforcers: 0-3 Sergeants instead of 0-2
· Chaos Cult: 0-2 Witches instead of 0-1
· Outcasts: 0-3 Champions instead of 0-2

Established Gangs

· To represent battle-tested gangs, up to three leader/champs may be given:
· 0-3 advancements each
· Must pay the “value” of advancement as credit cost.
· Total value of advancements must be 50 credits or less. 
· Each advancement can only be taken once. (E.g. not three custom skills or three Toughness increases.)
· The same characteristic advancement later in the campaign will require additional XP to take again. 
· Each of these fighters may be equipped with up to two items from the trading post up to Rarity/Illegality 11 at the trading post price. 

Tactics Cards

Build a custom deck or list of exactly 12 unique tactics cards of your choice from the Universal of Gang Specific cards:
1. No more than 6 tactics can be Universal.
2. Two cards in the deck cannot have the exact same effect.
(e.g. The Cawdor “Deadman Walking” card and Universal “Dedicated to Duty” are both a way to automatically pass a Bottle test. 

Necrodamus has a great tool for creating a deck and filtering for what is available.

Goonhammer has a great review of which cards they find useful.

Please reference the house-rule section for pre-battle sequence and banned/edited cards.

This deck can be revised at the start of the Spark of Rebellion Phase.
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Note: The number of available Sympathizers will be three per gang.  So we may have to add/remove some once the number of players is determined.

Google Sheets with Sympathizers can be found here.
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This Phase follows the gangs as they try to survive the planetary blackout and consolidate their position while cut off from their House.

Sympathizers and Challenges

· Challenge Order:
· Cycle 1: 
· Gangs will be ordered randomly.
· Cycle 2 & 3: 
· Gangs will be ordered from the fewest sympathizers (lowest gang rating to break ties) to the most sympathizers.
· This will be determined in the week before the next cycle. 
· For purposes of determining order, unresolved games will count as +1 sympathizers for the gangs. 
· Each gang in order will identify an unclaimed sympathizer they would like to fight over.
· Each gang will challenge one other gang to battle over the sympathizer.  No other gang can challenge this gang. 
· This challenge must be accepted. 
· This results in each gang challenging once and being challenged once.
· The winner (if any) takes the sympathizer.  
· The Campaign-Wide Boon from the sympathizer becomes available in the post-battle sequence.

Additional Challenges

Players may challenge each other to additional games beyond the two required each cycle:
· No sympathizers are won or lost.
· Sympathizer boons:
· Boons that directly impact the pre-battle sequence and battle apply (e.g. weapons gaining traits, free slopper, etc.)
· Boons that impact the post-battle game do not apply (e.g. credit income, trading post discounts, injury boons, etc.)
· Scenario income from winning conditions is capped at 60 credits.

This allows players available to play more frequently to do so while ensuring a more equal opportunity for other players as the game progresses.

Players may play games in any order each cycle but the Sympathizer challenges must be completed before the end of the cycle.

Scenario Selection

Scenarios PDF with house rules and updated rewards can be found here.

Roll D2 for 10s place and D6 for 1s place and consult the list below:

11. If fighting over a Sympathizer, treat results as 12.  Bonus games: the gang with fewer sympathizers chooses any scenario from Necrodamus - use good judgment on if the scenario is appropriate for Zone Mortalis setup. Roll off in case of a tie. 
12. The gang with fewer sympathizers chooses any scenario from items 13-24. Roll off in case of a tie. 
13. Shootout
14. Hunt Them Down
15. Tunnel Skirmish
16. The Marauders
21. Two Tunnels Showdown
22. Forgotten Riches
23. Sneak Attack
24. Assassin in the Spire
25. The gang with more sympathizers chooses any scenario from items 13-24. Roll off in case of a tie.
26. If fighting over a Sympathizer, treat results as 25.  Bonus games: the gang with more sympathizers chooses any scenario from Necrodamus - use good judgment on if the scenario is appropriate for Zone Mortalis setup. Roll off in case of a tie. 

Rescue Scenario

If the attacker is attempting a rescue scenario to free captives, play the Escape from Hive Zalktraa scenario (Zone Mortalis).  Rescue scenarios are always bonus games and are not part of the original challenge cycle but the challenge must be issued, accepted, and resolved within one month of capture.  

Battlefield Setup

All scenarios are fought in Zone Mortalis in the underbelly of the station (regardless of scenario options).  Unless the scenario specifies otherwise, or the opponents agree to change it, the default Zone Mortalis board size is 9 tiles or 3’x3’. (Ash Wastes Rulebook recommends 3’x3’ or 3’x4’.)

Pitch Black

All battles take place in Pitch-Black unless special rules are in effect (e.g. from sympathizers or from scenario).

Pre-Battle Sequence Special Rules

· Gangs cannot petition for generic agents or house agents. 
· Deteriorating Space Station Conditions

Immediately before deployment roll a D6 and consult the list below:

1.	Thin Air - Fighters without respirators must spend a basic action to move.
2-5.	No Effect
6.	Gravity Malfunction -  At the start of each round roll a D3 before priority :

1. Low Gravity:
· +2 M Stat for all models.
· When making two or more move actions in one activation, complete an initiative check at the end of the final action or become pinned. 
· When making a charge, complete an initiative check with a +1 modifier or become pinned at the end of the charge.  If the charge would have brought you within 1” of an enemy fighter, stop at 1”.
2. Normal Gravity:
· No Effect
3. High Gravity:
· -2 M Stat for all models (except -1 M for Squats, Goliaths, Ogryns, and any model with Strength 5 or greater)
· When making two or more move actions in one activation, complete a strength check at the end of the final action or become pinned. 
· When making a charge, complete a strength check with a +1 modifier or become pinned at the end of the charge.  If the charge would have brought you within 1” of an enemy fighter, stop at 1”.

