WHEELS OF FURY
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The wilds, wastes and badzones of Necromunda are filled with legends and myths of every colour and kind
imaginable. Some of them are even true. Wander into any drinking hole in Hive Primus and crack open a bottle
of Wild Snake (or Second Best if you're a little light on creds) and within moments some crusty-faced local

will be bending your ear with a tale or two. Maybe their little corner of the underhive was once the site of a
showdown between the notorious Carrion Queens and the equally nefarious Irontree Reavers, or perhaps the
legendary bounty hunter Kal Jericho drank at the very bar you're sitting at now and they got close enough to
touch the hem of his duster. Whatever the yarn, you’'d do well to listen carefully, for hidden in every story is at
least a grain of truth, and maybe even a lesson or two that might keep you alive when you’re next out wandering

the badzones looking for trouble...

UNDERHIVE RACING

In addition to vast amounts of munitions and

small arms, Necromunda produces thousands of
vehicles each cycle. Many of these are destined

for other worlds, such as the Cargo-8 that see use
supporting the Imperium’s civilian and military
infrastructure. Millions also remain on Necromunda,
where they haul cargo across the perilous ash
wastes or even operate within the hives themselves,
ferrying their loads from factories to shipping yards.
For this reason, many gangers are as familiar with
the workings of a promethium gas engine as they are
a stub gun. Without the oppressive oversight of the
Adeptus Terra or the factorum tech-auditors ensuring
the sacred rites of the machine are followed to

the letter, gangs frequently modify or even build from
scratch all manner of vehicles. These mostly find their
way into the ash wastes where they allow a gang to
cross the vast distances between the hives and wage
war on the endless network of ridgeways. Gangs being
gangs of course, they also find other uses for the
machines they build.

No one knows exactly when gangs started racing
vehicles in the underhive, though as soon as creds
started changing hands it didn’t take long for tracks

to appear, carved, bashed and built out of abandoned
hive levels. Alongside pit fighting, Second Best
drinking contests and sumpkroc wrestling, it quickly
became one of the principal forms of entertainment in
the lawless depths of the underhive. Gangs that could
build and maintain a good racing track found that they
could make vast sums of creds running races and

gambling rings. Soon gangs started seeking not

just the rewards a victory on the track could bring,
but the glory of besting their rivals and leaving them
in the dust. Of course, Necromunda doesn’t create
people with a great understanding of the word ‘fair’,
and in an underhive race anything goes if it means
you're the first to reach the finish line. Gun battles,
sabotaging rivals and even laying traps on the race
track are all common occurrences. This is all without
going into the tactics of the race organisers who build
their tracks with maximum carnage and minimal
chances of winning in mind.

Among the major tracks of Hive Primus there

are three that have gained the most notoriety.
These are the Bonedry Run around the settlement
of Rust Town, the Delta-7 Badzone Spiral and the
Sump City Spider Circuit.

The Bonedry Run started as a side event to the
infamous Rust Town Run, in which runners and hunters
would compete in one of the Mayor’s deathtrap-filled
tunnel mazes. Between events, locals took to the
Bonedry plains - the vast area around Rust Town filled
with powdery white dust. Rumoured to have once been
part of a grand protein recycling plant, the Bonedry

is surprisingly flat and, as the name suggests, dry.

The dust, thought to be powdered bone, makes for

a spectacular display as vehicles tear across it at
breakneck speeds. Racing on a flat, open plain is not
very entertaining, and so the Mayor had his boys set
up a series of gates, turrets and mines to make things
more interesting. Those brave enough to enter will have
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their vehicles fitted with time bombs, with the fuse
delay based on the speed of the runner and skill of

its driver. Passing through a gate adds time to the fuse,
and so crews are fighting a constant battle to stay

alive by reaching the next gate on the track, while their
rivals do everything in their power to stop them. To date
only a handful of crews have completed the run intact,
though this does not stop eager contestants applying,
especially juves with their own scrap-built runners,
hoping to impress their gang leaders and earn the
respect of their peers. Most end up as another crater
on the desolate expanse of the Bonedry.

