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Background

The Orkish race is savage and brutal, and vergesstul. Tribal in nature, Orks will happily figetaich
other if they cant find another opponent. Theymsee be able to survive, expand and prosper al@ibsttlessly
compared to struggling humanity. On the whole thegm to have a more pragmatic attitude to life thany other
races, and seem better able to cope with theiematif a harsh universe. The secret is that th&ydon’t care. Orks
simply follow the natural life they were intendedr:f wild adventure, warfare, raiding and violentatte Their
remarkable progress has been achieved mostly &lyaimid error, without pause to count the cost astjan the
meaning of it all.

Orks need a regular supply of weapons and spats fmapursue their chosen lifestyle. The Mekbogsad
good job, but it is often not enough. The only $olu (to the Orks) is to conquer and enslave inghalst
communities, mount raids or demand tribute. A plamay be visited periodically by a space hulk dediag
goods, while other planets are ruled by a uncouwtrior aristocracy that forces the population tonafacture arms
and equipment for them. Ork raids are a constazdirdafor all intelligent races, but every two oreth centuries the
frequently of raiding increases, closely followedibvasion and wars of conquest. This is known @a\rk.

Orks are latently psychic, and over time the aile psychic energy of the Ork race becomes amgitat
disturbed and dynamic. This is a time of tribes itgmogether, of great works, of migrations, wansl @onquests

as Orks throughout the galaxy take to the warpatientually this reaches a fever pitch and Ork asrgie off in all
directions, bringing war to every corner of theagal

MmaFEWe =D
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The Ork Army

There is no Standard / Codex differentiation fok$) as no group of Orks has the organization requto
qualify as a Codex Army. Orks appear throughoutghkaxy and are willing to fight in any sort of tat at any
time, against anyone, no matter what the odds. @wkg be taken as an ally to another Standard Aomypu can
take them as your main force and put up to 50%oaf ypoints into any one other Standard List. Eithay, army
construction follows the same rules and has theegauirements.

Standard Army | At least 50% of your points into... | Up to50% into...
Orks Standard Ork List Any one Standard List

Orks love to fight, and will cheerfully fight eadher if they aren’t pointed in another directidtrtakes a
strong leader to tell Orks what to do and the feat tnanage to survive the process are known asodseb. Rarely
a Warboss rises to lead half a dozen clans andec&nown as a Warlord. The presence of theserkeatlews an
army to consist of more and more clans withoutndgiégjrating into a chaotic free-for-all.

In order for an Ork army to consist of more tham tclans (different ones or all the same), you must
include one of these strong leaders. These reqléaders do not take up a Special Card slot. Yoy g
additional Warbosses or have a Warlord in a smaliey, but in that case they do take up Speciad Gkmts.

Number of Clans you want | Leader you must buy...
1-2 Nothing special
2-4 Warboss or a Gargant
5-6 Warlord or a Gargant
7+ Gargant

Special Rule: Gargants
These units are akin to religious icons and dttnage followings whether they’re wanted or not.uvfoay
only purchase Gargant Big Mobz, Mega-Gargants aakilidy Gargants if at least 50% of your army is Orks

Definition: Mobz

The Ork term for a detachment is the Mob. Anywharéhis book you see “Mob”, think “detachment”|—
they're the same thing. The term Mob is used bex#us Victory Points and Break Points of Ork umigsy with
size, while the term detachment implies a more teasand organized structure. And if there’s oneghthat Orks
aren't, it's constant.

Optional Rule: Ork Hordes

Unlike other armies that are limited to 5 SuppGerds per Company, Ork Clans have the option of
purchasing an additional 5 Support Cards abovebaydnd the normal limit (10 in all). These additibSupport
Cards may only be Extra Boyz, allowing large hordigreenskins in a single clan.
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Special Rules

Army Construction & Mobz

In most armies, Support Cards form their own datants that are separate from other units in theyar
Orks form Mobz and they just get bigger. Adding fanp Cards changes both the Break Point and th&onic
Points of a Mob, which must be calculated befoeegame.

All Ork units of a given type (Nobz, Boyz, Boarlspetc.) from a Clan Card will form their own Mob.
When support is added to a company it will addxdisteng Mobz of the same type.

Example: The Bad Moon Clan card provides a Mob of 15 Boya aMob of 4 Nobz. If an ‘Extra Boyz’
Support Card is added (4 more Boyz), instead ahfiog an independent detachment the Boyz are adudioet
existing Boyz Mob. The Boyz Mob is then made U® @doyz, and the Clan has a new Break Point ofl02b@ase
plus 2 from the Extra Boyz card). All 19 Boyz Wwél activated as a single unit for movement and tahgo

If there is no existing Mob of the new unit typlee new units form a new Mob and more units ofstmme
type will be added to the now-existing Mob. All Molare treated as single detachments, i.e. they ohssrve
coherency, are activated, make all break and mteatse as a group, and must observe the normateraderules.

Example: The Bad Moon Clan above adds two ‘BattlewagonspBttpCards (3 Battlewagons each). The
first card creates a new Mob consisting of threettlBavagons, and the second card adds to this. Tied f
Battlewagons Mob consists of 6 Battlewagons wiBr@ak Point of 4 (2 base +2 from the second candl) &
worth 4 Victory Points (again, 2 base +2 from thecend card). Again, all 6 Battlewagons form a singl
detachment.

Mobz may not break up during the game. The only teaget multiple Mobz of the same unit is to buy
them for different Clans, as Support Cards thatatteeched to one Clan do not form Mobz with thasenfanother
Clan. Certain units are Clan specific and therefaesy only be attached to that Clan (e.g. Goff Lumgtas may
only be attached to the Goff Clan). Mega-Gargardy bre of any Clan — choose one when you buy it.

Special Rule: Deathskull Clan Support
The Deathskull Clan, due to their thieving waysyntake any support card even if it is clan spedciia
different clan.

Optional Rule: Evil Suns Transports
When buying extra Boyz or extra Nobz for an EwinS Clan, they can take three Boyz stands plus a
Battlewagon rather than four Boyz stands.

Mekboy Kustom Repair Cards

Orks possess in their numbers a group who speeiati making, repairing, creating and improving
equipment. They are called Mekboys and play the oblthe “mad scientist” without the torch-and-pftark armed
townsfolk to put a stop to it. This is represeritethe game by Mekboy Kustom Repair cards.

The Ork player receives 2 Kustom Repair cardsefeery Mekboy unit he purchases. These units are
identified by a wrench symbol on the Support, Sglesi Company Card. After you've purchased yourygroount
up how many cards you're allowed, shuffle the Kons®Repair cards and draw at random.

Kustom cards are assigned to units before théebaggins. The text on each card details when it bea
played, what units it may be played on and whdbis. Cards that affect infantry formations (likeb® or Boyz)
will affect the entire Mob. However, cards concagvehicles can only be played on squadrons obpuehicles.

If the Mob includes more than 5 vehicles then clkod<f them. The Ork player must designate recipief all
Kustom cards (he cannot leave cards unassignedinaitgple cards can be played on the same unitowithimit,
but they cannot be used to modify the same almilitye than once. Once a card is allocated it mapeadtansferred
to another unit during the game. Some cards cay lmmlplaced on specific units, and if that typeuoit is not in
play the card is wasted.

NetEpic 5.0 Ork Army Book 4



Special Rule: Limited Mekboys

Since there are a limited number of Mekboys edelm Gay only attach one Mekboy Support Card. Some
clans attract more Mekboys than others: the Blogdsfand Evil Sunz may add 2 Mekboy Support CafdsQlan
purchases the Renegade Mekboyz Special Card, ititmaytake up to 5 Mekboy Support Cards.

Nob Command & Natural Instincts
Orks are by nature very boisterous and erratiatares and they need a strong presence to order the
properly. This presence is personified by the Odkhoble). In order for a Mob to receive ordemsitst be within
10 cm of a Nob at the beginning of the Orders Ph@ike Nob does not have to be from the same Classte
orders, as Orks respect Nobz regardless of cldmtifins (might makes right).
When Ork formations are outside this Nob commaattius they adopt distinct behaviors according & th
clan they belong. Units with the Independent apitjinore this restriction and may always be given arders.

at

ny

Clan Natural Instinct

Bad Moons May not move and will shoot at the ndagaemy on First Fire.

Blood Axes They will move towards the nearest table edge ataAde speed and will only shoot
enemies within 25 cm on Advance Fire. When theghidhe edge they will sit and watch.
They will move towards the nearest objective atmmadrrate and will shoot at any enen

Deathskulls o2 )
within 25 cm on Advance Fire.

Evil Sunz & They will move towards the furthest table edge leetavnormal and double rate and enter

Renegade Mekboys

Close Combat with anything that gets in the wayeylitnay not shoot.

Goffs

They must move between normal and double rate tisviire enemy and must charge
enemy if they are within range. They may not shoot.

Kult of Speed

They will move at double rate in any direction dfied by the Ork player in as straight
line as possible and enter Close Combat with anylloeinb enough to get in the way. Th
may not shoot.

Snakebites &
Wildboyz

They may move towards the nearest enemy at upeio nlormal rate and will fight Clos
Combat normally. They may not shoot.

the

a

[$%]

Special Rule: Blood Axe Clan Nobz
Due to Blood Axe dealings with humans, other Oriesv them with suspicion and do not follow orders
from their Nobz. To reflect this Blood Axe Nobz mayly issue orders to Blood Axe formations.

Special Ability: Deathrolla
This is a large, spiked wheel pushed ahead oftéchee It will squish any infantry or cavalry mod
encountered on a 4+ at 0 TSM. If the victim is kibed the Deathrolla unit will end movement.

@
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Sample Army: Orks

Army Card Cost | Notes
Required for three clans: Warboss 250
1) Goff Clan 650
Goff Lungbursta Squadron 100
Gretchin Mob Free| Follows the Goff Boyz
2) ?Ei?rgﬂﬁggflan 288 Combines to two Mobz: 8 Nobz & 15 Boyz
Bad Moon Weirdboy Battletower 20(
Gretchin Mob Free| Follows the Bad Moon Boyz
3) Ssr:wi\ieetl);itteecBlggrboyz Vob 610000 Combines to three Mobz: 4 Nobz, 15 Boys & 10 Bogzbo
Snakebite Squiggoth Mob 150
Bonebreaka Squadron 150
Madmob Free
Total | 3000

NetEpic 5.0 Ork Army Book 6



Unit Descriptions

Special Units

Freebooter: These are Orks that have abandoned their clanbvenal life of outlaws. They are Independent aglon
as the Kaptin is alive. If he is killed then rolD& in the End Phase as the Orks bicker among thleess Ona 1 a
random stand is removed (thus losing the argun@tt)on a 5+ a random stand becomes the new Kagitim the
attendant stats). Freebooterz may not be givensrddess they have a Kaptin.

Mekboy: Mekboyz are the technical engineers and master améch of Ork civilization. Their understanding of
technology is crude, but they have an instinctalertt with mechanics. Most Mekboyz build Gargantsustom
vehicles to do battle in, but the poorer or sinmplyuisitive ones like to take to the battle on famscrounge for the
best bits before the other Meks get their grubtbie Ihands on them.

Mekboys are HQ units with the Mechanic ability. wdver, if the Mechanic saving roll is a 1 then the
Mekboy has done something drastically wrong tontlaehine and it blows up. Place a Barrage markeeoeshover
the vehicle and roll to hit for any model undewith 6 Barrage Points at 0 TSM. Remove the explgdishicle and
any casualties it causes.

Painboy: Painboyz are Orks with a love for choppin’ livingirtgs up to see how they work, and if possible, put
them back together again. They are also the Orkiddethough unreliable ones.

Painboyz are HQ units with the Medic ability. Hoxge, if the Medic saving roll is a 1 then the stasd
driven insane by the Painboyz efforts (and experita) and becomes a Madboy stand. This standrwitbtjoin a
Madboy mob if there is already one on the tabldpoon a new one of its own if there are no othecsiad.

Runtherd: Runtherdz are responsible for the training and igien of Gretchin and Snotlings on the battlefiel
They are HQ units and may join a Mob by moving iobhierency distance of it, with one of the followieffects:

1) Increase the CAF of a Gretchin Mob to +1.

2) Act as a Nob Command unit for Hop Splats, Sqilagapults, Tractor Kannons and Squiggoths.

3) Add +D3 CAF to of Snotling attacks from a Simagl Shokk Attack Gun hit.

Warboss and Warlord: Sometimes an Ork Nob becomes very powerful andadeslhimself a Warboss. In large
Ork armies several Ork Warbosses come togetherthenstrongest of their number becomes a Warloneérd can
only be one Warlord in an Ork army. They are Comain&tiite and HQ units.

Weirdboy: There are a few Orks who are more psychic thamesie known as Wierdboyz. They act as a focus for
the psychic energy of other Orks and direct it agiaihe enemy as destructive spells. When an Orkama goes
into battle, chanting, shouting insults and stamgdaet, the psychic pulse builds up and can beashled through
the Wierdboyz. The unfortunate Wierdboyz don't gnjois experience much since there is a good chdratethe
massive surge of psychic energy could literallysbtheir minds apart.

The Bad Moonz are famous for their Weirdboy Towevkich contain the psychic Weirdboyz with their
awesome, if erratic, powers. The other Clans déodk them up and let them walk among them rather
inconspicuously. The Weirdboy, although becomeskerewithout the amplification of the tower, is mulcarder to
spot among the ordinary Orks. Weirdboys enjoy tkethrgeting protection, but are not Independertistamd must
obey the Nob Command rule. Weirdboy Battle Toweesliated in the Vehicles section, but follow ttere rules
for shooting and gaining power.

Not being locked in a tower means that the Weiydisolikely to try and run away. Of course, the Ork
Warbosses realize this and always accompany theirdidoyz with Minderz, whose job it is to stop hfnom
getting away. At the start of each turn the Weigdbaust take a morale check (4+) if he has absodwgdenergy
points. If he fails then the detachment will goFadl Back orders. For each surviving Minderz stahd, Weirdboy
detachment gets a +1 bonus to all of its morale.rdhese Morale checks are separate from thefeise clan.

