Necromunda: Club Rules

The games will be run using the standard Necromunda / Outlanders rules except where mentioned below. Where a rule conflicts with a point made below, these House-rules will take priority.

Gang Members / Creation

1. Any gang may be used that appears in the main rules, Outlanders, the Journal, White Dwarf or Gang War. If the gang is not from either the main rules or Outlanders, a full copy of the gang's rules must be provided for your opponent to study prior to the game.

2. Each gang will be initially generated using a standard 1000 credit allowance.

3. Gangs will start with the standard number of territories appropriate to the type of gang they have chosen. These will be randomly generated as normal.

4. Gang members may be "retired" from the gang between games. All equipment belonging to that gang member then goes into the gang's stash. The player does not gain the value of that gang member in credits.

5. Both Normal and "Outlaw" gangs will be permitted.

6. Any gang that attains a gang rating of 3500 or above must be automatically retired. Spyrer gangs must be retired as soon as they achieve their objective.

7. Whenever possible, the post battle sequence must be done with your opponent immediately after the game. When this isn't possible, please remember that honesty is a virtue.

Weapons / Equipment

1. Equipment and weapons available in the main rules, Outlanders, the Journal, White Dwarf and Gang War will be permitted within the games. Where equipment and weapons are not from the main rules or Outlanders, a full specification must be provided for your opponent to study prior to the game.

2. Any gang member who carries more than one basic weapon is assumed to be encumbered.

3. Any gang member carrying a heavy weapon is assumed to be encumbered.

4. Models may opt to drop weapons and/or equipment at any point during their movement phase without movement penalty. Such items may be picked up by another model (of any gang on the table) who gets into base contact with it, at a cost of 2" of basic movement. Items cannot be picked up in the same movement phase in which they were dropped. The item is assumed to belong to the gang who is in possession of it at the end of the game. Any item that is dropped should have a suitable counter placed at that position to indicate its presence.

5. Any gang member who goes out of action during the game, but not as the result of a roll in the post game paperwork, does not automatically loose their equipment. All gangs are assumed to allow the losing side to recover their dead and wounded after the game.

6. A gang member who is in base contact with any figure who is out of action can expend their entire movement phase to remove one weapon or piece of equipment (other than armour, bionics, skull chips or any other piece of "in-built" equipment/ weaponry) of their choice from the out-of-action figure. Any equipment removed in this way is assumed to be the property of the gang who is in possession of it at the end of the game. Note - if a weapon has already failed an ammo roll this still applies, unless the new recipient has a suitable weapon reload.

7. Any character may carry any type of weapon, but may only use weapons which they would normally be permitted to use. E.g. a Juve can carry a heavy weapon, but cannot use it.

8. Whenever possible, figures should be "what you see is what you get". When this isn't possible, any variations should be pointed out to your opponent prior to the game.

Movement

1. Gang members cannot use a "run" move in order to scale a ladder or rope. They may run up to the base of the ladder, and from the top of the ladder, but movement up the ladder is at their normal "walking" movement rate. Run moves may be used to go down ladders and ropes. 

2. Any healthy gang member (i.e. not "down" or "Out of action") may help another character who is "down" to move if they are in base contact with them. This enables the "down" character to move a 3" stagger instead of the normal 2" crawl as long as the other character is with them. While performing this help, the healthy figure cannot shoot, run or charge into melee. If attacked in melee, they are assumed to drop the "down" character so that they can fight normally. A "healthy" figure can only help one "Down" figure at a time.

3. Any healthy gang member (i.e. not "down" or "Out of action") may carry another character who is "out of action" if they are in base contact with them. This enables the "out of action" character to be carried 3" in the movement phase if the "healthy" character started the movement phase in base contact with the other figure. While performing this help, the healthy figure cannot shoot, run or charge into melee. If attacked in melee, they are assumed to drop the other character so that they can fight normally. A "healthy" figure can only carry one "out of action" figure per turn.