Post-Battle Sequence Special Rules

· In the post-battle sequence these special rules are in effect:
· Only Trading Post / Black Market purchases are allowed (TP/BM standard prices, not gang list prices). Gangs do not have access to their Gang Equipment Lists.  If an item is only available from a gang equipment list, it is not available during this phase.
· Gangs cannot recruit fighters (including Fresh from the Academy), hangers-on, or brutes.
· All Trading Post & Black Market items have +4 Rarity [e.g. Rare(9) becomes Rare(13)].
· There is no distinction between Trading Post, Black Market, and Illegal items for actions.  Make a single roll for trading actions.  No checks are required to perform the trading action based on gang outlaw status. 

Note: this means the only opportunity to add fighters during The Great Darkness after gang creation is via Hive Scum / Bounty Hunters / Dramatis Personae recruited in the Pre-Game sequence.

· Only Campaign-Wide Boons are available, but are available immediately at the end of the battle (in case they impact actions).


Other Phase Rules

· House Favors - not available
· Alliances - not available
· Petitioning Agents - not available
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Here is where gangs can catch their breath, patch their wounds, and pick a side in the rebellion.

Sympathizers and Challenges

If a gang has no sympathizers they will be randomly assigned one of the unclaimed sympathizers.  All other unclaimed sympathizers are removed from play.  They were unswayed to join the conflict.

Fighters Recover

All fighters currently in recovery are automatically cleared for return.

Captives Are Returned

All captive fighters are automatically returned to their gangs.  Former captors receive half of their value in credits rounding up to the nearest 5.

Promotion

Any Juve or Prospect with five or more Advancements can be promoted and their fighter type is changed accordingly.  Note these fighters keep their current equipment and skills but any future equipment or skills access comes from their new fighter type. 

Recruitment / Equipment

	Availability

· Gang Equipment lists again become available. 
· Gangs recruit fighters, crew, vehicles, hangers-on, and brutes.
· Items from Trading Post & Black Market return to normal rarity.
· Trading Post, Black Market, and Illegal items distinction returns.  Based on Lawful/Outlaw gang status, make checks to perform trading actions. 

	Trading Post Action

Perform trading post actions with your leaders/champions as if in a post-battle sequence to get bonuses for your rarity rolls (Will need to test for outlaw, etc.). Additional credits and stashed credits can be spent at the trading post in addition to house lists.

	Gang Sympathizers Spark of Rebellion Boon

· Each gang rolls 2D6.
· On 10+, recruit a free fighter with the Gang Fighter(Ganger) rule.  
· Does not include equipment.

Additional Credits

· Gangs gain 400 credits which must be spent on vehicles, crew, mounts, and fighters that come with mounts by default.  Trading post items can be bought with these credits if they are assigned to one of these models.
· Gangs gain 250 Credits which may be spent freely on any type of recruitment or equipment.
· All 650 credits must be spent.
· Can also spend any credits in the stash.

Declare Allegiance

All gangs must declare their allegiance to either the Imperial House or Lady Credo’s Rebellion.  Any gang can declare for any side.  

Allegiance Emissaries
· During the Pre-Battle Sequence, roll D6 – on 4+, the gang may recruit one of their emissaries for this single battle, for no cost, and ignoring any of that character’s usual restrictions on who they will fight for.  
· Make this roll even if two gangs with the same allegiance are fighting.  If both gangs can take an emissary, roll off to choose which one is chosen.
· Note: Proxy models are our friend!

Imperial House Benefits

· Imperial Emissaries
· Lady Haera Helmawr
· Cyniss
· Deep Pockets: 
· When generating income from sympathizers, the gang gains a bonus of D6x10 credits (total, not per sympathizer).

Rebellion Benefits

· Imperial Emissaries
· Lady Credo
· Athera and Stix
· Stars in the Ascendancy: 
· Each time the gang wins or draws a battle, they gain a +1 bonus reputation and a free savvy trader action.

Tactics Cards

Revise your tactics deck if you would like now that Sector Mechanicus and Ash Wastes will be the battlefields. 

You can have a separate deck of 12 for each battlefield if you choose.


Race to the Top

There will be a mid-campaign special battle called Race to the Top! Station power is back and access to the upper levels of the station is restored.  A small group of fighters from each gang race from level to level to make it back to the security of their House in the upper levels.
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In this Phase, gangs defend their Sympathizers against rivals and fight to seize those held by other gangs.

Sympathizers and Challenges

· Challenge Order:
· Gangs will be ordered from the fewest sympathizers (lowest gang rating to break ties) to the most sympathizers.  Cycle 4 updates must be completed beforehand!
· This will be determined in the week before the next cycle. 
· For purposes of determining order, unresolved games will count as +1 sympathizers for the gangs. 
· Each gang in order will identify a sympathizer already claimed by another gang and challenge the gang holding the sympathizer to a battle. No other gang can challenge this gang. 
· This challenge must be accepted. 
· This results in each gang challenging once and being challenged once.
· If the challenger wins, the sympathizer transfers to the challenger.  
· The Campaign-Wide Boon and Spark of Rebellion Boon from the sympathizer become available in the post-battle sequence.

