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THE CALL OF GREED

An introduction to Tor Megiddo

All is ash, sand and the rusting 
remains of war. And the machines 
of god. The burning red sun eats 
away at flesh and sanity alike. The 
desolate plains boil and the storm of 
war rages on.

THE RULES

Basic rules overview

Here you will find basic rules for 
gangs, machines and options for the 
strange monsters of the scorching 
sands. In Tor Megiddo we use the 
rules from Warhammer 40,000 2nd 
edition.

THE GOAL

How to make it big on Tor Megiddo

There are various ways to score and 
complete objectives on Tor Megiddo, 
and this section details what those 
objectives are. Different missions will 
suit different gangs, depending on 
your preferred style of play.
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THE CALL OF GREED
All is ash and sand; the rusting remains of war and the machines of god. The 
burning red sun eats away at flesh and sanity alike. The desolate plains boil and 
the storm of war rages on.

Inside the last of the Golden Spires turmoil reigns supreme. Man eats man and 
order is decaying. The iron hulks worm their way into the heavens; the desperate 
and the rich ride them. This is what remains of civilization. A dying earth.

In the wild, there is anarchy as well. The Yaike Yaike tribes tear themselves apart 
in ritualistic, fratricidal tunnel wars, shattering the slag mountains’ ancient blight 
heaps. The lands tremble and shake from seismic warfare until, finally, the long-
sealed Valley of Defilement is sealed no more. Mushroom clouds of dust cover the 
furious sun; long-sleeping Promethean Tower awakens screaming. Rusted engines 
stir and black blood starts pumping again.

Traumatized, the Flesh Barons arose from the Promethean Tower, shocked 
and terrified. Filthy scum, slavers, cannibals. From the slave pens, the great 
slaughterhouse, the human cattle emerged. Fear evolved into wrath and they fell 
upon their corpulent lords with ravenous fury. Fire, blood and bones. Nights of 
dark pain and feasting.

As the mountains cracked and crumbled the word was spread. By failing electro 
lines, by Iron Courier, by man and by satellite. The legendary seas of promethium 
were now there for the taking. Monstrous greed still ruled the hearts of those left 
behind; that incurable greed that had striped the world of all. The Black Thirst was 
still triumphant. The need for promethium, a dark addiction.

Now they come, the mighty and the desperate, the gambler and the outlaw, the 
dead and the dying. They come so that they might live for a moment more. To 
feel the mad rush of road war and death again. On wheels and on tracks and on 
the backs of beasts. Machines made of rubble and machines made in ages pasts. 
The Engines of Destruction.
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GAS ENGINES
All vehicles have efficient but sluggish gas engines 
which are used in day-to-day travel. When you wish 
to move a vehicle during your movement phase you 
start by using the gas engine. This enables the vehicle 
to move up to its normal movement. After moving 
this distance, you can decide whether to employ the 
thrusters to give the vehicle extra movement. We’ll come 
back to thrusters in a moment. 

TURNS
In reality, a turning vehicle describes an arc, which we 
represent by a series of pivots of up to 45° to the left 
or right. A vehicle can turn twice as it moves under gas 
power. The vehicle begins by moving between 1” and 3” 
and then pivots up to 45° about its midpoint. The vehicle 
then moves between 1” and 3” and pivots again. The 
vehicle has then completed its movement under gas 
power. Although a vehicle can move up to 6” and can 
turn twice, you will notice that it cannot move 1”, turn, 
move 5” and turn again. The turns are divided equally 
into each half of its move. It can move 1”, turn, move 
3” and turn, or 3” and 1”, or 3” and 3”, or 1” and 1”, and 
so on. Note that a vehicle must move at least 1” before 
turning, it cannot turn at all if it does not move. Astute 
players will also take note that vehicles pivot about their 
midpoint rather than from their front. This makes the 
turns slightly tighter and looks more convincing too.

THRUSTERS
Once a vehicle has moved under its gas engine the 
driver can use thrusters. Thrusters provide short bursts 
of power which propel the vehicle forward quickly. Each 
burst will carry the vehicle a further 1” to 6” as the player 
chooses – shorter distances representing a shorter 
burst. 

Before using thrusters, the player must declare that he is 
doing so and how far he intends to move. He must then 
make a Thrust test by rolling a D6. A score of a 1 means 
the thrusters have malfunctioned in some way. A score 
of a 2 or more means the thrusters have fired and the 
vehicle is boosted directly forward the desired distance. 
If the thrusters malfunction you must make a roll against 
the Thruster Buster Table.

A driver can continue to add further bursts to his move 
until he fails a Thrust test. Theoretically, he could keep 
on accelerating, adding 6” to his move indefinitely! In 
practice, however, the engine will malfunction long 
before this happens. The chance of malfunctioning 
increases each time thrusters are used during the 
movement phase. The first time they are used the Thrust 
test is failed on a 1, the second time the test is failed on 
a 1 or 2 and, each subsequent time the thrusters are 
used, they will fail on a 1, 2 or 3. Thrust tests never get 

DRIVING

THRUSTER BUSTER TABLE
1 Spin

The vehicle remains where it is but spins around 
to face a random direction.

2 Move D6” straight ahead and spin

The vehicle moves D6” straight forward and 
then spins as described above.

3 Swerve left/right and move D6” ahead

The vehicle pivots 45° either to the left or the 
right (D6: 1-3 left, 4-6 right) and then moves 
forward D6”.

4+ Move D6” straight ahead

The vehicle moves D6” straight forward before 
the thrusters give out.
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We play for a maximum of 8 turns (this can be changed 
depending on how fast the game moves).

Control the Promethean Tower
This is the big one! It will ensure you have enough fuel 
to drive into the Blood Stars. Be the last one standing at 
the central tower when the game ends.

Slay the Lord of Lead
The Lord of Lead, Machromonicum the 83rd, is a devout 
member of the Sect of Mars. If you follow the dark paths 
then he will make a glorious sacrifice. Kill the false 
priest!

Capture the Loot
There are strange beasts roaming the world. Some of 
flesh and some of metal. Kill them for the need of your 
tribe!

The Glory of the Mind
If you want you can make up your own victory 
conditions. Let Helge or Alexander know what you have 
come up with. 

THE GOAL

Servo skulls & Camcorders
We like pcitures - we love pictures! But 
please let your servo skull record the world 
of Tor Megiddo when it is not your own 
turn.

Lho Leaf & Lho Sticks
Feel free to go for a smoke, but make sure 
therre is someone to roll the dice for you 
if needed, and please don’t miss your own 
turn.



TOR MEGIDDO

The land shakes beneath the 
fury of the storm.

The sand is drenched in 
blood and oil.

Most holy Promethium, it 
fills our veins with wrath.

Ride forth warlord! Blessed by 
the Cog and the Bolt!

Wage war in the sun!

Can you hear the engines 
starting?

Can you feel the boiling 
blood?

Can you see the storm 
approaching?

War in the sun