Shooting

1. When rolling "to hit", the standard "rolling a 6 indicates an ammo check" rule is ignored. Instead, a separate artillery dice is rolled at the same time as the "to hit" dice. If this comes up with a "jam" symbol, then an ammo check is required. Weapons which use normally use artillery dice also roll this additional dice, but do not gain any extra "hits" from it. Ammo rolls are then performed in the normal way.

2. When shooting, your figure must be able to see the actual target it is shooting at. If the figure is facing the wall, it can't see anyone.

3. In order to shoot an opponent, you must be able to see part of the body (or clothing) of that figure. Just being able to see a weapon does not enable you to shoot them.

4. Any weapon, which fails an ammo check, is assumed not to have fired at the target it was being aimed at as the weapon has malfunctioned. Template weapons also have no effect if they fail their ammo check.

5. Swivelling a character on the spot that is carrying a "move or shoot" weapon does not count as movement.

6. Any shot which is measured is assumed to have been taken. If the shot is outside the range for that weapon, the jam dice must still be rolled to see if the weapon has malfunctioned (see 'shooting' point 1).

7. Any weapon which can contain more than one type of ammunition (e.g. a shotgun) and fails its ammo roll, roll 1d6. On a 4+ it is assumed to have malfunctioned. On a 1-3, it has just used all the ammunition of that type, so if the character has any other form of ammunition for that weapon, they may use that instead.

Melee 

1. Any model involved in melee that is carrying a basic, special or heavy weapon can only use one melee weapon as the other hand is assumed to be holding/supporting their other weapon.

2. Gang members who go out of action should be left on the table in the location where they went down.

Miscellaneous

1. Using a Juve (or equivalent) to screen a Heavy or Leader in order to force the "closest target" rule is cheesy. Don't do it.

2. If you find a loophole in the rules, don't use it. Please report it, so we can cover it in a revision of the house rules.
Optional Rules

The following rules are entirely optional and their use must first be agreed upon by all the players taking part in a game. You do not have to follow all optional rules; you may pick and choose which ones to follow.
Barrels

To use this barrel chart, you and your opponent must first agree on what is or is not considered a "Barrel" in your scenery. It does not have to be barrels at all; it could be crates or some other suitable container.

Details
Barrels may be shot at by any player and are considered to have a toughness of 6 with 1 wound. If wounded, roll on the following chart to determine the results. Barrels may also be attacked in close combat, but the player would have to be bloody stupid to do something so obviously stupid. If the model is affected by some kind of mind control, attacking a barrel counts as an obviously suicidal act. 

 D6 roll 

1-2
The barrel is destroyed and removed. No other effects. 

3
Barrel is destroyed and blown D6" in a random direction. 


Anything in the flying barrel's path takes a Str.4 hit. 

4
Barrel is destroyed and explodes. Any models within 3" of an exploding barrel 

take a Str.4 hit.

5
Barrel is destroyed and bursts open, spraying acid everywhere. Anyone 


within 2" takes a Str.5 hit and, if injured, are scarred horribly. Scarred models 

cause Fear from now on.

6
Roll a D6 to determine how many Loot counters had been stashed in the 


barrel. Then scatter each one D6" in a random direction. These counters 

may be picked up as normal. Loot counters are worth 2D6X10 credits
Additional Weapons 

Molotov cocktail 

Cost 
5 credits for one. Common Item

Details
A model with a Molotov cocktail must miss its movement phase to light the rag. If the model is shot by a person in overwatch, goes down, or gets out of action the cocktail goes off immediately. Once lit it must be thrown in the same turn, as it will explode. 

This weapon may not be used on overwatch....

2" Blast. Has the same effect as a flamer hit!

combi-weapon 
Cost  
Cost of individual weapons + D6x10 credits.

Details
May be used by any gang member with 60+ exp. Points and with a strength of 4 or more.

It consists of 2 basic weapons or a basic and a special weapon welded together into a bigger gun, it requires both hands to hold, due to the weight.
Each barrel may be fired individually as normal with a -1 to hit modifier. Both may be fired at once with -2 to hit modifier. 