Gangs may play games in any order and even additional pickup games before resolving sympathizer challenge games but the challenge game must be completed in the cycle.

Additional Challenges

· No sympathizers are won or lost.
· Gangs can still earn XP, Reputation, and Boon benefits from existing sympathizers excluding boon income rolls or boon discounts.  
· Scenario income from winning conditions is capped at 60 credits.

This allows players available to play more frequently to do so while ensuring a more equal opportunity for other players as the game progresses.

Gangs may play games in any order and even additional pickup games before resolving sympathizer challenge games but the challenge game must be completed in the cycle

Scenario Selection	Comment by Nicholas Hill: Phase 3 Scenarios TBD for final list

Roll D2 for 10s place and D6 for 1s place and consult the list below.

11. If fighting over a Sympathizer, treat results as 12.  Bonus games: the gang with fewer sympathizers chooses any scenario from Necrodamus - use good judgment on if the scenario is appropriate for Zone Mortalis setup. Roll off in case of a tie. 
12. The gang with fewer sympathizers chooses any scenario from items 13-24. Roll off in case of a tie. If the scenario can be used with either Sector Mechanicus or Ash Wastes rules, the gang selecting the scenario chooses the setting.
13. Gunk War (SM)
14. They Came From Below! (AW)
15. Out of the Storm (AW)
16. Parley Showdown (SM)
21. House of Pain (SM)
22. Battle of the Riftways (AW Rolling Roads)
23. Street Fight (AW) or Bar Defence (SM) - Challenger’s Choice 
24. Market Mayhem (SM Version or AW Version) - Challenger’s Choice
25. The gang with more sympathizers chooses any scenario from items 13-24. Roll off in case of a tie. If the scenario can be used with either Sector Mechanicus or Ash Wastes rules, the gang selecting the scenario chooses the setting.
26. If fighting over a Sympathizer, treat results as 25.  Bonus games: the gang with more sympathizers chooses any scenario from Necrodamus - use good judgment on if the scenario is appropriate for Zone Mortalis setup. Roll off in case of a tie. 

Rescue Scenario

If the attacker is attempting a rescue scenario to free captives, play the Escape from Hive Zalktraa scenario (Sector Mechanicus).  Rescue scenarios are always bonus games and are not part of the original challenge cycle but the challenge must be accepted and resolved within one month.

Battlefield Setup

Scenarios are fought in Sector Mechanicus or Ash Wastes terrain (the dilapidated eco domes at the top of the station).  Unless the scenario specifies otherwise or the opponents agree, the default board size is 4’x4’.  (For Rolling Roads GW recommends 4’x6’)

Pitch Black

Is no longer in effect.

Deteriorating Space Station Conditions

Are no longer in effect.

Ash Waste Battles

Roll D6 for Season: 1-2 Season of Flame, 3-4 Changing Seasons, 5-6 Season of Ash
Roll D6 for Region: 1-3 Near Wastes, 4-6 Far Wastes

Post-Battle Sequence Special Rules

	Both Campaign-Wide and Spark of Rebellion Boons are available.  

Other Phase Rules

· Tactics Cards - Your tactics card deck can be revised at the start of Cycle 5.  You can create two separate decks for Sector Mechanicus and Ash Wastes.
· House Favors - available at the start of each cycle before a gang’s first battle if the gang is in the bottom three gang ratings at the start of the cycle.
· Alliances - Available with Arbitrator approval (this could be OP).
· Petitioning Agents - Available.
· Mounted Condition
· Fighters with the mounted condition may be used in both Ash Wastes and Sector Mechanicus missions.
· Mounted fighters are not required to be included in the random selection for the Sector Mechanicus setting if the controlling player does not want to include them.  
· A fighter can choose to deploy with or without their mount in any Sector Mechanicus setting if decided before crew selection (e.g. no random load-out cards required).
· A mounted fighter cannot climb but can move up ramps. (And jump across gaps!)
· A mounted fighter taking damage due to falling off terrain above 3” takes 1 extra point of damage.
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Battlefield Edge and Models

· Models cannot voluntarily move off the battlefield edge unless specified by the scenario. (This includes when an opponent is controlling an enemy fighter.)
· Battlefield edges are counted as hitting a solid object for purposes of Knockback. 
· Unless otherwise specified, battlefield edges are counted as Impassible Sides for purposes of vehicle Loss of Control tests and vehicle collisions with the board edge. 


Blast Trait + Pitch Black / Visibility(X)

Pitch Black:
· Up to 12” away: hits and scatters per normal.
· Up to 24” away:
· Hit: Scatters D6” (ignore misfire result)
· Miss: Scatters 2D6” and roll separate D6 for misfire check
· Beyond 24”: Move directly back towards the fighter to 24”

Visibility(X):
· Up to X” away: hits and scatters per normal.
· Up to 2X” away:
· Hit: Scatters D6” (ignore misfire result)
· Miss: Scatters 2D6” and roll separate D6 for misfire check
· Beyond 2X”: Move directly back towards the fighter to 2X” and resolve at 2X” away.


Bottle Tests

If the starting crews for both gangs are 5 fighters or fewer apply a -1 to any bottle test rolls. Gangs are aware they are in a smaller dust-up and aren’t as readily scared away. 