In the End Phase of every turn work out how muetvgr the Weirdboy has soaked up. For each of the
following units that is within 25 cm, add the sthfgsychic energy points. If there are multiple tosvexposed to the
same Orks, both towers draw the full energy fron®aks in range, regardless of overlap.
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Ork model Power Points
Infantry or Light Artillery stand 1
Cavalry, Heavy Artillery, Superheavy, Vehicle or W& Yo

Flier, Tinbotz 0
Gargant D6

If the total is over 20, roll a D6 and on a 6 Weirdboy overloads destroying himself and hittirlg a
models within 2D6 cm. Models hit in this manner nsgve against it as if they were hit by a bolt frtm
Weirdboy tower (with a TSM as indicated in the &bklow according to how many points were absotiefdre
exploding). Shielded models lose one shield. Asagnithe Weirdboy survives the power roll, he cae firis
psychic bolts during the Combat Phase accordiritstorders (i.e. it may not launch psychic boltgifen Charge
Orders). The Weirdboy's attacks are considerediplpsychic attacks.

Energy Points | Range | Attack Dice| To-Hit| TSM
1-5 25 cm 1 6+ -1
6-10 50 cm 2 5+ -2
11-15 75 cm 3 4+ -3

16 - 20 100 cm 4 3+ -4
21-25 150 cm 6 2+ -5
26+ 200 cm 8 2+ -5

Infantry

Blood Axe Kommandos: The Kommandos are Blood Axe Orks who have studhed art of Infiltration, or
"Sneakini' as Orks call it. They are Independent as long as the Kaptin is alive, and if he is killed and there are no
Nobz to take orders from, the surviving Kommandos will obey the Blood Axe Instive orders. They are Elite.

Boy: Da Boyz' are the archetypal Ork warriors - rough, noisy, cheerfully violent and enjoy nothing so much as a
good scrap. Depending on the clan they have different instincts and capabilities.

Deathskull Shoota: Some Deathskullz who aspire to be Mekboyz someday collect weapon parts to build strange
Orky gunz caled Kustom Shootaz. These weapons pour out a horrendous volley of shots, but are very
temperamental, firing at great range one minute and blowing up spectacularly the next. When firing a stand of
Shootaz, roll the Artillery Die to determine the range of the shot after designating the target. If the die comes up a
number, multiply the result by 10. This is the range of the shot in centimeters, and if the target isin range it is hit
regardless of size or cover, at -1 TSM. If the dice comes up a"Misfire" it's own guns destroy the stand

Gretchin: Snotlings and Gretchins, also known as Runtz, can be trained do simple tasks and are used for mine-
clearance or massed wave attacks. They are also a last resort for the Orks when the food runs out. Gretchen must
aways be attached to an Ork Mob at the start of the game and will aways follow that unit, stay within coherency
and duplicate their orders. If the unit they follow is destroyed the Gretchin latch on to another unit and follow it.

Madboy: Many Orks have been injured in battle and had their minds unhinged, while others are just born crazy.
Whatever the cause of their temperament (which can only be described as psychopathic) Madboyz are totally
deranged and suffer from a wide variety of manias and insanities. All the Madboyz present in a battle form a single
Mob that acts independently, no matter which Clan purchased them.

Every time the Mabmob must make a morale test, and at the end of every segment in which at least one
stand is killed (First fire, Close Combat, etc), roll 2D6 on the Madboy table below.Due to their insanity, orders are
determined randomly. At the end of the Orders Phase, roll a D6 to determine the orders for the Madboyz:

Roll | Orders
1-2 | First Fire
3-4 | Advance
5-6 | Charge
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Madboyz Chart

Run Away! The Madboyz run for it and spend the battle hidmginreasoning terror. Remove theoMand
they count as destroyed for the purposes of VicRoints.
000, Wotz Dat? Some small creature suddenly distracts the Mob. NTbhb can do nothing else until it
called upon to take another Madboy roll.
| tell yer, we're dead! Somehow the Mob gets this idea and they lie dowh@ay dead. The Mob can do
4 |nothing until they must make another Madboy roleif performance is so convincing that no enemy
allowed to attack the Madboyz at all, even if themy moves right through them
Da pinz have fallen out!The Mob somehow believe that the pins have fallgnod all of their grenades a
throw them about like hot potatoes until one gbkésitlea to throw them away. Randomly select onelidgl
stand, this is the one that throws them awag/ tlhifows them 3+D6 cm in a random direction. Pthee6 cn
template with D6 barrage points, 0 TSM.
We're too exposed hereUntil the Mob makes another roll, they will charggavards the nearest piece
6 [terrain and occupy it. If that area is enemy h#té Madboyz will charge them if they can, if trean they ar
automatically put on Charge Orders
I'l tell YOU wotz wrong wiv Da Plan... The Mob is quickly reduced to an aliit brawl and may do nothir
7 |for the rest of the turn. If engaged in Cld&3embat, the enemy are so bewildered with the Mart@havior
that neither side fights. Everything is back tomak next turn.
Shoot 'em! The Mob decides to shoot all they have at the st@reemy unit.
If the nearest enemy is out of range, the Mob fivél away regardless.
If the enemy is within range the Mad mob gets anaeshot per stand.
If they have already shot during this turn they ns&pot again immediately, regardless of the ganasq
(even if they are in Close Combat).
If they havent shot this turn they shoot twiceliie combat phase.
9 |We're invincibul! Until they make another roll, the Mob has a 3+ daveepresent their unshakable faith.
10 Waaargh!! The Mob is suddenly whipped into frenzy and becosamage killers. Until a meroll is made

all movement rates are doubled, CAF goes up tontl8adl shooting hits on 2+.
Get da Tank! The Mob heads towards the nearest enemy tank uohaage rate. If none are visible, bik
vehicles or artillery will do. They will move sight towards the unit and attempt Close Combat.ir]
determination so astounds the enemy the Mob hassade. The Mob will not shoot, but double theio€d
Combat roll. This lasts until a new test is made
Ommm... The Mob begins a Weirdboy chant.dfWeirdboy is within 25 cm he gets +4D6 energynmilf
there is no Weirdboy within 25 cm, the Madboyz dvad with psychic energy and explode. All troopshivi
25 cm are hit by the psychic shock wave; they mass their saving throw or be killedhi$ only applies t
living creatures and vehicles with crews. Psychiees apply and may be used instead.

11

12

Nob: Nobz are the noble (biggest and toughest) Orksy @he the commanders and direct the efforts oQtHewar
machine. They aer Command, Elite and HQ units.

Stormboy: Stormboyz are young Orks full of militaristic ferydaking pride in their equipment and strict melrti
discipline, drill and fighting prowess. They forirefr own distinct units and aspire to a smart, isolg appearance;
as disapproving elders say, they have “gone oomiel lack the traditional virtues. They are Indemidand

equipped with jump packs.

Wildboy: These are primitive Orks who have not yet discover®re advanced weaponry, but are nonetheless
vicious Close Combat fighters.

Cavalry

Bikeboy: Ork bikes are a single-seater attack bike with taitocannon - an exceptionally heavy armamentuo s
a small vehicle. Of course, fixing such a lethahbination of weaponry onto a small and relativégit bike poses
a few problems — not the least of which is its tar@y to spin wildly out of control every time tharg are fired.
Fortunately, Orks don’t regard petty problems ad# tkind as any kind of deterrent, rather that tlaglg to the
character of the bike and make it more excitingde.

Evil Sunz Nobz Warbikes: The Nobz Bike is the ultimate personal transportaf Nob who wants to go fast, with
no waiting around for the rest of the Boyz. They @mmand, HQ and Elite units.
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Snakebite Boarboy: The Snakebite Clan distinguishes itself by follogvimore primitive ways and some of the
Boyz mount ferocious boars to ride into combat.

Walkers

Dreadnought: Ork Dreadnaughts consist of a globular body witiplanted Gretchen. Questionably sane at best,
the process does nothing to stabalize their pelisesaThey may be given orders normally, buthiéy receive no
orders, are put on Fall Back Orders or are beybad\iob Command radius, roll on the table belowetzdnine the
orders for the turn. There is a maximum of 1 Dreadyht Mob card per Clan (2 for Bad Moons).

Roll | Orders
1-2 | First Fire
3 -4 | Advance
5-6 | Charge

Killer Dreadnaught: This is the standard Ork Dreadnought, also callédilla Kan.” It is widely used in
an antipersonnel role and armed with a heavy baltdra Close Combat weapon.

Onslaughter Dreadnaught: The Onslaughter is a heavier version of the Kileith two weapon mounts
on either side. Its standard armament consists@iGlose Combat weapons, a heavy bolter and arlasca

Mekboy Tinbotz: These are the Orkish version of battle robots. Buenreliable Ork technology they follow
special rules. They are not subject to the Ork CanmdrRule, and are immune to effects of morale.

There is also a delay in receiving orders. Forfitse turn, give them orders as normal. At the efidhe
Movement Phase you must give the Tinbotz Mob thwders for the next turn (face down until revealedt turn as
normal). Follow this procedure every turn.

Order What the Tinbot Does...

Charge Move 20 cm in a straight line towards therest enemy unit and enter Close Combat if possible

Advance Move 10 cm in a straight line towards tharest enemy and fire at them in the Advance Eigengnt.

First Fire Remain stationary and fire at the ndagaemy during First Fire segment

Fall Back | Move 10-20 cm directly away from the ressirenemy unit.

Vehicles

Bad Moon Weirdboy Battle Tower: Only the Bad Moon Clan has thought to lock Weirdbay vehicles with
large towers. This grants them better movement,esarmor, a nice vantage point and best of all, deyt run
away! Weirdboy Battle Towers become part of then®Bayz Mob, instead of forming their own unit.

Battlewagon: This is the Orks’ main armored vehicle, also kndwna variety of nicknames such as Death Cart,
Dethdumpa, Spike Cart and Killer-Wheelz. Since Odksnot mind being all cramped up a battlewagon may
transport 3 troop stands into battle.

Optional Rule: Blasta and Double-Cannon Battlewagos

There are many gamers that possess the old rme®alilewagons that came with different weaponyara
As an optional rule the Ork player may substitlie Battlewagons that carry Nobz (and only thes¢ldedgons)
for these special Battlewagons, for free.

Blood Axe Rhinos and Land Raiders:Due to their close dealings with humans, Blood Akag and use some
human vehicles. They use Rhinos as their prindipalporter, and employ Land Raiders as suppoithesh

Bonecruncha and BonebreakaThese tanks use a Deathrolla to crush their enemies

Braincrusha: This vehicle mounts an extremely heavy gun thas ralong the entire vehicle and has great anti-
armor capabilities.

‘Copter: For ages the orks have been harassed by thetfask aehicles of all races. One Mekboy thoughtais
time to redress that inequity and thus the “copteas born. They are Skimmers and Independent.units

Doomdiver Magna-Kannon: This is the main Ork AA unit. Roll To-Hit, and thiee effect depends on the target.
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Target Effect

Skimmer, Flier or other in-the-air thing Save atF&M or smash into the ground.

If the Doomdiver has Snap Fired, the target stopgsment and then

Ground unit smaller than a superheavy faces any direction the Ork player chooses. Ottsrwo effect.

Really big thing (superheavy or larger) No effect

Evil Sunz Bowelburna: Fast attack vehicle armed with a scorcher. Thispera uses the large teardrop template
and Ignore Cover.

Evil Sunz Gobsmashafast attack vehicle armed with an autocannon.
Evil Sunz Spleenrippa: Extremely fast vehicle armed with a large blastacen.
Flakwagon: To bolster their air defense the Mekboys modifteel Wartrack, fitting it with AA guns.

Goff Gutrippa: This is a modified Lungbursta chassis equipped witadly claws to improve Close Combat
capabilities while sacrificing long range weaponry.

Goff Lungbursta: This is the Goff's main battle tank.

Scorcher: This is a variant of the Wartrak whose weapon bieen substituted for a flamethrower device called a
Scorcher. This weapon uses the small teardrop sgenphd Ignores Cover.

Snakebite Cyberwyvern: These mechanicly-enhanced flying monstrocitieshatécrazed with pain and the other
half with rage at their Snotling riders. If theyeawn Fall Back Orders they will move 25 cm in ad@am direction
and attack the first thing in their path. They Skémmers.

Snakebite Squiggoth:The Snakebite Clan breeds’ huge monstrous beatscémry a howdah fitted with archaic
cannons. Squiggoths go into a mad rampage whenatteesnortally wounded. To represent this, when aidggmpth
is hit and fails its armor save, roll a scatter. dm a “HIT” the Squiggoth dies on the spot, andapnarrow the
Squiggoth rampages 2D6 cm before dying. Any infaittruns over are hit on 4+ with 0 TSM.

Trukk: A smaller, cheaper version of the Battlewagon,Tthekk is the vehicle of choice for the Ork who wsio
feel the wind in his ears. Trukks are Open-Topp®tiraay transport 2 infantry stands.

Warbuggy: The War Buggy is a small, open four-wheeled vehimewed by a driver and a gunner, mounting a
multimelta or other heavy weapon on a swivel mouWar Buggy crews are admired for their recklessidg and
wild bravado as they charge into battle. They ttheeTl ow ability.

Wartrack: Like the War Buggy, the Wartrak is a mobile aetiyl unit with a crew of two. It mounts a single-las
cannon or other heavy weapon, and consists ofe&diite front attached to a tracked artillery atf. It is better
armored than the War Buggy, and is more often agaihst enemy tanks or vehicles. They have the dtulity.

Mekboy Vehicles

All Mekboy vehicles possess special devices tagutdthemselves but these do not always work ctiyrec
To represent this the Mekboy vehicles saving thiewariable. Each time a model is required to makearmor
save it must roll a D6 to determine its saving thr@®n a roll of 1-2 = 1+ Armor Save, 3-4 = 2+ Arnfdave, 5-6 =
3+ Armor Save. Roll each time the vehicle is hit each turn. Thus a Mekboy vehicle may have séevdiffarent
saves in a turn depending on how many times ittécked.

Mekboy vehicles have elaborate propulsion devioegreater speed, adding 2D6 cm to their base move
This bonus is doubled (4D6) when the Mekboy veliglen Charge Orders.

Mekboy Bubble Chukka SpeedstaThis strange device shoots a compact force fledtl énvelops enemy weapons
and makes any shots rebound on the firer usuatly dévastating results.

When activating the Bubble Chuka to fire, nomiratarget and place the scatter die next to thdftarget
has a hit location template, nominate one weagcdheltarget attempts to fire later this turn, tbk scatter die and
consult the table below. Shields have no effect.
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All the attacks of the weapon rebound and hit iHeag model automatically. In the case of hit ldoat
targets the shot hits the weapon that fired witlscatter roll required. Since the shot is rebourzleske to
the firing weapon shield protection never comes jity, therefore no shields are lost nor do theyeet
the target from it's own weapons.

