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f you arc Jooking for a fight. }'(}'l..l't'f-: ﬁ-m-m-'[, 1.:1'[”.]::.:
) i Goblins arc brutal but Lunnm;_; 1__,.‘ s
{}r{-‘j ;mfirnf:rrﬁ whose only goal 15 m‘rum ['}JF.L ar
hkmm-c*“"l'hia book 15 the definitve g.r,u:r:h;: t;r
::fITiI::;; painting and pla}'irig ;];:ﬂ:? Orcs

Goblins army for the game of Warhar .

THE WARHAMMER GAML

The Warhammer rulebook L?fJﬂ[{?ﬁiﬂ.‘* the ITLII.?H j.‘{.:n..:
need to fight hattles with your Citadel mn:*"lmu,;rrjs:
Fvery army has its own book that works with these
and allows you
an organised force, ready for battle.
book’ describes the warlike

army list and the miniamures

rules
miniatures 1nto
This particular Army
Orcs and Goblins, their
you can collect

WHY COLLECT AN
ORCS & GOBLINS ARMY?

Orcs are quarrelsome, angry Creaturcs, capable of

pounding any opponent to bloody scraps. But
heware — if there are no enemies around they will
soon start hitting each other! You'll cheer as your
mighty green-skinned warriors crush all before
them. You'll bellow with rage as vour army grinds to
a squabbling halt. Whatever happens, dere’s gonna
be sum fightin’...

o turn vour collection of

An Ores & Goblins army will often conta
array of different troop types, from the ‘-‘-fid":l a
of greenskins themselves, to monstroys hﬂ‘t_”ilrig
1 Trolls, Giants and Giant Spiderg w ‘PL"'-'[E Such
prefer to hurl themselves

swiftly as possible, Goblins bring 2 |eqh

sneakiness, such as foolhardy ray of

_ Doom
Catapults and mushroom-fuelled Night ¢

Fanatics. You can choose an elite arm
hitting Orcs, or go for a massive hq
Goblins — or anything in-between!

I)ivﬁr
jr‘r-fi'hlin
Y Of harg,
rdt ful] “[

HOW THIS BOOK WORks |

Every Army book is split into four main secti
, SeCtio
that deal with different aspects of the 3
ar

Warhammer Armies: Orcs & Goblins contains. Y

Greenskins. The first section introduces the

ferocious greenskins and their deeds i the :
Warhammer world. It covers the most powerful :
leaders of the Orcs and Goblins and the hln:)ody

swathes of destruction they have caused

Bestiary. Each and every unit type, monster, hero &
and war machine in the Orcs & Goblins army is :
examined in the bestiary. You will find 2 full™®
description, alongside complete rules and details of
any unique abilities they possess. ;

Army List. The army list takes all of the warrioss™®
presented in the previous section and arranges®
them so you can choose an army for your games.

The Orcs & Goblins Army. The final sectionss
contains photographs of the Citadel miniatures thas
make up the Orcs & Goblins army. Colour schemes
for the different tribes and example armies can all
be found in this section. 5

FIND OUT MORE

While Warhammer Armies: Orcs & Goblins CORE
everything you need to play a game with youf«

« o
=8

My,

there are always more tactics 10 USE, diffe o
battles to fight and painting ideas to try Ou&
monthly magazine White Dwarf contains ".
about all aspects of the Warhammer gamc S
hobby, and you can find articles specific 10 the U
and Goblins on our website: -4

WWW.gamtS-WDTkShOP.WH} |
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Orc there is nO greater

-' dan
For the

he thick of a battle, whvn{
carries the day. Such
a4 weakness as it

res live to t”iy,hhl:.
joy than 1O be in t HC
- and meanest warnol
is both a strength and | g oy
Orcs expend much of theu L .{ :l
gst themselves, rather than against <

listant foc.

biggest «
belligerence
means that
fighting amon
51‘1'1.:hll}' more ¢

rougher than hide leather and

Orcish skin 1S
uriously Waxy. | -.
:i:-Il:hlr. g.n;l['[L‘Li and even t‘nurf: 1|1111:_'t.1u:u[;1_ ik
i'}nim *wht:r:: the most airltn*tupnf rm‘un‘ u:n Li [il !
cause only a scratch. If the skin is |‘1:L’rt.lt.i.- :mlr; n:.]
purpliah-rml blood hvgm:-s‘ to flow, there “L‘

e that the wound will prevent the Orc from

\s an Orc ages, 1ts skin becomes
& ble. to the

gll;lﬁlﬂitﬁ

L F & = & = }1
pulverising his opponent. Orcs are capable of

healing at an incredible pace. If an Orc's :-iuu'rt‘f.l
arm is stitched back into place, however L‘I‘ULIL‘I.}’. it
will heal back as good as new within days. Orcs
naturally take their robust bodies for granted and
regard t:\'t‘l”‘_ﬁ‘l'lﬂ{.‘ else as weak, fragile and ‘squishy .

Smaller and more nimble than their Orcish cousins,
Goblins have a more developed sense of self-
preservation. They are cunning rather than strong,
and tend to leave the serious business of fighting to
the Orcs. Goblins prefer to guard the rear of an
army, though in desperate circumstances they’ll
finish off an enemy so long as it has been given a
clobbering by a mob of Orcs. Nevertheless. Goblin
raiding parties are rightly feared on the edges of the
more civilised lands. When they attack. Goblins
generally either have numbers on their side or
something larger and meaner giving them orders.

There are many varied subspecies of greenskin.
Night Goblins live in the deepest caves, venturing
out into the light of the sun only when Hlli[llhl"«'
fortified by fungus beer, - '
gloomy forests of the
Canopies reverberate

Forest Goblins prowl the
Empire, and Southland jungle

Savage Ore drums. Most notable

all, Black Ores are 'ar ‘

m, Black Orcs dre ard as nails. and inevitably take
Cr any tribe ' *

and 11-1?} tribe they join, lL*;n‘lnp, a trail of butchered

G dismembered rivals in their wike

WARBOSSES

Greenskin tribhec e
and | k"; tribes are led by a Warboss — the biggest
oudes o | :
o, r; & | U1u_ = With the other greenskins
: & Out of both respec and a desire to av .‘l
Pummelling for not follow ' HYOL

et Ing. A tribe’s success i«
highly reliang upon just ¥ 3 SucoRss.is

how hard their Warboss can

rarely command grear
5 = although 3 chieftain

N arbosses
-?%{‘. their followe

to the steady pounding of

and fearsome of

may be admired for hie abiliy
. . i 1‘ [l‘

S = they May

Upon a Warboss' death, whe

it, leadership swiftly and Inevitably b
biggest and loudest Orc in '

np;*uhntl‘ﬂ'ﬁ NOse [hl‘nugh his
Are nol Ht“1[”l1t’t1[.ll L‘I‘L‘;[[uru n..'t_"n,‘i .

a great leader but they cert:

| the IMmed
the battle of Doom Mountain_ agrat |
corpse had barely touched the groungd
| (
second in command began rluhhinu th
& 2 the

with Nagrat’'s own - still twitching

A Warboss will also inevitably f;
within his own ranks — especially if the g
lootin” hasn't been so good |
challenges are typically direct :

bladed or blunt implement (which can be
Goblin, in desperate circumstances). Beip
and possessed of a quite remarkable ¢
Goblins are rather more circums

d h;md}
5 Smaller
OWardice.
i | PCCL In theje
challenges. The mantle of Goblin Warboss can be

won in a direct challenge, but other methods gre
often preferred. The defences set in place by the
leader of the Backstabbas tribe. Ratgut the H;lm
(Which included a suit of heavy chainmail and the
habit of having his back to the wall at all (imes) werg
(0 no avail - he exploded in a shower of pungent
ichor after eating a dish of edible mushrooms that
mysteriously turned out to be inedible mushrooms

THE DOMINION OF THE ORCS
Orcs don’t have kingdoms or countries in the same
way as Men, but there are nevertheless arcas where r
Orcs or Goblins are very definitely in control, MoSES
Orcs see the world as being split into two types of
land: ‘green’ and ‘da uvver bits’. A more ;mthiliﬂu‘ii
Warboss will see things in more detail: ‘my gft‘f‘n‘
‘green wot is gonna be mine’ and “da uvver bits .

. 9 : 1 lhf
Ores and Goblins are far more numerous i 3
' g wo 4re ;
Badlands, and in some places they d

: o 3 ; FZESS « Thoseé arcls E
dominant (nearly) intelligent creature, I >
e the armsts

of Ores are trampled into desolaton :ihl'f[!?‘ al[;i'-
I'his, combined with the llntllu'tu'h.;llihlmm 3
bloodlust, often makes tribes nomadic It 3 nqt'

. r a ume GE
and defe '
fortress. That said, even a settled tribe Gif [eave J_

tortifications when a Waaagh! 18 called.

that are not complete wasteland belo

ll‘-lt‘-'Ugh greenskins will stay pul (8
they've caprured a particularly large

THE POWER OF THE WAAAGH!
Commonly, a warband will swee on, pil
slaughter the inhabitants and char§s SEUSS

-

p into d
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fjust long enough for the
big pile of severed head
brutal as this is, it i1s when

the Ores become a truly dangerous [orce

A 1:."1.,;_1Lg,|1=.f|' 15 ;|l.11| L() o IMIgZrating 111"
when some succd ssful Warboss throws evi
he's gOt agdinst his chosen enemy and all the other

Ores and Goblins Hoq K to join him

q'L 1:{-1:.":hl.“..|!=r 15 II.II!L 1 'l:_ti” () [[['1 Jir Ti;-r' _i'.l-!]l'_lr'! illl
unwn_;l'.:xlml';i-:- seca of green-skinned monsters
swarming across the horizon '-.‘-f.lf-"'i'[-”f'!:’. JCCTITS

and velling their barbarous war Cries

worecd ol
Iragmented

Oount ol fj:4 154

Waaagh! gloriou!

"J‘.'rler { .1r|.1-.1r:'rri 1% .|r-.-'!_

(yoblins do feature in the histories of othes

Tl

sucn 2 SIgmar s campaign that led to the

Battle of Black Fire Pass. and the travails of

(silles the Breton in the forming of the realm of

Bretonnia, but the Ores make little to no effort to
remember these chietly because thev last to ‘da

-:._-_'![||‘-..]_|', LITTIICS




e Orcs and Goblins, as recorded

i Dwarfs, is an account of .E]H..'
bes. that have fought against
hie and powerful tribes
: As such 1t 1s

he history of th

hv Men., Elves anc |
rise and fall of huge T;:-
.. Only  the- realy = % |
::*ttpiru_-_'c upOIi Human nr.I._.Tu.';}ril }_1:}{1..:{2{.‘_ o
a fragmented - but spectac ularly D L'. 0 -I' | --;'th e
‘1un{stu;‘1[t‘d by occasions u'h_t.'f'i the w l.l_ﬂ ¢ ol the U
{;Emm <tood on the brink ol destruction.

WAAAGH! GORBAD

o = s g [ - - f }
Gorbad Ironclaw was onc of the most fearc d Orc
JL Ji .

leaders of all time. His campaign of destructon
Lbi } = - i . ; . = : ;
Empire and left the region of
at it never recovered.

raged across |1 he
Solland so devastated th

Gorbad's tribe, the Ironclaw Orcs, lived around the
TL. W ; i

Iron Rock for many years, and their fortunes rose and

Tooths readily accepted Gorbad as their

In the aftermath of Gorbad's victory, th : -.
B

€N they .8
beaten and who would much sogper beidl re
L 0N the
3
der hig
LONqQuereqd
surrounding Goblin and Night Goblip trib the
vastly increased the size, if not the discipline nf&nd '
army at his command. Waaagh! Gorbad had be fht._-_
The Waaagh! rapidly gained in stre >

as is the fashion of Orcs who know wh

winning side. With the Broken Toothe o
clawed thumb, Gorbad soon

ngth as it headed '
towards Black Fire Pass. with dozens of (;ﬂbun

tribes flocking to its banner.

Gorbad’s army poured from the mountaj

ns,

following the old Dwarf road down to the Empire, ‘*:

Seemingly unstoppable, the Waaagh! lootegd and
destroyed the Moot, and razed the towns ﬂ{

Averheim and Nuln in short order. The destructionile

fell as is the way of Orc tribes. The chief rival of the
ironclaws was the Broken Tooth tribe - until Gorbad

of Nuln was a great blow to the Emperor Sigismundt
and a mighty victory for Gorbad, for the armies off

R N L T -

.“ﬁ.‘, &

led a surprise attack through the ancient Dwarf tunnels
and forcibly deposed the Broken Tooth's chieftain, the
notoriously huge and brutal Crusher Zogoth.

the Empire began to lose their resolve whilst

Gorbad’'s numbers increased daily.
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THE BAITTLE OF SOLLAND’S CROWN

In a matter of weeks the whole of Solland and
Wissenland were plundered and burned. Count
Eldred of Solland was hacked down bv Gorbad’s
axe, Morglor the Mangler, and the Elector's
ancestral Runefang was taken as a trophy even as
his banner was trampled into the mud. According
to legend, Gorbad tore the crown of Solland from
the Count’'s head and perched it upon his own,
sporting it thereafter as a token of his victory.

Days later, the Count of Wissenland achieved a little
more, lancing his blade deep into Gorbad’s chest.
but lost his sword arm to the Orc's vengeful
counter-attack. Only a desperate charge by the
Wissenland Greatswords managed to hold Gorbad
at bay whilst the Count’s horse dragged its master’s
bloody figure from the field. Driven into a rage by
his wound, Gorbad swiftly put the Greatswords to
flight. For weeks following the barttle, the Orcs
rampaged through the southern regions of the
Empire, looting, until
northwards once again, towards Altdorf.

burning and surging

THE SIEGE OF ALTDORF

In Altdorf, the elected Emperor Sigismund
prepared for the Orc invasion by fortifying the city’s
walls and gathering in the harvests. The greenskins
swiftly began quarrelling over what little supplies
could be found until Gorbad, given sour humour by
his wound, settled the dispute by decapitating the
ringleaders (and a few nearby Goblins, for good
measure). Determined not to give his followers a
chance to begin squabbling anew, Gorbad launched
straight into an attack on Altdorf’s walls — an ill-
prepared assault that was bloodily repelled.

Impatient with the delay, Gorbad bellowed his
Warbosses into another attack. Unfortunately, the
marshes around Altdorf made it difficult for the
Orcs. Hundreds of greenskins were choked and
drowned as they stomped through the muddy fens
when a violent argument broke out over the correct
path through the morass.

Seeing the chaos before him, Gorbad had no choice
but to halt the attack and prepare for a long siege. At
first his rock lobbers pounded the walls and
bombarded the city with huge boulders, destroving
bastions and pummelling buildings to powder. In
response, the city's cannons trained their fire against
the rock lobbers, reducing them to scraps of timber
in short order. Gorbad, still unable to breach
Altdorf's walls, decided to unleash his secret weapon
and severed the chains on several great wagons that
had been hauled down from the mountains. With an
ear-shattering roar — and a bowel-churning stench — a
half-dozen mighty wyverns burst free from their dank
cages and swept upwards towards Altdorf. The ill-

ot e N -
L= 0 -y * I~
. - . ' _._1r E .'r - : 4 y
# 4 - e i ] . = 4 e
- kL 1 i

tempered beasts swooped and dived on the city's
guardians, their vicious claws tearing men

and unseating cannons with case,

asunder

Amongst the commotion, one of the WYVErns swept
inside the Emperor’s palace, ripping through the
roof of the great hall. For several hours the wyvern
rampaged through the Imperial palace, ur:uin;_r,
servants by the dozen and dunging in the
banqueting hall. Every time the defenders
attempted to block the lizard's progress it would
merely shoulder its way through another wall in 2

shower of wooden splinters and brick dust.

When Sigismund led a group of archers against the
beast, it just brushed the bowmen aside with one
mighty sweep of its tail and seized the Emperor in
its foetid jaws. Imperial records describe how the
surviving archers fled from the wet snapping
sounds that swiftly followed, although some reports
describe a second wyvern battling the first for the
regal remains. With its appetite temporarily sated,
the wyvern made a nest of banners and tapestries in
the throne room. As it started to slumber, a cadre of
furious knights burst in and took bloody revenge
for their Emperor.

