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UPDATE: 17/06/2017 
 

SUMMARY A.K.A THE ONLY BIT ALL PLAYERS MUST READ!!! 

BASE RULES 

SUMMARY READ MORE (LINK) 

Necromunda Community Edition (NCE) October 2016 update. ↗ NCE (OCT 2016) 

Outlanders Community Edition (OCE) October 2016 update. ↗ OCE (OCT 2016) 

This document will be updated with any rules clarifications in relation the 
the base rules or the campaign rules as I see fit. 

 
CLARIFICATIONS 

It is likely one or more new versions of the NCE and OCE will be released 
during the campaign but we will not be changing to a new version mid 
campaign. 

N/A 

The campaign uses a more granular income chart. GRANULAR INCOME CHART 

SCENARIOS 

SUMMARY READ MORE (LINK) 

Additional scenarios are in use in the campaign from the 2007 
Necromunda Scenario Design Competition. 

↗ SCENARIO COMPILATION 

The standard scenario table is replaced with a custom one depending on 
the sort of battle you are fighting. 

SCENARIO TABLES 

Hired guns gain permanent injuries and experience points and can 
advance just like normal gangers. 

HIRED GUN EXPERIENCE 

GANGS 

SUMMARY READ MORE (LINK) 

Alex is using an Enforcer gang. There are loads of alternative rulesets for 
these and no concensus on which one is best.  I created a blend of all of 
them designed to make the enforcers function as much like a normal gang 
as possible while still retaining their unique flavour.  As these are the most 
experimental rules in the campaign they are likely to be refined as the 
campaign progresses. 

↗ ENFORCER PRECINCT 
RULES 

Daniel’s gang uses base Van Saar rules but their backstory has them as a 
group of dabblers in biotech.  They use Van Saar rules but have a unique 
“Inventor” table. 

LINNAENS INVENTOR TABLE 

Nick is playing a Genestealer Cult gang but to begin with they are using 
Orlock rules with just a couple of unique weapon options.  Later they will 
develop into a somewhat different gang, but no need to worry about that 
until it happens.  

HIRED GUN EXPERIENCE 

The remaining gangs are standard NCE or OCE gangs (Escher, Goliath, 
Cawdor, Delaque and Ratskin Renegades). 

N/A 

https://yaktribe.org/community/vault/necromunda-community-edition-rulebook.1/history
file:///C:/Users/Adam.Bunn/Downloads/•%09https:/yaktribe.org/community/vault/outlanders-community-edition.591/history
http://www.specialist-arms.com/fanatic/92nscr.pdf
https://www.dropbox.com/s/4um0hqnj8xmfiz7/Enforcer%20Precincts%20in%20Necromunda.pdf?dl=1
https://www.dropbox.com/s/4um0hqnj8xmfiz7/Enforcer%20Precincts%20in%20Necromunda.pdf?dl=1
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HIRED GUNS 

SUMMARY READ MORE (LINK) 

We use the “hireling pool” functionality on Yaktribe so when you no 
longer need or cannot pay for one,  it must be released to the pool for 
other gangs to hire and not deleted. 

HIRED GUNS  

The number of hired guns in Angel Falls is not limitless, so the number of 
“fresh” hired guns you can bring to the campaign is strictly limited. 

HIRED GUN LIMIT 

Hired guns gain permanent injuries and experience points and can 
advance just like normal gangers. 

HIRED GUN EXPERIENCE 

When they gain advances, hired guns may renegotiate their fee or be 
headhunted by another gang. 

RENEGOTIATION 

From time to time I will add special characters who are available for hire 
just like normal hired guns – the campaign starts with 2 of these. 

SPECIAL CHARACTERS 

I am happy to consider allowing non-standard hired guns into the 
campaign (i.e. hired guns that aren’t in the base rules such as Ogryn 
Bodyguards).  If you want to use one please check with me first. 

↗ THE FORGOTTEN GUNS 
(HIRED GUN COMPILATION) 

TERRITORIES, CAMPAIGN MAP & WINNING THE CAMPAIGN 

SUMMARY READ MORE (LINK) 

The campaign has a map that illustrates the territories in Angel Falls and 
who controls them.  The most recent update to the map is always pinned 
to the top of the campaign Facebook group. 

↗ FACEBOOK GROUP 

There are several new territory types that are not found in the NCE or 
OCE. 

NEW TERRITORIES (A-Z) 

Control of territories dictates which gang is dominant in Angel Falls and 
therefore who is winning the campaign. 

ANGEL FALLS OUTLAW 
TERRITORY TABLE 

You can gain more territory by fighting certain types of battles. CAPTURING TERRITORY 

Gangs can receive boosts (e.g. additional cash, more influence in Angel 
Falls) by controlling all the territories in certain regions.   

 
 
REGIONS OF ANGEL FALLS 

TREACHEROUS CONDITIONS 

SUMMARY READ MORE (LINK) 

Outlanders contains rules for optional Treacherous Conditions to spice up 
your battles. 

↗ OUTLANDERS RULEBOOK 
(OCT 2016) 

Battles in some territories and regions of Angel Falls must use certain 
Treacherous Condition tables. 

 

 
REGIONS OF ANGEL FALLS 

 

  

https://yaktribe.org/community/vault/hired-guns-the-forgotten-guns.126/
https://yaktribe.org/community/vault/hired-guns-the-forgotten-guns.126/
https://www.facebook.com/groups/181535349022415/
file:///C:/Users/Adam.Bunn/Downloads/•%09https:/yaktribe.org/community/vault/outlanders-community-edition.591/history
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OUTLAWS & GETTING OUTLAWED 

SUMMARY READ MORE (LINK) 

Your gang can become outlawed if reported to the Watchmen (agents 
employed by the Guild of Merchants to help keep control of Hive Primus).  
You can report other gangs to the Watchmen.  Outlaw gangs are poor and 
scrub out a meagre living in the wastes. 

↗ OUTLANDERS RULEBOOK 
(OCT 2016) 

This campaign has a unique Outlaw territory table that overrides the 
normal one in the Outlanders book. 

ANGEL FALLS OUTLAW 
TERRITORY TABLE 

Controlling some territories/monopolies affects your chances of being 
outlawed. 

 

 
REGIONS OF ANGEL FALLS 

NARRATIVE 

SUMMARY READ MORE (LINK) 

This campaign is a semi-narrative campaign.  There is a backstory and I will 
try and convey this through updates on Facebook and occasional special 
scenarios, characters and unexpected interventions. 

N/A 

Participation in the narrative is encouraged. A good example of this is John 
(Cawdor) wanting to capture the drinking holes in Angel Falls and convert 
them into temples.  This comment led me to replace his recently captured 
Drinking Hole with a newly designed “Church of the Redemption” 
territory.  Things like this will make the campaign more successful.  

N/A 

  

file:///C:/Users/Adam.Bunn/Downloads/•%09https:/yaktribe.org/community/vault/outlanders-community-edition.591/history
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CLARIFICATIONS 

• HIDING (BASIC RULES) 
There has recently been some debate on Yaktribe about how close to terrain a model needs to be 

in order to hide, centred around the meaning of the word “behind”.  The community is split 

between it meaning “behind but at any distance” – meaning a model could hide in open ground if 

there happens to be an obstructing piece of cover between the model and anyone who would 

normally be able to target that model -  and “directly behind”. No ruling has yet been made on this 

for the NCE.  We will be using the “directly behind” meaning in the campaign – this means the 

model needs to be within 1” of cover to go into hiding. 
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ANGEL FALLS 
Angel Heights, as it was known before it became 

Angel Falls, was an unremarkable dome with an 

Administratum based economy whose greatest 

claim to fame was the large sump river winding 

majestically through it on its way down hive to 

the sump.  That would all change with the coming 

of the Great Quake. 

