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 NECROMUNDA GANGS OF LEGEN!

Gang War contains the full rules for creating gangs from House Escher and Housé Goliath. Over the coming months,
more gangs from the various Clan Houses will be added by way of new supplements, accompanied by new models.

In the meantime however, players lucky enough to still have the classic Citadel models in their collections will no doubt want
to use them in the new edition of Necromunda as soon as possible. What follows is a set of ‘get you by’ gang lists to allow
those classics to be fielded alongside the new gangs straight away. Each of these House lists will be developed extensively as
and when new miniatures become available.

HOUSE ORLOGK GANGS

House Orlock is known as the House of Iron because its wealth is built upon an empire of slag mining and scrap prospecting.
Orlock gangers are hardened road warriors and hive junkers, the fighting arm of the clan mining combines who relish the
chance to break bones and crack skulls for the House. Of all the gangs, Orlocks place the most value on personal loyalty,
swearing. their allegiance to their brothers and sisters first, then House, then hive.

GANG COMPOSITION

An Orlock gang must follow these rules when it is founded and when new fighters are added to the gang:

e There must be one Leader (if the Leader is killed, see page 24 of Gang War).

e There can be no more than two Champions, plus one for every full 10 Reputation the gang has — for example, a gang with
Reputation 24 could have up to four Champions.

e The total number of Gangers in the gang must be equal to or higher than the total number of other fighters
(Leaders, Juves and Champions) in the gang, not counting Hangers-on (as described in future supplements).

o A fighter can be equipped with a maximum of three weapons. Weapons with the Unwieldy Trait take up the space of two
weapons — these are marked with an asterisk (*) in the equipment list.
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FIGHTERS
A starting Orlock gang is made up of the following fighters:
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An Orlock Leader is equipped W|th mesh armour. An Orlock Juve starts with no equipment. They can be
They have no equipment restrictions. equipped with Pistols and Combat Weapons, but cannot be

~.given any weapon that is worth more than 20 credits.
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. An Orlock Ganger is equipped with mesh armour.
They can be equipped with Basic Weapons, Close Combat

EQUIPMENT Weapons, Grenades, Pistols and Wargear. When the gang‘
An Orlock Champion is equipped with mesh armour. is created, one Ganger can be equipped with a Special

They have no equipment restrictions. Weapon; during a campaign, additional Gangers can also
take Special Weapons .
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House CaWdor is t'he strongho/d of the Cult of the Redempt/on whose prophets forete/l o’f un/versa/ destruci‘r@n The poorest
of the Houses, they scavenge through the detritus of the hive, their ‘holy’ wargear made from cast-off scrap and battered

" weaponry. They are the numberless foot soldiers of the Redemption, the spreaders of faith to the underh/ve and the seekers
of relics from among its ruins — each ganger happy to die for the fa/th ” '

GANG COMPOSITION

- A Cawdor gang must follow these rules when it is founded and when new fighters are added to the gang: ’

e There must be one Leader (if the Leader is killed, see page 24 of Gang War).

e There can be no more than two-Champions, plus one for every full 10 Reputation the gang has — for example, a gang with
Reputation 24 could have up to four Champions.

 The total number of Gangers in the gang must be equal to or higher than the total number of other fighters
(Leaders, Juves and Champions) in the gang, not counting Hangers-on (as described in future supplements).

o A fighter can be equipped with a maximum of three weapons. Weapons with the Unwieldy Trait take up the space of two
weapons — these are marked with an asterisk (*) in the equipment list.
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FIGHTERS
A starting Cawdor gang is made up of the following fighters:
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A Cawdor Leader is equipped with mesh armour. «w A Cawdor Juve starts with no eqmpment They can be
_ They have no equipment restrictions. g 2% * equipped with Pistols and Combat Weapons, but cannot be

3, - given any weapon that is worth-more than 20 credits.
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EQUIPMENT
A Cawdor Ganger is equipped with fIak armour.
They can be equipped with Basic Weapons, Close Combat

EQUIPMENT B G Weapons, Grenades, Pistols and Wargear. When the gang
A Cawdor Champion is equrpped with flak armour. is created, one Ganger can be equipped with a Special
They have no equipment restrictions. Weapon; during a campaign, additional Gangers can also

. take Special Weapons.
STARTING SKILL i :
Cawdor Champions start with one skill chosen from -~
their Primary skill sets. : : b
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The Van Saar are possessed of ancient and damning mach/ne /ore and are the pre em/neﬁt Necromundan House When

it comes to advanced technologies. Van Saar gangers benefit from the finest weaponry and environmental suits the clan
can prowde while its leaders follow cold and logical combat doctrines drilled into them by a reliance on their gear first and.
their gut second. Few outside of the House are aware however that the source of the House'’s techno/og/ca/ treasure is
slowly killing its people.