Elsewhere in the city, the Supreme Patriarch of the
Colleges of Magic slew a wyvern in a burst of eldritch
fire, and another was slain in the explosion of a
malfunctioning volley gun. With a good portion of
Gorbad’s secret strategy either dead or in well-fed
and contented slumbers, his army could do little
other than sit and stare at the city walls. True to
form, the wyvern attack had ignored Altdorf’s gates,
despite painstaking instructions to the contrary.

As time ebbed away the magical wound inflicted by
the Count of Wissenland began to trouble Gorbad
more with each passing day. Gorbad began to rage in
fevered pain, bellowing at his minions and cursing
his underlings for failing to deliver Altdorf. Gradually
Gorbad’s Waaagh! dissipated and the tribes returned
to the forests and mountains. Eventually even
Gorbad had to give up, and he turned his back on the
smouldering and battle-scarred city of Altdorf

THE WAAAGH! COLLAPSES
The Ironclaws and the Broken Tooths were all that
was left of the countless greenskin tribes that had
flocked to Gorbad’s banner. Gorbad Ironclaw
withdrew to the east, following the River Reik back
to the Worlds Edge Mountains. As his depleted army
made its way home it was harried by the forces of a
vengeful Empire, and even attacked by Orc tribes
that had once fought as part of the Waaagh! There
was 1o be only one more major battle, the Battle of - |
Blood Peak, fought in the shadow of the notorious = _' L
red-coloured mountain south of Black Fire Fass. rlt__ A A
was here that the still formidable mm?der Qf?}c“r
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reputation and mer
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terrifying destructive power of the

WAAAGH! GROM

warlords whose¢ campaigns Of
1 the world have been OrcCs

Grom was (O prove the

Most of the
annihilation have shake
rather than Goblins.

a Goblin whose siz€ rivalled the greatest

Orc Warbosses of the tmec, and whose drive tO
conquer outweighed them all. Grom was not
especially tall (certainly not as tall as an Orc) but he
was enormously strong and infamously fat. In fact
he was so huge that he became known as The
Paunch of Misty Mountain, or simply Grom the Fat.

excepton,

THE BATTLE OF IRON GATE
For a number of years Grom’s Broken Axe tribe
wandered the southern Worlds Edge Mountains
and the Badlands, conquering the Orcs and Goblins
that dwelt there. Some time around the year 2410
Grom led his horde through Black Fire Pass and
then northwards along the Dwarf-held highlands
In a matter of weeks, he brought several qmuli
Dwarf holds to ruin, desecrated the tombs of 1:.1“-"1[1‘
;.:::SEJIWF uml_ urdt_?rtd an ancient and cnlm;ui
;Jw:}t :;:n tll:; UI:;udrf ?,nd. Grungni hacked into his
e : th:jmt_ml. image. Furious at Grom's

€s, the Dwarfs cursed his name

iy o and g e
their forces to hew his flesh L Eiheced

;u the I?:m:l:: of Iron Gate. the
aced Grom's horde. After
battle, the two sides retre

army of King Bragarik
a long and hard-fought
il Victdttdl:ltawng many dead on
| Vg : or. ror the Dwarfs i
o 0 S oA arfs it was a
S Kmruia‘t} axe had reaped a grim tally of
man 8'S best warriors and all hope of
l"’ &
ﬂtih gone. In desperation,
€ Empire to seek help.

the SENt emissaries t

'r-l

THE FALL OF NULN
11”Ihr|un:utrl}= for the Dwarfs (and fost

the reigning Emperor was Dieter 1y the F"“Di
Count of Stirland, perhaps the m[m-flhr: Ele
callow individual ever to sit LIDHI;'I [;-:Ckl{tgs il
throne. When the Dwarf King's Megse C lmpeﬁai
Dieter’s Golden Palace in Nulnil t;i-’l(:r rgathed
reacted immediately, not by sending hL; Empfrn,-
removing his entire court westwards tL

order to be as far as possible et tl:,
Grom’'s horde. Disgusted, the Dwurft
returned to Karaz-a-Karak where the
the news of the Emperor’s decision with Ceiveq
and a fresh entry in the Book of Grudges o
contain the Goblin Warlord’s ambitions w
the Dwarfs resolved to shut their ‘SI{}'U[

defend their holds from within,

I ]

.U Nable to

dﬂﬂrs i-lnd

As the Waaagh! rampaged uncontested gy
worlds Edge f"'rJIl.:_’JUI"I[EliI’lH It was joined by th‘r
Goblin tribes of Red Eye Mountain and many F
Goblin tribes. With his armies growing in r;u -
and strength, Grom drove further and funhﬂ:n t,mm
devastating much of Stirland, Talabecland and“tﬁL
penetrating as far as Hochland in the shadow ﬂ?rm
Middle Mountains. Empire€ armies were met -:ht
defeated with snaggle-toothed glee, and muchndf
the countryside was abandoned. Nuln, whose L-:;
defences had long been neglected in favour of
marbled magnificence, was attacked and overrun i
short order. For several days, the cobblestone
streets of Nuln rang to the sound of reckless chariot
racing. Dieter’s Golden Palace was stripped of its
finery to be put into service as a squig pen.

Cr thﬁ
¢ Night

THE SACK OF AN EMPIRE
Grom’s horde moved westward until the whole
Empire became a land under siege. COmmUnitis
driven from the countryside huddled behind the
heavily defended walls of the cities while outside
the greenskins roamed, plundered, maimed and
bickered at will. Averheim’s walls were held only
through the combined efforts of the cty militia
and no less than five knightly orders. The fortified
city of Middenheim became a virtual island
amongst a seething sea of green bodi€s. The Moot =
was awash with Goblins who, in the Halflings, had
finally found something they could tormef with
impunity. The Emperor did nothing but skulk =
behind the walls of Altdorf and dre _
days, lissome maidens and rivers of gold. Only thf’_.
desperate valour of Prince Wilhelm, cousin tﬂ
army held Aledort

Dieter, and his citizen
from the greenskins.

d the Reikland

vards

\_Xf’hilz-‘.t Prince Wilhelm preserve
Grom shifted the focus of his rampage 0@
At Middenheim, Grom himself led a charge =g
the breached gate, pausing only tO

T
J
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SSubordinates for their inability ‘ter take a town from
B quishies’. Bored : oroughly disgusted
J lﬂng been w ' ::{[[,1:,11::?;(..,| l|'.‘l;:.‘!|:‘[l1|nd;*:z*1 h:;]:h.l.lirul li-!‘u:l ;};u'l}:::nl" the weather drove them into a bloody battle that saw
tficence. was 20 mfrirr:. Grom .u;u'::_' thought to the next stage of his half the Imperial ships sent to the bottom of the sea
1paign. His ‘miml m;u_ﬁr up, Grom set off for the and the rest scattered to the four winds. The
'UEHL pausing only to build a magnificent (and, by _ _
ecessity, sturdy) chariot from the roof timbers of a storm, each crammed to the gunnels with panicked
I.Em]}h: of the White Wolf. Such was Grom's haste. greenskins. With his fleet battered, Grom ]I}Ltmlﬂ.i
iddenheim was left relatively intact, save for the to seek fresh timber upon the Marienburg
Sproofless temple, a decidedly ruined gate and a
wcgi‘ﬂf', singering smell. With a new goal fixed firmly in his
| ftiny mind, Grom reached the shores of the ocean in
sshort order.

ineptitude would do much of the work for him.
Alas, as the fleets approached Marienburg, freak

Goblins themselves lost dozens of vessels to the

shorelands, but as evening fell the weather grew
wilder still. Though Grom ranted and railed at his
crew, the gusting winds easily overcame the efforts
of toiling greenskins and the gargantuan Goblin’s

fleet was blown westwards once more.
"THE HORDE PASSES WEST

Upon reaching the coast, Grom ordered the
Lonstruction of a huge fleet of ships. Acres of forest
were felled to provide the timber, and whole tribes
Of Goblins were sent to forage for materials
S_mongst the ruins of the Lmpire. For
smakeshift forges bellowed and (
‘the ramshackle

weeks the
roblins sweated as
| armada took shape. It was a fleet
Whose like had never been seen before: vast hulks
OF crudely fashioned wood propelled by massive
tcadwheels, gigantic ragged sails and feverishly
Straining Snotlings.

L\

when Grom set sail and made his way along the
£0ast, he was shadowed by

mpire. Admiral von Kroni
gaging the Goblin armada
ECKkoning that time,

a fleet of ships from the
ze did not want to risk
if at all possible,
tide and greenskin naval

After forty nights at sea, Grom's fleet made landfall
on Ulthuan. Disembarking from the ships, the
Goblin hordes ravaged the Elven realm as they had
done the lands of the Old World, roasting captured
Elves by the score and pounding the elegant Elven
cities to rubble. Grom’s Waaagh! was finally spent
before the walls of Tor Yvresse, but not before his
head Shaman accidentally disrupted a waystone,
nearly unleashing an unstoppable magic vortex that
could have doomed the world. No one is entirely
sure what happened to Grom in the wake of that

contlict. Regardless of his ultimate fate, Grom's

name remains loathed and feared in all corners of
the world, save for a few dark corners of the

Badlands where skulking Goblins believe his

corpulent majesty will return and lead them 1o

VICLOrY once again,
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WAAAGH! SKARSNIK

Chicftain of arguabl) the most powerful Night

in the known world. Skarsnik of the

Goblin tribe
and

Crooked Moons 1s dfl tultil.iﬂliiﬂf,.:!'_u devious
cace that exemplifies such
Skarsnik's

sneaky individual 1in a

traits. In traditional Goblin fashion,

Meteoric ascension was supported by the untimely
(vet wholly explicable) deaths ol a long succession

such. when Warboss [brit

improbable vel terminal

of chief rivals. AS
Dungstrangler had an
encounter with a jug of lamp oil, a nest of cave
hornets and Skarsnik’s pet squig, Gobbla, Skarsnik

seized control of the tribe.

From the day that Skarsnik wrested leadership, the
fortunes of the Crooked tribe increased
markedly. In a series of carefully crafted betrayals,
Skarsnik subjugated the other greenskin tribes who
had taken up residence in the upper halls of Karak
i Jeny L . ' ; :
Eight Peaks, an ancient Dwarfen realm now
contested by Goblins, Dwarfs and Skaven. Skarsnik
;]'H.l'ﬂ turned his gaze to the Skaven-infested tunnels
IOW, paving : | T o e squi \
W‘th] ,t. !Li L tribute of ‘docile’ squigs to the
ariord of Cl; | eali t
v A ti.m Mors (in reality, the beasts had
€N induced | a s | :
: % €d Into a stupor by a carefully brewed
ungus pouon). A week later, afte -
! . ater, atter the passages no
OnEer rang to the so 1 ik 1 |
o Sound of snapping teeth and
panicked ratmen, Skarsnik led an

Moon

army to claim

| now notably empty (and b aine
ems in the e pry ( loodstained)

@ . i

e

e

[t was about ”“5.“}“‘: that a Dwart throng unde
the leadership of Duregar approached Skarspik's
domain. with the aim of reinforcing the army of
Belegar, king of the surviving Dwarf citadel i
Karak Eight Peaks. Occupied though he was with
maintaining control over his tribe and his ney
rerritories, Skarsnik had spite enough to spare for
this new rival and directed an army of greenskins
to assail the Dwarfs as they advanced into Mad

Dog Pass.

As Duregar’s force entered the mouth of the pass,
they were beset from the rear by Orcs whilst
countless Goblins emerged from caves and
poured down the slope. Confronted with such

numbers of bloodthirsty greenskins, the
and only their

large
Dwarfs
stubborn tenacity allowed them to endure ong
enough for their cannons to turn the course of
The Dwarfs celebrated their victory.
of greenskins
amounted {0
gth (and

were hard-pressed

the battle.
unaware that the many hundreds
that had been slain in Mad Dog Pass
but a fraction of Skarsnik’s true stren _
coincidentally all hailed from a clan that Hkﬂrﬁﬂlk
‘ towards). Meanwhile:

had a certain antipathy ; ”
resolve, Skarstey

having tested Duregars
prepared his true attack.

ind themsél -
Death Pass- &
untait &% G

So it was that the Dwarfs again fot
assailed. this time at the East Gate of
Duregar marched towards the lofty mO

b
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he found
cackling grees
h{'fa] AgZainst
dismaved Dwarl
And so thev did
of King Beleg
Eight Peaks, saw
force through
Moo Cast

the master

a disaster for the Dwarfs

The Battle
— more than half their number lav dead on the
skree-covered slopes and, though Skarsnik’s loss -
were more numerous, his horde could well afford
to lose as many again. Content with his victory, and
uninterested in attacking the Dwarfs head on.

Skarsnik now waits until they venture outside their

citadel at Karak Eight Peaks and then picks them off

one by one, capturing the stragglers alive if

| Fior i g L
;-.rir:1 mrrm:mmu them for days

L

possible, within

that Skarsnik has amassed 2
collection of Dwarf beards
twitch in

Displayed on long wooden stakes. they

the chill mountain }'JE'L'L'IF.:H and serve as a warning
hallenge the Warlord of the

fame has grown amongst

all greenskins for leagues

caks hail him as their

LHAG
ver the same after he
> ruins of Todtheim.
lious spirit still clung to
dominate the Orc's
m that day forth, Azhag’s
prim: I] A r was combined with the tactical genius
and arcane fury of the ancient Liche

'hough he was never truly able to convince his
tollowers as to the value of turning an enemv's
flank, the new-found insights Azhag gained frﬂm
the crown allowed him to make short w ork of the
rival Warbosses who stood in his path. Prior to each
battle, Azhag would dictate the plan of attack.
speaking in a decidedly un- Orcy voice that seemed
heavy with the weight of centuries. and then bellow

t his ladz to get moving. Such successes swiftly
gnunm‘! him a huge following of greenskins — they
didn’t care that Azhag spoke funny, just as long as

he ‘showed 'em where da fighting wuz.’

As his horde marched into the Empire, Azhag’s
strategies became ever more complex. This led to.
amongst other things, the infamous synchronised
Goblin attack waves at the Battle of Dark Moor and
the dastardly Snotling pincer assaults at Butcher’s
Hill. Those foes that exemplary tactics did not
vanquish were easily dispatched by the dark magics
that the crown placed at Azhag’s command. With
brain and brawn so closely aligned, it seemed that
no force could stop Azhag’s Waaagh!




the

finally met his match al
the Grand

Werner voOn Kreigstadt,
s Panther. slew Azhag and left
Alter the barttle, the OfrC
and hills. AS for the
the Grand

Azhag
(Isterv ;ih’.l
of the Knigh
leaderless.

| into the forests
L'{.'H'L‘I'L"L] l':r‘_'-'

Master
the waaagh!
horde disperses
it was rc
ack to Altdort

emple of Sigmat

Orco I'_'lr'.

who took it b and 1".!|.ll;"t'..'{1

(rowm of S
Theogonist
to be

it in the deepest vault of the 1

oud ~ded for eternity by I“-‘““-'L*rl'

WAAAGH! GRIMGOR

the early history of Grimgor

1S that he h[Ll_;_’,j.-'.L'l'L'*l:l Oult
and

No onc knows
All that is known
asted Wastes with
| bodyguard. Grimg
met. conquered th

ironhide.

of the Bl a grizzled, bloody

much-scarrce or easily took over
he first tribe he

:mniiu'l;m.:-{! the third.

e second and

for an Orc, Grimgor's thirst for battle 1S
passes without sight of a

his one

Even
exceptional. If a single day
starts bloody-minded arguments.

foe he
1 mass of scars to find fault

good eye leering Out from
with those around him. Two davs of relative peacc
kills any Goblins unfortunate enough

and Grimgor
arm’s reach. Should three days pass

to come within

thout violent release, Grimgor's army 1S 1n yuble.