THE GREAT QUAKE 
“Hive quakes” are common in the Underhive 

thanks to the ancient and decaying domes and 

the incalculable stresses placed on the structure 

by its vast height and mass.  While such quakes 

can be devastating most quakes are localised and 

relatively harmless in the grand scheme of things 

– a sector dropped into a sinkhole or torn apart 

by the shockwaves of a quake can be entered 

dutifully into the Administratum annuls for the 

dome but otherwise is of little note. Occasionally 

however a much bigger hive quake strikes a 

dome. 

Nobody in Angel Falls remembers exactly when 

the Great Quake happened but common wisdom 

places it at a couple of hundred years ago.  At this 

time a hive quake of such magnitude struck that a 

fault line was opened that split the floor of the 

dome entirely in two, a jagged rip across the hive 

floor that caused one half of the dome to collapse 

completely into the dome below. Hab districts 

along the fault line were thrown into ruin, and 

the sump river winding its way through the 

dome, once a stately canal, suddenly terminated 

in a huge waterfall cascading over and down the 

new precipice edge into the dome below.  It 

wasn’t long before  

THE DOME BELOW 
As devastating as the Great Quake was, it also 

opened up countless opportunities for 

adventurers and gangs.  The entire dome below 

was a previously lost one, full of the promise of 

lost archaetoech, vast stores of loot and 

warehouses full of valuable equipment and 

weaponry.  The quake had also rent a vast cliff 

face providing access into long buried 

foundations, caves and tunnels systems below 

Angel Falls.  This was a time where vast fortunes 

were made, remembered in the Underhive as 

one of the greatest Dome Rushes of all time. 

Gangs that got in early and were lucky, brutal or 

cunning enough to survive quickly laid claim to 

the riches revealed by the Quake and retired 

uphive wealthy beyond their wildest dreams. 

THE RISING 
As the sump river continued to pour over the 

precipice it slowly filled up the dome below with 

its toxic sludge and waste liquids.  This time is 

remembered as The Rising. Latecomers to Angel 

Falls watched in anguish as imagined lucrative 

discoveries were gradually sunk below the 

inexorably rising sludge sea over the course of 

months and years. At the start of the Great 

Quake the dome floor below was believed to be 

several hundred feet below the precipice. By the 

time the Sludge Sea found its level and stopped 

rising, it was just 100 feet below the edge of the 

precipice, leaving only the tips of the very highest 

spires of the dome floor below above the surface. 

But for those gangs willing to put in the effort, 

Angel Falls still holds buried treasures and 

occasionally new sub domes, sectors, caves and 

tunnels systems are discovered offering a glimpse 

of what life was like in the old Dome Rush days.  

Meanwhile a thriving economy has sprung up 

across the precipice and across the surface of the 

Sludge Sea.  
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REGIONS OF ANGEL FALLS 
Most of the regions described here function 

purely as background information about Angel 

Falls and serve to justify why certain territories 

exist and explain their proximity to each other.  

Indeed, many of the “better” districts and 

quarters are to most intents and purposes 

completely closed off to gang activity (at least as 

the campaign begins).   

However, some regions do have some special 

rules that dictate the use of Treacherous 

Conditions and affect the likelihood of your gang 

being outlawed, and some powerful monopoly 

effects that kick in when a single gang controls an 

entire sector or industry. 

1. ADMINISTRATUM QUARTER 
The Administratum is a gargantuan bureaucratic 

institution spanning the Imperium from Terra to 

the Outlying systems.  It controls all aspects of 

life in the Imperium from birth registrations to 

the designated amount of water in a standard 

cup of recaf.  The Administratum requires 

countless workers and entire districts on 

Necromunda are routinely designated as 

Administratum Quarters. Such is the case in Angel 

Falls 

2. THE CUPOLA ANNEX 
The Cupola is a part of the hive that reaches up 

the outside of Hive Primus’ northern wall.  A long 

elongated dome that was once the domed roof of 

a cathedral or government centre.  Much of it has 

been built over and built upon over the centuries.  

Here and there you can still see it’s outline and 

the name has stuck.  This part of storey 456 sits 

atop the dome and is made up of minor 

warehousing districts for the adjacent wharf and 

housing and retail districts. 

3. ORPHEUS WHARF 
A standard Imperial pattern airway docking 

wharf-side area.  The whole region is given over 

to looking after various types and sizes of air and 

space vehicles.  Not the largest on Necromunda 

but capable of dealing with most small to 

medium sized bulk transports,be they military or 

civilian in nature.  It can also be used as a staging 

post for transport vessels to move back and forth 

between the planet and orbital ships stations.  

The wharf also supports more localised 

transports such as the ubiquitous Arvus lighter 

that will often act as an exterior taxi service to 

other parts of the Hive. 

4. MAIN SUPPORT STANCHION 
Hive Primus is a feat of engineering that is 

madness and majesty in equal measure.  Over the 

millennia buildings have been built upon 

buildings, tower blocks and spires become 

foundations, walkways and support struts for 

further development.  Historically when a dome 

became too full to cram any further development 

in it was closed off and a new dome built on top. 

This ever-growing structure necessitated a 

network of vast stanchions to support the hive.   

Nowadays most domes have at least one Main 

Support Stanchion, a vast plasteel column 

hundreds of meters in diameter, the reinforced 

walls of which enclose the main power, transport, 

water, heat and air conduits that keep the hive 

ticking.  Near the bottom of the Stanchion there 

are heavily defended controlled entry points into 

the lift chutes and airways that lubricate trade 

and the movement of cargo in the hive and 

maintenance ports and substations for critical life 

support and power systems.  Above this habs are 

built in rings around the Stanchion, with the most 

expensive hab blocks occupying a point with 

views across Angel Falls but before the air 

becomes too hot or toxic to scrub effectively. Still 

higher, the Main Support Stanchion branches into 

a series of massive support struts in the sky 

above Angel Falls.   

Smooth operation of the Stanchion is critical to 

the operation of the hive, so it is controlled 

directly by the Guild and the law is enforced by 

the Arbites, making it largely off limits to the 

underhive gangs and above the pay grade of the 

Angel Falls Enforcer Precinct.  However among 

other things its position above the settlement 

makes it a useful ingress into the dome’s 

ventilation system while the joints and platforms 

of the support struts are for the most part home 

to some of the dome’s vagrant population as the 
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intense heat and toxic atmosphere of the dome 

top tend to be shunned by everyone else.  

Treacherous: You must always roll on the High 
Winds table from the Outlanders Treacherous 
Conditions for any battle fought on territories 
in this district (i.e. either gang is attacking from 
a territory in this district or the gangs are 
fighting over an unclaimed territory in this 
district). 

5. PEACH TREE HABS 
This is a standard Necromundan Habitation area 

filled with STC accommodation buildings and is by 

far the largest hab sector in Angel Falls.  Some 

buildings have spaces large enough for just one 

person to live while others allow more room so a 

whole family can live together.  These habs have 

undergone some renovation recently and are 

considered a ‘better’ standard of living than most 

habs in Hive Primaris and are certainly among the 

best in Angel Falls.  The residents are almost all 

Administratum workers, and security is tight; 

historically gangs have moved in to Peach Tree 

but their residence has never lasted long. Still, 

the relative wealth of the sector makes Peach 

Tree a compelling opportunity for any gang 

willing to risk the increased chance of being run 

out of town. 

High Security: For each territory a gang 
controls in Peach Tree habs, deduct 1 from the 
roll to see if the gang is outlawed if reported to 
the Watchmen. 
 
Safe: Treacherous Conditions are never rolled 
for in battles fought in Peach Tree Habs. 

6. HAB WARD 456 PERIPHERAL 
Like Peach Tree Habs this is a hab sector built 

from STC habitation units. Unlike Peach Tree the 

hab units are cramped, much of the sector is in a 

state of disrepair, and security is correspondingly 

lower.  Most of the workers in the nearby 

Manufactorum and the residents of Silvertown 

live here. 

