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Necromunda - Squats

Once the Squats allied with the imperium, they quickly 
spread far and wide; their natural affinity for technology 
making them sought after engineers. When the Squat 
Homeworlds were destroyed, the core of their civilisation 
was destroyed along with them. However, as the race could 
be found across the Imperium, there are still many thriving 
communities, despite repeated attempts by Inquisition and  
Mechanicum to wipe them from existence.

Squats have lived on Necromunda for thousands of years, 
living alongside their human counterparts peacefully, 
for the most part. The Squats are exeptional miners and 
engineers, and have gained a strong foothold in Hive City, 
despite their relatively small numbers.

The Squat community in Necromunda does not have the 
numbers, influence or resources of the Houses, but their 
skills are highly respected and their strength and resilliance 
make them perfectly adapted for live in the Hive. There-
fore, whicle the Squats do not have a clear ‘home’ territory, 
they can be found throughout the hive, living amongst the 
houses.

While the majority are content in the hard lives their lead, it 
is not uncommon for groups of younger Squats to strike out 
on their own.

Squat Gangs in Necromunda follow all of the rules for 
House Gangs, using the weapons list and skill table present-
ed in this document, with the addition of the special rules 
listed below.

Territories: Squat Gangs add an additional D6 income to 
Mine Workings and Mineral Deposits territories.

Exceptional Engineers: Squats have a natural affinity for 
technology, and are maticulous at maintaining their equip-
ment. The gang’s Leader and Heavies start with the Ar-
mourer skill. Accordingly, their initial cost is increased by 10.

Steady: Squats are short and stocky by nature, so are 
steady on their feet. Squats gain a +1 modifier to Initiative 
test to avoid falling.