Battle of

wWithin 4 month of his arrival in the w
vountains, Grimgor had hacked hin "*T':rl{ia Ed
et 15 - - t{lt
Before a yvear had elf 3 iy OF
. : - [-1'["""""..":[ I‘]- I{L"ih
" Ll. ll'lti [ lf:'
adl 'I

realm.
Karak Kadrin under siege, baking c
3 ; . ] "1“””"‘
their armour until the rz CSs
ramshack]
& T t:

]r[]

1n
reeked of smouldering Dwarf. As wi :
[ronhide led his horde down the “_HLT “ame
ato Kislev, carving the L‘f_mntrw.w;.i{11.”:[']”"11.:1'1:13 “:1
yside to ruip hl-'fnr
ore

t!'L't-"lﬂ,' L'l,".lh'_l ll]}l] {.ll‘]‘ill‘l::.l Ii"'.*ll;;dr._'.»._ Ca !
£ : LS CASt hin
1 ba
ack,

In the wake of his invasion of Kis
decided to find a base from “'hi;-h _l.ﬁh_"*;,
and bloodily seizing control of K “.-1 Sk
the Red Eye Goblins. For n"l-;u'n'd:lk g
Yy YCAIS t

- 1-1. ['n H.{_"_Ir
L, Sw | fﬂ. v
R0r fr 'llrﬁ

Grimgor would lead his tollowers into K; hJﬁ:n;“‘ﬁll;:r
' durj
ng

[hll’.‘ spring, retreating to his stronohe
winter months and sating his 13!::'1<--.Li_11‘5'*_1*-ﬂ..:_i in Ih_;
seemingly never-ending supply « 'II"..*-;L;.- l-".‘-*.l AAINSst the
l:.]u_- mountain’s depths. In rr_l-g_{-n; :Hn Nestled i
(Lirirngnr has grown weary of this ,1;: l:m’ h':*“'t:r.-_-l-‘
foe that can truly challenge hi; : 0w secks q
L‘uﬂhl,li[l'lf._-’. blood-soaked ‘ﬁ';l;l,;luh'_ i:h.ql,}_lghl' In the
Dwarf Kings have fallen to ..'Iﬁn-i}r”-_;ﬁl.l;.l_l ‘l'”m*‘ and
th'n’_.t.'ﬂ and scores of villages and ;l'.}'wh _dxt by the
1aid waste. Even Archaon, the i{y;:]-t.}.“.ilf lm_“_‘”_h‘-"-ﬂn
has been humbled before Ironhide “..i: n -
L'{__'I'I‘IL"L'TI'I"I is that he will never find -:i.h. US€ growing
his murderous talents. 1 2 battle worthyiSy
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. IPGRTANT EVENTS

in the countless Waaaghs! launche

d againg; ot

: ‘s told i
. and Goblins 1S »enskins, timeless - the her
b 3 The story of the Offi‘-: Zping with the nature€ of the g“—:;“-"’k‘""‘: L 'dL "'t tlflht names of warlnr{ianﬂs,
¥ 0 ke " race is eviden ro o $
' These battles are; mbm the bloodthirsty character of the ugh the ages, >ang

L 3 ange,
| tribes may chang -469 Orc Warlord Dork leads 3 by,
to take the Dwarf hold of

Ht Hrrn}; (
Karak Az

Imperial Calendar

y1d World and the declining destroys and abandons.

PES. Sty he €
.1500 The Elves Jhandnn'; troved by ecarthquakes and unexplored. depy
ire is des : s
Dwarf empire 15 i . T ver the
i eruptions. Orcs and Goblins F"-‘”"_”_ : -4606 Karak Drazh is occupied phy
volcanic renvine the remaining Elf Y Dork's f
. looting and destroying : renamed Black Crag. All ¢ 3 10rges |
lands, I ' Ids. The Dwarfs refer Tag. All the moyngy: ind
cities and destroying e e | time. of the Mad Dog Pass and Karak Eigh; Peak NS ety
» (1me ' *AKS qre tn
‘o the next five hundred years S ht for Goblin hands. A€ in Oy g
Goblin Wars as the pDwarfs and Goblins fight 1o d g’
yODIIN WAaIz ; s : '
. % ) t{]ltl tr} : ¥ - T |
control of the old Dwarf empire. The first 1 -370 'he rampages of Urgok the Beard Burner ¢ ﬂi#w
L fall is that of Karak Ungor, thereafter known as Red Goblins almost overwhelm the rema e o Fﬁ'(ﬂ
i R 5 & L1 o : J- ::-llr'li : e
B oinimain holds but are finally beaten hacy o N8 Dwiys B b
| =) ’ * € Banla
g . .« the I].“;qrf Black Water. H‘H‘]fi 0 ]ﬂ :
i 1498 Orc Warlord Argor Foespike captures {ac = 1 wﬂgﬂ;
mine at Ekrund, renaming it Mount Bloodhorn anc -15-50 The time of Sigmar. Orcs and Goblins are dr e
g ' A Iars oAt . Al dnven e o K
: : > .s to the fabrication of the of the lands wes + W . Uy
3 turning its resources [ | 1 L ( est f.:'f the Worlds Edge Mountzipe 4 ;a{!‘:"! .
' heaviest armour his Boyz can bear. massive Orc army is defeated at the Battle of f*]t ﬁ" ﬁf’dwp
: 3 g ; Fire Pass (Imperial Year -1), el B
- 1457 The rich Dwarf mines of Mount Gunbad fall to the i‘ wa
L Bloody Spear Night Goblins, who hold it against 977 Gilles the Breton conquers all the lands e 3 ﬁﬁﬁmi
- ) ongoing attack from the jealous Red Face Goblins Grey Mountains and creates the realm {‘.-I‘ﬂrttr'-;}: ot
inhabiting the surrounding mountains. Many Orcs and Goblins retreat

to the Gy §
4IC Eventualk |

Mountains and northern forests, and

1387 The Silver Road Wars begin between the Dwarfs and | ]
repulsed entirely from the land.

the Goblins. At their height, only one Dwarfen
S v sucrives e i EEo Al e c.1705 Around this time Gorbad Ironclaw defeats Crusher
greenskin-infested Deadrock Gap. Zogoth and unites the Ironclaw and Broken Tooth

tribes at the fortress of Iron Rock.

R bty o S

-1367 The Orc Warlord Urk Grimfang seizes control of

Mount Silverspear from the Dwarfs. It is thereafter 1707 The greatest Orc Warlord of all time, Gorbad §
wn as Mc yrimiang . e - : . :
known as Mount Grimfang, - 1712 Ironclaw, leads a huge Waaagh! into the Empire
-1245  Dwarfs drive the Orcs from the mountains and gain sacking Averheim and Nuln and destroying the stai
control of the whole area between Karak Kadrin of Solland. Altdorf is beseiged and Emperit g
and Mad Dog Pass. Mount Gunbad is temporarily Sigismund is slain. :

recaptured by the Dwarfs but then lost again.
Mount Grimfang is attacked but the Dwarfs are
beaten off by Orc Chieftain Nurk Ard’ed.

2201 King Louen Orc Slayer of Bretonni begins (¢
- - : pol yes ) ~ rid B
Errantry Wars by declaring his intention 10 rid B
” : ) o : i Hﬂ
realm of Orcs. Over the next century, Bretonf

€.-1200 Nagash the Black excavates the Cursed Pit. Goblins territory is gradually cleared of gEcEE “;f
and Orcs flee west to escape the necromantic evil take to the mountains and forests to esGPe =
that grips the south. king's knights.
| 975 Battle of a Thousand Woes. A Dwarf attempt to 2302 The Great War, Some greenskins fight a}t}flﬂsﬁfi
;} D, recapture Red Eve Mountain is thwarted when their forces of Chaos. others attack warbands 33 ﬂf vik.
o8 army is ambushed north of Karak Kadrin The into the Empire, giving ris¢ 10 M
¥ __* Dwarfs give up their attempted reconquests. mutated Chaos Goblins. i
750 The Red Cloud Goblins discover 2 long-lost 2420 Bretonnian King Charlen annouces 13 mi::rnlil:ﬂ-.ﬂ
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| I (voblin warlord Hogerub 1eohi - leads  th
Broken Nose tribe against the Dwarfs of Karak-A-uil
|;.|[-"r|j|'|'|'|'|.:.!|l"!!: ”ii Im I‘.'-.--|1;|:gjt[n_ waiar machine: which
they dub the Skull Crusher and the Lead Belehet
Armed with these terrible machineries of destruction
Bogegrub carves a path of destruction through the

Worlds Edge Mountains and into Averland

The Battle of Death Pass \ Bretonnian 1rmy i1s
deteated by Morglum Necksnapper. The Bretonnian

king declares the Errantry Wars at an end

'he Battle of the Jaws. In the depths of Mad Dog
Pass, Skarsnik vanquishes a Dwarf army in 2

cunning ambush

Orc Warlord Gnashrak unites the Orcs and Goblins
of the eastern Worlds Edge Mountains and leads a
huge army along the Silver Road towards Karaz a
Karak. The Orcs rampage through the mountains
for years, threatening to capture the capital
Eventually Gnashrak is defeated at the Barttde of
Broken Leg Gulley by a Dwarf army led by Ungrim
Ironhist of Karak Kadrin

An Orc army under Gorfang Rotgut besieges Barak
Varr and later joins up with Orc and Goblin tribes
led by Morglum Necksnapper to attack Karak Azul.
The Orcs briefly take possession of parts of the hold

and capture many kinsfolk of Lord Kazador
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\ Goblin hards (ed v ih e
. Goblin horde led by the infamous Night Goblin

Wirboss spinny Backstab rampages ’EIHJlH‘,}t the
rarmsteads surrounding Middenhiem razing to the
ground over a hundred farms and villages. Backstab
1S  eventually defeated by the celebrated
Middenmarshal Kurt Heinwald and the timely
intervention of a steam tank dispatched in haste
from Nuln

In the same year, the formerly unremarkable (oblin
Boss Gorblum Yellowstreak cons an enchanted
crown from an Orc Shaman, utilises its formidable
powers of command to gather an armv and
renames himself Gorblum the Magnificant, He BOES
on to achieve notoriety as he slaughters a ]'J.u..ar[
throng under King Thorgrim and rAMpPages across
half the Worlds Edge Mountains.

Given inspiration and counsel by the whispering
voice in his head, Azhag the Slaughterer leads a
huge army of Orcs and Night Goblins into the
northern Empire, burning and pillaging wvast
swathes of land.

The Storm of Chaos. Grimgor Ironhide bests the

Chaos Everchosen, Archaon, in single combat
before the gates of Middenheim
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ARMY SPECIAL RULES

ANIMOSITY [ THE ANIMOSITY TABLE

¢ together they start O pick

¢ reenskins B¢ : -
When B¢ 11 sorts of appalling

: vishehave 1n 4
fights. bicker and n | . h
- .t the best of tmes, squabbling 1n the

| a greenskin horde into disarray. One 1 Squabble. Ratgut is a filthy lyin’ git ﬂﬂd
osefully tows ards the be spat on my ﬁn 'ourite boots, He "E'Ed;

sht to a halt whilst teachin’ a lesson. An internal “quﬁbble
amongst the ranks soon grows intg
a

DG  Result

ways. Even
ranks can seng
moment a mob is striding purp

and the nexi it is broug

enemy, . ]
ir differences.

WO Or more grecnes settle thet
minor riot with fists and curses fyi
““E—

This throws the unit into disorder and it |

can do nothing this turn (including cast®
spells) whilst da Boss cracks heads |

Pl;m s a good "un. The rest of da ﬂrmy
_;uar softies compared to us. Wells
q.{mu em bow it's done. The unit reu_mg

a degree of order. It may act nnrmally
this turn. :

we'll show ‘em! We're gonna stomp ‘enp
to dust! Charge! Infused by the power of
the Waaagh! the unit dashes towards he
enemy, cheering, waving weapons i
jeering at their foes.
immediately moves D6" towards
nearest visible enemy by the sShoOress
G | route, applying the usual penalties
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TESTING FOR ANIMOSITY
At the beginning of the movement phase (before
declaring charges) in each of your turns you must
test for Animosity. All of your units on the table are
subject to Animosity, except:

* Lnits in close combat.
directly forwards.

* Units of fewer than five models. I o o
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WAAAGH!

A truly inspiring Warboss can often rouse his

followers to an unparalleled burst of destructive

enthusiasm. Once per game, the Ores & Goblins

player can declare a Waaagh! at the start of his

rurn. before Animosity rolls are made. This ability
mayv only be used if the general is on the table and

is not flecing.

In the turn that a Waaagh! is called:

« The general automatically counts as having rolled

1 6 on the Animosity table, as does his unit (even if
thev would not usually test).

e All units must add their rank bonus to their Animosity

rolls. Units of Goblins receive a maximum bonus of +1

(their squeaky voices don’t Waaagh! properly).

e All units that are led by one or more Warbosses or
Bighosses receive a +1 bonus to their Animosity

rolls that turn.

e Black Orc regiments and Black Orc characters on
their own are counted as having rolled a 6, even
though they do not normally test. Black Orc
characters in units are bound by their unit's test.

A roll of 1 is always a squabble, regardless of any
modifiers. In addition, units that squabble in
the turn in which a Waaagh! is called suffer DO
Wounds (distributed as for shooting) with no

armour saves allowed.

SIZE MATTERS

As a rule, all breeds of Orcs and Goblins expect the
smaller greenskins to run away and it doesn't really
alarm them when they do. The sight of fleeing or
destroved little 'uns simply reminds the bigger and
bolder members of the horde why they are best —a
mentality that has even spread to Trolls and Giants.
To represent this:

* Goblins do not take Panic tests caused by

Snotlings.

* Ores (and war machines crewed by an Orc Bully)
do not take Panic tests caused by Snotlings, Squigs
or Goblins (including chariots and war machines
crewed by Snotlings or Goblins).

* Black Ores do not take Panic tests caused by
Snotlings, Squigs, Goblins or Orcs (including
chariots and war machines).

* Trolls only take Panic tests caused by other Trolls
and Giants.

* Giants only take Panic tests caused by other Giants.




ORCS

Orcs vary a great deal in sizc and appearance, with the
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biggest individuals in charge of the rest Pecking order

ant fighting, so only the meanest
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to the very top of the tribal

and nastiest Orcs gei

ladder. Even _ : L
hone, muscle and bloody-mindedness into a body no

taller than a Man'’s, but which is substantially broader.
Orcs have huge jaws, and tiny foreheads behind which
lurk a thick skull and not much in the way of brain.

the smallest Orc packs a great deal of

Orcs live in tribes, a collection Of greencl
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Fang Orcs, the Orcs of the Bloody 1y :

seen White Orces of Mount Grimf
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| and, ang the rareh,
ang. )
Orcs, and indeed all greenskins. WOrship hes

gods who they call Gork and Mork - the {hrmrlf ;
but kunnin’’, the latter “kunnip’ but fighty” 1.
faith in their gods is made terrifyingly ”fiﬂtlhrrm.. j:lh“lf
phenomenon of the Waaagh! During the B
excitement of battle the magical
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: INtense
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| | 5 stronger ungjl the
horde is swept up in an explosion of viole

focused by all greenskins become
: ; : _ nee sp
intense that it will only begin to abate when every Ja

: _ _ ¥ 1as
ecnemy (or Orc) is slain.

The power of the Waaagh! se; only to drive the
Orcs and Goblins forward in battle, but also to fyel the
magic of their crazed Shamans. The Waaagh! always
discharges through the most receptive mind, that nf;;n
Orc or Goblin Shaman. In immature Orces this takes
the form of random visions and crackling green
energy, but mature Shamans have learned how to
control these powers and turn them to their
advantage in the form of powerful blasts and awesome
spells of destruction.
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Orc
Orc Big 'Un

R

Orc Boss

Sk

Orc Big Boss
Orc Warboss
Orc Shaman
Great Shaman

WARGEAR

Choppa. Orcish weapons are crude thin
less on keen edges and more on sheer I-’"lil
hands of an Orc¢, such weapons are incredib &
able to bludgeon a foe into a bloody mess 1 =
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foot in the first round of each combat.
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ORC BOAR BOYZ

Orc Boar Bovz arc rough, tough and very determined

War boars are evil-minded creatures that will take

every opportunity to maim, bite and kick the enemy

and also their Orc masters. Breaking in a war boar can

be a long and dangerous business, but Orcs have thick

skulls and don't feel much pain. In fact, you never

really train a war boar, you just learn to hang on better
while the creature goces crazy, goring and stamping,
twisting and biting, and generally causing as much

damage as it can.