7. PRIORY CANTON 
The Adeptus Ministorum has a presence in many 

areas of Hive Primus and Angel Falls is no 

different.  The Canton is built around the Temple 

of Saint Celestine, perched on a flight of 101 

steps with a commanding view across Angel Falls.  

Since the Great Quake the Temple has become a 

minor destination for Pilgryms who are routinely 

seen ascending the steps, which it is customary to 

do on bare elbows and knees, a bloody affair that 

demonstrates the Pilgrym’s dedication to the 

Imperial Creed. The Temple is surrounded by a 

broad boulevards and minor chapels, alms 

houses and other Ecclesiarchy buildings.  In times 

of danger the Ministorum can call upon a large 

Frateris Militia meaning this sector is largely 

unscathed by gang activity. 

8. IMPERIAL MANUFACTORUM 
The manufactorum was sited primarily for the 

convenience of the sump river and the precipice, 

providing ease of access for huge cargo barges to 

deliver raw materials to the manufactorum, a 

ready source of coolant fluid in the form of the 

sump waters, and a convenient dumping ground 

over the edge of the precipice for waste 

byproducts, effluent and excess goods produced 

as a result of mistakes in the goods quota by the 

Administratum.  

 

9. SILVERTOWN 
This district thrives on sump river based trade 

and industry.  The hive generates all sorts of 

liquid waste and river borne flotsam - some of it 

useful, most of it not – and a large industry has 

grown up here with operations ranging from lone 

prospectors panning the sump for saleable wares, 

to gang and corporation run chem pits and 

sluiceworks dedicated to separating useful 

chemicals from the sump.  Silvertown also acts as 
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the primary dockyard for the Sump Traders that 

ply the river and Trawler operations that 

routinely dredge the river bottom in search of 

archaeotech, and contains Angel Falls’ main toll 

bridge across the sump river.  Silvertown workers 

are a course lot and the docks are full of illicit 

drinking holes, brothels, fighting pits and 

gambling dens.  On the whole the local Guilders 

and Enforcers turn a blind eye to the goings on in 

Silvertown, provided the inhabitants keep their 

activities contained. 

River Monopoly: If your gang controls all four 
Sumpworks territories in Silvertown (2 x Chem 
Pits, the Sluiceworks and the Sump Trawler) 
and works at least one of them then you 
generate an additional D3 random items rolled 
as usual per the Sluiceworks or Sump Trawler 
territories, and an additional 4D6 credits in 
income thanks to your monopoly over the 
supply of chemicals in Angel Falls.   
 
Entertainment Monopoly: If you control all 
four entertainment territories in Silvertown 
(Hive Guys, Fighting Pit, Drinking Hole and 
Gambling Den) your gang is fast becoming a 
local legend with a degree of protection 
against the authorities.  You may add 1 to the 
roll to see if your gang is outlawed if reported 
to the Watchmen. Furthermore, if you report 
the rival gang to the Watchmen in turn, that 
gang must deduct 1 from the roll to see if they 
are outlawed. You also count as controlling 1 
additional territory for the purposes of winning 
the campaign. 

 

10. PRECIPICE VIEW 
After the Great Quake an uphive conglomerate 

known as the OmniLight Combine purchased a 

swathe of land on the newly created precipice 

with the intention of developing a luxury hab 

complex to take advantage of the sensational 

views across the vast sludge sea below.  

However, for reasons that never became clear to 

the inhabitants of Angel Falls the OmniLight 

Combine was dissolved and Precipice View was 

abandoned half way through construction, 

leaving behind little but the hulking plasteel 

skeletons of the planned district.  Largely 

uninhabitable by your average imperial citizen, 

these digs are nevertheless relatively luxurious by 

the standards of most gangs while still being 

beyond the interest of The Guilders, making 

Precipice View among the most desired areas of 

Angel Falls for the gangs. 

11. THE EDGE 
Extending from the Manufactorum zone to Angel 

Falls itself, The Edge was once an extensive area 

of low class habitation blocks.  This district 

suffered badly in the Great Quake and most of its 

habs, transport arteries, trading districts and 

utilities were destroyed leaving little but a large 

swathe of ruins.  As the Edge exists under a 

permanent pall of toxic smog from the nearby 

Manufactorum nobody has yet seen fit to 

redevelop the district making the ruins a 

traditional hive of gang activity in Angel Falls.  

Recently, The Edge has been earmarked for 

future development leading to its addition to the 

patrol routes of the local Enforcers Precinct. 

Development Monopoly: If your gang controls 
all 5 Old Ruins territories on The Edge a degree 
of security will be brought to the district that 
will be rewarded with significant opportunities 
for development.  At the end of any game 
where you have a Development Monopoly, 
you may replace one of the Old Ruins with a 
Settlement. 
 
Treacherous: You must always roll on the Toxic 
Fog table from the Outlanders Treacherous 
Conditions for any battle fought on territories 
in this district. 

12. THE FALLS 
At The Falls themselves two industries on 

opposite ends of the spectrum have sprung up.  

News of the Great Quake and the falls spread far 

and wide in Hive Primus and the edge of The Falls 

encompasses a viewing complex, platform and 

virtual Falls & Sludge Sea tour operated by the 

Guilders, reserved for moneyed underhive 

tourists and visiting dignitaries. 

Below The Falls an altogether less salubrious 

existence is scrubbed out by the gangs and other 

low lives of Angel Falls.  At the area of The Falls 



A SUMP RUNS THROUGH IT CAMPAIGN SETTING & RULES 

 

the precipice face is vertical or indeed inverse at 

some points, and a network of precarious ladders 

and rope bridges connects a series of 

cantilevered platforms and dwellings.  Collapses 

of this structure are common.  This is a 

treacherous place and the primary means of 

scraping a living is homespun industry powered 

by makeshift water wheels, and giant sieve like 

nets rigged to catch detritus from The Falls. As 

almost everything of value has already been 

stripped from the sump by the upriver trawlers 

and panners of Silvertown this is a meagre 

existence indeed, but the settlement continues to 

grow downwards from the top of The Falls, 

fuelled mainly by the hope of discovering access 

points to new domes, spore caves and 

archaeotech hordes.  

Treacherous: You must always roll for 
Treacherous Conditions for any battle fought in 
The Falls. 

 

13. THE PRECIPICE  
The rest of the precipice face exposed by the 

Great Quake is more developed than the area 

near The Falls and provides more ready access to 

the foundations, tunnels and caves exposed 

under Angel Falls (though consequently most of 

the easy finds have of course been discovered 

and looted). The presence of Paradise Beach and 

Boardwalk Empire below means the settlements 

across the face here are more wealthy and more 

advanced construction is necessitated by the 

need to ferry people and goods up and down the 

face, leading to various lift systems ranging from 

extensive networks of switchback gangways and 

grox powered rope winches to fully mechanised 

platforms running on salvaged rails.  Control of 

the various lifts across the cliff face is hotly 

contested by the gangs in the area as they are a 

great money spinner. 

Despite the relative development, cantilevered 

platforms and dwellings still pepper the face of 

the precipice much like near The Falls themselves 

and death by falling or collapsing structures is not 

uncommon.  

Treacherous: You must always roll for 
Treacherous Conditions for any battle fought 
on the Precipice. This rule no longer has any 
effect once any of the Old Ruins have been 
replaced with a Settlement as a result of a 
Development Monopoly. 

 

14. PARADISE BEACH 
At the foot of the Precipice lies a narrow strip of 

land known as Paradise Beach that borders the 

Sludge Sea.  Paradise Beach is formed primarily 

from the remains of a semi intact causeway. Over 

time this causeway has been added to with 

wharves, jettys and warehouses, a place where 

the denizens of Angel Falls proper mingle freely 

and safely with the gangs of The Edge and 

Precipice and those who make their living on the 

Sludge Sea, thanks to the tacit authorisation and 

protection of the Guilders which has allowed the 

Baordwalk Empire trading post to establish itself. 