The Delta-7 Badzone Spiral is unusual in that its

track stretches across more than a dozen levels of
the underhive. Running from just below Dust Falls,

it hugs the outside of the Abyss and descends
hundreds of metres all the way down to the Two
Tunnels junction. Set up by the Narco Lord Balthazar
Van Zep, the route was originally conceived as a way
of smuggling chems up from the underhive depths,
away from the prying eyes of the Enforcers of Precinct-
Fortress 1313. Eventually Van Zep came to the dual
realisation that, firstly, it was easier to bribe the
Enforcers than try to avoid them and, secondly,

that he could make more creds running the route

as a race track. To say that the Badzone Spiral is
dangerous is an understatement. If the places where
the track suddenly drops a dozen metres straight
down or the numerous jumps, bridges and ramps
designed to weed out any but the most skilled

drivers weren't enough, there are entire sections

filled with toxic gas, flooded with gunk or infested by
voracious predators. It is said that to complete the
Badzone Spiral is less about beating your rivals as it

is about fighting the track itself - gangers having little
time to shoot at each other while they are trying to peel
ripperjacks off their crew members. Van Zep also has a
reputation for making sure most people don’t make it
to the finish line to claim their winnings, and has been
known to rig parts of the track to collapse if a racer is
doing just a bit too well.

The Sump City Spider Circuit starts and ends at

the subterranean settlement’s vast dockyard. It is
perhaps one of the longest tracks in the underhive,
running out around the sump, and crisscrossing
dozens of islands over makeshift bridges and
half-sunken barges. Conceived by Sadie ‘Original’ Sinn
when her gang ran the docks, it was kept going by the
locals after her disappearance as a way to liven up the
depressing reality of living at the bottom of the hive.

It combines two of the more exciting perils of
underhive racing: near pitch darkness and a track
that might suddenly turn to oily liquid if the racer
takes a wrong turn. It takes a special kind of racer

to brave the sump tracks, as they hurtle along at
speeds that might be considered excessive on an ash
waste ridgeway, their stab-lights only showing them

a few metres ahead of their tyres. The most skilled
drivers must navigate by feeling as much as sight,
sensing twists and turns in the track as they weave
over the inky expanse of the sump. A miscalculation
usually doesn’t end in a fiery explosion, but rather a
brief burst of bubbles, as the racer vanishes beneath
the surface of the sump, never to be seen again.

From a distance observers simply see the lights of the
runner vanish, before shaking their heads at another
crew gone, or more likely a bet lost. Some gangs make
up for the darkness by lighting the way with weapons
fire. By the light and sound of staccato muzzle flashes,
they roar around the track trying to find the way while
taking out their rivals. Being trigger-happy on the sump,
however, brings its own dangers, and more than one
racer has unwittingly awoken one of the massive sump
spiders with a stray round. Like those that sink in the
sump, these unfortunates are also never seen again.
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UNDERHIVE RACING RULES

There are few reckless activities not indulged in by the gangs of the underhive. Perhaps the most ambitious of
these are the conversion of entire hive zones into indoor race tracks for the entertainment of their inhabitants.
Anything goes when it comes to winning one of these races, and generally if a gang can cheat, fight or blast their
way to victory then they will.

Detailed below are rules for playing underhive racing scenarios. These are special kinds of games, where players
build a racer and pit them against each other to see who will emerge unscathed (or in many cases, simply reach

£

the finish line!).

CREATING AN

UNDERHIVE RACER

Each player in an underhive race must create an
underhive racer to represent their gang in the race.
These are built using the Wasteland Workshop rules
found in Necromunda: Book of the Outlands with the
following guidelines:

* Players have 400 credits to create their racer.

* They must use a custom Medium vehicle as the
basis for their racer (see page 62 of Necromunda:
Book of the Outlands).