GANG COMPOSITION .
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“A Van Saar gang must follow these rules when it is founded and when new fighters are added to the gang:

¢ There must be one Leader (if the Leader is killed, see page 24 of Gang War).
e There can be no more than two Champions, plus one for every full 10 Reputation the gang has — for example, a gang with
" Reputation 24 could have up to four Champions.
e The total number of Gangers in the gang must be equal to or higher than the total number of other fighters
(Leaders, Juves and Champions) in the gang, not counting Hangers-on (as described in future supplements).
e A fighter can be equipped with a maximum of three weapons. Weapons with the Unwieldy Trait take up the space of two
weapons — these are marked with an asterisk (*) in the equipment list.

Agility Brawn Combat Cunning Ferocity  Leadership Shooting Savant
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FIGHTERS
A starting Van Saar gang is made up of the following fighters:
= O B S S e P T e e T 110 CREDITS A BRVA R =1 e e ] 25 CREDITS EACH
"M WS BS S T W I A Qd «a Wll Int M WS BS S T W | A 'Ld {g_gill'-/
5 44 2+ 3 3 2 4+ 2 ﬁ+ {5+ 36-L Depe 6% 5+ ‘5423 .13 13+ 1. . M’,{ 6:’

EQUIPMENT » EQUIPMENT

A Van Saar Leader is equipped with mesh armour. “ AMan Saar Juve starts with no equment They can be

- They have no equipment restrictions. equipped with Pistols and Combat Weapons, but cannot be

glven any weapon that is Worth more than 20 credlts

: STARTINE SKILL
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7 They can be equipped with Basic Weapons, Close Combat

EQUIPMENT : Weapons, Grenades, Pistols and \Wargear. When the gang
A Van Saar Champion is equipped with mesh armour. is created, one Ganger can be equipped with a Special
They have no equipment restrictions. - Weapon; during a campaign, additional Gangers can also

. take Special Weapons.
STARTING SKILL | : —== :
Van Saar Champions start with one skill chosen from
thelr Primary skill sets. :
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House Delaque are the spymasters and assassins of Necromunda the/r agents havrng 1nf//1"rated into most strata of h/ve
society. Delaque gangers are known for their stealth and cunning, are skilled in laying down ambushes and striking from the
shadows. Good Delaque leaders are always on the look-out for advantageous terrain or Ways to exp/ort the weaknesses of -
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their foes, only resorting to a fair fight if there are no other options.

GANG COMPOSITION

- A Delaque gang must follow these rules when it is founded and when new fighters are added to the gang: ’

e There must be one Leader (if the Leader is killed, see page 24 of Gang War).
¢ There can be no more than two-Champions, plus one for every full 10 Reputation the gang has — for example, a gang with
Reputation 24 could have up to four Champions.

 The total number of Gangers in the gang must be equal to or higher than the total number of other fighters

(Leaders, Juves and Champions) in the gang, not counting Hangers-on (as described in future supplements).
e A fighter can be equipped with a maximum of three weapons. Weapons with the Unwieldy Trait take up the space of two
weapons — these are marked with an asterisk (*) in the equipment list.

Agility Brawn Combat Cunning Ferocity Leadership Shooting Savant
Leader Primary - - Primary - Primary Secondary ~ Secondary
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A starting Delaque gang is made up of the following fighters:
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A Delaque Leader is equipped with flak armour. «w A Delaque Juve starts with no equrpment They can be
_ They have no equipment restrictions. g 2% * equipped with Pistols and Combat Weapons, but cannot be

'STARTING SKILL

given any weapon that is worth-more than 20 credits.

Delaque Leaders‘start with one skill chosen from GANGERS wiovisstissenssasssnnsasn siasaerns 55 CREDJTS' EACH
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EQUIPMENT
A Delaque Ganger is equipped wrth mesh armour.
They can be equipped with Basic Weapons, Close Combat

EQUIPMENT ¥ 7 i Weapons, Grenades, Pistols and Wargear. When the gang
A Delague Champion is equrpped with mesh armour. is created, one Ganger can be equipped with a Special
They have no equipment restrictions. Weapon; during a campaign, additional Gangers can also

. take Special Weapons.
STARTING SKILL ¥t :
Delaque Champions start with one skill chosen from -~
their Primary skill sets. : b
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::- S eALy We recommend then, that players with cIa55|c gangs be a bit |mag|nat|ve with these weapons types For example an Orlock
- armed with a missile launcher could be armed with a grenade launcher in this list, or a plasma cannon-armed Van Saar could
b ~be given a plasma gun. Building your gangs in this way will help ensure that all gangs in a campaign will be on a roughly
e equal footing in terms of f|repower at the beginning.
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