While the western stretch of Paradise Beach is 

centred on the Boardwalk Empire, the eastern 

end of is dominated by mountainous slag heaps 

hundreds of feet high created by the piped 

effluent and dumped byproduct from the 

Imperial Manufactorum on the precipice above. 

Trade Monopoly: If your gang controls all 4 
territories on Paradise Beach (1 x Wharf, 2 x 
Guilder Contacts and the Drinking Hole) then 
you earn an additional 3D6x10 credits income. 
However, half of this must be shared equally 
with the gangs operating the Precipice Lifts (if 
only one or neither lift is controlled by a gang, 
assume that share is given to the Guilders or 
other NPC operatives who are operating the 
lifts).   

 

15. SLUDGE SEA 
Nowadays the Sludge Sea supports a thriving 

maritime economy in Angel Falls.  Large flotillas 

of ships ranging from cobbled together rafts and 

dinghies to chemical powered paddle steamers 

ply the stagnant water along shipping lanes 

established between outposts tethered to the 

hive buildings below or built on the few spires 
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that still protrude from the surface of the sea.  

These towers have often retained much of their 

environmental seal, meaning they can still be 

descended, in some cases to ground level, 

hundreds of feet below the surface.  Such 

“sunken towers” can be a rich source of 

scavenged equipment and loot, and have the feel 

of raiding a sunken ship from ages past. 

What were once enclosed plexiglass walkways 

and atriums that soared among the heights of 

Angel falls now form a network of creaking, 

leaking undersea tunnels.  Cast in a permanent 

green half-light, these tunnels provide an eerie 

window into the depths under the sea surface for 

anyone willing to brave the pressure exerted on 

the tunnels by the surrounding sea (at least they 

do where they aren’t coated with a film of slime 

or sump algae).  Ruins of towers, cathedra and 

manufactora loom from the darkness below, 

while the sea is punctuated by the occasional 

sight of some drifting archaeotech, the detritus of 

everyday life and bizarre sludge borne predators. 

Meanwhile on the surface some previously 

airborne gantries now form causeways at or 

slightly above the water level. 

Whether by boat, tunnel or causeway, the Sludge 

Sea is eminently navigable by gangs looking to 

make their fortune out in the Angel Falls 

equivalent of The Wastes.  

Treacherous: You must always roll on the 
Bubbling Slime table from the Outlanders 
Treacherous Conditions for any battle fought 
on territories in the Sludge Sea. 

 

16. STANCHION ISLAND 
The Great Quake severed one of the main 

stanchions supporting the hive clean in two.  In 

the early years this stanchion towered hundreds 

of feet above the hive floor, acting as useful 

navigational aid to the prospectors and gangs 

exploring the shattered domes below.  But in 

time, as the Sludge Sea rose inexorably, the 

twisted and broken wreckage of the stanchion 

cross section became the largest and most 

distinct island in the Sea, it’s surface mere feet 

above the water level.  The numerous power, 

waste and transport conduits built into the 

stanchion made it a natural locus of Sludge Sea 

activity as enterprising underhivers quickly set up 

power taps and used them to power thriving 

holesteads and small trading posts.  What 

became known as Stanchion Island now forms 

the biggest and most organised Outlaw Trading 

Post in Angel Falls and an illicit entry point into 

the settlement for downhivers willing to brave 

the decaying transport chutes in the Stanchion 

and wealthy enough to pay the entry taxes levied 

by the gangs that run the makeshift “immigration 

centres” on the island. Trade on Stanchion Island 

is controlled by a conglomerate of gangs, pirates 

and traders who all have an interest in the 

smooth running of the Outpost and if there is 

anything that passes as order in the Sludge Sea it 

exists on Stanchion Island.  

Island Monopoly: If your gang controls all 4 
territories on Stanchion Island (Power Cable 
Tap, Toll Blockade, Drinking Hole and 
Settlement) then you generate an additional 
2D6x10 credits in income thanks to your 
monopoly over the activities on the island. 

17. THE BAD ZONE 
The dregs, twists and outlaws of Angel Falls make 

a living of sorts in the Bad Zone, beyond the light 

of the Precipice, a life lived in eternal gloom.  

Collectively known as Outlanders, for many of 

these underhive inhabitants the idea of dry land 

remains a distant dream – driven from the 

precipice, their lives are often lived entirely at 

sea, itinerant nomads forced to scrape a living 

among makeshift flotillas anchored unsteadily to 

the hive buildings below the surface and rubbish 

patches formed by the currents of the sea, their 

lives at constant risk from bands of marauding 

pirates and the dangers of the sludge sea itself.  

This far from the Precipice the light of the 

underhive settlements rapidly dims to nothing, 

forcing the outlanders to navigate and live by 

torchlight and jury rigged lanterns.  Many of the 

longer term inhabitants have evolved into blind, 

pallid creatures with enhanced senses of smell 
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and hearing to compensate. Barely human, they 

make their snivel 

18. DRY LAND/WORLD’S EDGE 
For many inhabitants of the Bad Zone the idea of 

dry land has passed into myth.  Maps of the Bad 

Zone routinely feature the location of a 

rumoured “Dry Land”, full of mineral wealth, 

across the sludge sea from the precipice, beyond 

the point where the dark sky and sludge sea meet 

to form the horizon.  Given the morals of your 

average Bad Zone inhabitant few really believe 

the veracity of such maps. But Outlanders have 

no hope of being accepted into life on the 

Precipice or even on Stanchion Island and it’s 

surrounds and are often driven halfway to 

madness by a life spent entirely at sea, so the 

maps can fetch significant sums and change 

hands dozens of times - especially when an 

adventurer appears at a trading post with 

apparent material evidence of Dry Land, fuelling 

fevered dreams of a fresh start to the human 

mind bereft of solid ground. 

Perhaps equally as likely are rumours of the 

Worlds Edge, a vast abyss where the Sludge Sea 

finds its level cascading to the depths below. It’s 

rare to find someone claiming to have witnessed 

the Worlds Edge and survived, but nobody has 

ever proferred a better explanation for why the 

Sludge Sea has a barely perceptible but persistent 

current that slowly drags unwary boats away 

from the Precipice. 

  



A SUMP RUNS THROUGH IT CAMPAIGN SETTING & RULES 

 

NEW TERRITORIES (A-Z) 
The following are non-standard territories not 

found in the NCE or OCE.  They are drawn from 

various fan made scenarios or created specifically 

to reflect locations in Angel Falls. 

CHURCH OF THE REDEMPTION VARIES 
On a crusade of prohibition, the gang has 

established a makeshift Imperial Church in what 

used to be a Drinking Hole or other den of vice, 

and begins to build up a congregation from which 

tithes are collected to support the gangs 

righteous work in Angel Falls.  Only Cawdor and 

Redemptionist gangs control these territories. If 

another gang captures one it reverts to its former 

territory type as the gang quickly re-establishes 

the old order. 

The longer you control the Church, the bigger and 

more consistent the congregation.  It generates 

D6x5 credits for each game you’ve controlled it, 

to a maximum of 6D6x5.   

DERELICT WORKSHOP 0 
You’ve discovered and occupied an old workshop.  

The vital equipment in the workshop is in 

disrepair and the has been looted for spare parts 

and stripped of wiring, but with care and a bit of 

luck it may one day be brought back to 

operational status! 

The Derelict Workshop generates no income 

when worked, instead roll a D6 each time a 

ganger is sent to work the territory.  On a 6, 

replace it with an actual Workshop instead. You 

may immediately roll for income from the 

Workshop as normal. 

ENFORCER PRECINCT 35 
The Precinct is the Enforcer players main base.  It 

generates 35 credits in operational budget for the 

Enforcer player.   

