HOME DEFENCE

BY MARK BRENDAN

Have you ever wondered what Spyrers
get up o when they aren’t being
simster and deadly killersT Permups
yvou have occasionally muosed owver
what their homi bases logk like? You
may even be comtemplating just whit
wounlkd happen if a resourceful gunger
wis 10 Tollow a Spyrern, somehow managing mof o be detectad,
and check out therr headguaners. Wioukdn't it be great i you
could make a doring aksanlt gx they sleep” If they steep

Sit upand min bk your cars for some cautionary advice on
letting sleeping Spyrers lie: You might just hve longer!

Asany canny Hiver will tell you, Spyrers are something mong
than human. They don't e like os they don't sleep like us,
and therr world revolves around an greane and 1mmensely
poweriul battle suit whose ongins are shrouded in the mists of
time. Let those who have understanding of such things nal
forpet that these devices seem to learn by themselves, and
increass therr destructive potential with the passing of the days
wpent on the hunt. And when the blood craving 15 briefly
salisfied? Then iy the time for the very armour (salf 10 become
dermant and pssimilale it's expercences, During this time the

sSpyrers enter o siade of sleep of sorts, becoming |i||l[:- i
immobile for about & day. Do not be Tooled. Tor they are far
from volnerable

Contained within o Spyre Hunter s suit 15 8 miraculous set of

3 \ il befalling the occupanl O the armour @5 1 lies i1l unnaturil
devices which are fully capable of preventing serous harm

wlumber. Through the extensive rescorches of Gulld
Techmerans, some of the secrets of this mechanism have been
revealed, It is known that when the Spyrer shuts down 1o
absgrh 115 rocent experiences, cermain functions of the suit
remain active. Life support obviously, bot there is also another
systermn which is only ever seen when the Spyrer 15 in this stale,
Millions of microscopic machines, tiny enough @ be able (o
manipulate the very molecules of substances they come into
contaet with, flood fromm vents in the armour o poor aeross the
Moor of the Underhive, The refuse and scrap in the generadl
ared 15 rapidly transmuted mio o nest of wires and condus
binking the recumbent Spyre Humer to 5 number of small
silver globes. Each of these devices contain a single defence

Mark  made some
models o glerenee
CORIeTS Onal 1'r_,f JHETTS
from hix Bity box

svalem 1o be sctiviiied when an pnwelcome visitor strays 100
close, And (hese range from a big gun which blasts the mtruder
miter the middie of next week, (o an alarm routine mggennyg the
akenming of a highly rute Spyrer itching to have a word with
the untortomete mdividwal responsible. Each Ivpe of suit
contains {8 own unigue set of defences, some of which are
Inspired by Marks arncle Iinked im0 the weapon svstems on board. The followimg set
Adriom had a go ar making of mules details their uses in e scenamo depicting o raid on a
Yo caunters of hiv  own spyret hiome bage ax they sleep
iy you don 't need models " .
counters 1o play, I KNOW WHERE YOU LIVE..
This scenario may be plaved if the Spyrer’s oppoment gets
cholce ol swenano




SETUP
s v i The Spyre Hunter player sets up the scenery and deploys thetr

I“n“ 'ﬂ‘l forces in hiding within a six inch mdhos of the exact centre ol
: ; h the boarid. Then plice defence counters (see below),
I Malformed Construct, ¢ globe contains

nathing more thun a puddle of unresolved goo and The attuckimg plaver then chooses which side of the board they
wires. No elfect! wish to approach from and deploys along (hat table edge. Since
3 #hrﬂl' The (rerus awakens and he i the lefmiin e represents the nerve centre of the ."_1-F'lj-'n’!r-'

termitory, secunty 15 thomough and the attackers may nof dse
from the next turn anwurds, iy IIrL:||||' i |II‘|-i|II!'.'J|1-'I-I| .
3 Sentry Gua. A cluster of bolt lnunchers mounted
un & Lurrel springs from the globe, and fires as if on ATTACKERS
overwalch, It will do this every turn, shooling sl the
first target 1o move whthin range and Hoe of fire, and

uses the same BS, ranges, and bolt lsuncher power

Since this scenario reguires & gresl deal of siealth and
subterfuge on behalf of the atacker o sctually follow the
Spwvrerd dll the wuay uy their hideout without being spotted. ondy