Hit

Arrow | The bubble did not work and the weapon fires nolynal

Mekboy Destrukta Rokkits Speedsta:These fire a Kustom Destruktor Rokkits barragee Weapon may only be
fired at models in line of sight (cannot be firedlirectly). Roll the artillery die to give numbef lmarrage points in
the attack. A Misfire means that the Speedsta mage a save at -2 TSM or be destroyed.

Mekboy Dragsta: This vehicle emanates a powerful force field ttedtounds shots that trace their fire through it.
Mekboy Dragstas do not have a variable saving thbawdo enjoy the extra speed from custom engines.

The Deflektor field has a 6 cm radius (use thgddbarrage template). Whenever any shot tracemits
through the field and hits it's target, roll theatter die:

Hit The origional target is hit as normal.

The shot is deflected from the edge of the fielthia direction indicated and travels the remairalét's
Arrow | maximum range or until it hits something. Work daimage as normal. Barrages are deflected 4D6 gm in
the indicated direction.

Barrages can be fired over the field but anytHired through the field will be deflected. Modelarcfire
out from within the field with no penalty. The fiekcannot protect titans or praetorians since theyt@o large.
Weapons that ignore shields will automatically peate this shield. Dragsta fields may not overlayl & this
occurs during the battle, both will cease to fumetiintil the models are again far enough apart.

Mekboy Kustom Kannon SpeedstaThis mounts an autocannon with varying numberttaicés. Roll the artillery
die to give the number of attack dice this turncleahot hits on a 5+ with -2 TSM. A Misfire roll aes that a shell
exploded in the breach and the Speedsta is hitavthTSM. If the Speedsta survives it can firermally next turn.

Mekboy Lifta-Droppa Speedsta: This weapon uses power field energy to encasdifatide target off the ground.
The Orks then cut the power so that the victinsftdl the ground and is destroyed. The Mekboys bawe limited
control as to where to move the lifted model thapéfully making it fall on another target, destrayiboth.

Roll to hit the nominated target and on a 4+ yiiah-4 TSM. If the target fails its Armor Savéjd lifted
into the air and can be dropped anywhere withim6 Rlace the dropped model in the desired locati@hscatter it
2D6 cm. The falling victim is always destroyed, anything it lands on is destroyed unless it's sguihrow is
better than that of the model that fell on it. Tdrea of effect of the drop is equal to the siz¢hef model that is
dropped.

Models with a hit location template cannot be pitlup but can have models dropped on them. Shielded
models lose a shield if hit, or will suffer a nordnhdt if no shields are operating. Determine thealtion as normal,
and the location is damaged unless the save faartdeeis better than the save of the dropped mBddtings can
be damaged if hit by a superheavy vehicle thableas picked up.

Light Artillery

Hop Splat Gun: This strange artillery piece fires a shell that fes several times before finally stopping,
inflicting casualties on every bounce. If the Hople® is out of the Nob Command radius it will go Binst Fire
orders and fire at the nearest visible enemy hits unit may not move and shoot in the same tachraay not fire
indirect barrages.

To fire the barrage, place a barrage templateherintended target and work out damage as per ey o
barrage, then scatter the template 3D6 cm and wotrldamage again, finally, scatter 3D6 from theosdcpoint
and work out damage a third time. The energy ofatkeck is then expended and no further attacksrocc

The Hop Splat battery can be towed into battlaasal. Vehicles may unlimber Hop Splats as normal,
they may choose to let them go at any point in ttheing vehicle’s move. However, Orks are quite foofd
unlimbering Hop Splats by simply knocking the canglbolt out while the towing vehicle is movingfatl speed.
This can be hazardous, particularly to the gun ctéthe artillery is unlimbered during the towinghicle’s move,
the artillery bounces 2D6 cm in a random directidiit bounces into a vehicle, infantry or otheradhto-medium
object, both are hit on a 4+ with 0 TSM. If it baes into a titan, praetorian, building or otherestimmovable
obstacle, the Hop-Splat is destroyed.
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Lobba: Mekboys have duplicated the cream of t&ntury artillery! An unfortunate Gretchen is ppad to a large
explosive charge and chukked at the enemy. Whemxbiéed Gretchen sees the enemy getting closeetonates
the charge, creating an air-burst effect.

Shokk Attack Gun: This strange device opens a controlled warp gatepérmits Snotlings to be teleported close
to a target. The Snotlings become crazed and \tiollien subjected to the warp and viciously attdwk nearest
model. With some luck, the warp tunnel opens insigetarget with disastrous results for the victiktithough this
is a light artillery piece, it may not be towed.

This weapon can only be fired if on First Fire engl Nominate any target within line of sight (umted
range) and roll a scatter die and 2D6, and cotisalfollowing table:

Target destroyed with no save. Pick a location bit bbcation template and scatter normally, then

Hit + Double roll for damage to that location.

Fight a round of Close Combat with target. Roll 2f06 the Snotling Close Combat score, the
target makes a normal combat roll (2D6+CAF). Ifg&rwins it cannot shoot for the rest of the
turn. If the target can be pinned by infantry starttie target counts as having already fought |one
opponent in Close Combat.

Hit + Other

The Snotlings appear 2D6 cm in the indicated divactThe Snotlings attack the closest mogdel

Arrow within 5 cm (friend or foe) as above. If there smodel within 5 cm there is no effect.

Zzap Gun: A heavy-duty laser on wheels.

Heavy Artillery

Pulsa Rokkit: These are huge rocket-shaped explosives that hasgiable range. Each rocket carrier has one
rocket and is therefore a one-shot weapon (so gbuihgee shots per detachment). Pulsa Rokkits nhnbe fired
when the detachment is on First Fire orders ang amé rokkit per detachment may be fired per tlitve arc of fire

is a narrow 30 degrees to the front of the rokRénge is 50 + (artillery die times 5) cm, with asfitie indicating
range zero — the firing unit hit itself. Once yoavh a landing point, scatter it 2D6 cm. Place tmallsPulsa
template (3 cm diameter circle) at the impact pdidll 1D6 for the rokkit when it lands and congihié following
table:

Roll | Effect

1 Phut! The rokkit feebly unleashes a single ripple ofrggebefore going out. Work out damage as for -5
then remove the template

Hummmmm... All infantry stands under the template take ahit6 TSM. Other units and buildings suffer
2-5 | a number of hits equal to the number rolled on tiddide, each at —2 TSM. Surviving models are pushgd
to the edge of the template and may not fire tnis.tLeave the template in play.

Kaboom! The pulsa generator crackles and sparks throwingrassive force waves before it explodes.
Everything under the template takes a hit at -6 T&Ml units with a hit location template take & lait —2
TSM. Anything within 6 cm of the template edge is ¢tn a 3+ at —2 TSM. After working out resul
remove the template

12

After the rokkit lands it starts to heat up. lettemplate remains in play, replace it with then® larrage
template before rolling on the table. The temptatey remain in play for several turns but will nobwy any larger.
Only titans & praetorians can move through a pfikdd and this counts as difficult ground. Onhatis, skimmers,
flyers and elevated troops can see over a Pulsk fitherwise it blocks line of sight.

Snakebite Squig Katapult: The Snakebite Clan uses archaic catapults to &esdlyl swarms of buzzer Squigs into
the enemy ranks. While this weapons uses a batemgglate it is not artillery. Place one Katapulhgate (4 cm
diameter circle) for each Katapult in the batterytbe target. Roll for scatter (as per an inditentrage) for each
template. Anything under the template is hit auttcadly, but Orks and Gretchin are unaffected. Ayt else
must make a save with +1 TSM to survive (models ltlage no save have a save of 6+ in this case).

If the Squigs cause any casualties they may goanteeding frenzy. Roll a die and on a 4+ the swar
moves 2D6 cm in a random direction. Anything itgessover is hit automaticly at +1 TSM (includingk€r The
Squigs move about the table in a feeding frenzytfe remainder of the battle, scattering 2D6 crevery
Compulsory Movement Phase.
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Soopa Gun:This is a gigantic titan-killer gun devised by Mekyz to engage those pesky heavily armored targets.

Traktor Kannon: Using force field technology, this fiendish Ork @=v uses its energy to immobilize and
sometimes destroy enemy models. Roll to hit and &r the target takes a hit at -1 TSM. If the tafgis its save,
roll a D6 on the table below. Add +1 if the tarbas no basic save.

1-5 | Immobilized: the model may do nothing next turn
6+ | Squashed: the model is destroyed.

Shields offer no protection against this attaak, dtarget with a hit location template may use hilghest
saving throw from any of its areas to save agaheseffects. Units with a hit location templatel fotr damage to a
random location. A Traktor Kannon may only holdragte target at any one time, but if it maintaihe same target
for a second turn simply have the target make a sano To-Hit roll is necessary.

Trapped models may be fired at, but in all otlespects are consitered destroyed; e.g. for cohgrBneak
Points, Chain of Command, etc. If they are engagétlose Combat they do not roll dice and simplg tieir base
CAF. Their shields work normally but repairs aniiray shields may not be attempted.

Rokkit Barrage: Orks love big explosions that wreak havoc of thitléfgeld, better yet if it happens on top of their
enemies. To aid the effect of their great varidtyveapons on the ground, they sometimes fire vellefyrockets
from their makeshift spaceships in the orbit. Asyttack sophisticated targeting equipment and éxpaservers,
these shots go rather erratic and more often tbahintheir own troops, which is considered aseagjoke by the
Mekboys firing the rounds.

As Ork ground troops do not have any forward olexsrtrained for the job, Warbosses and Warlordis ca
in these barrages. These calls must abide by therglerules on the artillery barrages (see Corefjuhnd are
subject to the restrictions imposed by the Forw@bderver rules given in the Off-Table Barrage rutéswever, as
the Warbosses and Warlords lack targeting expettigsebarrages directed by them scatter 3D6 cetriné¢‘Drop
a big’un on yonder humies! ...Koord wot? You warkeep yourz earz Mekboy, stop asking thingz an’ dtop
NOW!™)

Fliers

Bomma: After flying the fighta-bommas, some Orcs wantégbbr explosions and added more guns.

Fighta-Boma: Mekboys of the Kult of Speed, unsatisfied with §peeds attained by their ground vehicles, have
designed flyers to challenge Imperial air supetyofThese are Independent units and armed witlfotlaving:

Kustom Destruktor Rokkits: Roll the artillery die give number of barrage points in the attack. isfive
roll means that the rokkits fail to fire this turn.

Kustom Kannon: Roll the artillery die to give thember of attack dice this turn, each hitting dstaat -2
TSM. A Misfire means that a shell exploded in tihedzh and the Fighta-Bomma is hit at -2 TSM.

Landa: After seeing the effectiveness of Thunderhawk @ipss the Orks decided to come up with their own
version of the craft. However, in typical Ork styleisn't the most reliable of craft. Landas may Deep Strike and
land in any Compulsory Movement Phase. Place the model anywhere on the table, and roll both the Scatter and
Artillery dice. Once on the ground, Landas may not move again and act as fire support for local troops. They are
Independent, and are destroyed if they fail a Morale check. They may Transport 7.

Artillery Die | Scatter Die | What Happens

HIT Landais on target.
Arrow Double the scatter distance rolled on the dice.

Number

Landais on target, but has crashed. On a 4+ the units inside are shaken but may still
deploy asaHIT (above). Otherwise the Landaislost with all hands.

MISFIRE Anything

Supa Rokkit Trans’ort: The Ork love of great speed is known across thaxgalThey find immense pleasure in
accelerating out across vast distances in shortuatemf time. Speediness is best mixed with sonwd dwead
smashing however, and Orks favored modes of tratetjmn get them into the fray as soon as possiiter seeing
Thunder Hawk Gunship streaking across the sky amslt their Humie cargo right into the thick gf\Warbosses
were quick to order their Mekboyz into building setimng equally effective.

After experimenting on transporting Gretchen ambtiings, the Boyz finally came up with a structure
sound enough to get a large amount of Orks achesgattlefield, most of the time. Expanding on mhederately
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successful Pulsa Rokkit, and holding the belief tigger must be better, the Mekboyz came up with Rokkit
Trans’ort. Warbosses were very pleased with the bdgk efforts, for here was the perfect chance tmlboe
speed, bloody combat and a really big blasty noise.

The Trans'ort only fires straight ahead, so ame $a align the craft carefully when you place thedel.
Instead of blasting across the battlefield the $i@mh may be re-directed by its Launcher. Unlike fulsa Rokkit,
the Trans’ort does not have a 30-degree fire dne.lTauncher may not move forward or backward, bay redirect
it's facing during the movement phase. The Rokkitrmot re-direct and blast off in the same turn. Omks will
stuff up to 5 troop stands into the Rokkit. As B@are subject to the Nob Command rule they may teweetheir
clan’s natural instincts.

The Rokkit is then fired during the Compulsory Mawent Phase, with the player deciding on how much
fuel he is expending. Range is 50 + (artillerytitiges 5) cm, counting a Misfire as 12 (for a ranfi@10 cm). Once
you have a landing point, scatter it 2D6 cm. Tleiects the Mekboyz desperate and sometimes coinfliorders
as they try to compensate for the basic bad mamabiiey of this poorly designed craft. Once thedtion of the
landing point is determined roll on the Landing Teato see how well the craft sets down. For evéryaken in the
air (by Snap fire weapons) that penetrates thesloa’s armor, subtract 1 from the roll.

If the Trans’ort lands on a unit with shields itlhoose all of it's shields and will take a hih@a randomly
determined location at —1 TSM. If the Rokkit stekan unshielded titan, praetorian or superheawjllitake a hit
with =3 TSM. Anything smaller (troops, vehicles,iddmts, etc.) is automatically destroyed. A buildiailgo must
make a save at —3 or be destroyed. If the buildndestroyed the Rokkit will never be caught in thbble. The
Adeptus Mechanicus scientists speculate that tleatld®sychic powers of the Orks in the Rokkit eeatnatural
buoyancy that causes the Rokkit to float on airiding the rubble. The Boyz inside however, knowt e earth
could never hold anything painted red down. Thasgehhulking beasts for this reason are almost avmamnted
red regardless of what clan they belong to. Regasdbf what damage the Rokkit does to a Titan luikling
subtract 1 to the Rokkit Trans’ort Landing Tablé.ro

D6 Effect

The Rokkit explodes on impact. All Boyz are lostihuge fireball and everything within 2D6 cm takes

a hit at 0 TSM from flying debris. Buildings mustve or be destroyed, while any woods that are even
partially in this area will catch fire on a roll 8for 6 on a D6. Any models within woods on fireshu
make an unmodified save to survive. The wood is tieenoved from the board.