In addition, during the post-game sequence roll a 

D6. On a 6 your Precinct is reinforced with a new 

recruit.  Add a new Enforcer to your roster.  Note 

that the Enforcer has no equipment and only 

performs desk duties until given (at a minimum) 

his standard equipment of Enforcer Armour, 

Photo Visor, Filter Plugs, Smoke Bombs and 

Photon Flares at a cost of 30 credits in 

operational budget, after which he may 

participate in battles. 

Under normal circumstances The Enforcer 

Precinct can never be lost to a rival gang – 

capturing a precinct would require the gangs to 

unite, plan and execute a dedicated attack.  

That’s not to say it can’t happen, but it won’t 

happen at random!  If you would lose a territory 

to a rival gang as a result of a battle, and the roll 

to determine the territory indicates the Precinct 

is lost, the Enforcer player must choose an 

alternative territory to lose instead. 

FIGHTING PIT  2D6 x 10 
Your gang controls a lucrative fighting pit in 

which Chrono Gladiators and desperate or 

captured underhivers are paired off in combat to 

the death for the amusement of the denizens of 

Silvertown.  The Pit generates 2D6x10 credits 

when the territory is worked. 

In addition, instead of selling a captured fighter 

to the Guilders you can force them to fight for 

their survival in the Pit.  A fight with a known 

gang member as a combatant attracts a much 

bigger audience than normal, generating an 

additional D6x10 credits in income. Roll a D6 – on 

a 1-3 the fighter triumphs over the house 

gladiator and must be released to his gang. On a 

4-6, the fighter is killed by the gladiator.  You get 

to keep his equipment 

FORTIFIED OUTPOST  15 
Your gang has fortified a tiny remote island in the 

Sludge Sea against attack from rival gangs. The 

improved security and imposing impression 

granted by the fortifications allows you to do a 

small amount of trade with passing rafts, 

generating 15 credits, and its isolated and 

fortified position makes it a haven when under 

attack. 

If you would lose the Outpost to a rival gang as a 

result of a battle, roll a D6 – on a 4+ the territory 

remains under your control instead. 
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HIVE GUYS  20 
Your gang controls a franchise of the Underhive’s 

premier Grox Burger joint, the reliable proceeds 

from which generate 20 creds if a ganger is sent 

to work the territory. 

In addition, controlling such a well-known and 

respected operation does wonders for your 

gang’s reputation with the local authorities.  If 

your gang is reported to the Watchmen add 1 to 

the roll to see if your gang is outlawed. 

SLUICEWORKS 2D6 
Your gang controls a sluiceworks or panning 

station in Silvertown, used to separate chemicals 

and items from the Sump River which can be sold 

on for 2D6 credits. 

In addition, occasionally the Sluiceworks will turn 

up a genuinely valuable item or piece of 

archeotech that may be restored to working 

order and has somehow been missed by the 

bigger dredging operations upriver.  If the income 

roll is a double 1 the Sluiceworks generates no 

income but roll a D6.  On a 1-3 generate an item 

from the normal Rare Trade Table and on a 4-6 

generate an item from the Outlaw Rare Trade 

table. Add the item to your stash.  Thanks to their 

time in the sump, any weapons generated in this 

way have the Unreliable rule (any ammo roll of a 

1 causes the weapon to explode). 

SUMP TRAWLER 4D6 
Your gang controls the sump trawling operation 

that dredges the bottom of the Angel Falls sump 

river in search of useful or valuable items and 

material.  Mostly the operation turns up junk and 

scrap material that can be sold on for 4D6 credits, 

however in most hauls there are one or two 

items that once cleaned up can be used by the 

gang or sold for greater profit at the trading post. 

When the territory is worked you will also find 

D3-1 items that are added to your stash.  For 

each item roll a D6. On a 1-3 generate the item 

from the normal Rare Trade Chart, and on a 4-6 

generate it from the Outlaw Rare Trade Chart. 

Thanks to their time in the sump, any weapons 

generated in this way have the Unreliable rule 

(any ammo roll of a 1 causes the weapon to 

explode). 

SUNKEN TOWER  1D6 x 10 
Your gang has discovered an intact sunken tower, 

the top levels of which just break the surface of 

the Sludge Sea.  The lower levels of the tower are 

a good source of scavenged loot and archeotech 

which can be sold off to generate D6x10 credits. 

You may instead choose to roll 2D6x10 when 

rolling for income. If so, the ganger sent to the 

Sunken Tower braves the journey even deeper 

into the tower than normal.  However, on a 

double, the ganger gets lost or spends too long 

scavenging in the Tower - you generate no 

income this game and a randomly selected 

ganger who was sent to work territories this 

game automatically misses the next battle (you 

then gain the income from the tower after the 

next game).  On a double 1 the Sludge Sea 

breaches part of the tower, turning it into a 

Decaying Tower (see the Angel Falls Outlaw 

territory table). You generate no income this 

game and a randomly selected ganger sent to 

work territories is killed unless they can pass an 

initiative test. 

TOLL BRIDGE  2D6 x 10 
The gang controls the main toll bridge across the 

Sump River in Silvertown, generating 2D6x10 

credits from other gangs and traders wishing to 

use the bridge to travel through the settlement.  

However, if the roll is a double 6 then the bridge 

has broken down catastrophically in the open 

position.  You receive no income from the 

territory and must now pay either 2D6x10 credits 

to get the bridge repaired or abandon the 

territory (you may get a quote before deciding).   

If the income result is a double 1 a passing trader 

offers you a rare item in exchange for passage.  

You get no income for the toll bridge this turn, 

instead roll a d6.  On a result of 1-4 generate one 

item from the standard rare trade chart.  On a 

result of 5-6 generate one item from the outlaw 
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rare trade chart.  Place the item in your stash at 

no cost to your gang. 

WHARF D6 x 10 
Your gang controls an area of the wharves on 

Paradise Beach.   Docking fees and taxes on 

goods inbound and outbound from the wharves 

generate D6x10 income when the territory is 

worked.  In addition the Wharf is in prime 

position to overhear rumours about new 

discoveries out in the Sludge Sea.  Roll a D6 each 

time the territory is worked. On a 6 the Arbiter 

must reveal the true nature of a ? territory in the 

Sludge Sea. If there are no ? territories left, 

ignore this rule. 
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UNEXPLORED TERRITORIES 
Some territories are marked on the map 

with the icon to the right. These 

represent territories whose location is known or 

suspected but where the actual nature of the 

territory has yet to be fully established. 

More of these territories may be revealed as the 

campaign progresses. Once a gang gains control 

of an unexplored territory consult the tables 

below to generate the territory. 

PEACH TREE HABS 
The nature of this STC hab block is well 

understood but gangs don’t know what sort of 

operation they will be able to establish here until 

they’ve moved in to the hab. Roll a D6: 

1-2 Settlement 
3-4 Guilder Contact 
5-6 Friendly Doc 

HAB WARD 456 PERIPHERAL 
The nature of this STC hab block is well 

understood but gangs don’t know what sort of 

operation they will be able to establish here until 

they’ve moved in to the hab. Roll a D6: 

1-2 Old Ruins 
3-4 Vents 
5-6 Settlement 

THE PRECIPICE/ANGEL FALLS 
The face conceals a plethora of unexplored 

foundations, tunnels and caves under Angel Falls.  

Roll a D6 on the following table: 

1 Mineral Vein 
2 Power Cable Tap 
3 Tunnels 
4 Mineral Outcrop 
5 Spore Cave 
6 Archeotech Horde 

 

SLUDGE SEA/BAD ZONE 
Roll on the Angel Falls Outlaw Territory Table 

(next page) to generate this territory.  Reroll 

Rubbish Patch results.  Also reroll Dry Land 

results if the territory isn’t in the Dry 

Land/Worlds Edge sector! 

ANGEL FALLS OUTLAW TERRITORY TABLE 
Because of the unique nature of the Bad Zones in 

Angel Falls, ignore the normal Outlaw Territory 

Table and use the following one instead: 

11-13 Sludge Sea Rubbish Patch D3 
The gang finds nothing but a floating, putrefying 
refuse patch created by the currents of the 
underlying Sludge Sea. Count this as a Scrofulous 
Wastes. 