Crew Cap	Comment by Nicholas Hill: I have concerns about some scenarios having "Custom" as their Crews rule and gangs with 15 fighters being problematic to play.

If a scenario does not specify the number of models in a crew, the total crew for the battle is capped at 10 including Underdog Hive Scum.  Any special rules (e.g. Cawdor, Bounty Hunter You Get What You Pay For, Tactics Cards) will supersede this limit.

Examples: A gang has 12 available fighters.  In a “Random (D3 + 3) + Reinforcements” mission, the player rolls Random(5) for their starting crew.  The player can only bring on 5 random reinforcements.  The total crew is capped at 10, so two fighters will not join the crew.


Engagement Range and Vertical Distance	Comment by Nicholas Hill: RAW any vertical distance breaks engagement. This applies to base to base. It also impacts versatile weapons.  An example is a Halamite Rider with a 2" versatile lance... RAW it cannot strike a fighter riding 2.1" above the battlefield on a vehicle, even though the two models themselves would be eye to eye.

When measuring the distance between bases for engagement range, ignore the first 1” of vertical distance.  If an engaged fighter performs a Fight(Basic) action and their base is more than ½” higher than their target, add +1 to hit rolls.


Experience

Taking a Brutes out of action earns the enemy fighter 2XP instead of 1XP.


First Doctor Visit Half Off!

The first time a gang performs a medical escort action in the campaign, the cost of treatment is 2D6x5 credits.


Gang Specific Special Rules

Enforcers:
· Hardcase Cyber-Mastiff is 70 Credits
· Photo-Goggles on house list for 35 Credits

Outcasts:
· Photo-Goggles on house list for 35 Credits


Ganger of the Game

After each battle, opponents can agree on a “Ganger of the Game” and give out 1 bonus XP to a single model who did something extraordinary that match. This should be something cool and surprising (or even a super dumb way to die), not a way to give the guy with the best gun who shot a lot of people extra XP.


Hive Scum

If the only fighters a gang has remaining on the battlefield are Hive Scum hired guns, add 1 to bottle tests and a -1 modifier to cool checks.  (Hive Scum aren’t willing to risk their own safety for the good of the gang if their employers are no longer present.)


Lasting Injuries / Damage Cost Adjustment

Lasting injuries affect fighter/vehicle ratings just like advancements affect fighter/vehicle ratings: 
· -1 Willpower or Intelligence. -5 credits
· -1 Cool or Leadership. -10 credits
· -1 Initiative. -10 credits
· -1” Movement. -10 credits
· -1 Weapon Skill or Ballistic Skill. -20 credits
· -1 Strength or Toughness. -30 credits
You can manually adjust the injured fighter’s cost in Yaktribe under “functions”.


Leadership Skill Overseer / Order (Double) 

The Leadership Skill Overseer is banned. Instead,  ALL Leaders may use an Order action once per battle:

Order (Double): If the leader is Standing: Active, the leader may target a friendly fighter with the Gang Fighter(X) rule or Champion (X) rule that is visible and within 6”. That fighter immediately activates and may take 2 actions as if it were their own turn. This can be used on targets that are not ready and does not affect their ready status if they are ready.


Missed Shots

· Missed shots hit models on a D6 result of 1 instead of a 1-3 (unless in engaged). 
· If the original target benefitted from cover from a model, missed shots still hit the model granting cover on 1-3. 
· Prone fighters and fighters in cover cannot be hit by missed shots.
· Friendly models cannot be hit by missed shots if within 1” of the shooting model’s base.


Moving Through Fighters / Engagement Range

· Fighters cannot move through any other fighters, both friendly and unfriendly, regardless of status (standing, prone, or seriously injured).
· Fighters cannot move within 1” of an enemy fighter unless:
· Ending a Charge(Double) action in base-to-base contact / versatile range with the fighter.
· Ending a Move(Simple) action within versatile range and making a Fight(Basic) action with a versatile weapon against that fighter in the same activation.
· Enemy fighter is Seriously Injured
· The Acrobatic Skill allows a fighter to ignore both enemy and friendly fighters.


Non-Campaign Players

If a player doesn’t want to officially join the campaign and be required to play two games per cycle, they can join at any time and play “Additional Challenge” games.  The Non-Campaign gang will get full benefits from playing the scenarios regarding rewards, but the Campaign gang is still limited to Additional Challenges rewards.

The Non-Campaign Player needs to join Yaktribe so we can add their gang to the campaign and then can play casually as they’d like with Non/Campaign/Campaign gangs.  No Non-Campaign challenge must be accepted.


Pitch Black / Visibility(X) Wargear Clarifications

· Escher Cutter  - Movement reveals a fighter in Pitch Black as if they had fired a weapon.
· Photo-Goggles - Can make ranged attacks and charge targets 12” away under Pitch Black and +9” away under Visibility(X). 
· Photo-Lumens - can make ranged attacks and charges targets 12” away under Pitch Black and +9” away under Visibility(X).  Always revealed in Pitch Black and can be seen +9” away under Visibility(X). 
· Infra-Sight - Only ignores Pitch Black and Visibility(X) on an aim action.  (Note: Always ignore smoke without aiming per normal).
· Jump Booster - Use of a jump booster reveals a fighter in Pitch Black as if they had fired a weapon.
· Mounted Condition - Use of a non-animal mount reveals a fighter in Pitch Black as if they had fired a weapon. (If you model a non-animal mount, you deserve the advantage.)


