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If you have an older copy of the Event Card Deck, either from the back of the Battles in the Underhive Book 
or were one of the lucky few to actually get one through mail order, then you know that the Event Deck was 
fun to play, made for some interesting battles, and was an awesome addition to the game.  Well, why should 
the Event Deck fade away when you can now have it again, updated for the ORB and NRC 2005 era of 
Necromunda… 
 
The original article that this is based on is called 
‘Designer Cuts.’  Here is the opening from that 
article.  Battles in the Underhive (page 79)…David 
Moretti from Rome sent us his ideas for using Event 
Cards in Necromunda and we really liked them  
When we mentioned this great idea to Jervis and 
Andy they said they’d had the same idea for 
Necromunda when playtesting first began.  The 
Events Deck was going to be a major part of the 
game.  Unfortunately we couldn’t physically fit 
anything else into the box set which meant the idea 
had to be dropped.  However, Jervis and Andy’s work 
on the cards has not gone to waste as we combine 
David’s work with that of the our games designers to 
produce a deck of cards which will make your games 
of Necromunda even more exciting!’. 
Since the original game designers wanted to use these 
and created them I feel that they should be available 
to the gaming community to use.  I was also one of 
the lucky few to get an actual hard copy set by 
ordering directly from UK mail order.  So that 
everyone can enjoy the Event Deck I have updated 
the rules for using the Event Card Deck in 
Necromunda and have reproduced cards that are 
based straight on the deck that was originally 
available.  If you have the old deck, go ahead and use 
them instead of these, but use these to answer any 
loop holes in the original wording. 
HOW TO USE THE CARDS 
At the beginning of each game, after the scenario is 
selected, but before table edges or any models have 
been set-up each player rolls a D3.  This is the 
number of Event Deck Cards that the player will 
receive.  One player shuffles the deck and deals out 
the appropriate number of cards to each player.  Each 

card has a full explanation of how it is played right 
on it.  At the bottom of each card is an as indication 
as to when in the turn it can be played.  The three 
times that a card can be played are ‘Before,’ ‘Event,’ 
or ‘After.’  The exact duration and affects of each 
card are listed right on it. 
BEFORE 
Cards listed as ‘Before’ are to be played immediately 
after they are drawn and may generate an effect that 
lasts the entire game. 
EVENT 
Cards listed as ‘Event’ may be played at a specific 
moment in the game and may cause something to 
happen, or not to happen in some cases. 
AFTER 
Cards listed as ‘After’ are to be played at the end of 
the game and may alter your post game sequence. 
SECRET NOTATION 
Some cards will require you to write down where on 
the table they are.  For example, the Dangerous 
Walkway card needs a walkway somewhere on the 
table.  Make notes such as this after al terrain has 
been placed, but before the gangs are setup. 
CARDS 
To use the Event Card Deck you will need to make 
up the deck of cards on the following pages.  There 
are forty-eight (48) cards in the deck.  Simply print 
them all out, fold them in half, glue them together, 
and get ready to use them in your games. 
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