. L]

Big Uns
The largest Orcs in a tribe, and therefore most
important, are known as Big 'Uns. These Big "Uns are

even stronger and meaner than other Orcs, and far
more formidable on the battlefield.

M WSHBS S

Boar Boy
Big 'Un
Boar Boy Boss

Boar

Choppa. See page 18.

SPECIAL RULES

Thick-skinned. A boar rider receives an armour save
bonus of +2 rather than the usual +1 for ordinary
cavalry mounts.

Tusker Charge. A charging boar is a bad-tempered

mound of bloody-minded muscle with pointy tusks
and a bad attitude. A boar therefore receives +2
Strength during the turn in which it charges.

ORC BOAR CHARIOTS

Orcs use chariots as fast, mobile weapons of war. Not
only are they powerful but they also look good!
Chariot riders like to ride around at high speed,

displaying their obvious superiority over more lowly
greenskins. To make the chariots even more obviously

important, the Orcs invariably strap the biggest
banners they can find (as well as shields, trophies and
the heads of slain foes) to every surface of the chariot.

The rest of the army either ignores these show-offs or
throws things in their direction, like rocks, insults or
the smaller members of their unit.

MWSBS § ° V A Ld

Chariot
(Orc
Boar

Choppa. See page 18.

SPECIAL RULES

Chariot: Tusker Charge (see above).
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Those battles
Black OrcC 4 4
Black Orc BOsS At
Black Orc Big BOSS |
Black Orc Warboss

Choppa. See page 15.

SPECIAL RULES

Quell Animosity. When Animosity strikes a mob of
Boyz, Orc BosscEs tend to get L'.uu;.ﬂ’u up in the brawl
that results. Black Orc Bosses, On the other hand,
don’'t stand fer any of dat bovver  and swiftly

restore order with extreme prejudice (and a big
axe). If a Black Orc character '« in a unit that rolis2
'.ht]lel'I}hlL:' result  in  an  Animosity test, he
immediately inflicts DO Strength 5 hits {;n his unit in
ll“rlL’ .['IFIJL'L'_‘-'-H of restoring order. The hits art
distributed as for shooting, but may not be allocated
to the Black Orc. The unit is then treated as having
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SAVAGE ORCS

Long ago all Orcs lived in the south, and were savages
with no means ol manulfacturing metal weapons,
armour or war machines. These primitive Ores used flint
spears, wooden clubs, and whatever other weaponny
they could steal from more advanced races, As the tribes
expanded, migrating northwards in the earliest of
Waaagh!s, they learned the secret of metal working from
the Chaos Dwarfs. A few tribes, however, missed out, got
hopelessly lost, were left behind in the south or perhaps
deliberately turned their back on the new ways.

Savage Orcs persist in their primitive ways to this day.
Upon the eve of battle, Savage Orc Shamans daub crude
tattoos onto the warriors’ bodies. Such is their faith in
the power of the Orc gods Gork and Mork to protect
them that enemy arrows and sword blows really can be

deflected by the aura of self-generated Orcy faith.

by Orcish standards. They use mostly stone or bone

weapons and go around half-naked, or worse. Many

LY

live in their own tribes and have their own ways Of

fighting that make them easily distinguishable. Others
are the oddballs of more ‘Orcy’ tribes, small groups
that have ‘gone native’ in the belief that the ‘old ways
is best’. Some Savage Orcs ride to battle upon mighty
war boars. one of the few creatures in the world as
bad tempered as the Savage Orcs themselves.

Unsurprisingly, Savage Orcs and war boars get on

famously well, sharing as they do an almost identical

world-view and personal hygiene regimen.

M WSBS S
Savage Org
savage Orce Big "Un
Savage Orc Boss
savage Orc Big Boss
Savage Orc Warboss 4
Savage Orc Shaman i
Savage Orc Great Shaman 4

Boar
Choppa. See page 18.

SPECIAL RULLES

Frenzy.

Warpaint. Savage Orcs adorn themselves with warpaint,
tattoos and charms in the belief they will attract the
favour of Gork (or possibly Mork). Such is a Savage
Orc’s faith in his warpaint that he gets a 6+ ward save.

Thick-skinned; Tusker Charge (Boar Boyz only, see
page 19)
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GOBLIN WOLF RIDERS

Many Goblin tribes are nomadic in nature. traversin .
- s 1§ i o B Ly |

the wilderness of the Badlands and the steppes to th
&

east in huge, ramshackle caravans, raiding stealing

= ‘ .,!- . ’ -.l .. - 4 i T 3 :
from. or, at a push, trading with, other greenskins they

meet along the way. Roaming Woll Riders —= Goblins

mounted upon the backs of swilt, snarling giant

wolves - prumw!r these snaking trains of scummy

Goblinhood. Packs of Woll Riders scout out the land

ahead and pounce upon any foe foolish enough to be

caught alone In the wide-open spaces
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Way of ik R Wolf Riders perform a similar task in battle, using their
NS they ::H'jt 5[1&;*{:! 'm.li agility to harry the tlanks of enemy units
lﬁﬂc'f_-_g n_*: [ 4 and Ll'lﬂ:ihlﬂg th.m n those already beaten and fleeing the
R + U el battlefield. Being Goblins, Wolf Riders like to pick on
- Uiarre Sl the weak. the isolated, and those already bleeding to
fn.'}hh:‘!e'n:'a T death, and their preferred victims ;iru‘ the likes of

: enemy war machine crew, small units of scouts and
those few beings smaller and weaker than themselves
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COBLIN WOLF CHARIOTS

jolence 200 ¥
Goblin Wolf Chariots are a blatant attempt by the

n is usudl joré \
. 'ﬂll_i-"'- .. " . a : % .
Hhﬁmgimi- 3 LS ——— _ more diminutive g['r:-::rml-;m:-; to imitate the boar
~py F i J ; / ' : . :

m. at whichs chariots ridden to war by Orcs. Although Goblins
hooted hadk % have little trouble getting a saddle on a wolf, the
: __fﬁ-,gii beasts are far less happy to be tethered to a rickety
, will 1€ _ R ;
chariot. and many Goblins come to a prematurtc end

whilst trying to do so. Nonetheless, once an
especially brave or skilful Goblin has, somechow,
and convinced the wolves 1o

overcome this obstacle

)

3 1 7 cooperate, he will be the envy of his mates. The rest
) % ] ,'-!1 of the tribe will cheer and applaud as he dashes
> 3} around the battlefield, cackling uproariously as his
§ 4 N chariot careens into the enemy lines, smashing the
4 8 i 7 § foe. and sometimes even the driver and the chariot,
z 3 (o smithereens in the process.
, 4 18
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SPECIAL RULES

Chariot: Fear Elves (sce page 22)




NIGHT GOBLINS
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Night Goblins often take over abandgon
and much of the ancient I'quri'mnnirt
with these vile creatures. {}Etuhinnll“v e
try to drive the Goblins out, of the }jnh], W
some passage that leads them intg Dwarf :“a Wi
the two races battle it out beneath the m“uunlm
to this ancient enmity Dwarfs and Night ;’lm
implacable foes and will often fight to the 10|
than give an inch of ground to thejr foe.

¢d Srone
IS |-“'|‘l.‘|‘: i

: f.l[;;]th r‘dlhg:_-

In common with all Goblins. Night Goblins e
cowardly creatures. Where they differ h;-m-;_.;.ﬂ.t 1,
their Shamans prepare them for battle by brewi; i
quantities of fungus beer, lending them _*a_.h:irr;trin-- '

and quicker reactions, if rendering them puﬁmi;?nm
twitchy at the same time. As they get Hlt‘;ltlilyt angd
drunk, they sing loudly so that their voices .m?’lﬂﬁ.:
tunnels of the Worlds Edge Mountains and echo thn'ﬂihﬁ
the Dwarf strongholds. Finally, the dark '“f-*Umaii
disgorge the tribe onto the surface. 3 [L‘*[‘rihh:.i;m{:umf;
wave of cackling, black-hooded death descending upﬂ;
any foolish or unfortunate enough to stand before it
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Night Goblins 42
Night Goblin Boss 4
Night Goblin Big Boss 4
Night Goblin Warboss
Night Goblin Shaman
Night Goblin Great Shaman -

SPECIAL RULES

Hate Dwarfs; Fear Elves (see page 22)
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Netters. A unit of Night Goblins may be upgi‘llliﬂd Y
carry the capacious nets they use when hunting Cait
Squigs — this can be represented by having a handful of
Netter models in the unit. At the start of each clost
combat phase, a unit that contains nets must artempt (0
entangle one of the units they are fighting. Roll a Do.
On a roll of 2-6, the enemy unit has become entangled
and suffers a -1 penalty to their Strength until the f“_
of the combat phase. If a 1 is rolled, the NEIth:s have :
Instead managed to cast the nets amongst their ﬂ"'i;.
ranks - the Night Goblin unit suffers a w
their Strength until the end of the combat P
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A Fanatic is a Night Goblin bearing a ball and chain
“.L.;”"};ln S() |.‘l!';—.‘,L‘ that it would |‘!{_* ”nﬂ”h“iihi{‘ h“, ‘|
Goblin to pick it up in normal circumstances. Having
imbibed a brew made of a very rare and very special
fungus called the Mad Cap, the Fanatic's strength s
|-h“;5|.;1! bevond belief, enabling him to swing the
heavy ball round and round (and round and round.. )

in a whirlwind of bone-shattering death,

The Night Goblin is almost completely unaware of
what is happening around him, and he has to be
carried into battle by his mates. The Night Goblins wait
until the enemy are close by, and then push the Fanatic
out towards the foe, giving him a good shove to start
him off in the right direction. Free at last, the deranged
Night Goblin starts to spin round crazily, swinging his
h’.l]] and chain in a dizzy circle of death. The Fanatic
really has little idea of where he is going, and will
impﬁily' plough through troops from his own side if
they get in the way.
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Fanatic 2D6 - -

SPECIAL RULES

Hide in Night Goblin Units. Fanatics are not placed
on the table at the start of the game as are other
troops. Instead you must make a written note of any
Night Goblin units that include Fanatics. These are
referred to as concealing units. Fanatics remain hidden
inside concealing units, carried along by their fellows,
until they are ready to be pushed out towards the
enemy. If a concealing unit flees, any Fanatics yet to be
released are lost as they are trampled in the panic.

Force of Destruction. Goblin Fanatics cannot be
charged. They may, however, be targeted with missile
fire (following the usual -1 penalty for shooting
models with a unit strength of 1) or spells.

Release the Fanatics! Fanatics are always released
when the concealing unit comes to within 8" of the
Enemy or vice versa. The moving unit Stops
immediately (fliers land). Once Fanatic movement has
been resolved, the unit can continue moving if the
controlling player wishes, although chargers nn.n;ll
complete their charge unless panicked (the laws of
momentum are particularly harsh). Fanatics can be
released in any direction, from any point on the
concealing unit and move 2D6". They do not have to
be aimed in the direction of the enemy that activated
them. If ever a Fanatic’'s move would end in the middle
of a unit, then he automatically bounces through it —
place the Fanatic model 1" beyond the unit, in the
direction he was moving.

Further Movement. In the turns after they have been

released, Fanatics move in the compulsory movement
Part of the controlling player's movement phase,

NIGHT GOBLIN FANATICS

moving 2D6" in a random direction (determined by
the scatter dice). |
Splat! When a Fanatic moves through a unit (friend or
foe) it immediately inflicts D6 strength 5 armour
piercing hits (for a total of a -3 armour save modifier)
on that unit, distributed as for shooting. Units may
move and flee through Fanatics. but any foolhardy
¢nough to do so will take hits as described above. A
unit that suffers 25% casualties from Fanatics must
immediately take a Panic test. Units failing this test flee
directly towards the closest table edge (potentially
moving through the same Fanatic that triggered the
test, suffering a further set of hits).

Out of Control. The life of a Goblin Fanatic is fraught
with mishap in the way only the life of a small Goblin
orbiting a large metal ball can be. A Fanatic is
immediately removed as a casualty when:

® it comes into contact with a terrain feature of
any kind.

* it rolls a double for movement - this does not apply
in the turn he is released.

* any unit finishes its move over the Fanatic. The
unit takes D6 Strength 5 hits for moving into the
Fanatic, and a further D6 Strength 5 hits in the
Fanatic’s death throes.
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The most reckless Squig hunters ride Squigs into
battle, grabbing hold of the Squig’s tiny horns or egr
and bouncing along as the Squig leaps about. These
are called Squig Hoppers. It takes a skilled Night
Goblin to drive the Squig Hoppers into a coherent
mob. because individual Squigs are wont to move in

an unpredictable manner while the riders hang on the ”‘ffmmdjﬁ
best they can. Such a Night Goblin can direct his Squig "I"jf : |
towards the enemy, though he has next to no control :-'-mﬂm'_j
of its speed or how far it will leap. Most ferocious ofall :”??;fﬂ‘ilf'h’ﬂi
such creatures are the semi-mythical Great Caye bk ogetner
Squigs. If such a beast can be mastered and controlled i"ﬂfﬂﬂﬁf
it can be pressed into service as a most effective (and Eﬂ.ifitﬂ‘k‘i'-‘h

isighenab

voracious) battle mount. iy
VIne in the
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Great Cave Squig 3D6 4 0

SPECIAL RULES

May not join units (Great Cave Squig only)

g . v Dwvarfs
Immune to Psychology; Skirmish; Hate Dwa

moved during the

Boiiing! Squig Hoppers are d
phase 40

compulsory part of the player’s movement e
always travel a full 3D6" in a straight lin€ = the [‘:‘{.
declares the direction of movement before rﬂll_][:i
If the dice result will bring the Squig uuppfﬁ;ﬁ
contact with an enemy unit, then it 15 tregés
declaring g charge and follows all of !
fules (eg: the target unit can make a charg
45 normal).

¢ rﬂﬁpﬂﬂsi__

||||||||



ers ride Squis
g’s tiny homs s
ig leaps about ©
akes a skilled ®
pers into 2 0¥
are wont 105
he riders hang®
n can directBE¥
15 next 1010 ﬁﬁ?
Most fer0d®

LE

Though the Doom Diver Catapult was first developed
as a means of scouting out enemy positions. it didn's
take long for some bright spark to try it out in a battle.
In the dirty, brutal and often painfully short life of a
Goblin, the chance to swoop through the air. ¢ ackling
madly as he looks down at his former Orcish masters.
is often considered just too good to miss. So
impressive 1s the damage and the mess caused by such
a plummetting Goblin, that this form of warfare is now
taken quite seriously and garners a ridiculous number

DOOM DIVER CATAPULTS

of volunteers. [ doesn’t seem

o | O matter that their
chances of survival

are negligible, but then only the
crazed or deeply stupid Goblins
be propelled high into the air anyway

more
would want to

Catapult : W7
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SPECIAL RULES

Fear Elves (see page 22)

S

Doom Diver Catapult. When firing a Doom Diver

Catapult treat it as you would a stone thrower (guess

range etc.). No template is used with the Doom Diver
- if the Goblin hits an enemy model then it
automatically causes D6 Strength 5 hits on the unit
with no armour saves allowed.

As Doom Divers are able to direct themselves onto
their target to some extent, the player is allowed to roll
a D3 and move the impact position (after scatter) by
this many inches in any direction.

If a Doom Diver should misfire then roll a2 D6 and
consult the stone thrower misfire chart.

ROCK LOBBERS AND SPEAR CHUKKAS

Greenskins make all kinds of contraptions from crude
wagons to clanking mills and sturdy war engines.
Wood, iron and bone are cheerfully lashed together as
required. If things fall apart they can quickly be stuck
back together again with spit and string. Goblins are
generally more nimble-fingered when it comes to this
kind of work whereas Orcs, being bigger, are good at
bossing them about. Thus, nature has created the ideal
workforce in the greenskin race.

Stone throwing machines and bolt throwers arc
common devices in Orc and Goblin armies. Both kinds
of machine are usually powered by twisted Squig hide
ropes, creating the power required to hurl projectiles
4Cross the battlefield. Stone throwers sometmes usc a
counterweight mechanism to propel their missile.
Regardless of their design, greenskins refer to all stone
throwers as ‘Rock Lobbers’ and all bolt throwers as
‘Spear Chukkas’.