Reinforcements

· Each individual reinforcement model is deployed one-by-one (excluding pets).
· If deployment is randomized (e.g. random board edge), the randomization takes place for each individual model.
· Unless a scenario specifies “controlling player” places the reinforcements (e.g. The Marauders), the core reinforcement rules apply for each individual model (e.g. Assassin in the Spire):
· 1-2: Enemy Player Deploys
· 3-6: Controlling Player Deploys


Smoke Trait

· 5” Smoke Marker
· An imaginary cylinder rising from the marker to 3” above the marker.  
· Blocks the line of sight into, through, or out of this cylinder.
· Is not blocked by any vertical blocking terrain (such as platforms or levels)
· Template weapons:
· Can be fired into, out of, or through smoke without penalty.
· Blast (X) weapons:
· Center of the template can be placed within smoke with a -1 to hit.
· Cannot be fired out of smoke.
· Cannot be fired through smoke.
· All other range weapons:
· Cannot be fired into, out of, or through smoke.
· Charging:
· Models can charge out of smoke without restriction. 
· Models can charge into smoke or through smoke. 
· If the target fighter would be eligible for reaction attacks due to B2B or versatile engagement, roll a D6 with the following modifiers:
· +1 if the charging fighter has a higher initiative than the target
· -1 if the charging fighter has a lower initiative than the target
· On a 4+, the charging fighter gets to resolve attacks first, otherwise, the fighter being charged gets to perform reaction attacks before the charging fighter performs their Fight(Basic) action.
· The charging fighter gets all benefits from charging even if they attack second.
· Models can always charge around smoke even if through smoke would be the shortest route possible.
· Fight Actions into, out of, or through any smoke:
· Base-to-base close combat attacks are resolved as normal.
· Versatile close combat attacks suffer -1 to hit modifier.
· Coup de grace is resolved as normal.


Subplots

Players may use one randomly generated generic or House specific subplot for additional objectives in any scenario (See Resources for Necromunda Ultimate Rules).


Tactics Cards

Custom(X) Cards:
1. When instructed to select cards, instead randomly select X+1 cards.
2. Discard one card.
3. Always select custom cards before any random cards.

Random(X) Cards:
1. When instructed to select Random(X) cards, draw/roll for X. 
2. If a random card cannot be used in this scenario because it only applies to a model type that is not in the crew, you can redraw the card one time after showing the card to your opponent.
3. If the second card is also unusable, you still have to accept that card.


Banned / Altered:
1. All Tactics Cards that let you “recruit” extra fighters: These fighters do not count as crew size for purposes of bottle tests but also do not count as seriously injured/out of action for bottle tests (like pets).
2. Click: Do not delete Limited ammo from a fighter's card and instead treat the ammo as Scarce for this battle.
3. Dangerous Footing: Banned
4. History of Violence: Cannot be used if your opponent has no alternate fighters available to join the crew.
5. Unnerving Whispers: If the enemy fighter fails their willpower test, remove their ready marker, and immediately activate the fighter per the results of the insanity D6 roll.  This does not count as the enemy gang’s turn.


Trading Post / Item Rules

· Corrupted Items - Only available to Chaos Corrupted Gangs, Chaos Helots, and Corpse Grinder Cults.  Only one copy of each item per gang.
· Falsehood - Banned.
· Frenzon Collar - Limit one per gang.
· Xenos Items - Only one copy of each item per gang.


Underdog Bonus

· For all scenarios in the campaign, the underdog bonus is determined by total Gang Rating - superseding any scenario-specific rules (e.g. starting crew rating).  This is to serve as a campaign balance mechanism more than a scenario balance mechanism.
· After drawing tactics cards as specified by the scenario, the underdog may “spend” the rating difference to purchase Underdog Bonuses below.
· The first 200 credit difference in gang rating must be used on Random Tactics Cards

	Limit
	Bonus
	Notes
	Cost

	0-2
	Random Tactics Card
	From the gang's deck of 12.  Must be used up first.
	100

	0-2
	Random Underdog Tactics Cart
	See House Rules for List
	200

	0-1
	Free Slopper
	Roll a D6 for each fighter/crew in recovery before selecting the crew.  On a 6 the fighter comes out of recovery before the battle and is eligible to join the crew.
	100

	0-1
	Free Ammo Jack
	Get a free Ammo Jack for the battle and post-battle sequence (never joins the crew).
	100

	0-1
	Free Fixer
	Get a free Fixer for the battle and post-battle sequence (never joins the crew).
	100

	0-2
	Hire a Generic Hive Scum
	Up to 40 credits worth of free weapons and gear. Cannot bring crew size above crew size listed in the scenario (i.e. no Get What You Pay For). 
	100

	0-1
	Custom Tactics Card
	Truly custom: pick a card from your deck of 12.
	300

	0-1
	Hire a Friend	Comment by Nicholas Hill: This one may need massaging as we try this out.  May rely on us being friendly and not breaking something.  The intent here is to let people be creative, use existing models instead of having to paint up new ones, and use old favorites.  It is inspired by Outcase Leader rules where you can use any fighter profile.  Charles has had success with it in his BK campaign.
	Hire any type of fighter up to 300 credits in value after equipment from the following options:
· Any fighter profile in any Necromunda book (similar to outcast leaders) excluding Brutes.  All default equipment must be included.  Any additional equipment must come from the rules associated with the fighter.
· An old fighter from a previous campaign you participated in.