* Any crew may be chosen with the exception of the
Corpse Grinder Cult Road-Initiate, Guild of Coin
Haulier and Palanite Ranger.

* Any vehicle upgrades, up to and including Rare (10),
can be purchased during creation, without the need
to visit the Trading Post.

» Racers are usually crafted with loving care by
their owners, and despite being custom vehicles
do not have the Jury-rigged special rule.

Players do not need to spend all their credits when
creating a racer, though any unspent credits are lost
once the process is completed. If a player chooses not
to spend all their credits on their racer, they will gain a
benefit to their priority during the race (see page 7).

DESIGNER’S NOTE: DIFFERENT
VEHICLE CLASSES

If the Arbitrator wishes, they can run races for
different classes of vehicles. This can see Cargo-8
convoys smashing their way through the underhive
or swarms of bikes and quads competing to reach
the finish line.

All of the rules stated previously for creating

an underhive racer apply as normal, with the
exception of credit limit and base custom vehicle,
which changes to one of the following:

LIGHT VEHICLES

Players have 250 credits to create their racer and
must use a custom Light vehicle as the basis for
their racer (see page 61 of Necromunda: Book of
the Outlands).

HEAVY VEHICLES

Players have 600 credits to create their racer and
must use a Custom Rig vehicle as the basis for
their racer (see page 112 of Necromunda: Book
of Desolation).




SETTING UP A TRACK

With the racers created, the next step is setting up
the track they will race on. Typically this job will fall to
the Arbitrator, though players may generate the track
randomly using the Underhive Race Track tables on
page 6.

TRACK SECTIONS

Each track consists of three track sections, numbered
one to three, each measuring 4' by 2', with one short
edge designated the starting zone and the opposite
edge the finish line. The action will only ever be taking
place in one section at a time, so a play area of 4' by 2'
is fine for most races.

Each section will have its own rules and terrain
guidelines as detailed on the Underhive Race
Track tables. At the start of the game, set up track
section number one following these guidelines.

During the race, when at least half of the racers
have left the track (see below), the current round
ends and the track section is changed to the next
section in the sequence (i.e., one becomes two, two
becomes three).

When a track section is changed, remove all racers
and terrain. Then set up the terrain as detailed on
the Underhive Race Track table for that section.
Once terrain is set up, place the racers as detailed in
Leaders and Stragglers.

LEAVING THE TRACK

The goal of each player is to get their racer from
the starting zone of each track section to the
finishing line - in effect, move them down the
battlefield from one short edge to the opposite short
edge. Racers may not voluntarily leave the battlefield,
with the exception of the short edge designated as the
finish line.

LEADERS AND STRAGGLERS
When a racer moves off the track via the finish line,
and there are still other racers on the track, they
become a Leader. Place the racer to one side. In each
subsequent turn that there are still racers on the track,
place a token next to the Leader.

When the track is changed, any racers still on the
track become Stragglers. After terrain has been set

up for the next track section, place any Stragglers
touching the short battlefield edge of the starting zone.
Stragglers are placed starting with those who were

the closest to the finish line when the track changed.
Leaders are then placed next, starting with the racer
with the most tokens. For each token the racer has,

it can be placed 6" from the starting zone, up to a
maximum of 24",

In both cases if a Leader or Straggler would be placed
at the same time, roll off to see who is placed first.




UNDERHIVE RACE TRACK

TERRAIN
Each track section has three defining features: The amount of terrain on the section. These are
terrain, sides and special rules. When generating Dense (three terrain elements per 12" x 12" section),
random track sections, players start by rolling twice Light (two terrain elements per 12" x 12" section)
on the table below to generate its terrain and sides. or Open (one terrain element per 12" x 12" section).
Note that, regardless of the density of terrain on a
TERRAIN AND SIDES track section, no piece of terrain can be placed within
D3 Terrain Sides 6" of the starting zone.
1 Dense Impassable
2 Light Cliff SIDES
3 Open Open This represents what lies along the edges of the race

track and can be Impassable, Cliff or Open (see page
202 of the Necromunda Core Rulebook). In the case of
Open sides, rather than being Left Behind, if a vehicle
moves off the edge it becomes a Straggler.