huosts as the Orrus, i small mssanlt foroe can carry ouwtl the job. Therelore, the
4 Frag Belt, This deviee hurls 1D6 small explosive attackers are lvmied 1o 16 gang members on this mission., The
mines towards whatever sctivated i Koll ﬂ\tﬁﬂﬂhr}' attackers may min use oy special detéction equlpment o spo
dice and ilhfqﬂ mm.mﬂmmn{ ihe Spyrers 1 thew |ru|1r|L_'_ rlaces, since the u!m sirveillamee
mnwlrrmmmh'ml lime bt ween devices of the Spyrers put anythimg the Underfiuve has on offer
the Frag Belt and the source of s activation. Now rall 1y shame. Sleeping Spyrers can only be spotied by models
the Scatter dice for each extra minelet and place a blast within a mange equal tis thew Initiative n inches, Shooting, bul
marker 1D inches away in the direction shown by the faling to Injure & slesping Spyrer will automutically wake It
wrrow, Each mineket Ellihlil‘l‘l:l‘p‘l‘lm-tlhﬂ normal upl The Spyrer may be used nomully from the next fum
Frug grenade. omwiards. This 15 the only way Spyrers ¢an become active

pside [romm the tnggenng of an aliorm

5 lmproved Algrm! As 1, above, bul will also
awiken a second Spyrer of your choice on a il of 4, _ —
emane =S =l e
6 Piggy Back Syetem. Make twi rolls oo this table 2 b '

{ omce kmew o whede bunch o vouang braves, Jast

lif, T T P TITLY o, RO Bl

Corngenis. Nl ek ST

Well, omer day, ox aft recalls i, they oli heard fell of o
hid pluce m the Underhive, whee wicked apirits had
come to live, Thiv place way a big old ruls and & was
arr Hie pnidvkiete of theie fereifory Sowmethon " miade fhaf

place oy fivme, somethin” eeal evid DK and folks o
by the border of the wrrtery srarted  wimdin® ap
matesin . Sor theve voungbloods gets all lioi-headed,
and fool up fo gooout there. An Vou o Erew werar’
Those boid ol Hive yporiiy jus: swallonved  them
righe g, Never xeen those boyy agoin

Weetl, sherrtly after this, me un the Chief got ap a
warr pareiy of atonty and broves. and we ol wenl in
e Beeedinee AR G T eonn Koy i I WE SECE G
there, cox 1y fop hornble for g voung m ke
viskell, Bl vie ool P plaee oid Pl gy, an

feaxt od fing oy womeadd NooantEy afeier 0f

Vi ve v a oy of svoree Mungs and o lor of Tyid
tfuimas Sl ah woy fo ofuse dore mot FEfHelr im
prer [, ehecet worilel be the ime. Now vou rememtber this
jalk before vow et any fancy fdeiy ahout elary an
i " u fiercy, Fivd - w'ell and bring Besoir o vour tribe,
freip Eveoww vamer Dipmess. O amd Krrenee weibniel veor peifin

prrtirmtf ol Baefare il eis fmiler

oy Clearwader = Restxkin Slaamian




JAKARA DEFENCE SYSTEMS
(ROLL 1D6)

1 Mallormed Consirnct. The plobe contalns
nothing more than a puddle of unresolved goo and
wires. No effect!

1 Alarm! The Jakarn awakens and may be used
from the nest turn imwards,

- Mirror Shietd Unit. Thix defence con only be
activaled when il is fired on by intruders. Raiber than
heing destroved, it may reflect missile fire directly
back ut its assailant, exactly like the mother system
which Il works off. 11 uses the some BS sond mirme
shield power hoosts as the Jakara.

4 Energy Sink. When sctivated, the panels dotting
the surface of this deviee guickly convert energy
emissions In Iy sureonndings ioto plasma, This
wiopun then fires in éxactly the same way as a normal
plasma gun and wses the Jukora™ BS. A< with the
Urrus’ Sentry Guns above, it shoots as if on everwaich,
attacking the first target to move within range and
line of fire. The shots fired by this plasme pun are all
comsidlored Lo be low power,

5  Improved Alarm! As 2, above. but will also
avaken a second Spyrer of your choice on » roll of 4,
5, 6 on o Da.

6 Piggy Back System. Make 2 rolls on this table,
lgnoring lurther rolls of 6.

DEFENDERS

The Spyrers huve, by the potnl at which the atuckers strike

entered femporary shitdewn W gssimibide new wnformation
regarding their suit’s runming. They may do absolately ool bing
until -."-l_--.'l:'n'.llij. pwikenocd by either getiing  shot al, s
détuiled above, or by an Adarm defence function as

the following secticn

detiied n

Each Spyvre Hunter sufl oy run up w0 1D3 defence routines
when 1t 18 s worn. Although all the informuation loe all the
conained i the sai, like the weapons

subsystoms, the

upgragdes are
apyrer can omly access muore  through
sipertence. The diflemnie s thal the defence msutioes b
chosen randomly by the sait every thme I is used In this way
gnd are rarely the same twice. The only limiting
prrm of detences the sl can muster M any one me. When
the Spvrer gains a power boost from the

foctor is the

“wpeTicTee fahie N
iy chaase o ke this advanes on your defence sysiemy rathe)
than on the nommal v Fecwcusi tables. This his the eflect ol
increasing the pomount of defences vou con mun by one. These
dotences are represented m the game by défence coaniers
which are placed within a twelve
the beginnmg of the scenurio. The counter: o
enemy maaded imoves within six dhches of them. They cun be