This fighter gains the You Get What You Pay For rule.

Ideas:
· A facsimile of a model you have in your gang that is in recovery.
· A house agent.
· A fighter from an alliance.

	300






Underdog Tactics Cards

	D    D26
	Name
	Play Timing
	Effect

	11
	Decoy
	After starting crews have been chosen, nominate a friendly fighter but do not reveal this tactic to your opponent

	If this fighter is taken Out of Action by an enemy Gang Leader or Champion, they gain +D3 bonux XP and 2D6x20 credits at the end of the game

	12
	Giant Killer
	After deployment, before the first round.
	For the duration of this battle, friendly fighters gain an additional +1 bonus XP for taking an enemy Out of Action

	13
	Grateful Trader
	After starting crews have been chosen.
	Choose one legal item from the Trading Post that is not a weapon, worth up to a value of 3D6x10 credits, and with an unmodified Rarity value of 10 or less.

Choose a friendly fighter.  For the duration of this battle, they count as being equipped with this item.  If you win the battle, they may keep it - otherwise, it is lost.

	14
	Hard Training
	After starting crews have been chosen, nominate a friendly fighter but do not reveal this tactic to your opponent
	When the nominated fighter activates for the first time, reveal this Tactic.

For the duration of this battle, the fighter gains one Primary and one Secondary skill of your choice.

	15
	Miraculous Recovery
	After starting crews have been chosen.
	One friendly fighter who is in Recovery may immediately leave this state, then be swapped in for any fighter on your starting crew.

	16
	Old Wound
	After starting crews have been chosen.
	Choose an enemy fighter.  They begin the game with a Flesh Wound.

	21
	Paid in Full
	At the end of the game.
	For each friendly fighter who was taken Out of Action, gain D3x10 credits.

	22
	Secret Stash
	At the end of the game.
	IF at least one friendly fighter survived the battle without going Out of Action, gain 3D6x10 credits.

	23
	Sudden Death
	After starting crews have been chosen, nominate a friendly fighter but do not reveal this Tactic to your opponent.
	If this fighter takes an enemy Gang Leader or Champion Out of Action, gain 3D6x10 credits.

	24
	Survivalist
	After starting crews have been chosen, nominate a friendly fighter but do not reveal this Tactic to your opponent.
	At the end of the game, reveal this tactic.  If the fighter did not go Out of Action during the battle (or did not Succumb to Injure), they gain +D6 bonus XP.

	25
	Wandering Doc
	At the end of the game.
	You may take on free Medical Escort Post-Battle Action.

	26
	Welcome Stranger
	After starting crews have been chosen.
	For the duration of the battle, you may recruit one free Hired Gun, worth up to 200 credits.  If you have no model for this fighter, disregard this result and re-roll.



Web Trait

· A fighter becoming “seriously injured” from the Web Trait does not trigger nerve tests.
· A fighter going Out of Action from recovery rolls does trigger nerve tests.

Wyrd Powers

· Continuous Effect
· In order to maintain a Continuous Effect, at the start of their activation, the Psyker must either:
· Perform a Maintain Control (Simple) action:  Make a Willpower test, adding 3 to the result.
· Make a Willpower test with no modifiers.
· If the action is not performed or the Willpower test is failed, the Continuous Effect expires at the start of this fighter’s activation.
· The Psyker must make this choice and test separately for all Continuous Effects if more than one is active.



[bookmark: _eodt05wbqa4a]Vehicle Rules Retooling


Our general takeaway after Ash Wastes was vehicles need work…

· Boarding/Disembarking Vehicles
· Fighters climbing vehicles that end their activation on a transport bed treat the vertical distance as if there was a ladder (i.e. no climbing movement penalties).

· Collision Damage Table
· Collision damage is calculated based on the moving vehicle’s toughness instead of movement to represent the size/weight of the vehicle.
· +1 Strength and -1 AP if the moving vehicle moves more than 6” before the collision)

	Vehicle Facing Toughness
	Strength

	AP
	Damage

	1-3
	3
	-
	1

	4-6
	5
	-1
	1

	7-8
	7
	-2
	2

	9+
	9
	-3
	3



· Custom Vehicle Creation Buffs	Comment by Nicholas Hill: The intent here is parity with pre-built vehicles.  But maybe that is not necessary if we kill "ridge" vehicles.  I personally like how hard vehicles are to whittle down.  It makes it exciting and people can still get lucky results.  It impacts all gangs equally except Ash Waste Nomads.	Comment by Nicholas Hill: We could give Nomads one free vehicle hit/wound reroll per game? To reflect their expertise and sniping vehicles.
· At the time of creation, custom vehicles can take the following value in upgrades for free in the number of slots listed before any other upgrades.  
· After the free upgrades are applied, this is the vehicle’s new “starting point”. The vehicle's base cost does not change, free upgrade slots are no longer available, and no normal upgrade slots are considered used.

	Type
	Free Credits
	Free Body Slots
	Free Drive Slots
	Free Engine Slots

	Light
	25
	1
	1
	1

	Medium
	50
	1
	1
	2

	Heavy
	75
	2
	2
	1

	Walker
	25
	1
	1
	1



· Custom Vehicle Repairs
· Custom vehicles do not cost extra to repair.