Rock Lobber 2 . . :
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Choppa. (Orc Bully only) See page 15.

SPECIAL RULES
Rock Lobbers. Rock Lobbers are stone throwers.

Spear Chukkas. Spear Chukkas are bolt throwers.

Fear Elves (see page 22)

Orc Bullies

These irascible, infirm and often incontinent old |
warriors serve an indispensable purpose =
ensuring the Goblins crewing the war machines
shoot in the right direction and don’t run away.
Woe betide the Goblin that skives off the day of
the big battle!
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FOREST GOBLIN

Forest Goblin tribes are to be found IN the deptl :
| - ¢ LIy | LUCpPIns ol
many wooded areas, but most are concentrated

. _ : - nirated in g

“'I{iL’ forested belt south of the f'.f‘il["!-H‘L' stretchine tl
| - . £ the

length of the Border Princes from Black Fire Pass in t}
. . " i : s .“-..‘
east to Tilea in the west. These forests are full of all
spiders, and the largest of

k]n{i."'l 1;\5' I[-]{_'_H{"' ;ir(‘

sometimes captured and ridden dpiders are good
fighters, with mandibles like steel pincers. '!'h:;;, are
not as fast as wolves or horses. but Spiders can I-'HI;H'L'
swiftly over obstacles or rough territory thanks to their

many iegs.
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Spider Rider gy
Spider Rider Boss fan )
Giant Spider The o )
Gigantic Spider 7 A e()

SPECIAL RULES

Wall-crawlers. The loathsome spiders used as mou nts
by the Forest Goblins are casily able to traverse
obstacles and rough territory. They are not slowed by
difficult or very difficult terrain or obstacles. |
Poisoned Attacks (Spiders only):

Fear Elves (see page 22).

Fast Cavalry

Wyverns are vast, scaled beasts with broad wings and
huge, fearsome jaws. Their hide is well armoured with
bony scales and their tail drips with black venom that
hisses when it touches the ground. They live in dark
caves, high in the most barren of mountains in the
Worlds Edge range. Occasionally Wyverns venture
from their mountain top eyries and are seen flying
over the plains below. This is universally seen as a bad

omen by the weakling races of Men and Elves, though
the greenskins greet them with whoops and cheers.

No Orc would be foolish enough to try and tame a
fully grown Wyvern, but sometimes a well-bullied
Gobbo can be threatened into stealing an egg or a new
hatchling. These can be hand-reared to obey their
masters (at least some of the time), and a trained
Wyvern is the pride of the toughest Orc Warlords.
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Wyvern 45 6. 85 5 S5 H.04

SPECIAL RULES

Large Target; Fly; Terror; Poisoned Attacks;
Scaly Skin (4+)
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Giant Special Attacks: Giants do not artack in the
same way as other creatures though they select their
victims as normal. They are far too large and fractious
to take orders, and much too scatterbrained to have
any sort of coherent plan. To determine what happens,
L’.’:lt‘h close combat ]"FI'I;IHL‘ roll a D6 on one of the
following tables when it is the Giant's turn to fight.
Which table vou use depends on the size of the (ii;l‘n!’.ﬁ

h‘t victim. When fighting characters riding monsters.

hht; decide whether to ;HF;IL‘L the ri{.lt'r or mount. as normal
thj | and use the appropriate table for the size of the target.
e e s R N e
%;. ; Giant fighting big things (Ogres, Kroxigors,
!'rsxtk i Minotaurs or similar sized or larger creatures
, } including chariots and war machines):
t:: | D6  Result
| 1 Yell and Bawl
ik 2-4 Thump With Club
| 5-6 ‘Eadbutt
- II Giant fighting anyone smaller than above:
| D6  Result
m 1 Yell and Bawl
Bl 2 Jump Up and Down
a— ! 3 Pick Up and...
. 40 Swing With Club
e |
Yell and Bawl: The Giant yells and bawls at the
ok I enemy. This is not pleasant as Giants are deafeningly
s loud and tend towards poor oral hygiene. Neither the
P Giant nor models in contact with him actually fight if
:;ﬁ they have not already done so this round. The Giant's

side automatically wins the combat by 2 points.

t.’ % . ‘ o L
Gos , Thump with Club: The Giant picks on€ model as his

B‘ﬂi_’ target and brings down his club with a single mighty
ﬂ## strike. The target may attempt to avoid the blow by
fﬁ# passing an Initiative test (use the lowest if the IlmclL?!
v lﬂﬁ has several different values). If the target is 51ru¢:k'n
; takes 2D6 wounds with no armour 5ave allowed. If a
Sﬂtf double is rolled the Giant’s club embeds itﬁr:lf“in the
k2l ground and the Giant cannot attack at all in the
|C#y: following round whilst he recovers his weapon.
Mﬂf 'Eadbutt: The Giant head-butts his enemy
jirk automatically inflicting 1 wound with no armour saves
;. allowed. If the victim is wounded but not slain then h'L:
ﬂﬁi is dazed and loses all of his following attacks. I lht.:
’ th‘ G#F target has not yet attacked that combat round he ln:::
. , i

. artacke » lose
those Attacks. if he has already attacke d he

following round’s attacks.

Al yiant j s up and down
Jump Up and Down: The Glant jumps uj

vigorously on top of one encmy unit in basc L”n:ti;:_
Before he starts, the Giant must test to ;;]::{rrn*lll’ltvhcrﬁ
falls over (see earlier). If he falls OVET, work ﬂilll.‘rl /8
he falls and calculate damagge as ;ﬁru:%d}’ ,_1{_-,.;-15;;;1[.3:.1‘:.{“.“1
wounds caused by the fall (on either SiC f]ﬂmui“ﬁ
towards the combat result. Assuming that he r

. inds up and
.On his none too nimble

feet, the Giant bot
down on the enemy unit, guffawing madly.
R . : -

Ve
- K 4

. - "'a-.: ' ; #

Ll
3 LA o 1

'he unit sustains 206 strength 6 hits allocated

shooting hits. Work out damage
Cri |

as
and saves as usual.

4nts enjoy jumping up

and down on their enemies
SO much that a Giant that does so in o

will automatically do so
able

ne combat round
in the following round if he is

tO, assuming that he did not fall over in the
previous round.

A Giant that starts to Jump Up and
Down will therefore continue to do so until he falls
over or until the combat comes to an end.

Pick Up and... : The Giant stoops down and selects a
model (Giant player's choice) that is either in base
contact or touching a model in base contact (Giants
have a long reach). The target may make a single attack
to try to fend off the Giant’s clumsy hand. If this attack
hits and wounds the Giant, the Giant's attack fails,
otherwise the Giant grabs the model and the player
rolls a D6 to see what happens next:

D6 Result

1 Stuff into Bag. The Giant stuffs the victim into his
bag along with sheep, cows and other plunder. The
model is effectively a casualty and can do nothing
whilst in the bag, but if the Giant should be slain
any enemy trapped in his bag are freed unharmed
at the end of the battle. Victory points are not
awarded to the enemy for freed models.

Throw Back into Combat. The victim is hurled
back into his own unit like a living missile. This
causes 2 wound on the victim with no saves of any
kind allowed. and D6 Strength 3 hits (saves as

normal) on the unit.

b

3  Hurl. The victim 18 hurled into any enemy unit within
12" of the Giant — randomly determine which. This
1 with no armour Saves

causes a wound on the vicun
allowed, and D6 Strength 3 hits (saves as normal) on

the unit. If no enemy units are in range, treat this as a

Throw Back into Combat result instead.

This doesn't really bear thinking about.

4 Squash. t
; s a casualty and is

Suffice to say the model become
removed from the game.
gobbles his victim up, swallowing

Eat. The Giant | 8k
2 moved from the game.

him whole. The model is re
+ The Giant hurriedly stufis the victim
into his bag or under his shirt (or down his [I‘F]:HL
if they're really unlucky) and attempts o pic up
f : : . g ’ e
nother victim. The second victim makes a 5;111.],111.
; ; (] ‘.I e - : t E
atrack (as above) 1O avoid being picked up 1‘
o o 6s it is possible for him to
his pockets and

6 Pick Anothe

Giant rolls a succession of AP
4 collection of trapped foes in X S e
ntion down his trousers). [rappe o
Iv casualties, exactly as explained X
: It described above.

AMLSS
bags (not o mc
111{‘}{|L‘l:‘i are effective
in the Stuff into Bag rest
The Giant swings his club across
The Giant inflicts 1}6 Strength 6 e W
allocated as shooting hits. . "
< ;

e
1 3 " ’

Swing with Club:
nemy's ranks.
e target unit,

the €
hits on th




TROLLS

Trolls are large and hideous creaturcs, bestial and

foul with long gangling limbs and cold damp hides.
perhaps best-known

The most unusual and
O

characteristic of Trolls is that their flesh is able t
regrow almost as quickly as it is damaged. If a Troll's
hand is severed. a fresh one will grow from the
stump. The only thing that a Troll can’t endure is fire.
If they are burned they cannot regencratc, SO fire 1S
the greatest weapon for those in the unfortunatc

position of having to fight one.

Trolls will sometimes join Orcs and Goblins as they
march to battle, although it is doubtful if they really
understand what is going on. More often they simply
latch on to passing tribes, attracted by the rotten
carcasses, bones and refuse on which they like to feast.

MWSBS.S T W I' A'ld
O W] S e ] g

SPECIAL RULES

Fear: Stupidity; Regenerate

Troll Vomit. A unit of Trolls can make Vomit
instead of ordinary attacks during close comh.
Troll can make only 1 Vomit Attack

f‘d!ackﬂ

:-I.{ _1[]'{:

i n ¥

although these always hit and the COrrosjye Bth 3,

liquid nature of Troll vomit allows no Ao ; Semi.
ydve

Trollish Types. Trolls are liable to wide
variation. All the models in a unit of
considered to be of the same type.

Stone Trolls. Stone Trolls have a tough, rock
! gh, rocky n:
and are all but immune to the effects of magj , *hld[’:
; . dj |{_ [' .
consequently have Magical Resistance (2) hey

S and el
skin (5+). -"~'-12tlg,r

River Trolls. Enemies attempting to attack A R

Troll in close combat suffer a -1 penajty U; ;:”
. ; dil} thei

dice rolls to hit due to the stench and slime 3




GORBAD IRONCLAW

Ate
s :
; . ™ s, l:tH't".h{ was the ohtiect
(an _ In many recor : ¢ mightiest Orc x & i
durgy, Wy | , hat ever lived. Atop his fear MAGIC ITEMS
Ul‘lng \% : \lﬂrh‘trﬂ tnat cvel IVed. LOP s fearsome (and MORG
‘i ittaq %Q explosively flatulent) boar, Gnarla, Gorbad drove his y f"m:{ 'HE MANGLER
i L 5. : " - . - 3 P l'}?':’:i.fjr f 1] L .1l’ s , . A
ang a:&u\ horde across the Empire, sacking and hmmn}_{ many ”.{.,:j” 3 : langler is one of the most Jeared
allo the C[h%‘ great cities and even bringing Altdorf under siege ; ok 'S ever to be wielded by an Orc warlord. its
- N ! 3 | = . ST Lirst for Jho ' T ;
WS no 1% Even today, many centuries after his death, the name ; Jor maybem and death matched only by that of
e ; | . i : 1 : : IS owner e
h&b!{“ . of Gorbad Ironclaw is feared in the Empire and his S
‘ - W ; ! . by the Orc ploige B : - .
WA *Mmon I\{_ 1 .II!‘-L T_'l the Urc W diil;:l-[{!f-. l[h.]{ h.:l"'-' . h\ th usine A : ik _ :
In 3 ung ".iutf:‘ Mmem 1 j II'-” D e € e e lorglor the Mangler, Gorbad alwavs
of 3 ncceede 11m. TNnaps none w ever be > SIrike ly S | _
- hpﬁ N S ! : | 5 ¢ a5 great Cs nrst. No armour >dVES are possible against
b 3 again — he is the greatest of all Orc Warbosses and an wounds caused bv this weapon |
S haye 9 inspiration to all Orc-kind.
Iﬂu@
) the effecys D;“‘:f Gorbad is an Orc Warboss. A warlord of incredible
¥ ; : . e A : |
al RE‘S:'S[EHEE :&“ ability, Gorbad can incite bis followers to great (and - . S 2
|} o = : - : X3
- bloodily violent) deeds. _ -

; . MWSBS S T W I A Ld
f:r E - b = ;. — = 3 =

. L pen 1F Gorbad 4 D S Y EOR R AT

o 00 oy Gnarla 773 U a i S i on s

S Mount: Gorbad rides Gnarla — a huge war boar

Wargear: Morglor the Mangler and heavy armour.

SPECIAL RULES

Da Boss 'as a Plan. Gorbad acts as the general and

battle standard of your army. You may not choose a
separate battle standard bearer in an army that
includes Gorbad. In addition, such is Gorbad’s aura of
Bossness that friendly units may use both the Battle
Standard ability and his Leadership if they are within
18", rather than 12". However, if Gorbad suffers a
wound, his ladz will quickly lose some of their
confidence in him and the range of both abilities is
reduced to 6".

Orcs are Da Best: Gorbad was the most inspirational
Orc warleader of all time. and as such drew the biggest
and best Orc fighters from all around to fight under his
banner. As a consequence, any number of units of Orc
Boyz and Orc Boar Boyz may be upgraded to Big Uns.

Thick-skinned. Gorbad receives an armour save
bonus of +2 rather than the usual +1 for ordinary
Cavalry mounts, for a toral save of 3+.

Tusker Charge. A charging boar is a bad-tempered
mound of bloody-minded muscle with pointy tusks
and bad attitude. Gnarla therefore receives +2
Sgtrength during the turn in which he charges.
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Wyvern.

in zhag's '/ d
Wargear: Slagga’s sword of Slashin, Azhag's 'Ar

Armour and the Crown of Sorcery.

Mount: Skullmunc ha the

SPECIAL RULES

Get on Wiy it!: A unit that rolls 2 1 for an Animosity
!:::ﬁt within 6" of Azhag will ignore the result and
immediately roll again. If this second roll is also a 1
then even the menacing presence of the Slaughterer
cannot keep the greenskins in order.

Skullmuncha: As 2 Wyvern, Skullmuncha has the Large

larget, Te ly, Poi
rget, Ierf:r, Fly, Poisoned Attacks, and Scaly Ski
(4+) special rules. iy

MACIC ITEMS
SLAGGA'S SLASHAS
Azbag bas carried these
violent career. and
enemies and rivals

{-THI':E' e

apons for mos .
with the J st of bis

m has cleaved both

addition, Azhag
the first round of

'ARD AMOUR

riour bds saved Azbag's shiy o

he many charms worked iny, it [ o
tural bardness. E’"'-'HHE

AZ[-!AG‘S
The 'Ard A
OCCAsions, {
1he iron supernd

Heavy armour. The 'Ard Armour gives
CdVv )}

ward save.

THE CROWN OF SORCERY

The Crown of Sorcery speaks to Azbag with , Uice
dry as the grave and as old as the southery, do
offering words of counsel and power way be;
ben of most Orcs.

f”\lﬂhag a5

ds
Serts

‘Ond ;bé

The whispering voices of the Crown provide all th
: . recuired to cast spells. Azhag i« - %
nowledge qumrL{I to cast spells. Azhag is 4 Secong
level Wizard, who chooses spells from the Lore of
. . , i

el o voices in his head can oe

Death. Ii.iwng tWO v | _ _1 Can get preg,
confusing at tumes — for himself and his followers bod
A< a2 result, Azhag suffers from Stupidity. '

THE BALTLE OF
BUTCHER'S HILL

Azhag s rcign of terror lasted for four years, and saw dozens
of towns in the Empircs northern provinces razed 1o
cinders. It was at the Battle of Butcher's Hill, however, tha
Azhag carned the title ‘Slaughterer.