14-16 Decaying Tower 2D6 
The tip of a tower on the brink of collapse pokes 
above the surface of the Sludge Sea.  Count this as a 
Collapsed Dome. 

21-23 Rad Tower 2D6 
The tip of a tower pokes above the surface of the 
Sludge Sea.  At first the depths of the tower look 
promising but the gang soon discovers the building 
is completely irradiated!  Treat this as a Rad Zone. 

24-26 Derelict Workshop 0 
See New Territories. 

31-32 Sludge Sea 0 
See the Outlanders rulebook. 

33 Power Cable Tap 5 
See the Outlanders rulebook. 

34-35 Scrap Yard 5 
See the Outlanders rulebook. 

36-43 Ruins 10 

44-46 Sunken Tunnels 10 
The gang occupies an extensive network of tunnels 
under the Sludge Sea.  They are functional but there 
is a chance of getting lost, delayed or even killed by 
collapses in the network.  Treat these as normal 
Tunnels but roll a D6 for any ganger that uses them 
to deploy. On a 1 they are delayed. Roll a D6 again – 
if another 1 is rolled the ganger misses the game 
and must pass an initiative test or be killed, on a 2+ 
deploy the ganger at the end of turn 2 per the 
normal Tunnels rules. 

51-54 Outpost 15 
See the Outlanders rulebook. 

55-62 Fortified Outpost 15 
See New Territories. 

63-65 Sunken Tower D6x10 
See New Territories. 

66 Dry Land D6x10 
The gang finds the mythical “dry land” and sets up a 
Mine Workings supplying minerals to the Precipice. 
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CAMPAIGN RULES 
The map, setting and story is here to provide 

some important context to our battles, not to 

dictate who and when you can fight, so the 

“campaign rules” are fairly light touch. 

That’s why everyone is spread all over the map, 

instead of being clustered in one corner like a 

typical campaign map. While clustering makes a 

bit more sense, it also means you’re limited to 

playing just a couple of players for most of the 

campaign. 

There is also no schedule or fixed number of 

games that can be played per campaign turn.  In 

this campaign you can play any number of games, 

at any time, against whoever you like. 

CAMPAIGN GOAL 
Like any Necromunda campaign, the goal is first 

and foremost to survive. Second to that is gaining 

control over Angel Falls.  You do this mainly by 

controlling territory.  Simply put, each territory 

you control generates 1 control point.  Each week 

(on a Sunday or Monday), your total control 

points are totalled and added to your cumulative 

total.  The highest rated gang gains a bonus 

control point, and gaining control over certain 

groups of territories also grants an extra bonus. 

A “who controls Angel Falls” leader board will be 

regularly published. 

CAMPAIGN END 
The campaign will end with a large multi gang 

narrative scenario which will occur when we all 

agree a date to play the battle, I judge “campaign 

fatigue” to have set in and/or one gang is 

obviously dominant and isn’t going to be toppled. 

A final winner will be crowned before the final 

multiplayer battle because that battle will 

introduce a plot twist that will shake things up 

considerably. 

CAPTURING TERRITORY 
This works similar to a normal Necromunda game 

– certain scenarios enable a gang to take a 

territory from another gang when you win by a 

sufficient casualty margin. 

You can’t gain a territory just by “claim jumping” 

it on the map without oppoisition.  Sorry, but 

you’ve got to fight for every scrap of land in Angel 

Falls! 

The main differences to the normal territory 

control rules are that the territory you gain or 

lose is dictated by the map instead of it being 

random, and at the outset there are unclaimed 

territories that can be fought over to gain control 

over them.  Central to all this is understanding 

which territories are adjacent to one another. 

ADJACENCY 
Territories that are 

considered adjacent are 

illustrated with dotted lines 

on the campaign map: 

The Spore Cave, Archeotech Horde 

and mystery territory are all 

connected via dotted lines so are 

considered adjacent. 

For the controller of tunnels and vents territories, 

these are considered adjacent to territories one 

step beyond the immediately adjacent 

territories: 

The tunnels are immediately 

adjacent to the Settlement, 

Precipice Lift and Guilder 

Contact.   

For the controller of the 

Tunnels, they are also 

considered adjacent to all 

territories that those 3 

territories are adjacent to. 

Some territories are clustered. These are all 

adjacent to one another and to any territory 

connected to the cluster: 

 

All four clustered territories on Paradise Beach are adjacent 

to each other and to the two Precipice Lifts, the Tunnels and 

the Spore Cave. 
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OUTLAW CONTROL POINTS 
As Outlaw gangs cannot capture more than one 

territory, they instead gain 15 control points 

every time they loot a territory. This represents 

gaining control of Angel Falls through a reign of 

terror, rather than by exercising control over 

territory. 

PERSONAL GOALS 
Each gang can gain a bonus to CP for completing 

its fluff driven personal objective. The amount of 

CP depends on the difficulty of achieving the 

objective. The objectives are based on something 

you've done/said, or the background for your 

gang. Not everyone has one yet so get your 

thinking caps on/get in touch if you don't have 

one, or you don't like the one I've given you. 

Children of the Light - Convert all the Drinking 

Holes and Gambling Dens in Angel Falls to 

Churches of the Redemption. +20CP (one off 

bonus) 

Alexander Powrie - Bring order to Stanchion 

Island (control all 4 territories)  +2CP (per 

campaign turn) 

The Sump Frogs – The white man is desecrating 

the Dome’s holy site!  Control the Archaeotech 

Horde - +2CP (per campaign turn) 

The Linnaens - Control Hive Guys, and at least 

one source of chemicals, one source of nutri-

slime and one source of fungus spores - +2CP (per 

campaign turn) 

PLAYING A CAMPAIGN GAME 
To play a campaign game, simply follow this 

procedure: 

1. Arrange a game 
You can play anyone at any time, so get the 

important bit out the way first and schedule a 

game or two.  The campaign rules allow for 3+ 

player games if that’s what you want to do.  

Remember that Necromunda is usually quick so 

you can typically get 2 battles in one club day – so 

it may be worth arranging back to back battles 

with different opponents. 

2. Work out what’s at stake   
You will generally have three options. Use any 

mutually agreeable method to pick one of these – 

challenge another player over a specific territory, 

take it in turns to choose, flip a coin, arm wrestle 

etc… 

1. TERRITORY FIGHT You can attack each 

other’s territories, with the goal of 

stealing control of that territory away 

from the other player, as long as you 

control territories that are adjacent to 

one another.  If either player has multiple 

candidate territories to attack from, 

randomise which of his territories is at 

stake before the game. 

2. STAKE A CLAIM You can attack an 

unclaimed territory, with the goal of 

gaining control of it and/or keeping the 

other gang from expanding, provided you 

both control territories that are adjacent 

to the territory you want to fight over. If 

there are multiple uncontrolled 

territories you both could attack, then 

randomise or agree which one you’re 

going for before the game. 

3. FACE OFF Just attack each other 

anywhere in Angel Falls in a battle where 

territory isn’t at stake.  In this case you 

play a game but the scenario will be one 

where territory cannot be won or lost.  

Typically these will be scenarios like The 

Raid, Shootout or Rescue where you’re 

just fighting each other to settle a grudge 

or achieve some other specific goal. It is 

still cool to decide where your battle 

takes place, just for narrative effect. Note 

that you can take this option even if you 

have adjacent territories you could fight 

over. 

3. Pick the scenario 
Instead of the normal scenario table, use the 

special scenario tables below, which are slightly 

customised to include scenarios that are 

appropriate given the type of game. 

4. Play the game 
Play as normal, remembering to take account of 

any Treacherous Conditions or other special rules 
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for the Angel Falls district or sector your battle is 

taking place in. 

5. Report results 
Report back to the group so everyone can jeer at 

the loser, I can update the map and the gangs can 

ponder their next moves. 