· Fall Damage
· Mounted fighters do not take fall damage if they did not move in their most recent activation.
· Fighters riding vehicles who get pinned from shooting within ½ an inch of the edge of the vehicle take an initiative test with a +1 modifier if on the transport bed.  If failed, fighters fall off the vehicle.
· Fighters that fall off a vehicle take damage based on the vehicle's movement in its most recent activation as if they were mounted.
· Fighters falling from mounts or vehicles take an initiative test to avoid taking damage.  
· +1 modifier <=5” movement last activation.
· -1 modifier >10” movement last activation.
· A mounted fighter taking damage due to falling off terrain above 3” takes 1 extra point of damage.

· Hull Point Cap
· Vehicles are capped at 4 Hull Points total (base profile + upgrades).

· Ride By Attacks
· Ride By Attacks can be made during a charge, but not against a model that will be the target of a subsequent Fight (Basic) (or similar) action as part of the charge.
· Reaction attacks use the weapon profile of the fighter, not the movement table.

· Trailers	Comment by Nicholas Hill: It has been proposed we ban trailers... as logistically they are crazy to play with... or even turn.
· All heavy vehicles can take trailers in addition to Cargo-8 Ridgehaulers and provide all benefits.
· Only adds 2 Hull Points to the vehicle, not 5.
· Each trailer incurs a -1 handling check penalty.

· Vehicle Cover + Missed Shots
· Vehicles grant cover both on the battlefield or riding on the vehicle if the model is obscured appropriately by the vehicle model.
· Missed shots for fighters getting cover from a vehicle hit the vehicle on a D6 1-3 instead of 1.

· Vehicle Movement Benefits / Drawbacks
· If a scenario rule gives a model a benefit for a certain type of movement (e.g. -1 to hit in rolling roads), then a fighter riding a vehicle gains any benefit the vehicle gains.
· If a scenario rule gives a model a drawback for a certain type of movement (e.g. insanity test moving > 6”), then a fighter riding a vehicle must test as well.   

· Vehicle Wargear House Rules
· Large Transport Cage: available at vehicle creation
· Antigrav Generator: available at vehicle creation
· Smoke Launcher: Each template placed triggers a 3+ ammo check.  A failed check means one fewer template is available for the rest of the battle. (e.g. 3 templates go down to 2 templates.) This is not affected by an ammo cache.

· Vehicle Weapon House Rules
· In addition to weapons from any vehicle-specific weapon list, vehicles can be equipped with any weapon available from the gang equipment lists available to gang leaders, champions, and specialists at gang prices.


[bookmark: _iisua9wktvrt]Zone Mortalis Battlefield Setup


The start of the campaign is set in Zone Mortalis.  These areas of the station are tight, claustrophobic spaces.  The games are actually “2D” in that there is no vertical movement.  LOS and cover are determined by the base, not the models.  Doors are a big component of moving around the Zone Mortalis setting.

The rulebook has a specific method of setting up Zone Mortalis but assumes players can access their GW-branded tiles.  In the resources sections, there are free PDFs of these.  Nicholas may be able to print some up for you if you can pay back for the 12x12 paper.

But there are other methods suggested below.  And the most important thing is that you and your opponent have fun.  Don’t let terrain stop you from having a good time in the Underhive and do whatever both players agree on.

Ash Wastes Rulebook Intro:

“Zone Mortalis battles are claustrophobic and dangerous affairs. Fought in cramped narrow
corridors with only occasional open a·reas, they represent the close-quarters fighting common in the deep chasms and caves of the Ash Wastes.  

For Zone Mortalis battles, the battlefield can be any shape and size - 3x3 or 3x4 12" square tiles is a  good size.”

Ash Wastes Rulebook Method (2D Tiles)

“Starting with the defender, or the winner of a roll-off (if there is no defender), players take turns to select and place a 12" square Zone Mortalis tile and some walls. Each tile after the first must be placed so that at least half of the length of one edge touches an existing tile. Both players continue to place tiles until the maximum number is placed, as described by the scenario.

Next, doors are added. Starting with the defender, or the winner of a roll-off (if there is no defender), each player may place as many doors and door terminals as they wish. Once at least three doors have been placed, either player may choose to place no more. The other player may then place one final door. 

Then, starting with the defender, or the winner of a roll-off (if there is no defender), players take turns to place D6 obstacles (to a maximum of three each) anywhere on the battlefield. After which, each player may place one ductway. (Note: walls/doors/ductways can be 2D markers)

Finally, if the scenario does not give special instructions for Loot caskets, each player, starting with the winner of a roll-off, places one anywhere on the battlefield that is not within 6" of an edge of the battlefield.”

Random Terrain Method (Use Whatever You Have at Hand!)

Utilize any terrain at hand that takes up a footprint (containers, buildings, ruined walls, Kill Team terrain, Zone Mortalis terrain).  This terrain represents the “walls” of Zone Mortalis and counts as impassable walls.

Divide the battlefield into an imaginary grid of 12”x12” squares.  Starting with the defender, or the winner of a roll-off (if there is no defender), place terrain wholly within in a chosen 12”x12” square.  After the first piece of terrain, each additional piece of terrain must be touching a piece of terrain already placed or have at least one part between 2”-4” inches of another piece of terrain.  When that player is done, the players alternate repeating the process with a 12”x12” square adjacent to one that already has terrain in it.

Note: If using Zone Mortalis walls and columns, columns and walls should be placed aligned on a grid with a standard double wall section between each column on the grid. This is so people can connect the different 12x12 sections, and also so that door sections will actually fit.