BhOL 0 COUNUNE s

tnch mdius of the Spyrer at
¢ pctivaled i e

sl paezers (=1 1o hr) and have o

- =

= -ﬂ_

s NECROMUNDA

lﬂj

IR ___

MALCADON DEFENCE SYSTEMS
[ROLL 1D6&)

i Malformed construct. The globe contains
mothing more than a puddle of anresolved goo aml
wires. No effect!

2 Alarme! The Mulcadon awakiens and may be
used from the next torn onwerds.

5 Sentry Gun, A turrel sporting s set of spinners
springs from the globe und fires o= if on overwatch, 1t
will do this every lurn, shoofing af ihe Nirst torget 1o
move within range and line of fire, and uses the same
B5, 5, ranges, and web spinner power hoosts as the
Malendon himself,

4 Naxty Swrprise! Using Malcgdon spinner
technology, this device has (rapped one of
Necromunda®s Underhive eritter= Tt has heen kept
trussed wp ke o torkey and in o bad mood, walting
Jusd for you to come by and release [1! Raoll o [ on the
Following table: 1-2 Necromundan Rat, 3 Milllassur, 4
Ripperinck. 5 Glamt Spider. 6 Dend! No Effect. The
enruged bepst will always move towards (he nearest

targel, charging if possible.
s Jmproved Alorm! As 2, above, bl will also

awaken o second Spyirer of vour cholce vn o roll of 4,
5. 6 on a D,

6 Pigey Buck Systerm. Muoke 2 rolls on this table,
ignoring Marther molls of 6.




Eviern e rreefered sten iy i
cunntng of e Ratxkins
cenddel mor preeicent the alorms
rri gy onll fheeir gealthy onpld
a5 ey crepl Wt the
deniain o e hpyrers.

YELD DEFENCE SYSTEMS
[ROLL 1D6)

! Malformed Construet. The plobe contains

nothing more than o puddle of unresolved poa and
wires. No elfect!

2 Alarm! the Yeld awakens and may be used from
tlye next turn oorwards,

3 Semery Guer, A turretl armed with u duplicate of
the Yeld's laser gnuntlet pops up und fires as if on
overwatch, 1t will do this every turn, shooling sl the
first turget to move within range and line of fire, and
uses the same U5, rnges, and luser gountlel power
hoosts as the Yeld.

4 Psychotropic Gas. When  aclivafted, 1he
hothecinogenic fomes. distilled from Hive fmgi are
sguirted b the intruder (use a flamer template).
Anyone caught in the cloud should be treated as 1 they
suffered g hit from an hallucinogen  grenade
iNeeromunds Rulebool, pS9).

5 fmproved Alurm! As 2, above, but will also
uwiken o second Spyrer of your choice oo a roll of 4,
5, 6 un u D4,

L Piggy Back System, Make 2 rolls oo this table,
ignoring further rolls ol 6, :

lowghness of 5 with 2 Wounds. A defence counder that is hit
it not destmoyed  will be activaled asutomutienlly. The
destroctiom of 8 counter will swaken the Spyrer it is linked &,

5

i the same wiay as analomm, if the Spyrer player can roll @ 5
or a fhon a Db

You can use pretty much anvehing you feel s appropriate (o

I'-u'.'t'".'l._"-:-'.'r'J IJL'h.":I'|L"'.' gomnlers — |'.||:'I'|||Il'.-. [Hl:'"t"- il card, |1l'.'-! il
coloured plisiic. or whatever. The more alventurons amomest
vl mighi even consider modeliing vour own, ke we did

When vou place the counlers you must keep track of which

defence belongs o which Spyrer, Then, as they become
sctivated, moll lor their effect on the sppropriate mhle

ENDING THE GAME

The game contimees unfil elther one side bottles oul, of has ne
remaining pang members who can fight. The Spyrers will not
botle whilst any of thetr number remamn asleep, and therefore
do mot have o make wests antil they hive all been awakened

EXPERIENCE

+11) Winmng gung leader
Fet wounding hit

k1 D6 200 For éach suraving gang member

*special: I the Spyrers lose ths battle, they gun no
experience and must penerate 4 new termtory due o the
capture of their base camp. However, winning the battle guins
teern an adbiditional + 1D each
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