e Necromunda: Underhive box set is a great introduction to the game of Necromunda, and the
ebook it contains allows players to fight brutal tunnel fights between the two gangs included.

~ hardback vo/umes are therefore the definitive source for the game’s rules, but the ru/es found in the

f"x

- Necromunda: Underhive boxed set rema/n a great starting point for those wishing to take up this
h/gh/y engaging game.

ThIS document allows players who don‘t have access to the hardback volumes to use the contents of

‘the Necromunda: Underhive box to play. It corrects errors in the Necromunda: Underhive rulebook,

- and furthermore introduces updates to those rules based on player feedback. The first category —

the errata — should be used in all games, and the second are recommended to make the game flow
better.

_ If the players have access to the hardback Necromunda Ru/ébook and Gangs of the Underhive

volumes, these should be used instead of the softback Necromunda Rulebook found in Necromunda:

Underhive, as they represent a lot of hard work on the part not just of the.game’s creators, but of the

‘community in giving feedback and encouragement, so it can be considered the full, definitive version
of the core game.

v‘age 39 — Designer’s Note
he second sentence should read:

‘ 'H_owing line to the end of the paragraph:
lo not have sufficient movement to get into base to base contact, they must stop 1" away."




ig térs move by making actions, and there are a number of actions that enable them to move in
ferent ways, as detailed on this page and the previous page. For example, a fighter might make

~ which they will move, then measure out the movement. A fighter is not obliged to move their full
- movement allowance, they can move any distance up to their movement allowance, but they cannot
: ";move further.

Movement need not be in a straight line, a fighter can turn and zig-zag around terrain as appropriate.
After moving, a fighter can turn to face any direction.

~ Sometimes, when you measure out movement, it may become obvious that a fighter does not have as A
“much movement as hoped and will end their movement short of where you had planned. In this case,
-move the fighter as far as possible in the desired direction, and try to make good use of any available
over! In the case of a Charge (Double) action, if a fighter has insufficient movement, they will end
heir move short of combat and often in a very dangerous position!”

-

. Page 57 - Take Cover (Basic)
- The second sentence should read:
“The.flghter moves up to half their Movement characteristic and is then Pinned.”

'age 66 Booby Traps
thange the second paragraph to the following:

‘booby trap off. Roll a D6. On a 1, the booby trap is a dud and is removed from the battlefield. On a

g;e‘r 3, the booby trap does not go off but is left in place. On.a 4, 5 or 6, the booby trap is triggered
nd will explode. The profiles for booby traps can be found on page 67. The movement of a moving
‘gﬁ‘ter‘ls'mterrupted whllst this roll is resolved. If the booby trap does not go off the|r movement




-'NéedlelBoIter Combi-weapon
’:gth Charactenstlc of the Needle rifle component of this weapon should be -.

F «AQe 72 PIasma/Stub Combi-pistol
“ Add the Plentiful trait to the stub gun profile.

_ ﬁége 75 - Stiletto Knife
- The Long Range Accuracy modifier, Strength and Damage Characteristic should be -.

: (-fhange the second sentence of the second paragraph from:

~  "Against weapons that use a Blast marker, this is increased to a5+ save roll.”
~ To the following:

he first sentence of the second paragraph should begin:
If a fighter with a Respirator..." '




g’e 89 Commanding Presence
‘Change the text to the following:
“‘When this fighter activates to make a group activation, they may include one more fighter than
‘ né‘rmal as part of the group (i.e., a Champion could activate two other fighters instead of one, and a

Leader could activate three).”

Page 89 — Marksman

~ The second sentence should read:

~ “In addition, if the hit roll for a ranged attack made by the fighter is a natural 6 (when using a
weapon that does not have the Blast trait), the attack’s Damage is doubled (if they are firing a Rapid
ire weapon, only the first hit's Damage is doubled).”

; he second line should read:
~Th|s Iets them move at double their I\/Iovement characteristic for the second Move (Simple) action.”




2 ge ‘15 Two day Events, Equipment

e second sentence should read:
‘Addltlonally gangs may purchase any item from the Rare Trade chart at the cost specified that is -

re (1 1) or below

" Page 124 - Blunderbluss
Aaﬁ‘the Template trait to the grape shot and purgation shot profiles.

UPDATES

- The following changes can be found in the hardback Necromunda Rulebook and Necromunda:
~ Gangs of the Underhive and come from a combination for community feedback, re-balancing and

: ‘WJ

lecessary but are recommended to make the game flow better. Some changes include designer notes
n how and why the changes came about — these are in italics. ~ ;

“ Page -76 - Chem-synth :
- The second paragraph should read:

V l’g the start of their activation, an Active or Engaged fighter with a chem-synth can choose to make
7‘I~nte|.l‘ig'ence check. If the check is passed, any Gas or Toxin weapons they use until the end of their




-To attempt to put the fire out, roll a D6, adding 1 to the result for each other Active friendly fighter
) Minthm 1 *..On a 6 or more, the flames go out and the Blaze marker is removed Pinned or Seriously

‘ es:gners Note: The changes to Blaze better represent the perilous situation of being set on
‘ f/r‘e A fighter with a Blaze marker now suffers a hit and must move in a random direction BEFORE
,ttempt/ng to put out the f/ames This results in at least a turn of negative effects before the flames
are put out.

; Page 79 — Toxin
. Change the text to the following:

1 ge 79 - Unwieldy
, C'hange the second sentence to:
“In addition, a fighter who uses a weapon with both the Unwieldy and Melee traits |n close combat
‘cfér'mot use a second weapon at the same time — this one requires both hands to use.’

ge 79 . Versatile
: nge the text to the followmg

J
L
EYR )
hat

t:‘k




ose combat attacks agamst this fighter, they must make a Willpower check before moving. If the
%eck*ls failed, they cannot move and their actlvatlon ends immediately.”

‘hange the text to the following:
- "Before making a Recovery check for this fighter in the End phase, roll a D6. On a 4 or more, one