The battle commenced with Azhag deploying his horde i
thrce scparatc cohorts an act unheard of amongst the
notoriously direct and unsophisticated Orc Warlords. The
first cohort, led by Azhags Black Orcs and Big Uss
engaged the defenders head on. The second commenced 3
wide sweep around the basc of the hill, the great mass of
Orcs and Goblins blocking the reinforcement of those
facing the wrath of the Black Orcs. The third cohort.
consisting of uncounted numbers of Goblins and Snotlings.
outflanked the defenders. The nimble creatures climbed the
hill's flanks and spilled around the defenders until they

were entirely surrounded.

As if such a cunning deployment by an Orcish Warlord
were not dire enough, what followed would serve to cnsuic

r‘i;hag d ph{'_c amongst the most hated of ?'*1,1"‘5 {ocs.

Bellowing in a2 voice not his own, Azhag drew 0D the
sorccrous powers granted him by the ancient ':r?‘.m
mounted upon his heavy brow. His words bound the SPITIH
of the r::r:::m]}f ﬂam. and turned them upon their 5“”.'.
living fellows, The last, doomed defenders of B““hf”
Hill stood back-to-back upon I1s Craggy P“k' baﬂ.hﬂﬁ
Azhag's Orcs whilst the bloody limbs of recently killed
brothers tore at them from h;luw So terrible Wi Fh:
slaughter that none escaped Butcher's Hull, the slain brmﬂ
bound 1o Azhag's will, enslaved and forced to rage PAttES
resentful war upon their living kin.
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[RONHIDE

Grimgor 1s a Black Orc Warboss, Iruly i bes
that the g;-;_s;_*:.ﬂ;)l'.fu reice bas ever ‘“r”d”“’d, ; ' _
an unstoppable killing machine. capable Boy 4,
an enenty reginent into a beap 0f offal
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wargear: Gitsnik and the Blood-forge

SPECIAL RULES

Immune to Psychology; Hates everybody

Armoyr

Da Immortulz: There must be a unit of B
Grimgor’s army. This unit of Black Orcs 4r. a

E i b 1
and grizzled as Grimgor, veterans of his d

dCk Ores

5 In
'-.,I.'_Eil'rql-rE
AVe i

wastes. The bodyguard is infamous for i
3

bearer, Taugrek the Throttler, whe
Grimgor's personal banner when it fe
against the hordes of Vardek Crom :

standzr

Grimgor may ”r]]}' join this unit, and ot
} Ulner

character mav do so. If he doe -
har: ol } | ” 1¢ does 50). !f‘tt. E}Hfi}gljilrrf will

be Immune to Psychology and will Hate ¢
GITSNIK
This large and blood spattered axe, whose name

simply means ‘foe killer , bas many charms and
pouches chained to its baft. These

|t f_‘ v ) I] {

conltain powerful
Sorceries woven by mighty Orc Shamans that enable
Grimgor to wield Gitsnikb with blurring speed
I'his axe bestows +2 strength. In addition. Grimgor

always strikes first.

BLOOD-FORGED ARMOUR

Battered, scarred and tu isted, just lik
Blood-forged Armour ps
many battles

e ils wearer the
served Grimgor well in

I'he Blood-foree . | |
d Iljqu{ (l Armour 2IVES {,;'”n_u“r 1 14+ armour

SAvVe and g 54 ward save

I'm gonna ston)
thetr bones

and cities

em to dust, I'm gonna grind
I'm gonna burn down dere towns
Am gonna pile ‘em up inna big fire
fﬁmd rodast ‘em. I'm gonna bash eads, bredk
Jaces anel Jump up and down on da bits dat

ff.r{'-' f{* - ; 3 - : v
ft. An’ den l'm gonna get really mean.

Certrngon lronbide, Black Orc Warboss

_.—'—'"_.j
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GROM THE PAUNCH OF MISTY MOUNTAIN

Grom is a hugely obese and cxtremely fierce Goblin
warlord who ransacked not only the Empire, but the
fabled realm of Ulthuan. According to legend, he
L3

lIlt..'!l[.E.*H 45 part of the chariot model and althe
Niblit may attack. he may never be eng:
once or :

ate a plate of raw Troll meat, and this continues to
i

ugh
1ged separately,
accept challenges. If the |
destroyed then Niblit and t
with it.

ISsue o : :
“ Or chariot is
he banner will be *

. " H . - . . - - ]-."'!‘ ]
regenerate within him all the time. As a result, he has : s LR
developed an almost Trollish resistance to injury, but
has also become very fat and suffers from constant MAGIC ITEMS

agony and loud flatulence due to chronic indigestion. THE AXE OF GROM

e rides a massive chariot, and swings the mightv axe _—
He ridc B Ihis large

; : _ : and forbiddine axe is ) ' 2o T
Elf-Biter. He 1S ;IL‘L:HII‘I]]:HIIL?H at all times h}' his / § axe is laden with h””"{]

liminutive assistant Niblit contained Waaagh! energy, and its blows are
diminutive assi: : inevitably fatal

Grom is a Goblin Warboss. Possessed of remarkable
durability, Grom is an excellent choice to lead a
Goblin borde to victory.

Great weapon. Attacks made with this axe benefit from
the Killing Blow special ability. In addition. against any
Elves, Grom’s Axe will cause a Killing Blow on a 5+
instead of the normal 6.

MWSBS S T W I A Id
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Grom - 4 4 5 . .
Niblit ) ® 2i 1 Niblit carries this old and tattered
Nibli A ST SRRSO e

Chariot R banner to battle as a good luck
shario S el e SRR S 1 | ¢ ,
Giant Wolf 9 3 2 R charm. So far, it bas not let Grom

siant Wo Ay SR s

or bis diminutive belper down.
Wargear: The Axe of Grom and light armour. Niblit

Actually, it really is good luck.
carries the Lucky Banner.

Grom and his chariot benefit |
Mount: A scythed Goblin Wolf Chariot pulled by three from a 5+ ward save.
wolves. The combined model has a unit strength of 5.

SPECIAL RULES

Regenerate (Grom only)

Eats Elves for Breakfast: Having launched an
invasion against Ulthuan, Grom has well and truly
overcome his race’s fear of Elves. If Grom is your
general, all Goblin units in the army (including
Grom) are exempt from the Fear Elves rule.

Niblit: Niblit is Grom’s trusty battle standard
bearer, and confers all the usual benefits. Niblit is

......
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Skarsnik is the chieftain of ¢ . .
5 blin Warlord in the

and the most powerful Night GO | S
whole of the Worlds Edge Mountains. < ar: :

irfamous amongst the greenskin race fri::-r .hl.‘;
astonishing sneakiness. He 1s remarkably cu nnfﬂg;m?
is constantly luring his foes into Hfﬂhu.‘-h{fﬁ: and tr.apmj
He is ;1]1.1':1}:3 accompanied to battle by his enormous
and voracious pet squig, Gobbla.

oo P . —— "I o7 e ' '5 fi
Skarsnik is a Night Goblin Warboss. Jai.:;r.unk !
and hbis SneakRy

daunting close combat opponent, : ;
' j ' 7€
Scheming can put your opponernt i1 disarray from {

very start of the game.

Skarsnik 4
Gobbla -

Wargear: Skarsnik’s Prodder and light armour.

Unit Strength: 3.
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SKARSNIK, WARLORD OF THE EIGHT PEAKg W

SPECIAL RULES

Fear Elves; Hate Dwarfs.

Gobbla the Cave Squig: Skarsnik’s pet Cay
a huge and disturbing sight, even to other Nich
Goblins. In battle, Skarsnik and Gobbla are treated 1
a single model occupying a single base She as
Skarsnik die, Gobbla is removed along with hing

3 Stluig IS

uld

Down in One: Gobbla’s gullet is so deep and

: : Wide
that he can easily swallow enemies whole. A such
Gobbla’s attacks benefit from the Killing Blow rule -

he does not stop chewing until his dinner g well

: * | ang
truly down, and is staying down.

Sneaky Schemes: Skarsnik is renowned for his evil
sneakiness, sending his warriors through dank Secret
tunnels to catch his enemy off guard before the battle
has even been joined. At the start of the game, byt
before deployment, Skarsnik must roll a D6 for éach
enemy unit. On the roll of a 6, that unit has been
delayed by a Wild Squig strike or some other such
happening. Affected units do not deploy as Normal.
but instead enter the board from their deployment
edge in the movement phase of their first turn exactly
as if they had pursued an enemy off the board. |

Tricksy Traps: Any Night Goblin unit that chooses 1o
flee as a charge reaction and subsequently rallies at the
beginning of their next turn may reform as normal
but is then also free to move during the remaining
moves part of the movement phase. The unit is also
free to shoot as normal (but it always counts as
having moved).

MAGIC ITEMS
SKARSNIK’S PRODDER

Bound spell (power level 5)

Ihis pointy implement is imbued with the bitter
curses of Night Goblin Shamans and emanates the
Concentrated poison of their malice.

T'he Prodder focusses the battlelust of
surrounding greenskins and unleashes it in blasts of
pure Waaagh! energy. It fires one blast each magic
phase. The prodder’s blast is a magic missile with 2
range of 24". It causes a single Strength 6 hit plus on€
additional hit for each unit of 10 or more Orcs, or 20
Or more Goblins, within 12" of Skarsnik. No armour
Saves are allowed against this magic missile.

Halberd.
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"WAAACH! ‘ M AEIC =

\ rc and Goblin Shamans don’t use the normal
lores of magic available to human Wizards.
Instead they have their own brand of sorcery known
as Waaagh! Magic. With typical Orcy simplicity, this
is divided into spells of the Little Waaagh! and spells

of the Big Waaagh!

Spells are chosen in the normal way, as dertailed in
the Warhammer rulebook. Goblin Shamans take
spells of the Little Waaagh! Orc Shamans take spells

from the Big Waaagh! table.

If a Shaman rolls a Miscast then he must roll 2 2D6

on the special Waaagh! miscast table below.

8-9

10-11

WAAAGH! Miscast Table

Result

The Waaagh! power courses through the
greenskin's tortured brain and explodes,
unleashing roiling green energy. The caster is
killed outright. Each model in base contact
suffers 1 Strength 10 hit. All friendly units on
the tabletop suffer D6 Strength 3 hits.

The caster’'s head disintegrates in an

incandescent ball of Waaagh! energy and he
is killed outright. Each model in base contact
suffer 1 Strength 10 hit.

A malodorous cloud of green Waaagh!
energy erupts from within the caster. He
sustains D3 Strength 4 hits with no armour
saves allowed.

The caster’'s mind is so befuddled by the
dazzling Waaagh!ness of it all that he forgets
the spell he was casting. He may not use that
spell again in this battle.

Unable to channel the Waaagh! energy
building within him, the caster inadvertantly
dissipates it within his own body - he takes a
wound, with no armour saves allowed.

A sudden pulse of roiling Waaagh! energy
shatters the caster’s already tenuous grip on
sanity. The caster is subject to Frenzy and
Stupidity for the rest of the game — he may
never lose his Frenzy.

In a dazzling display of green energy, the
shaman inadvertantly taps into more Waaagh!
energy than he intended. The spell he
attempted to cast is done so successfully, and
counts as having been cast with irresistible
force. The backlash, however, is spectacular—
roll again on this table (re-rolling further
results of 12).
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THE POWER
OF THE WAAAGH!

Where Ore and Goblin Sham

. ans differ from ordinary
Wizards is that their Magic ‘

al power is focussed by the
ated by the greenskins around
Every Shaman can access e

mental energy gener
and about.

| nergy through
the Great y

Green, but localised energy makes

A i
difference too

. It the Orcs are fighting, a Shaman’s
POWETS are increased as he picks up the

‘ | Orcish vibes
from his comrades.

This is normally a good thing,
though it can be a bad thing if those vibes come from
flecing Orcs whose minds are panicked and confused.

1) If one or more Orc unit of twenty or more models
is in combat at the start of the Orcs & Goblins player’s
magic phase, the Orc player may add an extra dice to
his power pool.

2) If one or more Orc units of twenty or more models
is fleeing at the start of the opponent’s magic phase,
the Orc player loses a dice from his dispel pool.

In both cases only Orc units are counted: Goblin
minds are too weak to make an appreciable difference.

i e g L il mon




Goblin Shamans roll a DO 10 randomly

: ' IES neratec
one spell for Gaze of Gork if he does not gener:

GAZE OF GORK CAST ON 5+
The Gaze of Gork is a magic missile with a range of
18", If successfully cast, it hits its target and causes
D6 Strength 2 hits with no armour save allowed.

BRAIN BURSTA CASTS ON 8+
fi Brain Bursta is a magic missile with a range of 24".
f;F If successfully cast, it hits the target and causes 2D6

Strength 4 hits.

B e
L
e .

generate a Spe€
it randomly.

-------
.....
bbbb

- &= &
"""""""""""

D6 Spell

1 Gaze of Gork . . ...
2 PBrain Bursta. . .. - -
3 Gork’ll FixIt......-
4 The Foot of Gork . ..
5 The Hand of Gork

iiiiiii - - L] - L] - - - L] -

6 Mork Wants Ya! . ..

a charge -

Cast this On a sin

CVEN a mode
Character m
Charior), The
Suffer DG Streng,

il from this chart. A Shaman can dutomatically §od
s = ';1

Casting Value
>

GORK’LL FIX IT CAST ON 8+
The Shaman implores Gork to sow mischief
amongst his enemies, inflicting a series of minor
yet distracting, calamities upon them. This Spf_-[i
may be cast on a single enemy unit (which may be
in combat) within 24" and line of sight. Any r_t:f the
unit’s To Hit, To Wound, armour save or ward save
rolls of 6 are counted as being 1s until the
beginning of the next friendly magic phase. If an
enemy Wizard is affected by this spell, any 6s in his
casting rolls are counted as being 1s and can cause
a Miscast and prevent irresistible force (in addition
to any other effects).

THE FOOT OF GORK CAST ON 9+
The almighty Foot of Gork stomps down on any
Onc €n€émy unit on the table. The unit [akf:s.
DO Strength 6 hits.

THE HAND OF GORK CAST ON 9+
You may cast this on one friendly unit within 24". If
successtully cast that unit moves 2D6" towards the
nu.ll‘t:b't Cnemy unit it can see — if it can see no enemy
unit iF moves 2DG" directly forwards. If this move
takes it into contact with an enemy, it is counted as
o gl I_fﬂ.“:- moving unit need not take any
% gY tests that would normally be incurred
for such a ¢ harge. An enemy unit charged in this way
Mmay only choose hold or flee as a charge reaction.
MORK WANTS YA!

I'he almighty Mork reache
4 great green hand
Crushing the

CASTS ON 10+
s down from the sky with
and seizes an unlucky o€
M 1O paste between giant green fingers.
gle enemy model anywhere within
‘man (line of sight is not required,
Lin a unit can pe picked out, as can 4.

18" of the Sham

Vicim must pass an Initiative test 0F

10 hits

" 2
L O

ounted on a monstrous steed Of3

i

ek i b
+
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SPELLS OF THE BIG WAAAGH!

5\'% . ghamans roll a DO to randomly generate 2 spell from

Or _ s
f Mork if he does not generate it r

his char ;
> CNare, A !
| fﬂI‘[r':-':'t‘“ s
spell It '

¢ dman can automatic

| N ally swap one
4t only affect Orcs affect I

all types of Orcs.