SCENARIO TABLES 
Use these tables when rolling for scenario instead 

of the tables from the NCE or OCE rulebooks (yes, 

Outlaws and normal gangs all roll on the same 

table). 

As normal, any results of 2 or 12 are also Grudge 

Matches. 

TERRITORY FIGHT 

2D6 Result 

2-4 The player with the highest gang rating 
chooses a scenario from the options 
below.  

5-6 Roll a further 3D6*:  

3 The Hunters (OCE)* 
4 Ambush (NCE) 
5-6 Blind Fight (NCE) 
7 Caravan Hit (OCE)* 
8 Scouting Fight (2007) 
9-12 Gang Fight (NCE) 
13 Scouting Fight (2007) 
14-15 Hit & Run (NCE) 
16-18 Ambush (NCE) 

*  Outlaw scenario - may be rerolled if the 
attacking gang is not outlawed and doesn’t 
want to risk the outlaw penalty. 

** Normally the role of attacker and 
defender is dictated by who chose the 
scenario. If the scenario was rolled 
randomly instead of being chosen, roll a 
D6. On a 1-4, the gang with the lowest 
rating counts as having chosen, otherwise 
the gang with the highest rating does. 

7+ The player with the lowest gang rating 
chooses a scenario from the options 
described above. 

 

Stealing Territory: Regardless of the scenario or 

who is the attacker/defender, if the winning gang 

inflicts 3 x as many “out of action” results as the 

losing gang, the winning gang gains control of the 

losing gangs territory.  Any other result is a stand 

off and no territory changes hands. 

Multiplayer Games: If three or more players 

control adjacent territories they may agree to 

fight a 3 or 4 way battle. If this happens, check 

the territory stealing conditions for each pair of 

players.  This necessitates tracking which gang 

has put your gangers out of action. If two players 

both meet the condition to steal a territory from 

a third player, the player with the higher number 

of OOA results against the other wins the 

territory. 

STAKE A CLAIM 

2D6 Result 

2-4 The player with the highest gang rating 
chooses a scenario from the options 
below. 

5-6 Roll a further 3D6*:  

3-4 The Hunters (OCE)* 
5 Ambush (NCE) 
6 Blind Fight (NCE, reroll Hit & 

Run) 
7-8 The Hoard (NCE) 
9 Scouting Fight (2007) 
10-11 Gang Fight (NCE) 
12 Scouting Fight (2007) 
13-14 Scavengers (NCE) 
15 Blind Fight (NCE, reroll Hit & 

Run) 
16 Ambush (NCE) 
17-18 The Hunters (OCE)* 

*  Outlaw scenario - may be rerolled if the 
attacking gang is not outlawed and doesn’t 
want to risk the outlaw penalty. 

** Normally the role of attacker and 
defender is dictated by who chose the 
scenario. If the scenario was rolled 
randomly instead of being chosen, roll a 
D6. On a 1-4, the gang with the lowest 
rating counts as having chosen, otherwise 
the gang with the highest rating does. 

7+ The player with the lowest gang rating 
chooses a scenario from the options 
described above. 

 

Gaining Neutral Territory: Regardless of the 

scenario or who is the attacker/defender, if the 

winning gang inflicts twice as many “out of 
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action” results as the losing gang(s), the winning 

gang gains control of the neutral territory.  Any 

other result is a stand-off, with neither player 

occupying the territory.   

FACE OFF 

2D6 Scenario 

2-4 The player with the highest gang rating 
chooses a scenario from the options 
described below.  

5-6 Roll 3D6**: 

3 Sold Down the River (2007) 
4 The Hit (OCE)* 
5 Roll a D6:  

  1-3 Shootout (NCE) 
  4-6 The Challenge (2007) 

6 Jumping the Line (2007) 
7 Package Run (NCE) 
8 The Raid (NCE) 
9 Scavengers (NCE) 
10 Gang Fight (NCE) 
11 Blind Fight (NCE) 
12 Ransack (2007) 
13 Hit & Run (NCE) 
14 Floodwater (2007) 
15 Caravan Hit (2007)* 
16 Roll a D6: 

 1-3 The Heist (OCE)* 
 4-6 Loot & Pillage (OCE)* 

17 Ambush (NCE) 
18 Rescue (NCE) 

*  Outlaw scenario - may be rerolled if the 
attacking gang is not outlawed and doesn’t 
want to risk the outlaw penalty. 

** Normally the role of attacker and 
defender is dictated by who chose the 
scenario. If the scenario was rolled 
randomly instead of being chosen, roll a 
D6. On a 1-4, the gang with the lowest 
rating counts as having chosen, otherwise 
the gang with the highest rating does. 

7+ The player with the lowest gang rating 
chooses a scenario from the options 
described above. 

No Territory Gains: You cannot gain territory in a 

random battle, even if the scenario normally 

permits it. 
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HIRED GUNS  
The campaign will use the Hireling Pool 

functionality built into Yaktribe.  This means that 

when you no longer wish to use the services of a 

hired gun you must use the button marked “Fire 

Hireling” which will send the Hired Gun to the 

Hireling Pool.  Once in the pool, any other gang 

may choose to hire the Hired Gun (assuming they 

have the cash and a suitable model, or can 

borrow the model!).   

HIRED GUN LIMIT 
Obviously there aren’t unlimited hired guns in 

Angel Falls.  Each gang may only add 3 fresh hired 

guns to the campaign during the campaign.  

HIRED GUN EXPERIENCE 
In a normal campaign Hired Guns become more 

and more irrelevant as the gangs get more 

powerful. In this campaign Hired Guns will gain 

experience and advance like any other gang 

member, gaining D6 experience points for every 

battle they take part in and 5 experience points 

per wounding hit they inflict. 

Starting experience for Hired Guns is as follows: 

Hired Gun Starting Experience 

Pit Slave 80+D6 

Ratskin Scout 80+D6 

Ogryn Bodyguard 80+D6 

Scum 100+D6 

Squat Longbeard 120+D6 

Bounty Hunter 120+D6 

Hired Guns roll on their normal advance table 

and advance rolls are made before deciding to re-

hire the Hired Gun. 

Experience doesn’t affect the Hired Gun’s rating, 

which is still determined by his hiring fee x 5.  

Record the Experience points in the “notes & 

status” field in Yaktribe. 

INJURIES 
Just as they gain experience, Hired Guns may also 

pick up permanent injuries.  Ensure these are 

recorded on the Hired Gun’s profile as normal. 

RENEGOTIATION 

As the Hired Gun’s experience and reputation 

grows his contract may need to be renegotiated. 

Other gangs might start making offers, or his 

current employer might feel that the Hired Gun 

needs a bonus to stay motivated. Each time you 

gain an advance, roll on the Renegotiation Table, 

subtracting 1 for every advance the Hired Gun has 

gained since the beginning of the campaign, and 

adding 1 for every permanent injury the Hired 

Gun has.  

If several advances are made in a single post-

game, complete all advances before rolling once 

on the Renegotiation Table. 

HIRED GUN RENEGOTIATION TABLE 

2D6 Result 

2 Head-hunted: The Hired Gun's hire fee 
is permanently increased by 5 credits 
and he returns to the Hireling Pool (he 
cannot be hired again by the same 
gang next game). 

3-5 New Contract:  The Hired Gun’s fee is 
permanently increased by 5 credits. 

6-7 Bonus: The Hired Gun’s fee for this 
battle is increased by 50% (round up). 

8-10 No effect: The Hired Gun is happy to 
carry on charging his current fee. 

11+ Out-negotiated: The Hired Gun’s fee 
for this battle is decreased by 50% 
(round down). 

-1 For each advance the Hired Gun has 

+1 For each permanent injury the Hired 
Gun has, excluding Bitter Emnity. 