1 or less

The Orks are trapped inside the Rokkit as it landside down. The Turret is crushed. The Boyz
2-3 desperately try to blast their way out of Rokkitf kvill only emerge next turn. In the next OrdetsaBe
the Ork commander may place any orders he wishéiseo®rks inside the Rokkit.

The Orks come out slightly disoriented from thekshianding but are still pumped up enough to|be
4-5 itching for a fight. They are placed on Advance @sdbut are too excited to shoot straight, and
therefore fire at -1 To-Hit. The Turret fires onvsthce and is also at -1 To-Hit.

The Orks are so accelerated from the huge amousnddrphins pulsing through their bodies that they
come out on Charge Orders and gain +1 CAF. TheeT{ires on First Fire.

Superheavies

Gibletgrinda Battle Fortress: These huge vehicles are armed with a Deathrollerush foes. It carries onboard
Nobz and is not subject to Ork command rule, ang mave through woods and rubble without penaltye Th
Gibletgrinda may carry up to 5 Ork troop stands.

Goffik Rokker Tour Wagon: The epitome of loud and violent, this heavy-mdtahd of Orks will rock your
world! It is accompanied by five Bouncer Boyz standhich have the characteristics of Goff Boyz hage the
same orders as the Wagon. The Tour Wagon has DarPivields.

Any Ork model within 6 cm of the Wagon has a 4ydhg&c Save, and Weirdboyz within 6 cm will gain an
additional 2D6 power points but his head will exqdoon a 5+ if he attempts to use his powers. AyNdwb with a
model within 6 cm is immune to morale effects, gaiti CAF and suffers a -1 penalty on all To-Hitsaue to
excessive headbanging.

If the Wagon is destroyed all Ork units within i® enust take a morale test or go into a frenzy dradge
towards the model that destroyed Tour Wagon next (after next turn they may be given orders asnady. The
Bouncer Boyz must also check morale or charge timiy are destroyed, otherwise they will go ontostHFire
Orders for the rest of the game.

The Mega Woofer Sound Blaster can only be usee pec game. Use the large teardrop template and hit
everything underneath on a 4+ at -1 TSM. Shieldsigmored and damage is to head/bridge hit locatiény unit
that has been hit but not killed cannot be givatems next turn as they recover from the sonic piastuding titans.
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Mega-Squiggoth: These are gigantic monsters much larger thantdredard Squiggoth. They do not roll on the
Superheavy Damage table, but instead have 3 wolindy. may transport 6 infantry stands and are Opmpped,
so the transported stands may fire out in any tiec

Every time the Mega-Squiggoth loses a wound it tnpess a morale check or immediately go on a
rampage in a random direction. It will move its nmaxm charge distance (30 cm) and engage the firdgtiu
encounters in Close Combat.

Skullhamma Battle Fortress: This is another of the Orkish superheavy vehicled this one has troop carrier
capabilities as well as impressive speed. It isqudgject to the Ork command rule (onboard Nob), ibutot a
command unit in. When on Charge Orders it can mgveo triple rate (i.e. up to 45 cm). It may caty to 5
stands.

Stomper: These are miniature versions of Gargants. Thesarared with various Close Combat and potent long-
range cannons. Stompers ignore any morale testsvbield normally be forced to take.
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Gargants

Gargants are the titans of the Ork armies. Theyange, fat war machines walking on short legskitey
the agility of Imperial and Eldar Titans. Like mapyoducts of Orkoid military engineering, the Gargeelies on
comparatively simple technology and devastatinglgJy firepower, an attitude summed up by Boss-Makl&g
One-Leg in his oft-quoted dictum “S’gorra be dehdaty, wiv loadza gunz all over.”

Gargant Power Fields

Ork Gargants, with their inferior technology, UBewer Fields to protect themselves from enemyifire
place of Imperial Titan Void Shields. As void skig] weapons must have a -1 TSM in order to be dadhadpen
struck. Unlike void shields they cannot be repaitadng battle.

Ork technology is notoriously unreliable, and thgénerators have a tendency to momentarily flicker
during combat. To represent this roll a D6 for eglsbt that hits. On a roll of a 6 the field flickén the instant the
shot was fired and thus hits the Gargant (roll Soatter, saves and damage as normal). The fietdflitleered
remains in use, as it was not struck itself. Mdks tlicker roll for every shot that hits the Gangdefore ignoring
those with a TSM of zero - some of those mighttigetugh the shields and require an Armor Save.

Ork Gargant Types

There are four main types of Gargants: Great,halablekboy and Mega-Gargants. The Slasha and the
Great Gargants both carry a belly gun mount, tylyicaccupied by the dreadful Gutbuster cannon. didition,
Slashas have 2 weapon mounts plus an optional\regaht and Great Gargants have 4 weapons pluad hibese
Gargants are purchased according to the Purch@gaugs rules in the Titans chapter of the Core Ruleoklet. The
gigantic Mega-Gargant and the hastily built Mekléggrgant have fixed costs and are not bought bythrehasing
Titans rules. All Gargants are Independent modeld,are not subject to the Nob Command rule.

Optional Rule: Big Mobz

Big Mobz are battle groups for Orks, where you ¢amve both Great Gargants and Slasha Gargants.
Choose a mix of Great and Slasha hulls, and the expensive model becomes the Boss Gargant andhatitally
receives a full compliment of power fields (12 @se of the Great Gargant). All Gargants in theBabz must be
within 25 cm of the Boss Gargant to receive orderghe turn. If the Boss Gargant is destroyed lagotakes it
place in the following turn.

Gargant Weapon Descriptions

Battle Cannon Head:Many Great Gargants carry a heavy, quick-fire batlnnon mounted in their heads. Adding
a gun to the Gargant’'s head means that fewer gphates can be fitted, and those used are thinremailse of this
the saving throw for a battle cannon head is 1 tplower than that shown on the hit location templah the
Gargant data sheet.

Battle Cannon Turret: Battle cannons can be mounted on the upper shaul(dety) of Great Gargants. They
represent a good long-range weapon with armor peivey capability.

Cluster Buster: This weapon can be fitted to Slasha Gargants dhlgonsists of a long armor-piercing gun
surrounded by several smaller rapid-fire guns firatin a tight cluster. When the main gun is fitbé smaller guns
fire as well in the same area, which is usefulsooring multiple hits on a large target like Titdraetorians or for
breaking up mixed groups of vehicles and supportirigntry. Regardless of the main gun hits or mace a
barrage template centered over the target andrmHlit (from the smaller cluster guns) against ¢asgunder the
template at 0 TSM. If the target is superheavyaagdr roll To-Hit 6 times.

Gork and Mork Heads: Gargants are the physical embodiment of the Orls gbd emphasize their idol-like nature
they are sometimes ornately designed. Gargangsl fitith Gork or Mork heads inspire Ork units witf#s cm and
these ignore any Morale checks they may be requoadake. To have this head blown off the Gargantery
demoralizing and causes all Ork Mobz within 25 cdnthe Gargant to immediately test morale regardifishas
reached it's Break Point or not.

The Mork head has a scorcher turret fitted on T Gork head is fitted with an observation tuaet
Traktor Kannons as eyes. All weapons on speciay@drheads have a 360° firing arc.

Traktor Kannon: The weapon ignores all Shields, but Holo-fieldsclion normally. Titans, praetorians
& superheavies use the best armor value on thdodation templates. Models immobilized may notfpen any

NetEpic 5.0 Ork Army Book 17



actions, and if engaged in Close Combat may ordytlisir CAF value (e.g. they don’t get the 2D6)tadiny model
hit and failing to save must roll on the followitaple, adding +1 for models with no normal Armorv&a

1 -4 | Targetis immobilized and may do nothing lureit turn.
5+ Squashed! Target is destroyed.

Deth Kannon: This weapon is fitted on to Slasha Gargants to déhlheavily armed targets like titans and others.

Gatling Cannon: This is a rapid-fire multi-barreled gun commonly unted on Great Gargants. Do to the huge
expenditures of ammunition only one of these mafittesl on any Great Gargant.

GutBuster Mega-Cannon: This is a huge cannon that may fire an array ofigized ammunition. It is loaded one
shot at a time so the Ork player must state (orevatown) what type of shot is loaded at the sththe turn. This
weapon, due to its lengthy loading process, cay balfired once every other turn. There are thypeg of shots:

Ball-rounds are immense cannonballs. Place the special 3 mplage over your target and roll for scatter
as for an indirect barrage (note that this may didyfired if target is in line of sight, and it ays scatters).
Anything under the template is automatically hitlanust save at a -4 modifier. After the locationha template is
determined the cannonball will roll 4 D6 cm (use gpecial rolling ball template for this) along tivee of fire
(directly away from the Gargant). Any model in thel's path will be struck automatically and must save with a -4
modifier. Moreover, if fired at a titan or passing over it's base, the ball-round blows down all its shields and
continues its way to destruction.

Chainshot consists of two or more medium sized projectiles linked together by heavy chains, which spread
out like bolas when fired. These only damage humanoid-shaped titans (e.g. things with legs), and has not affect on
other models. An eligible target hit with this weapon receives an automatic damage to the leg location (no save) and
+3 is added to the damage roll. Unfortunately any intervening terrain between the Gargant and the target will block
the shot. Therefore aclear line of sight is needed for this weapon to work.

High Explosive roundsare huge cannon shells packed with hundreds of pounds of explosive. The large 12
cm template is used for the attack. The blast is|ess effective against armored opponents; to represent this model may
add +1 to their armor saves against this attack (assuming they have a save to begin with of course).

Magnum Mega-Cannon: This is an enormous gun fitted on the lower arm mounts of Great Gargants. The firing
mechanism is similar to the GutBuster, but it fires two different types of shots: Armor piercing shells (Klangerz) and
high explosive shots (Bangerz).

Observation Turret: The turret is packed with al sorts of “Orky” devices to enable the Gargant crew to target the
enemy better. A Gargant fitted with this weapon may add +1 to all To-Hit rolls against one target each turn. This
bonus applies to the weapons fired by the Gargant.

Ripper Fist: This is a motorized saw blade with a huge cannon attached to it. A Gargant armed with this weapon
receives an +1D6 CAF and adds +2 to damage rolls. This weapon may not be used as a Close Combat weapon and a
ranged weapon in the same turn.

Scorcher Turret: These turretsfire long gout of flame that ignores cover modifiers.

Slasha Attack Gun: This weapon is only fitted on the Slasha Gargant. It has a high rate of fire and shoots hefty
explosive shells. Due to the prodigious amounts of ammunition it consumes only one per model may be fitted.

Snapper: This weapon is a mechanical jaw powered by a reinforced boiler in the Gargants Belly. When it opens, a
high-pressure steam pipe spouts out boiling fluid and masses of super-heated steam. The Snapper may make a
specia grab attack if it wins Close Combat instead of rolling for normal damage. If the player selects to make a grab
attack, he must select alocation (from the hit location chart) and roll a D6 with a+2 modifier. The defending player
aso rolls a D6, but with no modifiers. If the player making the grab attacks scores higher, the location the player
selected receives maximum damage (the most damaging result). If the result is a tie the defender has dipped out of
the grasp, but receives norma damage (resolve normally by rolling once on the damage table for that location). If
the defenders score is higher, it has broken free and receives no damage.

Gargants in base-to-base contact with buildings may elect, in addition to normal attacks, to hit the building
once. The building must make a save with a-4 modifier or be destroyed.

The Snapper’s boiler provides the Gargant with extra movement. It can add 1D6 cm to movement on
Advance Orders and 3D6 on Charge Orders. Roll for the extra movement every time the Gargant moves.
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The Snapper can also fire a blast of super hesdigzin. To represent this use the special trianghiaped
template for this. All models under the template kit on a 2+ and models hit must make an unmat#ieving
throw to survive. This weapon ignores cover modifie

Supa Lifta-Droppa: Great, Mekboy and Mega-Gargants may be fitted thith shoulder-mounted weapon. Place a
barrage template within 75 cm and line of sight] any models under the template are hit on a 4k avit4 TSM.
Models that fail their save are lifted and may Bepped" on another model within 6 cm. Place eaopmpkd model

in the desired location and scatter it 2D6 cm. Tdiing victim is always destroyed, and anythindahds on is
destroyed unless it's saving throw is better thzat bf the model that fell on it. The area of effetthe drop is
equal to the size of the model that is dropped.

Models with a hit location template (titans & pi@@ans) cannot be picked up but can have modelspdd
on them. Shielded models lose a shield if hit, dr suffer a normal hit if no shields are operatimetermine the
location as normal (the Ork player chooses a lonatind rolls for scatter), and the location is dgedaunless the
save for the area is better than the save of thppéid model. Buildings can be damaged if hit bypesheavy
vehicle that has been picked up. The building maeite an unmodified armor save or be damaged.
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Weapon Costs

Location Description Who Can Use It *| Cost
Deth Cannon S 85

Gatling Cannon G 75
Arm Magnhum Mega Cannon G 85
Ripper Fist G, S 65

Slasha Attack Gun S 75

Supa Lifta-Droppa G 75

Cluster Buster S 65
Centerline Gutbuster G, S 100
Snapper G, S 25
Head Battle Cannon Head G 65
Gork/Mork Head G, S 50

Battle Cannon Turret G 50

Turret Observation Turret G 50
Scorcher Turret G 25

. Magna Kannon ** G, S 50
Anti-Aireraft - annon = G, S 35

* G = Great Gargant, S = Slasha Gargant
** Optional unit. These require the consent ofpddlyers to use.

Weapon Summary

Weapon Range| Attack Dice| To-Hit |TSM |Notes

Battle Cannon Head 75 cm 2 4+ -2 Head Armor redigedt

Cluster Buster 75 cn 1 4+ -4 Use the barrage templad TSM

Deth Kannon 100 cm 1 3+ -3 | Penetrating +2

Gatling Cannon 50 cm 8 5+ -1 No more then one pmtah

Gork Head Traktor Kannon 50 cm 2 4+ Orks W'th'r.] 25¢m \ghore morale
ests. Carries observation turret.