Next, doors are added. A door can be any marker (or terrain proxy) that closes off a 2”-4” gap between terrain pieces or between a terrain piece and the battlefield edge.  Starting with the defender, or the winner of a roll-off (if there is no defender), each player may place as many doors and door terminals as they wish. Once at least three doors have been placed, either player may choose to place no more. The other player may then place one final door. 

Then, starting with the defender, or the winner of a roll-off (if there is no defender), players take turns to place D6 obstacles (to a maximum of three each) anywhere on the battlefield. After which, each player may place one ductway.  A ductway can go through any part of the terrain <3” wide. (Note: walls/doors/ductways can be 2D markers)

Finally, if the scenario does not give special instructions for Loot caskets, each player, starting with the winner of a roll-off, places one anywhere on the battlefield that is not within 6" of an edge of the battlefield.


Into the Darkness Terrain Method (Thanks, Charles!)

If you have access to one set of Kill Team: Into The Dark terrain, use that set with the following rules modifications:
· You cannot climb over walls and all distances must be measured around walls.
· All hatchways begin closed and use the standard Door rules found in Necrodamus.
· Open hatchways can be moved through regardless of base size, as long as the moving model can finish their move outside of the door and part of their base goes through the open section of the door. 
· The following additional action is available: 
· Doorway Fight (Basic): This action is treated as a Fight (Basic) action and can be used if a model is in B2B contact with an open hatchway and it is not within engagement range of any enemy models on their own side of the hatch. Fight in combat with an enemy model that is within 2” of the other side of the hatchway as if the models were in Base to Base contact (note that this does not last to a follow-up coup de gras). 
· Ignore specified tile setup, instead roll a D10 and set up the terrain as shown in the following table (ignore the objective markers). 
· Starting with the defender, or the winner of a roll-off (if there is no defender), place D3+1 sets of terminals within 1” of any door. Any player can choose not to place terminals on their turn. 
· Then players take turns to place D6 obstacles (to a maximum of three each) anywhere on the battlefield. 
· If the scenario does not give special instructions for Loot caskets, each player, starting with the winner of a roll-off, places one anywhere on the battlefield that is not within 6" of an edge of the battlefield.
· In scenarios that use deployment from a board edge (standard deployment or otherwise), gangs using such deployment utilize the deployment zones shown in the dark colors in the provided layouts, rather than the scenario-specified deployment zone. Use common sense for modifying scenario setup rules as necessary to fit the layout. 
	Roll D10
	Terrain Layout

	1
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[bookmark: _yxh6vgftzdjf]YakTribe Instructions


Gangs and campaign resources are managed out of Yaktribe.  You will need to create a gang there to join the campaign.

1. Set up an account on yaktribe.
2. Request to join the meetup guild Uptown Wargaming using this link.
3. Message Nicholas on discord (nicholasahill#6948) to get added to the campaign roster.
4. Create your gang! Make sure you’re in the underhive section of yaktribe
5. A reminder to check the gang founding rules above.
6. Message Nicholas on Discord with the name of your completed gang to have it added to the campaign.

Josh (Cool Frog#0965) on discord can also assist if Nicholas is unavailable, but he plans on responding the same day.



[bookmark: _uoqtbf4v7xx]Resources



Necrodamus Rule

Necrodamus is a rules compilation, which although not perfect, is enough to play the game and build your gang!  There is both an interactive website and a full PDF. Usually updated within a month of a new release.

necrodamus.org

Necrodamus Tactics Card

Necrodamus is a rules compilation, which although not perfect, is enough to play the game and build your gang!  There is both an interactive library and a way to “build” a deck.

https://necrodamus.org/tactics


Necromunda Ultimate Rules

Another rules compilation. In my experience, has many more errors than Necrodamus, but has a layout some people like more. Additionally, it is a good resource for subplots and house favors, which may come into play during the campaign. 

1) ESSENTIALS BOOK https://www.dropbox.com/s/7en62bb42gteb6v/1.%20Essentials%20Book.pdf?dl=0 
(2) GANGS BOOK https://www.dropbox.com/s/upx0jpcc0cwwhof/2.%20Gangs%20Book.pdf?dl=0 
(3) VEHICLES BOOK https://www.dropbox.com/s/8fcq2hrroyv5goq/3.%20Vehicles%20Book.pdf?dl=0 
(4) EXTRAS BOOK https://www.dropbox.com/s/l4whmusifrw7bmb/4.%20Extras%20Book.pdf?dl=0 
(5) SCENARIO BOOK https://www.dropbox.com/s/ztmhb9szizvtdl4/5.%20Scenario%20Book.pdf?dl=0 

Tactics Card PDFs and Zone Mortalis Tiles PDFs

Tactic cards (may not be up to date), perfect quality scans of both classic and Badzone Delta-7 tiles, printable ZM paper walls, tokens, and high-res map:
https://mega.nz/folder/7TBl3JCS#KWHdqQ-DiSVGCaNLfE_yDA

Rolz.org Dice Room

If you need to make dice rolls (e.g. for special skills or trading actions) and do not have another campaign member to do the rolls with, you can use our virtual dice room.

Go Rolz.org and create an account.  Then enter the Dice Room name “eye_of_selene".  

Once you've signed up and joined the room you can bookmark: https://rolz.org/dr?room=eye_of_selene
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