
Guilders-Ford Campaign 
 
With the great fire reducing most of the Guilders-Ford dome to smoking rubble, thousands of hive 
dwellers, gangers and businesses have been reduced to ash. With the majority of the dome’s 
population now displaced, and living in temporary accommodation and shanty towns, times are 
tough indeed. 
 
Old and experienced gangers have taken every opportunity to establish themselves as the top dogs 
in this harsh new world, and new blood – young, fresh gangs - have also begun to form to fill in the 
power vacuum left by the death of old gang leaders in the flames. 
 
With aid being sent from up-hive, the remaining populace is surviving, but unhappy. Food and 
medical supplies are low, and crime is beginning to increase as the local Enforcers struggle to 
maintain order with the difficult situation. 
 
Added to this, the discovery of a new dome in a collapsed sector of the ruined area now known as 
‘Old Guilder’ has led to a new turf war erupting between the gangs as they scramble for new 
territory. Strange that such a well built area should have been seemingly abandoned many years 
ago, but with buildings standing empty and ready; no-one has raised any objections as the buildings 
become inhabited once again. A new Guilders-Ford is rising from the ashes. 
 
As the various power struggles continue in the background, stories begin to circulate around the 
shanty towns, passing quietly amongst the survivors. Tales of strange people seen scurrying across 
the ash piles, mysterious disappearances and abductions, and some even talk of mutants being 
sighted in the new dome. 
 
These are dark times indeed... 
 
Important Information: 
 
Welcome to the Guilders-Ford campaign! This is a handy sheet with some information about how 
the campaign will run and how your gang will affect things.  
 
Once the campaign starts, there will be two sides, representing Old and New Guilders-Ford. Each 
player will be assigned to a team. 
 
In order to maintain balance, each player must have one ‘campaign’ gang, and may (if they wish) 
have another ‘non-campaign’ gang. 
 
Each month will represent one campaign turn, and each campaign gang may play once per turn (i.e. 
one game per month) – However, non-campaign gangs may play as often as they like. This means 
that each player’s campaign gang will only get one game per turn, which should result in an evenly 
balanced progression of gang ratings. Any type of gang may play each other, so more regular players 
can continue to play using their non-campaign gangs, giving less regular players enough time to get 
in one game per month. Games are not restricted to Old Guilders vs New Guilders – grudges and 
desire for territory still exist even within your own faction! However, there are enough players in the 
campaign that you should not have to play the same person more than once.  
 
At the end of each campaign turn, the gang ratings for each team will be totalled up to see which 
team has won that turn. The story will progress to the next turn, with the story advancing 



accordingly based on the winner. There will be very different storylines to this campaign leading up 
to a final major ‘event’ at the end, and these will be directly determined by the campaign turn 
winners! 
 
Turn based events will also be taking place, and a monthly report will be issued to keep all players 
informed of progress. We have a dedicated Facebook page for this campaign. 
 
Which side will your gang take?  
 
New-Guilders: Gangs looking to establish themselves as the top dogs in the new territories being 
established in the mysterious new dome discovered under the ruins of Guilders-Ford.  
 
Old-Guilders: Gangs from the old dome who seek to rise like the phoenix from the ashes, they 
remember the old ways of Guilders-Ford and are determined to maintain their dominance over the 
new, inexperienced gangs.  
 
Make your choice carefully, as the side you choose now could have major influence later in the 
campaign... 
 
Summary:  
 
Gang Types: Standard house gangs or Outlanders only. Spyrers may not be used (They wouldn’t 
waste their time on a burnt out, half collapsed dome!) 
 
Rule set: Necromunda Community Edition  
 
Starting Credits: 1000 
 
Starting Territory: Each player starts with 1 Settlement and 1 randomly rolled territory. Additional 
territories will be gained through capture, or at the end of each campaign turn as indicated by the 
arbitrator.  
 
Games: One campaign game per campaign turn (i.e. one game per month) 
 
Campaign Turn: By the end of each campaign turn you must submit a copy of your updated gang 
roster to the arbitrator so that a clear track record may be kept.  