Mork Head with Scorcher 35 cm 2 3+ 0 Ignores Cover

GutBuster Ball 100 cmp  Template Auto -4 | Special

Gutbuster Chain 75 cn 1 3+ NA Only affects titans

Gutbuster Explosive 100cm 8BP 3+ +1 | Use 12 cm template

Magnum Mega-Cannon Klangerl00 cm 1 3+ -3

Magnum Mega-Cannon Banger 75 ¢m 8 BP 3+ 0 Firembar May not indirect fire.

Observation Turret Adds +1 to all To-Hit rolls vessone target

Ripper Fist 75 cm 2 4+ -2| +1D6 CAF, Penetrating +2

Scorcher Turret 35 cnj 2 3+ O Ignores Cover

Slasha Attack Gun 50 cm 5 4+ -2 No more than omeruelel

Snapper Specigl - 2+ Use special triangular tatapl

Supa Lifta-Droppa 75 cm Template 4+ -4 Special

Magna Kannon LOS 1 5+ 0| AA, always on FF againge.

Flak Kannon 50 2 5+ -1| AA, always on FF againseRy
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Great Gargant Template

Move " CAF Shields ‘Notes |

e

-10 cm on Advan . If given Char rders, th rgant m mov h
0-10 cm on Advanc +15 | 6 + D6 Power Fields'T 91ve Charge orders, the Gargant must move tdsvahg
11-15 cm on Charg nearest enemy.
[ Weapon | Slot | Range | Attack Dice| | To-Hit Notes
Right Arm
Right Shoulder
Left Arm
Left Shoulder
Ball 100 cm Template Auto -4 Special
Gutbuster Chain 75 cm 1 3+ NA | Only affects titans
Explosive 100 cm 8 BP 3+ +1 Use 12 cm templg
FRONT SIDE REAR
Weapor Head Weapor Weapor Weapo Head Weapo
2+ 2+ 2+ 2+ 2+ 2+ 2+
Weapor] Ammo| Hull | Ammo|weapor Hull |weapor] Hull Weapol]l Ammo| Hull | Ammo|weapo
2+ 1+ 3+ 1+ 2+ 3+ 2+ 3+ 2+ 1+ 3+ 1+ 2+
Weapor| Hull Hull Hull |Weapo Hull |Weapor] Hull Weapor] Hull Hull Hull |Weapor]
2+ 3+ 3+ 3+ 2+ 3+ 3+ 3+ 2+ 3+ 3+ 3+ 2+
Hull | Boiler | Hull Hull | Boiler | Hull Hull | Boiler | Hull
3+ 2+ 3+ 3+ 3+ 3+ 3+ 3+ 3+

Foot | Hull | B.Gun| Hull | Foot Hull | Foot | B.Gun| B.Gun Foot | Hull | Hull | Hull | Foot

3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+
Head Belly Gun

1-2 Add +1 to future damage rolls against the head. 1-2  Add +1 to future damage rolls against the belly.gun

3 Kaptin killed. The Gargant must follow the sameesednext] 3-5 The gun is destroyed and may not be used for tteofethe
turn while the krew “elects” a new Kaptin. game, and the explosion starts a fire.

4 The head is blown off the Gargant, starting a fltemust| 5-6 The magazine explodes, starting 1D3 fires. The @u
follow the same orders as it used last turn, andvagapons| destroyed and the explosion rips into the boilerrall for
mounted in the head may not be used for the reramiofi damage against it as well. After you have made ¢hisa
the battle. After the next turn, you must roll a Before damage roll, immediately total up all the firestbe Gargan{]
changing the Gargant’s orders. and roll on the Fire Table.

Foot Boiler

1-3 Add +1 to any future damage rolls against this.foot 1-2  Add +1 to future damage rolls against the boiler.

4-5 Foot is destroyed. If the other foot is intact, G@gant may] 3-4 The boiler is holed and starts to lose pressure.Gargant’s
turn in place. If both are destroyed it may not mavall. move rates are halved from now on.

6  The foot is blown apart and starts a fire. The @atgnay no] 5-6 The boiler is destroyed, and a fire is started. Tagant
longer move or turn even if the other foot is undged. may no longer move.

Weapon Magazine

1-2 Add +1 to any future damage rolls against this weap 1-3 A large explosion starts a fire. Roll on the Firable

3-4 Weapon destroyed. immediately.

5-6 The weapon is blown off the Gargant, starting e.firlands] 4-6 The magazine detonates spectacularly, starting fif®3.
2D6 cm away in a random direction. Any vehiclesndantry Roll for damage against the Weapon location as. wéier
underneath it take a hit at 0 TSM. you have rolled this damage, immediately total Uptte

fires on the Gargant and roll on the Fire Table.
Fire Table: Roll on this table as required and at the stathefEnd Phase if any fires are burning. Add +theoroll for each fire]
burning on the Gargant in excess of one. Resudtautil the next roll is made on the fire table

1-3  With a few scorched Gretchin the fires are brougttder control and put out.

4-5 The fire is getting out of control. The Gargant nmay move, but may fire normally.

6  The fire is out of control! Add one to the numbéffices already burning. The Gargant may not mowére its belly gun, and an
other weapons fired are on a -1 To-Hit modifier tiuéhe clouds of smoke.

7  The fire reaches the magazines! Roll on the MagaRimmage Table for each intact magazine. The Gaajsmcan’t move or fire it
belly gun and suffers -1 on firing as in 4 above.

8 Huge internal explosions wreck the Gargant destipiti and leaving a smoking, blackened heap. Ailsuwithin 2D6 cm are hit by
the flying debris and must make an unmodified 2ewevoid damage

9+ A massive explosion rips the Gargant apart. Rerttezenodel from the table and replace it with aesrityou’ve got one. Any unit
within 4D6 cm are hit by the flying debris and mosike an unmodified save to avoid damage
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0-12 cm on Advance
13-18 cm on Charge

Slasha Gargant Template

+12 ‘ 3 + D3 Power Field%

If given Charge orders, the Gargant must move tdsv#ing
nearest enemy.

| Weapon | Slot | Range_ _Attack Dice | To-Hit | TSM | Notes

Right Arm
Left Arm
Ball 100 cm Template Auto -4 Special
Gutbuster Chain 75 cm 1 3+ NA | Only affects titans
Explosive 100 cm 8 BP 3+ +1 Use 12 cm template
FRONT SIDE REAR
Head Head Head
2+ 2+ 2+
Weapor] Ammo| Hull | Ammo|Weapo Hull | Weapor] Weaporf Weapor] Ammo| Hull | Ammo]Weapor
2+ 1+ 3+ 1+ 2+ 3+ 2+ 3+ 2+ 3+ 3+ 3+ 2+
Hull | Boiler | Hull Hull | Boiler | Hull Hull | Boiler | Hull
3+ 2+ 3+ 3+ 3+ 3+ 3+ 3+ 3+
Foot | Hull %EJIX Hull | Foot Hull | Foot %edlz Foot | Hull |Ammo| Hull | Foot
3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+
2+ 2+
Head Belly Gun

1-2 Add +1 to future damage rolls against the head. 1-2  Add +1 to future damage rolls against the belly.gun

3 Kaptin killed. The Gargant must follow the sameessdnext] 3-5 The gun is destroyed and may not be used for steofehe
turn while the krew “elects” a new Kaptin. game, and the explosion starts a fire.

4 The head is blown off the Gargant, starting a fltemust| 5-6 The magazine explodes, starting 1D3 fires. The @u
follow the same orders as it used last turn, arydvegapons destroyed and the explosion rips into the boilerrall for
mounted in the head may not be used for the reramiofl damage against it as well. After you have made ¢hisa
the battle. After the next turn, you must roll a Before damage roll, immediately total up all the firestbe Gargan{]
changing the Gargant's orders. and roll on the Fire Table.

Foot Boiler

1-3 Add +1 to any future damage rolls against this.foot 1-2  Add +1 to future damage rolls against the boiler.

4-5 Foot is destroyed. If the other foot is intact, G@rgant may] 3-4 The boiler is holed and starts to lose pressure.Gargant’s|
turn in place. If both are destroyed it may not mavall. move rates are halved from now on.

6  The foot is blown apart and starts a fire. The @atgnay no] 5-6 The boiler is destroyed, and a fire is started. GQaggant
longer move or turn even if the other foot is undged. may no longer move.

Weapon Magazine

1-2 Add +1 to any future damage rolls against this veeap 1-3 A large explosion starts a fire. Roll on the Firable

3-4 Weapon destroyed. immediately.

5-6 The weapon is blown off the Gargant, starting e.fitlands] 4-6 The magazine detonates spectacularly, starting fif@3.
2D6 cm away in a random direction. Any vehiclesnéantry Roll for damage against the Weapon location as. vidier
underneath it take a hit at 0 TSM. you have rolled this damage, immediately total Uptte

fires on the Gargant and roll on the Fire Table.
Fire Table: Roll on this table as required and at the stathefEnd Phase if any fires are burning. Add +theoroll for each fire]
burning on the Gargant in excess of one. Resustaldil the next roll is made on the fire table

1  With a few scorched Gretchin the fires are brougtder control and put out.

2-3  The fire is getting out of control. The Gargant nmay move, but may fire normally.

4 The fire is out of control! Add one to the numbéffices already burning. The Gargant may not mowéire its belly gun, and an
other weapons fired are on a -1 To-Hit modifier tuéhe clouds of smoke.

5  The fire reaches the magazines! Roll on the MagaRmmage Table for each intact magazine. The Gaagsmcan’t move or fire it
belly gun and suffers -1 on firing as in 4 above.

6  Huge internal explosions wreck the Gargant destigjt and leaving a smoking, blackened heap. Alsuwithin 2D6 cm are hit by
the flying debris and must make an unmodified sawevoid damage

7+ A massive explosion rips the Gargant apart. Rernttewenodel from the table and replace it with aeridtyou’ve got one. Any unit
within 4D6 cm are hit by the flying debris and mosike an unmodified save to avoid damage
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The Mekboy Gargant

Mekboyz sometimes construct miniature versionSafat Gargants that feature many kustom weapons and
fields. A Mekboy Gargant has a Kustom Force Figld enay select any two Mekboy weapons. Mekboy Gdsgan
are not purchased according to the PurchasingSTitales: you pay for it and there it is. The caedixed regardless
of weapons selected, as they have been deemed sémhe effectiveness and cost.

Kustom Force Field

This is a special, sustained power field. While fileld is operational the Mekboy Gargant is impaug to
damage. At the start of each turn in the Orders®lyau may choose to shut down the field, but @hes down it
remains so for the rest of the game. Every turt tia field is on there is a chance that it willkdead and shut
down permanently. Roll a D6 in the End Phase ohdam it is functional, and on a roll of 10 or raahe field
overheats and causes damage. An additional D&lsdaglach turn (2D6 in the second turn, 3D6 irthirel, and so
on) to make this check. If 10 or more is rolledll immediately for damage in the Force Field Ganar hit
location and apply the results. Mekboy Gargantsrdgsd this way earn VPs to the opponent in theesamm the
check was made. Weapons that bypass shield willgetrate this shield without affecting it. Ireeaof a vortex
missile the field is inactive while it remains tmetarea of effect of the vortex blast.

As with other Ork shields the Kustom Force Fidigbdlickers on a roll of 6 on a D6. For every, hill a
D6 and on a 6 the shot ignores the shield andheét&argant as normal.

Mekboy Gargant Weapons: Pick 2
Supa Lifta-Droppa: Follows the same rules as the standard Gargantomeap

Krusher Arm: This is a Close Combat weapon designed to knockndowildings and smash Titans, with an
attached ranged weapon. It may not fire and be asedClose Combat weapon in the same turn.

Vs. Titans: If the Mega-Gargant wins Close Combat, it may makgab attack. Both players roll a D6 and
the Mega-Gargant adds +1 to the roll. If the Megagant scores higher it has ripped off the dediwedtion and
the enemy Titan suffers the highest result on tmeabe table. If the scores are equal roll for damaghe enemy
Titan as normal. If the Mega-Gargant scores lowerenemy Titan has pulled away and suffers no damag

Vs. Vehicles: The Mega-Gargant may pick up and throw the eneehjcle up to 10 cm. Pick a location
and roll for scatter as per an indirect barragee Tdiling victim is always destroyed, and anythibdgands on is
destroyed unless it's saving throw is better themrmodel that fell on it.

Vs. Buildings: If the Mega-Gargant is in contact with a buildihgring the Close Combat segment, it may
make a free attack on the building with a -4 TSMhé building fails its save it is destroyed. A §geGargant may
not use this free attack if it is engaged in Cl@senbat — it can still attack the building, but mdstlicate the arm to
the attack.

Buzz Saw Arm: This is a Close Combat weapon that adds +D6 CAFadsw +2 to the damage roll. This weapon
also has a ranged weapon but may not fire anddxkinsClose Combat in the same turn

Deluxe Kustom Kannon: Roll artillery die to give the number of attack @ifor the shot. A misfire means that a
shell explodes in the breach and the Mekboy Gargarst roll for damage immediately on the weaponsnatse
table and apply the result.

Weapon Range| Attack Dice| To-Hit| TSM | Notes

Supa Lifta-Droppa 75 cm Template 4+ -4 Special

Buzz Saw Arm 50 cm 3 5+ -1 +D6 CAF, Penetrating +2

Krusher Arm 50 cm 2 5+ 0 Use as Close Combat ayedmnweapon
Deluxe Kustom Kannon 50 cn Varies 4+ -2 Roll aatyl die for # of shots.
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Mekboy Gargant Template

Shields ' Notes
0-20 cm on Advance +10 | Kustom Force Field If given Charge orders, the Gargant must move tdsvéne
21-30 cm on Charge nearest enemy.

Kustom Force Field: Mekboy Gargant is impervious to damage while apOtders Phase may shut down for rest of gamenth
Phase roll 1D6 cumulative and on 10 or more rathage to the Field Generator hit location. The ffélkers on a 6.

| Weapons | Slot_______| Range | Attack Dice _To-Hit | TSM| | Notes

Right Arm
Left Arm
FRONT SIDE REAR
Weaponl Arm | Head | Weapor Weapon Weapony Head| Arm |Weapon
3+ 3+ 2+ 3+ 3+ 4+ 3+ 4+ 3+
Hull | Boiler| Hull Hull Hull Hull |Ammo]| Hull
3+ 2+ 3+ 4+ 3+ 4+ 3+ 4+
Force Force
Foot Field Foot Foot Field Foot | Hull | Foot
+ + + + + +
3 ot 3 3 oy 3 4 3
Head Belly Gun

1-2 Add +1 to future damage rolls against the head. 1-2  Add +1 to future damage rolls against the belly.gun

3 Kaptin killed. The Gargant must follow the sameesednext] 3-5 The gun is destroyed and may not be used for #teofehe
turn while the krew “elects” a new Kaptin. game, and the explosion starts a fire.