SPECIAL CHARACTERS 
Special Characters are welcome if you have a 

suitable model.  In addition the campaign starts 

with a couple of “NPC” Hired Guns who have 

been created to represent models I converted 

and who appear in the backstory of Angel Falls. 

They are more experienced Bounty Hunters with 

slightly different equipment and skill sets to the 

standard Bounty Hunter and are available to 

anyone who wants to hire them. 

From time to time additional NPC Hired Guns will 

be added to serve the backstory of the campaign. 
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REDISSE VIDOX 
Starting Experience: 140+D6 

Redisse is a Bounty Hunter and follows all the 

normal Bounty Hunter rules found in the NCE.  

M WS BS S T W I A Ld 

4 4 5 3 3 2 4 1 8 

FEE 
• 40 Credits 

SKILLS 
• Quick Witted 

• Weaponsmith 

• Crack Shot 

EQUIPMENT 
• Knife 

• Hunting Rifle with Red Dot Sight 

• Lasgun 

• Chainsword 

• Infra Goggles 

• Photo Visor 

• Respirator 

RIVALRY (SKULLTAKER) 
Redisse Hates Skulltaker and will never fight with 

the same gang as him.  Roll a D6 at the start of 

any game in which an opponent is using 

Skulltaker.  On a 6, you may use Redisse without 

paying her hiring fee – she offers his services for 

free just for the opportunity to kill her arch rival. 

MEDICAL ATTENTION 
Redisse has the credits to pay for the best 

medical attention Angel Falls has to offer.  If she 

goes out of action, roll twice on the Serious 

Injuries chart and pick the best result. 

 

SKULLTAKER 
Starting Experience: 140+D6 

Skulltaker is a Bounty Hunter and follows all the 

normal Bounty Hunter rules found in the NCE.  

M WS BS S T W I A Ld 

4 4 4 3 4 2 4 2 8 

FEE 
• 40 Credits 

SKILLS 
• Killer Reputation 

• Sneak Up 

• Hard as Nails 

EQUIPMENT 
• Knife 

• Bolt Pistol with Red Dot Sight 

• Frag & Smoke Grenades 

• Shotgun 

• Chainsword 

• Photo Contacts 

• Filter Plugs 

• Bio Booster 

RIVALRY (REDISE VIDOX) 
Skulltaker Hates Redise Vidox and will never fight 

with the same gang as her.  Roll a D6 at the start 

of any game in which an opponent is using Redise 

Vidox.  On a 6, you may use Skulltaker without 

paying his hiring fee – he offers his services for 

free just for the opportunity to kill his arch rival. 

OUTLAW BOUNTY HUNTER 
Any gang that hires Skulltaker must subtract 1 

from the Outlaw roll if reported to the 

Watchmen. 
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LINNAENS INVENTOR TABLE 
The Linnaens are a strange gang of technologists 

from uphive.  Their research focusses on 

chemicals and biotech, including bionic 

enhancement, nerve agents and the various fungi 

and slimes available in the underhive on the 

human body.  Any Inventor rolls are made on this 

table instead of the normal Rare Trade Chart. 

D66 Invention 

11-12 Experimental Chemical, roll a D6 
1-3: Bottle of Wildsnake (OCE)  4-6: 
Blade Venom (OCE) 

13-14 Chemical Weapon, roll a D6: 
1: Needle Pistol  2: Needle Rifle 
3: Chem Pistol  4: Chem Carbine 
5: Chem Cannon  6: Web Pistol 

15-16 Gas Grenades, roll a D6: 
1-2: Choke Grenades  3-4: Scare 
Grenades  5-6: Hallucinogen 
Grenades 

21-23 Drugs (one dose), roll a D6: 
1: Spook  2-3: Slaught  4-5: Kalma 
6: Spur 

24-26 Ammo, roll a D6: 
1-3: Hellfire Bolts  4-6: Hellfire 
Shotgun Rounds 

31-33 Equipment, roll a D6: 
1-2: Photo Visor  3-4: Respirator  
5-6: Medi Pack 

34-36 Bionic (choose Arm, Leg, Chest or 
Bionic Implant) 

41-46 Common Implants, roll a D6: 
1: Lobo Chip  2-3: Skull Chip  4-5: 
Berzerker Chip  6: Bio Booster 

53-56 Drug Recipe (counts as a Drug 
Fixer), roll a D6: 
1: Spook  2-3: Slaught  4-5: Kalma 
6: Spur 

61-63 Fungus & Slime (roll a D6): 
1-3 Stinger Mould Patch (OCE) 
4-5: Stinger Pouch 
6: Icrotic Slime (OCE) 

64-66 Rare Implants, roll a D6: 
1-2: Machine Port 3: Potentia Coil 4: 
Cranial Circuitry 5: Electoo 6: Mind 
Impulse Unit 

 

NEW EQUIPMENT 

CHEM PISTOL 
20+2D6 - Counts as a hand flamer except causes 

D3 wounds and does not set the target on fire. 

CHEM CARBINE 
40+2D6 - Counts as a flamer except causes D3 

wounds and does not set the target on fire. 

CHEM CANNON 
40+2D6 - Counts as a heavy flamer except causes 

D6 wounds and does not set the target on fire. 

HELLFIRE SHOTGUN ROUNDS 
10+2D6 - Hellfire rounds designed for shotguns.  

Rules as per Manstopper shells but inflicts D3 

damage and must test to explode on an ammo 

roll of 1-3 not just 1.   

MACHINE PORT 
10+2D6 - This is a small port that is grafted into 

the nervous system.  This allows the recipient to 

interface with machine data ports and certain 

types of data nets, making him a more efficient 

Inventor.  The implanted ganger must have the 

Inventor skill, and rerolls failed rolls to see if an 

item is invented.  

POTENTIA COIL 
100+2D6 - This implant stores power used to 

generate a powerful forcefield.  The implanted 

model counts as having a Force Field.   

CRANIAL CIRCUITY 
75+2D6 - This implant improves the recipients 

coginitive awareness and brain power.  The 

implanted model receives +1I.  

ELECTOOS 
85+2D6 - These implants flood the body with 

unnatural electrical strength.  The implanted 

model gains the Bulging Biceps skill.  

MIND IMPULSE UNIT 
120+4D6 - A pistol or basic weapon can be 

mounted and fired from the shoulder.  Both can 

be fired as per the Gunfighter skill. A basic 

weapon equipped in this way doesn’t count as 

encumbering the fighter.   
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GRANULAR INCOME CHART 
 

 

3 4 5 6 7 8 9 10 11

0 - 29 13 12 10 8 7 5 3 2 0

30 - 49 23 22 20 18 17 15 12 8 5

50 - 79 33 32 30 28 27 25 22 18 15

80 - 119 48 47 45 43 42 40 37 33 30

120 - 169 63 62 60 58 57 55 52 48 45

170 - 229 83 82 80 78 77 75 72 68 65

230 - 299 103 102 100 98 97 95 92 88 85

300 - 379 118 117 115 113 112 110 107 103 100

380 - 459 133 132 130 128 127 125 122 118 115

460 - 559 143 142 140 138 137 135 132 128 125

153 152 150 148 147 145 142 138 135

12 13 14 15 16 17 18 19 20

0 - 29 0 0 0 0 0 0 0 0 0

30 - 49 3 2 0 0 0 0 0 0 0

50 - 79 12 8 5 3 2 0 0 0 0

80 - 119 27 23 20 15 10 5 5 3 2

120 - 169 42 38 35 28 22 15 15 10 5

170 - 229 62 58 55 48 42 35 35 28 22

230 - 299 82 78 75 68 62 55 55 48 42

300 - 379 97 93 90 82 73 65 65 58 52

380 - 459 112 108 105 97 88 80 80 72 63

460 - 559 122 118 115 107 98 90 90 82 73

132 128 125 117 108 100 100 92 83

Income

560+

NUMBER OF MODELS IN GANG (3-11)

Income

560+

NUMBER OF MODELS IN GANG (12-20)


