
RHOSSUM SECUNDUS





RULES
Alexander Lunde & Alexander Winberg

MACHINARIUM
Alexander Winberg 

ADDITIONAL INPUT
Tim Molloy & Peter Hudson 

EDITING & LAYOUT
James Sherriff 

ART
John Blanche & Nicolas Grillet

LOGO
Johan Egerkrans



MACHINARIUM
At his first dawn a boy was sold to the Machinarium Clan. For his parents were poor and 
did not need another mouth to feed. He would later be told that his father cried when 
he gave away his son. But he would not pay much heed to such tales for they had only 
birthed him. The Clan was his home and his blood. 

When the fifth dawn came, a boy was small and could not yet fight with a clan sword. 
He climbed the great caravan and he clashed with the other children. He was free in his 
mind and he saw the great sand dunes breathe. Until the wars came and they put him 
in the cannon machine to fight. They plugged a cable into his head, into his mind. And he 
was small and scared and the cannon was dark and hot. He loaded the cannon and he 
killed many men. It was good, for the men they killed were not like his clan. It was the 
first of the wars that would be his life.

Recidivists came to the world in ships that tore through the skies. Like flies they 
seemed to feast on the red sun that hung like an over ripe fruit. It was the sign of the 
Great War. They had broken their faith so they came to kill. The clan elders met; they 
met to discuss and to plan. They stood by their oaths to the hivedwellers and they 
swore to wage war upon the twisted. It was to be blood and iron and death. It was a 
boy’s fifteenth dawn and he went to war with his Clan. They gave him a name so he 
would not be forgotten. His name was Glass, and he wore the word zero on his chest.

In the twelfth year of war, Glass had grown to lead a company; he was kraal of the third 
company of Clan Machinarium and even the hivedwellers knew his name. His face was 
marked with the honours he had brought his clan. To the war he had lost two sisters and 
three brothers. But he had found his love, a man called Thorn. They fought and bled and 
loved together. It was the longest dawn of them all. Even when he was old, he would still 
shudder when he remembered that dawn.  

Peace did not come until Glass had seen fortythree dawns. It was no true peace, but 
it was an ending. They destroyed the last recidivist stronghold and salted the grounds. 
They spilt the blood and swore nothing would grow upon such waste. The clans spat on 
their dead foes and they shrugged and went back to their way of life. The trade wars 
began anew. Glass had lost an arm, steel and wood was used to give him a new one. 
Thorn lost his eyes and became dark and distressed. But they were there for each other. 
It was a good dawn.

Eightynine dawns had Glass seen when he assumed command of the clan. His face 
was now covered with clan tattoos and his hair was braided as is the right of the lord. 
Shattering Glass, he took the new name Alchemical Fast. The caravan grew great and he 
would never touch the sands again. Slaves walked behind him, and the warriors painted 
themselves red so that the Emperor would see them. It was a dawn that brought new 
burdens.

Onehundredsixtytwo dawns had come and gone now. Alchemical Fast is still strong in 
arm, both are now made of steel and wood and little remains of the flesh he was born 
into. Tattoos cover him and a black mark is etched onto his chest to remind him of 
Thorn. His caravan is strong but the wind is cold now. The sands are not red and orange 
and full of life. They are bleak and grey. Did the recidivists steal the hearth of the sand 
oceans? Life is fading, even the hivedwellers feel it. The colossi still roam Rhossum 
Secundus but their age is dying. Memories haunt him. He wishes he could rest – it is not 
yet time. He needs to feel the heat of war once more. 

The sun sets.



In the game, we will use the rules from Warhammer 40,000 2nd edition, the same rules 
that are also the basis for Necromunda and GorkaMorka. We will not bore you with 
repeating all the rules from Necromunda et al. In the game, we can mostly ignore looking 
up profiles and such. If a shot looks likely to succeed then it will mostly hit on a 4+, 3+ 
if easy and so on. This is the same for close combat.

THE WARBANDS
Build your warband based on The Dozen Concept made popular by the Pilgrym scenario. 
The gangs are not made up of green recruits and scared hive dwellers, they are sea-
soned veterans. So, make them reliable and strong. 

A basic profile could be like this:

Name    M   WS  BS  S   T   W   I   A   Ld  Sv
Magni    4   4   4   4   4   1   3   1   7   4+

Equipment: Shotgun, knife, flak armour
Skills: Thick Skull

Equipment can be freely chosen from any game – we trust you to make cool and appro-
priate choices. The same goes for skills.

THE RULES



Rhossum Secundus is infamous for the 
metal behemoths that roam its endless 
sand dunes. There are four broad kinds of 
machines in the game:

Rehoboam
They are the smallest colossi, nimble 
scavenger that usually form ad hoc packs 
to bring down a much larger prey.

Tor
The middle-sized Tor’s are slower than the 
Rehoboam. However, they can carry larger 
weapons. It is the most common class of 
colossi and they are mostly self-sufficient.  

Solomon
The Solomon are the god kings of Rhos-
sum Secundus. They are moving fortress-
es that can easily hold a full household of 
warriors. Most of them rule over Rehobo-
am packs and cross the deserts in slow 
majesty. 

Assault barque
Assault barques come in many and varied 
sizes, it describes all smaller vehicles.

Feel free to add one or, if reasonable, more 
to your gang. Weapons can be freely cho-
sen and, if you’d like to add any gubbinz, 
feel free to do so.

All colossi have a set number of wounds 
and a toughness profile. Each time a 
Colossus has lost 10 wounds they must 
roll on the Catastrophic Damage Table. A 
colossus reduced to 0 wounds grounds to 
a halt and may no longer move, but if the 
guns are manned it can still shoot.

THE COLOSSI
& THEIR KIN

The profiles for the Colossi are shown on 
the following page.

Different Classes of Colossi
All Colossi have a toughness value of 7.
All Gun boats have a toughness value of 5.



REHOBOAM

14”

3 x 45 degrees

30

TOR

12”

2 x 45 degrees

35

SOLOMON

10”

1 x 45 degrees

40

ASSAULT BARQUE

20”

Free turns

6

Movement

Turns

Wounds

GUN CLASS

Fixed heavy weapons

Medium cannon

Heavy cannon

Harpoon

RANGE

20”

30”

40”

20”

STRENGTH

5

6

7

6

WOUNDS

D3

D6

D10

D3, pulls the 

smaller colossi 

2D6” closer

    Catastrophic Damage Table

    1-2.  The colossus is damaged but still fully functional.
  No changes

    3.   The engines are overloaded and the power starts to fail. 
  -2 Move for rest of game

    4.   The machine is badly damaged and it begins to list dangerously 
  Roll Initiative for everyone on board or fall off

    5.   The steering of the colossus fails and fires breaks out
  Move 2D6 in random direction (in 180 degrees to the front) and roll a  
  dice for everyone on board, on 4+ they are set alight (hit by flamer)

    6.   The Colossus takes catastrophic hit to the engines, destroying it. 
  All on board and within 10” of the colossus are hit by a STR 8 hit.