4B  SPECIAL RULES
éjl ], These represent any special rules that apply to this section of the track. After generating terrain and sides,
1 roll once for each section to determine what special rules it might have.

2D6 Special Rules

2 Flooded: The Movement characteristic for all tracked and wheeled vehicles is reduced by 2". Wheeled
and tracked vehicles cannot be subject to the Blaze condition and lose the Blaze condition if they already
have it.

3  Pitch Black: The Visibility (3") rule is in effect.

4 Ventilation Processor: When this track section is set up, randomly determine one of the long battlefield
edges. In the End phase of each round, all racers are moved 1" directly toward this edge, unless they are
skimmers, in which case they are moved 3". Note that this can move racers off the track.

' 5 Falling Debris: If a racer comes into contact with a piece of terrain, after working out the effects of
the collision, roll a D6. On a 5 or 6 each player (in priority order) places a 5" blast marker anywhere on
the battlefield and scatters it 2D6". After determining its final position, any racers under the marker
suffer a S8, AP-,D D3 hit.

6 Gunk Slick: When this track section is set up, each player (in an order determined by rolling off) places

- a gunk slick marker anywhere on the battlefield at least 12" from a short edge and 9" from an already

| deployed gunk slick marker. If a racer comes within 6" of one of these markers, it must make a Loss of

Control test.

7 Underhive Gloom: The Visibility (D6x6") rule is in effect. Roll to determine the value of the Visibility rule
during the Priority phase of each round.

8 Rats!: Each time a racer ends its activation on this track section, place a rat counter next to them.

Rat counters have the following cumulative effects:
¢ 1-2 Rat Counters: The racer suffers a -1 modifier to all shooting attacks.
* 3-4 Rat Counters: The racer must re-roll successful handling checks.
b * 5+ Rat Counters: When the racer activates, it suffers D6 S3, AP-, D1 hits.
All rat counters are lost when a vehicle leaves this track section.
; 9 Toxic Sludge: At the end of their activation, if a racer has moved less than 6" during their activation they
suffer a S3, AP-, D1 hit as if from a weapon with the Blaze trait.
10 Mines: When this track section is set up, each player (in an order determined by rolling off) places a mine
marker anywhere on the battlefield at least 12" from a short edge. If a racer comes into contact with one
of these markers, it immediately explodes (count this as a demolition charge centred on the racer). Then

s remove the marker. If the vehicle is still able, they can then complete their activation.

?" 11 Auto Turrets: If a racer ends its activation within 6" of a long battlefield edge, it will suffer

g D6 S4, AP -1, D1 hits.

&i‘ 12 Inferno: The track is on fire! At the end of each racer’s activation, roll a D6. On a 5 or 6 it catches fire and
F becomes subject to the Blaze condition. This condition persists until the vehicle leaves this track section.
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RACE DAY
An underhive race uses all the standard Necromunda rules and vehicle rules (as detailed in the Necromunda
Core Rulebook) with the following additional rules to capture the feel of gangs racing their ramshackle vehicles
through the claustrophobic tunnels of the underhive.

STARTING THE GAME ENDING THE GAME AND

Once each player has created their underhive racer, DETERMINING THE WINNER

and the track sections have been determined, the race  The race ends if, at the start of a round, there are no
is ready to begin. racers on the current race track section. The winner

will be the racer that moved off the finish line first.
Start by setting up the first track section, as detailed

on page 5. Then each player takes it in turn to place If the race was part of an underhive racing campaign,
their racer touching the short battlefield edge of the then there may be additional rewards for coming in
starting zone, starting with the player whose racer second or third place, as detailed on page 8.

has the lowest credit value. If more than one racer has

the same credit value, roll off to see who places first. If the race finishes before the final track section is
Racers cannot be placed within 1" of an already completed, each racer that has not been taken Out of
placed racer. Action is considered to have Completed the Race.