... =mar
S

Casting value

I raze OLEMOri |
| raze OL MOTC -« s ¢ it R e 5+
2 Eadbuit: L. . e '
ST el S RS ST e D e s S R T ST * » & -(]+
| > Bashi emil 7 0
....... v elvise s JOF

4
, s
6 Waaagh! ... .. w o RS OISR .. 124
i |
:ST ﬂ\; GAZE OF MORK CAST ON 5+ WAAAGH! CAST ON 12+ |
" Mischy | The Gaze of Mork is a magic missile with a range of Ve o L s , s j
CS of miny TI*-I:L itl" li?cz'iﬁwlfilllw' cast i[!;]i[!‘i the target :ﬁmt;Id:ui?:i .}EI{;: t';i:[:”"-"l‘ft-'”i ian“? e Immde-lF!F 5 b N
X 249", 11 ¢ S! y Cast, . -AUSCS . ywards the nearest enemy unit — if it can see }
. This ie D6 Strength 4 hits. no enemy unit it moves 2D6" directly forwards — war
hich ma}"_a,: 'EADBUTT CAST ON 6+ machine crew will abandon their machines. If this
L Ay Cast this on a single enemy model within 24" and SOL E il I @ Tvi[h S
Or ward s line of sight (even a model in a unit can be picked counted as a charge — the moving unit need not take X
s unti & out, as can a character mounted on a monstrous a0y Esychology itests ithatawould n_[mm“}' I?": k
phase. k2| steed or chariot). If successtully cast, the 'Eadbutt llllf‘_LII'E'{:Ll (TR L Gy ol Ehlll‘g{:,‘(] & j
any 6sin® causes 1 hit at a Strength of 5. NO armour saves are L avE Ay ATl GIRi gk & ARG |
nd can @& allowed against the 'Eadbutt. In addition, all friendly units strike first in the next | &
- (in addin® BASH "EM LADZ CAST ON 6+ phase of close combat and can re-roll any misses
| Cast this on any one Orc unit that is in close combat LATDLE
~AST ON¥ within 18" of the Shaman. The unit strikes first in
jown 005 lhf: next close combat phase and can re-roll any
. unit i misses that phase.
FISTS OF GORK CAST ON 8+
ST ON% This has a range of 18" and may be cast on any single
gl SNEmy unit, even if it is in close combat. If successfully
: ﬂdﬂ:;;!i | €ast, the unit is pummelled by a flurry of ghostly green
) 108 ﬂ.ﬁg fists. Every model in the unit takes a Strength 4 hit on
se€ ?h?fv off the roll of a 4+ (roll for each model).
| :’fcﬂuﬂtféi {[’IURK"F WARPATH CAST ON 10+
b A r‘”"i 3]':”153“}’ Gork goes on the warpath — his big
not 4 warty feet stomping over the enemy army. Choos¢
y bt’— ;hi'.‘ﬁi 4Ny enemy unit and stomp it as described for 7he
“:’:ﬂd 1;:;35‘1‘ : fi”w of Gork. After the first unit is hit, roll a dice and
1rgE | Lonsult the following chart:
T5 o® 1 Gork slips and stomps on one of your units
7 meﬁ (Your opponent chooses which). The spell ends.

4 Gork gets bored and wanders off. The spell
€nds,

5 e . -
6 He Stomps another enemy unit of your choice.
k- Roll 4gain,
kU .
g ;f‘i“ may only be stomped on once per successful
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magic items arc listed
lebook for a complete
4 list of ‘Orcs &

n this section the common
first (see the Warhammer 1u |
They are followed h}- R
Goblins only’ magic 1tems I'hese III.’.Ii!']-:"s :h mu;{ =
used by models from this book. Magic {ILhY- e
wlt.-umgl within the points imitations HLIr {rhes i!:]
Note that all the rules for magic ”f : :
| also apply 10 the "Orcs c

descn I'.I'I 1On ).

list section.
the Warhammer rulebook

(GGoblins only’ magic 11cms.

Some items arc restricted 1O 4
s onlv, for example. Where thi

character, Night Goblir |
it includes all types of Orcs or

savs ‘Orcs’ or ‘Goblins’
all types of Goblin respectively

il
S o e

R T

| COMMON MAGIC ITEMS

il SWORD OF STRIKING: 15 points
' Weapon; +1 To Hit

SWORD OF BATTLE: 15 points
Weapon; +1 Attack.

el SWORD OF MIGHT: 10 points
Weapon; +1 strength.

& ﬂl’l‘lNﬁ BLADE: 5 points
Weapon; -1 armour save

I ENCHANTED SHIELD: 15 points
’E Armour: 5+ Armour save.
TALISMAN OF PROTEC

TION: 15 points

[alisman: 6+ wird save

DISPEL SCROLL- 25

points (one use -
Arcane; Autom ¢ only)

aucally dispel an enemy spell,
POWER STONE: 25
Arcane; +2 dice to ¢

STAFF OF SORCERY: 30 points
Arcane; +1 10 dispel.

i

points (one use only)
ast a spell.

a particular type of

M ithe tests ar

MAGIC WEAPONS

WARBOSS IRONCLAW’S
WAAAGH! CLEAVA

Orcs only

One of thousands of blades from Gorbad “‘“”t-’cm-*;
trophy pile, this sword bas been ‘improved’ .;rmmf.’eshq
times Dy Orcish blacksmiths. At its core is g hun,;;i
tarnished blade that will never lose its edge, as js H}u
case with the most exquisite Dwarven {-f-{fff.‘i?!lff;fﬁh.f;}.

100 pﬂints

All hits from this weapon wound automatically and allow

no armour saves.

BATTLEAXE OF THE LAST WAAAGH! 100 Points
Orcs only

Revered subject of the Orc myth of the end of everything
where Gork’s (or possibly Mork’s) chosen Best Boss
Ragnar goes mad and destroys the whole world iy an
unstoppable orgy of fire and slaugbhter. This is Joretold gs
the Day of Ragnarork.

The wielder of this weapon receives a bonus equal to his
unit's rank bonus to both his Attacks and Strength -
calculate this when the wielder makes his attacks.

BASHA’'S BLOODAXE

Orcs on foot only

Every Orc who bas come to wield this axe bas been
overwhelmed with an incredible (and to Orcs, wholly
admirable) bloodlust that can only be quenched by the
wielder's death.

50 points

Grants +1 Strength in the first round of combat. The
wiclder of this weapon is subject to Frenzy. However,
rather than receiving 1 additional attack for his Frenzy, the
wielder receives D6 extra attacks. The wielder can never
lose his Frenzy and may not join units (other Orcs are
happiest to admire him from a distance).

SHAGA’'S SCREAMIN’ SWORD 50 points
Ihis blade has a curious enchantment that seems [0
empower the wielder in a manner ,r,rrr.a;,rf;r!.e'mzm’ to the
volume of insults be shouts at bis foes.

Fhe wielder of this sword receives +1 Strength and +1
Attack for each enemy character within 12"

SKULL WAND OF KALOTH
Shamans only

Originally captured from the Necromancer Kaloth, 191
Staff fascinated the Goblin Shaman Kazgi, who spemt
long bours attempting to pluméb its secrets - until bis
nmysterious disappearance.

40 points

For each succe
MMUSE pass a Jeade
Ixadership) or
regeneration saves

are allowed against this special altsS

€ Passed, roll to wound as normal. =8

L -

- r oy
r RN il - g
- r 3 -

sstul hit inflicted by this weapon, the vi odi
rship test (on its own, “"m[}di-ﬁ
be slain instantly,. No armour, ".'fii'f-'-"




p{)RI{[TH PIGSTIKKA
Mounted models clml}-' _ |
In hﬁ."l"h’. the gh’:-’”””g point of the tiestikka pierces
enemy @armour with _ﬂ”ﬂ" skewering several Joes with
e strike; “ready jJor later” as Porko used 20
y the traditional after-battle barbecue.

say,
referring i¢
lm ' Spear. On the turn the wielder charges, he receives an

Jdditional attack for each point of rank bonus that the
unit he is attacking has (up to a maximum of +3).

pTUT'E‘d ‘i ¥ battle this weapon writhes in the barnds f;:ff}_';g ”.-_;'(_:h_fm:

y " ‘ ]
O & ¢ seemingly always baving a shrewd idea of how best to
" edge Gl strike the enemni).
ﬁ”ﬁ%
- The wielder may re-roll any missed to hit rolls. It also
uﬁﬁ“}‘aﬂ” grants +1 Strength in the first round of combat.

! BACKSTABBER'S BLADE

Goblins only
Whilst Orcs are bappy to fight anyone, anywhere,

25 points

end of e, anywben, Goblins are much bappier if they can wait

~bosen E&1 until their target is facing the other way.

bole worldx | Grants poisoned attacks. Grants the wielder +1 Strength

}'Hsisftlﬁii if he is attacking the enemy in the flank and +2 Strength
. if he is attacking them in the rear.

yonus equdt WOLLOPA'S ONE HIT WUNDA 15 points

s and SR Goblins only, one use only

his attacs 1 Goblins still talk of the rebellious Wollopa, of hbis

5[*?5' tremendous weapon and bis even more awesome ability

‘0 outrun a galloping boar when he missed bis target
: (which bappened more often than not).

his ax Jﬁ. | Once ; : :

4 10 Ore * | CC per game, this weapon grants the wielder Strength

10 for the duration of the combat phase. Use of the One

Hit Wunda must be declared before the wielder makes
any rolls to hit,

st  MARTOG’S BEST BASHA 15 points

40 points

WARBOSS UMM’S BEST BOSS 'AT

once belonged to a Dwarf k

The best form of attack is defe

defence

MAGIC ARMOUR

ARMOUR OF GORK

If armour is made 4 ey
- } " '] 4

.{ Cl rituals insteacd of just
r bits of metal come to hand

- .ff

Wwith the coy
being bas e
8 bashed oyt of whatep

i can pe encheant
Jormidable form

Light armour. The wearer h

SPITEFUL SHIELD
Ihis shield has razor-

45 + 1 Toughness.

25 points
th that snap and bite
its bearer noti ceably more
wal measure. |

Pl sharp tee
agamnst unwary foes, making

dangerous and amused in eqt

Shield. Any foe that rolls a 1 when

bearer in close combat suffers
such roll.

attempting to strike the
a Strength 5 hit for each

TALISMANS

EFFIGY OF MORK 35 points

This ancient and slightly crumbly statue of Mork was

formed from bis own dung (or so it is said) in some

distant age. Though it has undoubtably received several

homegrown additions in more recent Limes.

All close combat attacks made against the bearer suffer -1

to hit.
30 points

e hed looking belmet
This rune-encrusted and ratber squashed I 7
ing, or so legend tells.

Grants the wearer a 5+ ward save.

AMULET OF PROTECTYNESS

25 points
ence. and the best form of

is the kind you can ‘borrow’ from YOur
if it's better than yours.

' Frﬂﬂll"' et d Old Warboss Martog the Mauler bad a vast collection of
kf{?rhﬁ gﬁi weapons — most of which were stolen from other owners.
- wield 'l is most favouritist of all was a massive Dwarven axe,
its (0 beavy with runes and (since Martog's possession of it)
€)- A Dwarven blood.
50:: 3 ']+h]:1'ﬂ-'hi{:1(itr of this blade gains +1 Weapon Skill,
et Iﬂ‘:ﬂ '] Srength and +1 Initiative.
e SNEAKY SKEWERER 10 points
Goblins only
?hllug

A'n Unusual
L Nger the miore

K b crude en ough to be readily recognisable as being
n 2 Ll
Une °f Goblin craftsmanship, this sword bas an
Triy Tr :
'8 ability to find the vulnerable spot.

Wﬂﬂndh Cause
Save Modifier

WCKY's Dirk
G“blins only

d by this weapon suffer an additional -5

5 points

agic is bound into this blade, growing
magical items there are nearby.

)

A% thy e
L -

oo Strikes an enemy character carrying one Of MOre

& |
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opponent, pr:rm:u!ﬂr! §%
¢ is wounded, he counts as

: e is amule
when the bearer of this a model

that caused the wounds.

5 points
GA
COLLAR OF ZOR ' | B
I?JIT:E studded collar 1s inscribed w:fb. ﬂ:{:;zi !f{}fﬁf
entwined with the shapes of rqyﬂa*f;; By = 5
wearer can stare imperiously at @rny

nd say “Don't even J
confront bim and @ SO0 ers before bim.
something like that, and the De _ 4 N

(riddén and unricce
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ARCANE ITEMS

IDOL OF MO RK

Orcs only
Mork loves notbin,

heir foes to the grouri ] 1
ek that this Idol channels extra power [0

Waaagh! 1s breaking beads, and
censkins are in retredl.

50 points

g SO much as seeing (Ires .'GH'."H{-':".H".H"{:
/ in a bloody maélee. It is no
surprise therefore
its bearer when the
dissipates it when the gr
player’s magic phase, [!u'
he player's power pool tor
models in combat within
¢ Ores &

At the start of the controlling

1dol of Gork adds one dice to 1
ty Orf more
<« one dice from th
.+ each fleeing friendly unit
y 24"of the bearcr.

each Orc unit of twen
24" of the bearer. It remove
Goblins player's power pool ft
or more models withir

of twenty

STAFF OF SNEAKY STEALIN’ 50 points

Goblins only

Goblins are well known for their ability to treat other
people’s property as their own and this generous trail
even extends to magical power — as the seemingly
Dwarven workmanship of this staff would attest.

At the start of each of your opponent’s magic phases, you
may take one dice from your opponent’s power pool and

add it to your dispel pool.

STAFF OF BADUUMM 40 points
Shaman Baduumm was a rebellious Savage Orc who
dabbled in raw Waaagh! power more than was healthy
for bim. His charred staff retains an aura of power and
an unlucky reputation.

Adds +1 to any casting attempts made by the bearer.

WAAAGH! PAINT
Orcs only

I'be crude Orc glyphs with which the Shaman bas covered
bis body call upon the favour of Gork and Mork, but only
bestow aid upon the Shaman when wetted with blood.

10 points

If the Shaman is in combat at the start of the Ores & Goblins
magic phase, he receives +2 to any casting attempts.

MAGIC MUSHROOMS

Night Goblins only, one use only
Most favoured of all mushrooms are those that grow in
the deepest and darkest of caves and glow with ;fm eerie
green light. If consumed by a Shaman they can increase
bis oneness with the Great Green. '.-"ih.:-]-- can also do
something very nasty to bis innards. Or both.

10 points

A Hil.u.',l{: Magic Mushroom may be eaten to add D6 to the
casting roll of a single spell, Decide after you have rolled
your normal casting dice and add the D6 result 1o the
[.ﬂml'.Hmfﬂ:wr’ if any 'Mushroom dice’ 15 a 1 then the
bpr.:l.l 15 miscast. A Shaman may carry any number of Magic
Mushrooms, up to his maximum allowance for magic

=

i .‘Il _- ¥ : :

: !--‘.*, uuﬂr:_lg one or more Magic Mushrooms does not
SRBuat as taking an arcane item.

TEPE

ENCHANTED ITEMS

THE HORN OF URGOK

Bound item, power level 5
If truth be known, mosl of Urgok’s victories 4
ascribed to the terrifying sound of this rrm'h.fmner; .
rather than bis own generalship Orn

wWhen this horn is sounded, all friendly unigs rece;
& k. 4 .1‘.-.{.. +l

Lra

end of
¥ a P g " I] ®
sounding player’s turn. Roll a D6 after each yse o, ]il
se. On the

roll of a 1, the bearer suffers a Strength 5 hit with
ALY

Leadership (maximum of 10) and all enemy Uunits syff
" T I. ; l
1 penalty to their Leadership until the

armour saves allowed as the power of the horn SOUn
| T SO

the bearer instead of vice versa. y

THE PIPES OF DOOM

. @ ‘}5 p{]i"tﬁ.
Night Goblins only, one use only

A purf:’cukn'{l'ﬂ’*’-’"”‘“”“’ set of squig-pipes, the ululatin
5

scream they emit when played can put cavalry to Jil
in a desperate attempl (O escape the awful wail

The pipes can be played at the start of the shooting phase
Each enemy cavalry unit, monster (ridden and unridden)

and chariot within 24" must take a Panic test.

IRONBACK BOAR
Orcs only

A bizarre mechanical contraption credated by Chaos
Dwarf engineers, this boar weighs even more than its

living cousins and is just as evil-tempered.

Boar. When charging, this steed does D3 Strength 5

impact hits in addition to its normal attacks.

WARBOSS IMBAD’S IRON GNASHAS 30 points

A buge metal jaw plate that belonged to the infamous
d by any

Imbad. Such is the excessive bloodlust display:
Orc who dons this artefact,
psychotic spirit lives on within, urging the wearer 0%

The character wearing the Gn

special ability in close combat. Chomp!

BIGGED'S KICKIN' BOOTS
Bigged, an old and boastful Orc,
front of an Empire cannon Only bis bools
recovered — though bis vengeful spirit (and
pis feet) lingers on.

Grants the wearer + 1 Attack on his |1I'H|"!'-‘

MAAD’S MAP

Models on foot only
A Goblin explorer without peer, Maad discovere
uncharted passes through the Worlds Edgt .
Je day.