4  The head is blown off the Gargant, starting a fitenust] 5-6 The magazine explodes, starting 1D3 fires. The @u
follow the same orders as it used last turn, arydvegapons destroyed and the explosion rips into the boilerrall for
mounted in the head may not be used for the reramiofi damage against it as well. After you have made ¢hisa
the battle. After the next turn, you must roll a Before damage roll, immediately total up all the firestbe Gargan{
changing the Gargant's orders. and roll on the Fire Table.

Foot Boiler

1-3 Add +1 to any future damage rolls against this.foot 1-2 Add +1 to future damage rolls against the boiler.

4-5 Foot is destroyed. If the other foot is intact, G@gant may] 3-4 The boiler is holed and starts to lose pressure.Gargant’s
turn in place. If both are destroyed it may not mavall. move rates are halved from now on.

6  The foot is blown apart and starts a fire. The @atgnay no] 5-6 The boiler is destroyed, and a fire is started. GQaggant
longer move or turn even if the other foot is undged. may nho longer move.

Weapon Magazine

1-2 Add +1 to any future damage rolls against this weap 1-3 A large explosion starts a fire. Roll on the Firable

3-4 Weapon destroyed. immediately.

5-6 The weapon is blown off the Gargant, starting e.firlands] 4-6 The magazine detonates spectacularly, starting fif@3.
2D6 cm away in a random direction. Any vehiclesnéantry Roll for damage against the Weapon location as. widier
underneath it take a hit at 0 TSM. you have rolled this damage, immediately total Uptte

fires on the Gargant and roll on the Fire Table.

Force Field Generator
1-2 Add +1 to any future damage rolls against the F&ietl Generator.
3-4 The Force Field Generator is destroyed and map@aised for the rest of the game.
5-6 The Force Field Generator detonates with a flagmefgy, starting D3 fires. Roll immediately on fiee Table.

Fire Table: Roll on this table as required and at the stathefEnd Phase if any fires are burning. Add +theoroll for each fire]

burning on the Gargant in excess of one. Resustauldil the next roll is made on the fire table

With a few scorched Gretchin the fires are brougttter control and put out.

The fire is getting out of control. The Gargant nmay move, but may fire normally.

The fire is out of control! Add one to the numbéffices already burning. The Gargant may not mowére its belly gun, and an

other weapons fired are on a -1 To-Hit modifier tuéhe clouds of smoke.

4 The fire reaches the magazines! Roll on the MagaRmmage Table for each intact magazine. The Ghajsmcan’t move or fire itg
belly gun and suffers -1 on firing as in 4 above.

5  Huge internal explosions wreck the Gargant destigjt and leaving a smoking, blackened heap. Allsuwithin 2D6 cm are hit by
the flying debris and must make an unmodified sa\evoid damage

6+ A massive explosion rips the Gargant apart. Renttewenodel from the table and replace it with aesrdtyou’ve got one. Any units
within 4D6 cm are hit by the flying debris and mosike an unmodified save to avoid damage

WN -
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The Mega-Gargant

Mega-Gargants come with fixed weapons and argouthased according to the Purchasing Titans rules:
you pay for one and there it is. A special datal@nd set of counters are used for operating thgaM&argant.
These items should be available at the same placgat this book, but the following rules should geu by.

Set Up
Power Field Counter: The Mega-Gargant starts the battle with D6+6 djpmral power fields. Place the Power
Field counter on the appropriate numbered spa¢heotrack.

Hull Damage Counters: These represent accumulated damage on the hutladsge is built up the chance being
destroyed increases. Place these to the sidee &8dpa-Gargant is undamaged at the start of thegam

Krew Counters: These represent the various infantry troop typéschv man the Mega-Gargant. The various
systems of the Mega-Gargant must be crewed in dodfemction. The effects of empty squad boxesrarted on
the Mega-Gargant datacard. At the beginning ofgame place the Kapitan counter in the Bridge seabibthe
datacard. Next, select tokens for four each of Bbigbz and Riggers and randomly draw nine of thElnis is your
starting Krew and are placed in the boiler roomrm dacks, and guardroom at the player’s discrefitwere are four
types of krew:

Kapitan: The Kapitan is the Warboss of the Mega-Gargant alavays get one Kapitan.

Riggers: Squads of Gretchin that fight fires and repair dgento the Mega-Gargant.

Boyz: Troops which operate the guns and movement fumetis well as repel boarders.

Nobz: Nobz are used to order around the other creww&apons, repel boarders and lead Mobz if they
dismount from the Mega-Gargant.

Shouting Counters: These represent special orders given by the Kapdied you start the game with D3 of them at
random. There is only one of each and it may oelyged once. You may play one shouting countetuper

Waaagh: This counter is played during the Close Combatreed. When played all the Orks on the Mega-
Gargant are filled with th&aaagh!' For the rest of the turn roll one extra dice for any Close Combats fought by the
Mega-Gargant itself and the Boyz and Nobz in the krew. Additionally, for the rest of the turn all firing by the Mega-
Gargant and the krew suffersa-1 To-Hit penalty.

Let ‘em ‘ave it! This counter can be played during the Combat PhWaben played the Mega-Gargant can
fire one segment earlier than it normally wouldg.Ef the Mega-Gargant were going to fire in thevAdce Fire
segment it could now fire in the First Fire segmemty To-Hit penalties for the Mega-Gargant's speeel applied
as normal.

Full Zoggin' Speed Ahead: This counter can only be played in the Movemerdasehbefore the Mega-
Gargant moves. The Mega-Gargant immediately moi@ @&n and can make one 45° turn to port or starboar
regardless of its speed and direction orders, événis on stop orders. There is no penalty tanfir for this
movement.

Mega-Gargant Weapons
Gun Decks:Each gun deck location on the data card thabtsoccupied by a Boyz or Nobz stand, or has become
damaged or destroyed, reduces the attack dicedny tw

Turrets: Each point of hull damage reduces the attack dycenie.

Skullcrusha Mega-Cannon: The Skullcrusha can fire two types of ammunitiBangerz and Klangerz. It fires a
variable number of shots per turn, representechbyattillery die. Declare the ammunition you wanfite, roll the
artillery, and if the result is a number then tisabumber of shots fired. If the result is a misfihe cannon cannot
be fired this turn, but will function normally nettrn.
Bangerz: All templates fired must touch at least one ottemplate fired in the barrage. This weapon
cannot be fired indirectly. Modifiers for the Me@margant movement do not apply to to-hit rolls for barrages.
Klangerz: These fire as normal and are affected by all modifiers including the Mega-Gargant's speed.

Krusher Arm: Thisisa Close Combat weapon designed to knock down buildings and smash Titans.

Vs. Titans: If the Mega-Gargant wins Close Combat, it may make a grab attack. Both playersroll a D6 and
the Mega-Gargant adds +1 to the roll. If the Mega-Gargant scores higher it has ripped off the desired location and
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the enemy Titan suffers the highest result on tmaatje table. If the scores are equal roll for damaghe enemy
Titan as normal. If the Mega-Gargant scores loWweranemy Titan has pulled away and suffers no damag

Vs. Vehicles: The Mega-Gargant may pick up and throw the eneatycle up to 10 cm. Pick a location
and roll for scatter as per an indirect barragee Tdiling victim is always destroyed, and anythibdgands on is
destroyed unless it's saving throw is better themrmodel that fell on it.

Vs. Buildings: If the Mega-Gargant is in contact with a buildihgring the Close Combat segment, it may
make a free attack on the building with a -4 TSMhé building fails its save it is destroyed. A §¢eGargant may
not use this free attack if it is engaged in ClGsenbat — it can still attack the building, but mdetlicate the arm to
the attack.

Mega Weapons:Roll D3 in the Combat Phase to see how many Megaptins may fire.

1. Big Lobba: Fires a massive barrage. Roll the artillery diedédermine the strength of the barrage: A
number indicates the barrage points of the attackjsfire indicates the shell has gone off in tleapon - roll once
on the Damage Table for the weapon adding +1 ifMega-Gargant moved at all this turn. The strerajtithe
attack is so great it ignores cover, is —2 TSM wensormal targets and -4 TSM versus buildings antifitations.
The barrage must be placed within line of sightyhd be fired indirectly and has a minimum rang@®tm.

2. Weirdboy Tower: Fires physical psychic bolts. The tower has otecktdie for every Krew on board.

3. Krooz Missulls: The Mega-Gargant only caries two Krooz Missultgl anly one may be fired per turn.
The Krooz Missull may be fired at any target withémge, as long as at least one Ork stand can. Sd@s does not
count as calling in an indirect barrage, and theptate will not scatter.

Mekboy Weapons:There are two Mekboy weapons on the Mega-Garganpnly one may be fired per turn

1. Deth Ray:Fires a powerful beam of energy that ignores ‘awmid power shields
2. Supa Lifta-Droppa: Follows the same rules as the standard Gargamiomea
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Using the Mega-Gargant

Assign Orders: During the Orders Phase, you must select one Spedelr and one Course Order for the Mega-
Gargant. There are four different speed countedstiaree different course counters. Select the gneaswant and
place them face down next to the Mega-Gargant. & beders determine the Gargant’s movment and wheway
fire in the Combat Phase. There may also be a Toétialty that is applied to all shooting from Mega-Gargant.

Minimum Maximum Firing -
Stop 0Ocm Ocm First Fire| No turns.
Battle Speed 5cm 15cm Advance| One 45° turn. Firing is at -1Hib
Full Speed 15cm 25cm Advance One 45° turn. Firing is at e2Hit.

No turns. Firing is at -1 To-Hit. May only be givén

Backward 5cm 15cm Advance the previous turn’s order was Stop.
Course Order || Effect
Ahead The Mega-Gargant may not make any turns regardfesseed.
Port The Mega-Gargant MUST turn up to 45° left durirlg ihovement.
Starboard The Mega-Gargant MUST turn up to 45° right duritig inovement.

Determine Weapons UseAt the beginning of the Combat Phase, roll D3de fow many Mega-Weapons may
fire. Select the Skullcrusha ammo and roll thdlarti die to determine the number of shots you Batally, decide
which Mekboy weapon will fire. A lack of Krew cowers, hull damage and enemy boarders can affectrhamy
weapons may fire.

IIII

Gun Decks 75 cm -2 Attack Dice per miss{mgw
Turrets 50 cm 5 5+ —1 -1 Attack Die per point oflHlamage
Skullcrusha Choose ammo, then roll artillery die for numbesbbéts.

Bangerz 75 cm 2-10: 8 BP @ 3+ -1 Templatest toush

Clangers 75 cm 2-10 3+ -4 Penetrating +2
Mega-Weapons Roll D3 each turn to see how many of these mayrbd.f

Big Lobba 25-125 cm 2-10 BP Varies -2/i{4  Ig@wCover, Special

Weirdboy Tower 50 cm Varies 5+ -2 1 Attack Pier Krew on board

Krooz Missulls 100 cm 10 BP 2+ -4 Two Missjlewry fire one per turn
Mekboy Weapons Choose one to fire each turn.

Deth Ray 100 cm 1 4+ -1 Ignores shields

Super Lifta Droppa 75 cm Template 4+ -4 Sgecia

Assign Repair Krew: At the beginning of the End Phase, assign Krevepair damage and fight fires. Decide how

many of your Riggerz will attempt to repair eachndged location, and how many Riggerz and Boyz atittmpt

to put out fires. Check to see if they are sucedssffore you roll on the Fires Table.

Krew Effect

Repair Location

Roll a D6 for each Rigger Krew assigned to the tioca on a 6 the location is repaired an
the damage marker removed.

d

Fight Fires

Roll a D6 for each Boyz and Rigger Krew assignefiréofighting: each roll of 6 reduces
the number of fires by 1.
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Mega-Gargants in Close Combat

Mega-Gargants have a CAF of +18, but are so ldrgemost vehicles and superheavy vehicles arelenab
to even scratch them in Close Combat. The Mega#®arg invulnerable to Close Combat attack from-non
titan/praetorian/knight units. Titans, praetoriamsl knights may engage the Mega-Gargant usingainelard Close
Combat rules.

Infantry have no effect on the Gargant itself imaty fight the troops inside. While these units @arirarm
the Mega-Gargant from outside, they can engagautiits inside and attempt to damage the Mega-Garigamt
within. Only infantry models able to enter buildengan fight a boarding action.

Boarding the Mega-Gargant

Only models able to actually enter buildings cétierapt a boarding action against the Mega-Gargant.
Boarders can attack if they are in contact withrtfalel at the start of the Close Combat segmehtrddp stands
carried by the Mega-Gargant may fire, during thstHrire segment, at models attempting to boarg. réstrictions
on models that can fire or modifiers for cover ax apply. Additionally, the Mega-Gargant can fiere or all of
its armament at the attacking models as long asttiaekers are within firing arcs of the weapond #re Mega-
Gargant can fire in the First Fire segment.

During the Close Combat segment resolve the bogualition for any surviving attackers:

1) Line up all the models attacking the Mega-Gatga

2) Take all the defending troops off the data eard line them up against the attackers.

3) If either side has any excess models left tvey can be used to double up against opponents.

4) Fight Close Combat as normal. Everyone is msialthere’s no bonus for that.

5) Place surviving defenders back on the data. card

6) Any surviving attackers can now occupy troamdtlocations that have been left empty.

7) Locations occupied by enemy models are consitidamaged (not destroyed) but may not be repaired
while occupied by enemy models.