Once all the racers are in place, the race can begin.
Each player then rolls for Priority as normal, with the
player(s) whose racer has the lowest credit value
adding 1 to the result of their roll.

SPEED DEMONS
Vehicles cannot stop in an underhive race and must
always be on the move. To reflect this, the following
rules apply:

* Racers must always use at least one action to
move and must always move the maximum
distance allowed when performing
this action.

* Vehicles cannot become Broken or
Stationary (if they would be subject to
either of these conditions they instead lose a
Hull Point).

* All terrain that is not counted as difficult counts
as flimsy.




SETTING UP THE CAMPAIGN

Running an underhive racing campaign is quite

straightforward as it only requires each player to create

and keep track of an individual racer, and can be

played out over as few as three races.

i' The first step is for everyone involved in the campaign
to create their own racer as detailed on page 4. They

can then record the racer on its own roster sheet,

i f much as players would keep track of a gang during
IEE { any other Necromunda campaign. This will allow
=g the players to note down any damage their racer
i ﬂ:: " sustains, repairs it might undergo or improvements
:F)ll,; Al between races.
t The Arbitrator, or the players, should then determine

the tracks that will be raced on during the campaign.
As a general rule there should be at least three races,
to give all racers a chance to improve or recover,

with five being a good average number, though players
can add more if they like.

Each race is then played out in order using the
rules on page 7, with credits and experience rewards
for those who participate.

CREDIT AND EXPERIENCE REWARDS

Simply taking part in a race provides a racer with

some credits and experience, but additional rewards
o are on offer for race winners or those who take out

other racers. See the table below for a rundown

on rewards (all rewards are cumulative).

Reward Credits Experience
Took Part in the Race 25 D6
First Place 100 10
Second Place 75 7
Third Place 50 5
Completed the Race D6x10 3
Each Racer Taken 50 5

Out of Action

UNDERHIVE RACING CAMPAIGNS

While an underhive race can be an exciting one-off scenario, or even inserted into a standard Necromunda
campaign as a special scenario, players can, if they choose, run a racing campaign.

IMPROVING RACERS

During the downtime between races, players may freely
spend experience and credits to change their

crew or racers, or repair their racers, as detailed in
Necromunda: Book of the Outlands and Necromunda
Core Rulebook. This can be done without the need to
make Post-battle actions, simply buying items from the
Vehicle Upgrades/Wargear lists. Weapons, for crew or
Hardpoints, may also be purchased without taking

a Post-battle action, from either the Trading Post up to
Rarity (10), or Black Market up to a Legality (10).

In longer campaigns, the Arbitrator might allow players
to change their racers between games. In this case,
they can retire their existing racer and create

a new one using the racer creation guidelines

detailed previously.

RACING WITH WRECKED VEHICLES
In an underhive race, it might transpire that a racer
rolls the Write-off result on the Lasting Damage table
and the player is unable or unwilling to repair it.

It might also have suffered Lasting Damage that
would normally prevent it from racing (e.g., rolling a
1 after having suffered the Unreliable Lasting
Damage result). In these cases, the player can still
choose to put their racer in the race, though it will
put further strain on their already struggling vehicle.
Note the vehicle has the Wrecked condition;

this replaces it being In Repair as it would in a
normal campaign.

WRECKED

At the start of each race immediately roll on the
Lasting Damage table and apply the results,
re-rolling results of Unreliable.

If a vehicle with the Wrecked condition is Wrecked
again, do not roll on the Lasting Damage table,

instead it is completely destroyed and the player must
create a new racer and crew for any subsequent races.

The Wrecked condition remains until the vehicle is
repaired using the Negotiate Repairs Post-battle action.
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