FRONT SIDE

W.Boy W.Boy

Tower Tower

3+ 3+

W.Boy M.Boy W.Boy

Tower Tower Tower

3+ 3+ 3+

M.Boy
Weaprnf Weapry Head | Weapry Arm Tower Weapn| Head
3+ 3+ 3+ 3+ 3+ 3+ 3+
3+
Arm | Arm |G.DecH Arm | Arm |Weapn Weapnl Arm | Arm |Weapn
3+ 3+ 2+ 3+ 3+ 3+ 3+ 3+ 3+ 3+
G.DecHG.DecHG.DecK Hull |G.DecKHG.DecHK
2+ 2+ 2+ 3+ 2+ 2+

Hull |G.DecHG.DecHG.DecK Hull B.Rm| Hull Hull Hull Hull
3+ 2+ 2+ 2+ 3+ 4+ 3+ 3+ 3+ 3+
Hull |P.F.Gell Ammo |P.F.Gerq Hull B.Rm| B.Rm| Hull Hull Hull Hull
3+ 2+ 1+ 2+ 3+ 4+ 4+ 3+ 3+ 3+ 3+
Track | Hull Hull Hull | Track Track | Track | Track | Track | Track | Track
3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+
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W.Boy
Tower
3+
M.Boy W.Boy
Tower Tower
3+ 3+
M.Boy Arm | Weapn| W-Boy Weapny Arm
Tower 3+ 3+ Tower 3+ 3+
3+ 3+
Weapny Arm | Weapn \'ll'vésvoe)r/ Weapny Arm
3+ 3+ 3+ 3+ 3+
3+
Weapn \_/I_V.Boy Weapn
3+ ower| "4
3+
Hull | G.Rm.| B.Rm | G.Rm.| Hull
3+ 2+ 4+ 2+ 3+
Hull | Ammo| B.Rm | Ammo| Hull
3+ 1+ 4+ 1+ 3+
Track | Hull | Track| Hull | Track
3+ 3+ 3+ 3+ 3+
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Mega-Gargant Damage Tables

Boiler Room Arm
1-2 Boiler room damaged. 1-2 Arm damaged and attached weapon unuseable ‘tdimeg.
3-4 Boiler room damaged. Roll a D6 for each Krew in Baler | 3-4  Arm destroyed and attached weapon lost.
Room; Riggers killed on 5+, Nobz & Boyz on a 6. 5-6 Arm blown off and +1 fire. Arm scatters 2D6 cm ahits
5-6 Boiler room destroyed and +1 fire. anything underneath with 0 TSM.
Ammo Gun Deck
1-3 +1 fire. Roll on the Fire Table immediately. 1-3  Gun deck damaged.
4-5 +Da3 fires start. Roll on the Fire Table immedigtel 4-5  Gun deck destroyed and +1 fire.
6  +D3 fires. Make an Armor Save for each adjacenatioa Gun deck destroyed, +1 fire and roll D6 for eacbwon the
and roll damage if they fail. Then roll on theeFirable. Deck; Riggers killed on 5+, Nobz & Boyz on a 6.
Track Weirdboy Tower
1-3 Track damaged. Gargant immobilized until repaired. 1-3 Tower damaged and unuseable ‘till repaired.
4-5 Track destroyed and Gagant cannot move. 4-5  Tower destroyed and +1 fire.
6  Track destroyed, Gargant immobilized and +1 fire. Tower destroyed and roll D6 for each Krew; it'dédal on 5+.
Power Field Generator Weapon
1-3 +1 fire and remaining fields flicker on 5+. 1-2 Weapon damaged and unuseable ‘till repaired.
4-5 +D3 fires, all fields fail and roll on the Fire Ala | 3-4 Weapon destroyed.
immediately.
6 Roll 4+ to damage every adjacent location anddathage if] 5-6 Weapon is blown off, scatters 2D6 and hits anything
you doit. Then roll on the Fire Table. underneath with 0 TSM.
Head Mekboy Tower
1-4 Head damaged. Orders cannot be changed until eepair 1-2 Tower damaged, Mekboy weapons unuseable ‘till regai
5-6 Head destroyed, Gargant counts as out of commadd] aB-4 Tower destroyed.
cannot change speed or orders for the rest ofdhreg 5-6  Tower destroyed, +D3 fires and roll on the Firdla
Hull
1-5 Hull damaged. +1 to future Hull Damage rolls. 6 +1 fire.

Fire Table: Roll on this table as required and at the stathefEnd Phase if any fires are burning. Add +theoroll for each fire]
burning on the Gargant in excess of one. Resudtatil the next roll is made on the fire table
1-2  With a few scorched Gretchin the fires are brougttder control and put out.
3-4 Roll a D6 for each Boyz and Riggerz stand and dntalies.
5-6 +1 Hull Damage Point.
7  +1 fire, may not move or fire Mega-Weapons, otleraging suffers —1 To-Hit.
8  +Da fires, may not move or fire Mega-Weapons, o#teroting suffers —1 To-Hit.
9 Huge internal explosions wreck the Gargant destipiti and leaving a smoking, blackened heap. Ailsuwithin 2D6 cm are hit by
the flying debris and must make an unmodified gawirvive. Leave the model in place to obscureem@nt and line of sight.
A massive explosion rips the Gargant apart. Renlowenodel from the table and replace it with aerétyou’ve got one. Any unit

10+ within 4D6 cm are hit by the flying debris and mosike an unmodified save to avoid damage

Optional Rule: New Mega-Gargant Fire-Damage Table
Playtesting has shown Mega-Gargants to be too feeakeir price, especially compared to their Imial
counterparts, the Imperator Titans. To remedy this Mega-Gargant fire table has been adjusted.

Roll | Effect

1-3 | Fire is kept under control All fired extinguished.

4-6 | Fire threatens to engulf fire fighters! Roll D6 fach Boyz and Riggerz stand, and on a 1 it isale=d.

7.9 Fire is out of control! Add 1 to the number of Brburning. It may not move nor fire any mega weapon
All remaining weapons fire at a -1 penalty to hit

10 | Heat detonates ammo! Starts D3 extra fires, samalfes as above (7-9) apply

11 Internal explosions wreck Gargant! There is a 2Rgl@sion radius, all models in radius are hit angstn

make unmodified saves. Leave the wreck in plaagksl line of sight
12+ | Cataclysmic explosion! 4D6 radius, otherwise samila
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MEGA-GARGANT DATACARD

ORDERS MINMOVE MAXMOVE RESTRICTIONS  FIRE MOD.

Migddifiers: do not apply o bamages

CLOSE ASSAULT FACTOR +18
POWER FIELLX
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ALL TURRETS BRIDGE : I e
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DAMA
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Mekboy Kustom Repair Cards

RED PAINT JOB

Give to:
vehicles.

Redpainted

Effect: All the vehicles i
the squdron have such
splendid red paint job th
the Orks are convinc
they go faster than norm
Their conviction is s
strong that they do actua
go D6 cm faster wheney
they move.

ROCKET PACKS

Give to: Freebooterz
Madboyz

Effect: All stands in tle|
formation add +10cm tg
their movement rate a
ignore terrain moveme
effects. Each stand scatt
D6 cm from its landin
point. Any stand landing
impassable or difficu
terrain, or rolling a ‘hit
and a 6 is destroyed.

SUPAPOWA-ARMOR
Give to: Nobz

Effect: All the stands i
the mob gain a 6+ savi
throw that are not modifig
by the attacker's arm
saving throw.

SQUIG FUEL

INJECTOR
Give to: Vehicles o
Bikeboyz
Effect: After the squadrg
has moved the Ork play
may use the Squig f
injectar to boost them 3
extra 5D6 cm straig
forward. Each vehicle
movement is rolle]
separately and any vehi
that rolls 21+ shakes its
apart and is destroyed.

KUSTOM FORCE
FIELD

Give to: Vehicles

Effect: All the vehicles i
the squadron gaian extr
2+ saving throw that &
taken before their norm
saving throw. If the forg
field saving throw i
failed, the vehicle’s arm
save is taken with an ex
-1 penalty.

XTRA-BIG WHEELS
Give to: Wheeled vehicle

Effect: Whenever th
formation tas Charg
Orders they can move
triple their movement rat
Roll a D6 for each vehid]
whenever they do so, &
on a roll of 1 thg
particular vehicle has

horrible accident and

destroyed.

BIG GUNS
Give to: Vehicles or BoyZ

Effect: All the modelsin
the Mob gain an extral
saving throw modifier o
their attacks. Any mod
that rolls a 1 on any of i
attack dice suffers from
misfiring gun and mu
make a saving throw atl]
to survive.

BIONIK BITZ
Give to: Nobz

Effect: Roll a D6 for eac
Nobz stand before th
battle. On a 6 it become
Madboyz stand and addg
the Madboyz mob (
forms one if you didn
have one before). No
that didn’t becom
Madboyz gain +1D6 CA
and gain a 6+ fixed arm|
save.

KUSTOM WEAPONS
Give to: Nobz

Effect: All the Nob3
stands in the mob roll o
extra attack die, increasi
their attacks from 2 to 3.
any Nobz stand rolls a 1
any of their attack dic
roll the dice again and o
5 or 6 the misfirin
weapons destroy the stal

CYBOARS
Give to: Boarboyz

Effect: All the stands i
the mob gain +2D
movement and roll 4
extra D6 in Close Comb
when they charge in
combat.

XTRA-SPIKY BITZ
Give to: Vehicles

Effect: All the vehicles i
the squadron are fitt
with retractable rammi
spikes, crash la and
rotating scythe bladg
This means they gain
CAF when they charge.

ARMOR PLATING
Give to: Vehicles

Effect: All the vehicles i
the squadron are fitt
with extra thick armd
plates welded or boltg
into place so they gain
on all their armorsaving
throws.

SUPER STIKKBOMZ
Give to: Boyz

Effect: All Boyz in thq
Mob roll an extra D6 i

SOUNDZ
Give to: Vehicles

Effect: Huge speake
mounted on the vehicl

GLYPH
INSCRIPTIONS

Give to: Vehicles

Effect: All the vehicles i

FLITE SOOTS
Give to: Fliers

Effect: the MekBoyz hg
made a pressurized Flig

Close Combat. If any constantly blare out extj {the squadron gain sof |Suit for this squadro
them rolls a double loud Goffik Rok, gettin{ |very flashily inscribed O] |These suits allow tH
Close Combuat, it is bloy |nearby Orks excited. A |glyphs. Their immend |FlyBoyz to perform darin
up by its own stikkbon] |Ork units within 10cm dq |pride in their vehicld |high-G maneuvers durir
and is removed as | [the vehicles (including t} |gives the unit +1 on thqd |dogfights. The effect
casualty; its opponer] |vehicles themdees) get tq |dice rolls for morald |this is to increase the CA
survive een if the Ork] |add +1 to their dice rol| |checks. of the FightaBommas b
won the Close Combat. for morale checks. D3. Roll for each squadr
for each combat phase.
32
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AFTABURNAS
Give to: Fighta-Bommas

Effect: Trained Snotlings al
placed near the exhaust un
With the push of a button th
lit their lighters and ignite t
exhaust fumeshat propel th
craft at incredible speeds. A
units firing at this Squadr
suffers —1 ToHit. Roll a D§
for each craft and on a 1 {
pilot carit pull out of dive and
crashes. The unit is destroyed
without causing any damage
before the Strafe is finished.

'OO0GE XHAUSTS
Give to: Warbikes

Effect: The owner of thi
warbike has fitted his bilj
with absolutely immens
exhaust pipes to make
much noise as possij
The Mob is Fearless.

KROOZ MISSUL
Give to: Vehicles

Effect: The vehicle gair
an extra onehot attac
via an onboard missil
Range is 50 cm, 5+ THit
at 2 TSM. On an atta
roll of one, the miss
explodes and the vehi
recieves a hit at -2 TSM,

TELESKOPIK LENZ
Give to: Gargants

Effect: A mekanial
discovered that otherwi
useless polished lenseg
could magnify a target.
gargant may add +1 to
to ONE attack die, on
per  turn. This i
cumulative with a
observation turret.
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Ork Army Cards

Break Victory
Company Cards Contents Point Morale Points Cost
Nobz Mob (4 Nobz stanc
Bad Moon Clan Boyz Mob (15 Boyz stands) 10 4 6 600
Nobz Mob (4 Nobz stands & 2 Rhin
Blood Axe Clan Boyz Mob (12 Boyz stands & 6 Rhinos) 12 4 6 600
Nobz Mob (4 Nobz stanc
Deathskull Clan Boyz Mob (15 Boyz stands) 10 4 5 500
. Nobz Mob (3 Nobz stands & Battlewag
Evil Sunz Clan Boyz Mob (15 Boyz stands & 5 Battlewagons) 12 4 6 600
Nobz Mob (8 Nobz stanc
Goff Clan Boyz Mob (15 Boyz stands) 12 4 / 650
Nobz Mob (4 Nobz stanc
Snakebite Clan Boarboyz Mob (5 Boarboyz) 12 4 6 600
Boyz Mob (15 Boyz stands)
Nobz Mob (5 Nob Warbike
Kult of Speed 2 Mobz (5 Warbuggies each) 8 4 4 400
. Nobz Mob (4 Nobz stanc
*

Wildboyz Horde Wildboyz Mob (15 Wildboyz stands) 10| 4 | 4 | 400
Mega-Gargant Mega-Gargant Model - 14 | 1400
. Break Victory
Special Cards Contents Point Morale Points Cost
Freebooterz Freebooter Kaptin stand & 4 Freebostarads 3 3 2 Free

Gretchin Horde * 8 Gretchin stands +4 4 +1 50
Goffik Rokker Tour Wagon *| Tour Wagon & 5 Bounceoy stands Model - 4 400
Landa Skwadron * 5 Landas 3 3 5 450
Mekboy * Mekboy stand, 2 Gretchin & 1 Battlewagaf | Stand - 1 100
Painboy * Painboy stand, 2 Gretchin & 1 Battlewagon | Stand - 1 100
Renegade Mekboyz Any 8 Mekboy Dragstas and/or Speeds¥is 4 4 6 600
Runtherd * Runtherd stand Stand - 1 75
Supa Trans’ort Rokkit Batteryd Supa Trans’ort Rokkits & 4 Launcheb 4 - 2 200
Warboss Warboss, 5 Nobz & 2 Battlewagons 5 - 3
Warlord and Stompas Warlord, 5 Nobz, 2 Battlewagb@sStompas 6 - 5 50(
Weirdboy & Minderz * Weirdboy stand & 2 Weirdboy Nierz Stand 4 2 150
Titans

Mekboy Gargant Mekboy Gargant Model - 5 450
Slasha Gargant Slasha Gargant hull Mode} Varies| 300
Great Gargant Great Gargant hull Madel - Varies| 400
Gargant Big Mob * 3 Great and/or Slasha hulls Each- Varies|Varies

* Optional unit. These require the consent of &lprs to use.
¥ Mekboy unit: limited numbers, and grants 2 Kusteapair Cards
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Break Victory

Support Cards Contents Point Morale Points Cost
Infantry

Extra Boyz 4 Boyz stands +2 4 +1] 100
Extra Nobz 4 Nobz stands +7 - +2 200
Blood Axe Kommandos * Kaptin stand & 4 Kommandmsisa +3 3 +2 175

Deathskull Shootaz

4 Deathskull Shoota stands

+2 4 +2 175

Gretchin Mob 4 Gretchin stands +2 4 +1 Free
Madmob 4 Madboyz stands +2 Speciak1 Free
Stormboyz Korps Kaptin & 4 Stormboyz stands +3 i +2150
Wildmob * 4 Wildboyz stands +2 4 +1 75
Cavalry

Bikeboyz Mob 5 Bikeboy stands +3 4 +1] 100
Evil Sunz Nobz Warbikes Mob 5 Nobz Warbikes +3 : +2 200
Snakebite Boarboyz Mob 5 Boarboy stands +3 4 +1 100
Snakebite Squiggoth Mob 3 Squiggoths +2 i +2 150
Walkers

Killa Kan Mob 4 Killa Dreadnoughts +2 4 +1 100
Onslaughter Mob * 4 Onslaughter Dreadnaughts +2 4 2 #200
Tinbot Mob 5 Tinbotz % +3 - +2 150
Vehicles

Bad Moon Weirdboy Battletower Weirdboy Battletower +1 4 +2 200
Battlewagon Squadron 3 Battlewagon +2 4 +1 100

Blood Axe Land Raider Squadron

3 Land Raiders

2 4 +2 200

Blood Axe Rhino Squadron 3 Rhinos +2 4 +1 50
Bonebreaka Squadron 3 Bonebreakas t+2 4 -2 150
Bonecruncha Squadron 3 Bonecrunchas t+2 4 2 150
Braincrusha Squadron 3 Braincrushas 12 A 12 200
‘Copter Squadron * 5 ‘Copters +3 4 +2 150
Doomdiver AA Magna Kannon *  |Magna Kannon¥ +1 4 +1 50

Evil Sunz Bowelburna Squadron 3 Bowelburnas +2 4 +150

Evil Sunz Gobsmasha Squadron 5 Gobsmashas +3 4 +00 | 1
Evil Sunz Spleenrippa Squadron 3 Spleenrippas +2 4 +1 100
Flakwagon AA Squadron * 3 FlakwagonsX +2 4 +1 100
Goff Gutrippa Squadron 3 Gutrippas +2 4 +1 100
Goff Lungbursta Squadron 3 Lungburstas 2 4 +1 100
Scorcher Squadron 3 Scorchers 2 4 1 50
Snakebite Cyberwyvern Squadron f 5 Cyberwyverns +3 4 +2 150
Trukk Squadron * 5 Trukks +3 4 +1 100
Warbuggy Squadron 5 Warbuggies +3 4 +1 100
Wartrak Squadron 5 Wartraks +3 4 +1 100
Mekboy Vehicles

Mekboy Bubble Chukka Speedsta |Bubble Chukka Speedstf +1 4 +1 100
Mekboy Destrukta Rokkits SpeedstBestrukta Rokkits Speedsi +1 4 +1 100
Mekboy Dragsta DragstaX +1 4 +1 100
Mekboy Kustom Kannon SpeedstalKustom Kannon Speedstf +1 4 +1 100
Mekboy Lifta-Droppa Speedsta Lifta-Droppa Speedsta& +1 4 +1 100
Light Artillery

Hop-Splat Battery 5 Hop-Splat Gunz +3 4 +2 150
Lobba Battery * 5 Lobbas +3 4 +1 100
Shokk Attack Gun Team 4 Shokk Attack Gunz2% +2 4 +1 100
Zzap Gun Battery * 5 Zzap Gunz +3 4 +] 100
Heavy Artillery

Pulsa Rokkit Battery 3 Pulsa Rokkits (maximum 1 card/Cla¥) +2 4 +3 250
Snakebite Squig Katapult Battery 3 Squig Katapults +2 4 +1 100
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Soopa Gun * Soopa Gun¥ +1 3 1 100
Traktor Kannon Battery 5 Traktor Kannon +8 +1 15
Rokkit Barrage * Orbital Barrage Round - - 2VP
Flyers

Bomma Squadron * 3 Bommas +2 +3 300
Fighta-Bomma Squadron 3 Fighta-Bommaz* +2 3 +2 200
Landa * Landa +1 3 +1 100
Supa Rokkit Trans’ort Supa Trans’ort Rokkit & Lahec +1 - +1 50
Superheavies

Gibletgrinda Gibletgrinda Battle Fortress +1 +1 001
Mega-Squiggoth * Mega-Squiggoth Model 4 3 250
Skullhamma Skullhamma Battle Fortress 41 +1l 100
Stompas Mob 3 Stompas +2 +3 250

* Optional unit. These require the consent of &lprs to use.
X Mekboy unit: limited numbers, and grants 2 Kusteapair Cards
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Summary of Unit Statistics

Troop Type Move Save CAF| Weapons Range Agfczk T;'O'Tl't TSM | Notes
Special
Freebooter Kaptin 10 cm - +2 Shootas 50 ¢m 1 5+ D Q, $pecial
Freebooter 10 cm - +1| Shootas 50 gm 1 5t ( IndepenBpecial
Mekboy 10 cm - +3 | Kustom Gunz 50 cm 2 54 -1 HQ, Madc, Special
Painboy 10cm - +3| Shootas 50 cm 1 54 Q HQ, Methecial
Runtherd 10cm 6+ +3| Shootas 50 ¢m 1 5t @ HQ, &peci
Warboss 10 cm 6+ +5| Lotsa Big Shootag 50 ¢€m 2 5+ Zommand, HQ, Elite
Warlord 10 cm 6+ +7 | Lotsa Big Shootas 50 dm 2 4+ -2Command, HQ, Elite
Weirdboy 10 cm - +0| None Varies Varies Varies  ¥ar] Psyker, Special
Weirdboy Minder 10 cm - +1| Shootas 50 cm 1 5+ a
Infantry
Bad Moon Boy 10cm - +1| Lotsa Big Shootas 50 ¢m 1 + 5 -2
Blood Axe Boy 10 cm - +1| Shootas 50 cm 1 54 0
Blood Axe Kommando Kaptin 10 cm - +3 Shootas 50¢m 1 5+ 0 Elite, HQ, Infiltration, Special
Blood Axe Kommando 10 cm - +2| Shootas 50 ¢m 1 5 DElite, Infiltration
Deathskull Boy 10cm - +1| Shootas 50 cm 1 5+ [
Deathskull Shoota 10 cm - +0 Kustom Shootaz Special 1 Auto -1 Special
Evil Sunz Boy 10 cm - +1| Shootas 50 cm 1 54 0
Goff Boy 10 cm - +3 | Shootas 25cm 1 5+ -1
Gretchin 10 cm - -1 | Shotgun 15cm 1 44 0 Special
Madboy 10 cm - +1| Shootas 50 cm 1 54 0 Special
Nob 10 cm 6+ +4 | Lotsa Big Shootas 50 gm 2 5+ -2 @and, Elite, HQ
Snakebite Boy 10 cm - +2| Shootas 50 ¢m 1 5t D
Stormboy 15cm - +1| Shootas 25¢cm 1 54 Q Indepandemp Pack
Wildboy 10cm - +3 | Choppas - - - -
Cavalry
Bikeboy 30cm - +3| - - - - - PD(1)
Evil Sunz Nobz Warbikes 30 cm 6+ +5  Shootas 25¢cm P 5+ -2 Command, Elite, HQ
Snakebite Boarboy 20 cm - +4 - - - - - PD(1)
Walkers
Killa Dreadnought 10cm 5+ +3| Big Shoota 50 ¢m 2 54 0
appa 75cm 1 5+ -2
Onslaughter Dreadnaught 10 cm 4+ hootas 25 om 3 54 0
Tinbotz 10 cm 4+ +4 | Big Shoota 25 cm 2 4+ 0 Fearl&pecial
Vehicles
Battlewagon 25cm 4+ +1| Big Shoota 50 ¢m 1 5+ Q  n3part 3, Turret
Battlewagon Blastacannon 25cm 4+ +1 Blastacannon 75 cm 1 4+ -2
Battlewagon Double-cannon 25cm 4+ +l Twin Big &hs 50 cm 2 5+ -1
Battlewagon Missile-launcher 25cm 4+ +1  Missiuhcher 50 cm 6 BP 4+ 0
Blood Axe Land Raider 20 cm 2+ +3 Zappas 75 ¢m 2 5+ -2 PD(1), Transport 2
Blood Axe Rhino 25¢cm 4+ +0| - - - - - PD(1), Transp2
Bonebreaka 20 cm 4+ +4  Blastacannon 75 £m L 4+ 2 eatHdoller
Bonecruncha 20 cm 4+ +4  Big Shoota 50 ¢m 2 5 -l athveller
Braincrusha 15cm 4+ +0| Braincrusha Cannpon 100 cm 1 3+ -3
‘Copter 40 cm 6+ +2 | Autocannon 25cm 1 54 -1 Indejfemt, Skimmer
Evil Sunz Bowelburna 30 cm 5+ +1  Scorcher - 1 4+ Q Ignores Cover, Turret
Evil Sunz Gobsmasha 25 cm 5+ +0  Big Shoota 50(cm L 5+ 0
Evil Sunz Spleenrippa 30 cm 5+ +0 Blastacannon m5c 1 4+ -2
Goff Gutrippa 20 cm 3+ +4| Blastacannon 50 gm 1 5# 2 -| Turret
Goff Lungbursta 20 cm 3+ +1| Blastacannon 75 ¢m ] 5+ -2 Turret
Scorcher 30cm 6+ +1| Scorcher - 1 44 0 Ignores Cove
. . Buzz Squig Swarm | 50 cm - - +1 .
Snakebite Squig Catapult 25cm 4+ +JTower gur?s 25 em 2 5+ 0 Special
Snakebite Cyberwyvern 25 cn 6+ +3  Autocannon 50cm 2 5+ -1 Skimmer, Special
. Bombard 50 cm 2 4+ 0
Squiggoth 10.cm 3+ *5| swivel Guns %5cem | 3 5+ o |Rampage
Trukk 30 cm 5+ +0 | - - - - - PD(1), OTV, Transport 2
Warbuggy 30cm - +2| Big Shoota 25 cm 1 54 0 Tow
Wartrack 30cm 6+ +1| Big Shoota 50 cm 1 54 0 Tow
Weirdboy Tower 25cm 4+ +1| None Varigs Varies  Var|e Varies | Psyker, Special
Doomdiver Magna Kannon 20 cm) 4+ + Magna Kannon LoS 1 5+ - AA, Special
Flakwagon 25cm 4+ +1| Big Shoota 50 cm 2 5+ -1 Special
Mekboy Vehicles
Bubble Chukka Speedsta 25+2D6  Specjal +2  Bubbl&kzhu 50 cm - - - Special
Destrukta Rokkits Speedsta 30+2D6  Specjal +3  DesiriRokkits 75cm| 2-10BP -2 Special
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Dragsta 35+2D§ 3+ +2| Deflector Shield - - - - Spéci
Kustom Kannon Speedsta 30+2D6  Specjal +3  Kustonné@an 75 cm 2-10 5+ -2 Special
Lifta-Dropper Speedsta 20+2D6  Special +2  Lifta Qrep 75cm 1 4+ -4 Special
Light Artillery
Hop Splat Gun 5cm - -3| Hop-Splat 50 cm 1BP - -1 pe&al
Lobba 10 cm - -3 | Goblin Chukka 50cm 2 BP|@aries -1
Shokk Attack Gun 10 cm - -1| Shokk Attack Gun LOS - - - Special
Zzap Gun 15cm - -3| Cooka 50 cm 1 5+ -DB
Heavy Artillery
Pulsa Rokkit 5cm 4+ +0| Pulsa Rokkit - - - - Spkcia
. Buzz Squig Swarm | 50 cm - - +1 ’
Squig Katapult 15cm 3+ +1 Tower gur?s 25 om 5 54 0 Special
Soopa Gun - 3+ 0 | Soopa Gun 150 ¢m 1 3t -4 IndepenBenetrating +2
Traktor Kannon 15cm - +0| Traktor Kannon 50 ¢m 1] 5+ -1 Special
Rokkit Barrage - - - Rokkits Special 6 BH 4+ -2 ©ds VP, Special
Fliers
Rokkits 25cm | 2-10 BP| Varies -1
Bomma 75cm 2+ +1 | Kustom Shoota 25cm | 2-10 5+ -1 Flier, Special
Big Shootas 25cm 4 5+ -1
) Rokkits 25cm |2-10 BP| 5+ -2 . .
Fighta-Bomma 100 cm 3+ +3 Kustom Shootas 25em | 2-10 5+ 0 Flier, Special
Landa Special 3+ +0 E'gkﬁi?somas 28 gm 4‘:;)'3 ‘51: i Deep Strike, Transport 7, Special
Supa Trans'ort Rokkit Special 5+ +0Q Shootas 15 cm B 5+ 0 Transport 5, Special
Superheavies
Gibletgrinda 15cm 1+ +8| Big Shoota 50 cm 5 54 -1 eafbroller, Transport 5
) Cannons 50 cm 3 5+ -1 * One-Shot
Goffik Rokker Tour Wagon 10 cm 1+ +1 )Sound Blaster * ) 1 4+ 1 PD(4), Special
) Mega-Lobba 75cm | 8BP 3+ -2 3 Wounds, OTV, Transport 6,
Mega-Squiggoth 15cm 1+ +1 Shgotas 25cm 4 5+ 0 |Special P
Skullhamma 15cm 1+ +4| Blastacannon 75 ¢m 2 4+ -ZI.T:%T:pSOg;ga%";]Ag;]l;?gemmor’
Stompa 10cm 1+ +8| Blastacannon 50 ¢m 1 3 -4 PBgBrless
Titans
Great Gargant 10/15| Template +15 Purchase 5 DéweiPeields
Slasha Gargant 12/18 Template +12 Purchase 3 D8warFFields
Mekboy Gargant 20/30| Template +10 Choose 2 KustoroeField
Mega-Gargant 5/15 Template +18 Lots D6+6 PowedBiel
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