[l : - J
sometimes the same one several times in d Sing

Before deployment begins roll a DO. On 2-6 the

the map may be deployed as a scout, On d roll ©

got lost and must be deployved as pormutl,

a p . B ’
) lullluﬁ

eht

35 points

many believe that Imbad's
ashas gains the Killing Blow

30 points

made bis last hoast I
were

the odour ”.J'f

25 I“}iﬂ IS

| many
, Mountains =

hearef ﬂf
I"a ll hﬂ
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25 points
e only
. hlins 0N .
(’”h o n’HI‘Hm:'tf Goblins bate more than a fair fﬁ:hf
sorg S Wt : | VLT AT
i air fight where the other guy has some kind of
TR | i i = : P oL g -
2 otnotz shielding bim from a perfectly acceptable
magic

cab 1 the back.

jels in base contact with the bearer (friend or foe) may
yvodel! il r

ot take ward Saves.

sRIMSTONE BAUBLE

Goblins only |
f_r;qrﬂ],‘ teken ,.""r'uu.' the charred corpse {E.f i Dark .:":'f'f_
‘ § i . . g 5
is gemstone unleashes furious magical energy
foolish enough to strike its bearer.

25 points

(rig
corsair, 1 b
on anyone

When the bearer is slain, all units (friend or foe) in base
contact suffer DO Strength 6 hits, distributed as for
shooting. If the bearer is in close combat any wounds
caused count rowards combat resolution. If the bearer is

feeing. this item has no effect.

NIBBLA’S 'ITTY RING 20 points
Bound spell, power level 3

This crudely made gold ring bas a buge green gemstone
stuck to the top and glows even in full daylight. It is
possible to bharness the power within the ring to call upon
the favour of Gork and Mork, but it is not always safe to

do so...

The “Itty Ring contains the "Eadbutt spell described in the
spells of the Big Waaagh! Roll a D6 after each use. On the
roll of a 1, the bearer suffers a Strength 5 hit with no
armour saves allowed.

MAD CAP MUSHROOMS
Night Goblins only

Many kinds of fungus grow in the dark, dank caves of the
Night Goblins. includin @ the rare and treasured Mad Cap
Mushrooms. Part of these form the deadly brew that
sends the Fanatics wild, but only a small part. If they gel
4 whole one each they go really mad

20 points

If[h.; character is with a unit of Night Goblins when their
Fanatics are released he may give them each a Mad Cap
Mushroom hefore they go whirling off. If they hit a unit
(from either side) on the turn they are released they may
*©10ll the number of hits t:uum:r_l.f

GL£ZIA’S BATTLE BREW
Brewed wir,
Manner of
Puﬂge
Or rog

15 points
dangerously narcotic mushrooms and all
other, less identifiable, ingredients, tbis
*”_H‘f” id can rouse a ,gmt;nsﬁzfn to prodigious feats,
his innars into an unmentionable state.

The cpy

H. s & . - : - : : :
imse| tacter with the brew is assumed to have ‘bolstered
S

ol _[ before the battle — roll a dice and consult the
OWing tahle

DG

10 determine the effects upon the drinker:

i Result
Subject to Stupidity for the remainder
3 of the game
- i 34 H
atred of all enemies for the
femainder of the game
-515
N Hatred of ai) enemies and Frenzy for

i a

e S Iemai

(e remainder of the game
o - O .-u ; .

.-'”!_*H‘Jﬂ Sopirit-Totem is aflag or, more Often
of the preat Bod Mork. through | the nlr
H‘rf."t:‘fht'i over the greenskins :m.-:;" _.f:rmr-_r- 1S
Spirits, confounding the SOrce &

da carved effigy
"nem's eyes he
. them from bad
Ty of enemy wizards

This magical banner adds

a4 number of dispel di
. y . t—i ‘.l e o w
pool equal to the unit's ¢ | ice to the

ank bonus.

ROWDY GROTT’S BIG RED
RAGGEDY BANNER
Goblins only

50 points

Ihe big red rageedy banner
rousing Rowdy Grott. Rowdy was an uppity Ore runtling

who led a revolt of Goblins and Snotlings against bis
biggers and betters.

belonged to the rabble

All Goblins within 12" of this banner may re-roll failed
Panic tests.

BAD MOON ON A STICK
Night Goblins only

The ancient Bad Moon banner is tattered and stained.
but is still much revered by the Night Goblins and fills
them with bravery. Of a sort.

50 points

All Night Goblins in this unit are Stubborn.

THE SPIDER BANNER
Goblins only
Originally belonging to the Rootgrubbas Forest Goblin
tribe. this banner appears to have been blessed by their
ﬁ'ﬂrf& arachnid god, whom they revere alongside Gork
and Mork.

50 points

All Goblins in this unit have poisoned attacks (shooting

and combat).

GORK’S WAAAGH! BANNER 25 points

One use only . 0
On the eve of battle the greenskin shamans invoke

. tribe's migbty
spirit of the great god Gork -"?E‘f”’;-’ g 'E’;f ; 32:;:! ;{;*H:‘;
= sr {s [iberaily ’
5 P o The banner 13 145 ;
Hgden hm”:ry’ Orc dung, blood and spittle that u ill

battle-thirst of Gork.

Declare charges first
the unit will move

vast quantitie

serve to absorb the

' v its charge move.
The unit adds D6 1O 115 ch.irg.q.i r? o
and then roll. (f the charge 15 1atict,

: » distance.
forward its normal charge distan

NOGG’S BANNER OF BUTCHERY
One use only

25 pnillts

Nogg'’s notorious Banner r:rj; T;fzﬂ G e
long bed a gred

long it bas absor 44 |

well as buge quantities of blood

: unit have + 1 __
{ models in the | ted modéls, only
Eiﬂﬂﬂﬂf is used. In the mﬂ PP 2
dder gets the boris NS SLEte il S
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" yythis army list enables you to turn your Citade]
T Ini’nurcﬁ collection into an army ready for gz

mi | . ..
bletop pattle. As described in the Warhammer
(a

mh.h;mk. the
Characters (including Lords and Heroes), Core Units.

5F¢fiﬂl U

CHOOSING AN ARMY

Eyery miniature in the Warhammer range has a points
cost that reflects how effective it is in a battle. For
example, 2 lowly Goblin costs just 3 points, while 2
mighty Orc Warboss will cost over 100 points!

army list is divided into four sections:

nits and Rare Units.

Both players choose armies to the same agreed points
wotal. You can spend less and will probably find it
impossible to use up every last point. Most ‘2,000
point’ armies, for example, will be something like
1.998 or 1,999 points.

Io form your miniatures into an army, look up the
relevant army list entry for the first troop type. This
tells you the point cost to add each unit of models to
Your army and any options or upgrades the unit may
have. Then select your next unit, calculate its points
?ﬂd *0 0n until you reach the agreed points total.
lhn;:df::,[in L0 [hL Pnin.tﬁ. there are a few t:th’:r rules

sO¥ermn which units you can include in your

E_rmr‘ 2 SR —. :
e = detailed under Choosing Characters and
00sing Troops.

ARMY LIST ENTRIES

- I'he characteristic profiles for the model(s) in

€ach un;

Nit are 2 _ f

Profiles tare provided as a reminder. Where several
are ° 4I€ required, these are also given even if they

YPtiong],
& I.IEH_ 78 ; r . : :

€ach uni:‘ Ldf"h entry specifies the minimum size for
Neede  Which is the smallest number of models

Lo fi - - ' h=
Amayi M that unit. In some cases units also have
Mum sjze.

Amg,,, % ry lists the standard weapons and
that unit type. The cost of these items 15

:‘ the basic points value. Additional or
€apons and armour cost extra and are

Rt Q": OPFiﬂl:lg section of the unit entry.
- rg.'.-. =- i - I- ,....1..-'_;.. & k) .
..'_'- = F-r}\ ; -w:.; - :: - '_I-' .
« . ’ f et 2 1 T." _:.'F‘I".-_ é g "_
T

;‘,."!: U3

-
-

B

r_.l_'.;.';'- L

Options. Many ent

res list dj
: : St different w
and Cquipment crent we

| Options.
POINts cost for giving the;

magic items
also include
champion,

dPpon, armo

, | : ur

-rl.l'[} i p

- n;;hu.llh 4Ny additiona]
O the unit, Thic ;

, h - LIS inclhudec

and other upgrades for ch i

the option to upgr

standard

champions are

e
i

Special Rules. Many troops h
fully described earlier in this |
rules are listed as 2 reminder

4Ve special rules that are
200K. The names of these

CHOOSING CHARACTERS

Characters are divided into two Categories: Lords and
Heroes. The maximum number of characters an army
can include is shown on the chart below Of these.
only a certain number can be Lords.

Max. Total
Characters

Army
Points Value

Max.
Lords

Max.
Heroes

Less than 2.000 3 0 B
2.000 or more 4
3. 000 or more 6

4.000 or more o

Each +1,000 +2 +1 +2

An army must always include at least one character [0
act as the general. If you include more than one, then
the character with the highest Leadership value is the
general. When one or more characters have the same

(and highest) Leadership, choose one to be .lhE
start of the battle. Make surc that your

eneral at the . .
: hich character is your general

opponent knows W
when you deploy your armiy

CHOOSING TROOPS

' , = *pe on
The number of each type of unit allowed depends
the army’s points value.
Rare
Units

0-1

Special
Units

0-3
-4

Core
Units
2+

Army
Points Value

Less than 2,000

> 000 or more A5
3 000 or more 4

-+
4,000 or mOre >

" PN TN

il i 1‘ !‘#:-!,. ‘ -.:I" s -y
i - ‘."T:I"I-IJ .I" i . "y

Each +1,000




MOUNT: Gnarla.

Points: 310 WARGEAR: Morglor the Mangler & heavy armour.
MwsBs S T W I 2 ];:: SPECIAL RULES

Gorbad T :’ 5 3 j ll : {f{}ﬂ]ﬂﬂ:r[‘};.l l:n: ;:::1 pl[:::.k ::?hl:; l:u Best.

Gnarla Tty () L0 Gnarla: ThiCKk-5Kii L

AZHAG THE SLAUGHTERER |

MOUNT: Skullmuncha

b 450 T €
Points: 45 WARGEAR: Slagga’s Slashas,

' MWSBS § T W 1 A Ld Azhag's 'Ard Armour and the Crown of Sorcery
A C T aE AT C
| AZNAg TR e ,;} SPECIAL RULES
g Skullmuncha T R (o e s b S . Azhag: Get on with it.
.-'1: Skullmuncha: Large Target; Fly;
Terror: Poisoned Attacks; Scaly Skin (4+).
LB
i
I
i
GRIMGOR IRONHIDE
f} Points: 375 WARGEAR: Gitsnik and the Blood-forged Armour.
:
,§ : SPECIAL RULES: Immune to Psychology; : m ‘
Ii ~ h} WSBS S T W I A Ld Hates Everybody; Da Immortulz. TR
) 5] Grimgor =8 e W) R S T | e G
Hit b Warb
3 ’ 1
g b R
GROM THE PAUNCH OF MISTY MOUNTAIN -
1 “ann Hh:ﬁ

il " Points: 255 e .
i MOUNT: Goblin Chariot (armour save 5+). ot

- MWSBS S T W I A Ld ARGEAR

I'\;:-l{:: 4 :’ 3 1 LR S e (if‘ﬂl'tl: T'he Axe of Grom and light armour.
liblit Siny o A YRl S S Niblit: Lucky Banner.

Chariot i TR SRR R I f. :

G 5 e ‘; : - - SPECIAL RULES

B A Regenerate (Grom only); Eats Elves for Breakfast; Niblit.

THE EIGHT PEAKS

WARGEAR: SKarsnik's p

rodder and light armour.

Ld SPECIAL RULES

A :
___—“'—ll- "I <3
4 8 h, nik: Fear Elves; Hate Dwarls; Sneaky Schemes, Tricksy m |
Chbg ° 8 Gubblﬂ: Gobbla the ¢ R

ave dSquig: Down in One.

- a0 PR N
B, Py e i
ot 0 e SN S Dl ST : T
o : p iR g m. oy LR
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.......... . : ;
o WRTHOSS es v 850 l. {_i points
0 Orc WarbOSS. « + ¢+ -« s o000 L 125 points

qvagt ca -- .
o8 WArDOSS: ¢ ¢« & ¢ 4 ¢ 804 00 145 points

Bl;lfk Orc

MWSBS 8 T W I A 1d
. | P ey n sy s A
vy armq m_“ N S SR,
N f e Orce warboss &0 U090 o LD e a
I"'IH-:- L _ ¥ = ¥ /
SV wWarhoss 3 3 D > 3 | 4 L)
 Best. ajack Orc Warbos
ARGEAR
Erﬁ: warboss: Choppa.
[qﬂrmf Orc Warboss: Choppa. |
i]la;‘]; Orc Warboss: A huge array of choppas.
!
" ORC GREAT SHAMAN
DroGreat Shaman. . . .. .. . i 180 points
Savage Orc Great Shaman ... .. ... 185 points
£/ MWSBS S T W I A Ld
Orc Great Shaman 4 B TANESEE SR8 F18NS
Navaoe GIrc Gt Shaman 47 308 SR 4 SR SRS 32 S [ 8
WARGEAR: Choppa. SPECIAL RULES
Savage Orc Great Shaman:
Frenzy; Warpaint.
yed Armour.
gy GOBLIN WARBOSS
ﬁf}blin Warhoss.. = i S NG DOINES
Night Goblin Warboss . . .......... 55 points
e MWSBS S T W I A Ld
‘:_;;}h!m H":‘,H['i'][j!.‘ifi R GRR  Ge f L s R
Nght Goblin Warboss: 4 ' 5. 3 14« TATRR S A7
WARGEAR.
"GEAR: Hand weapon.  SPECIAL RULES
o 54). Fear Elves.
Night Goblin
Warboss: Hate Dwarfs.
nour. ﬂ
L\ GOBL |
Afqst: * 1o N
o preakii® N GREAT SHAMAN
: G[’jhl‘ -
n (]rtelt gh ;
H A SLQIATAL - JF s T e - 5 points

I Great Shaman

150 points

. Goblin ¢ MWSBS S T W I A Ld
3 nghl Gu;;lt:ﬂu ﬁhﬂrﬂiln 4. 2 RN A 2 11557
:‘w n (5 hh‘dl'l'lﬂn A80 3 :5 4 3 2 1 G

SPECIAL RULES
Fear Elves.
Night Goblin

G

A

.\_|'|'
R -
et
L -
-"a.r. +
ol i

reat Shaman: Hate Dym:arl’s.

SPECIAL RyLEs

H:l"ﬂgt {)r ! =
: C wjilrl[]{]\ . T

Black Ore w gk l_"““f}"; Warpai

r¢ Warboss: Quell .-";11inu:-:‘t]1.:=l.n' |

Arme o =
OPTIONS fmed to Da Teef I

& N b 0 \
Ores and davage Ores m

instead choos

mounted m

. av o P
oot may ¥ choose a greqr

4XC (+6 pts). If on
10ppa (+6 pp '
4 Spear (+3 pts). Y
¢ light armoyr (+3

dImMour instead (
R | : +06 p
carry a shield (+3 pts). 5

€ an :uldi[inn:ll ¢l
ad choose

4y Inste
A Warboss mav hay
e e _ P1S). A Black Ore may
ANy Warboss may also

May ride a Boar (+24 pts)
an Orc Boar Ch
crew (80 pts).

= o
. '

4 Wyvern (+200 PLs), or m

ard i e ay ride i
ariot -;Impl;utmg one v ride in

of the chariot's normal

May choose Magic items from the Co

! mm Yeow & corx it
magic items lists, with 1 OF Ores & Goblins

4 maximum total value of 100 pLs.

OPTIONS

* May ride a Boar (+24 Pts), a Wyvern (+200 pts).
instead choose to ride in an Ore Boar Chariot displ
of the chariot’s normal crew (80 pLs).

Or may
acing one

* May choose magic items from the Common or Ores & Goblins
magic items lists, with a maximum total value of 100 pts.

MAGIC: The Great Shaman is a level 3 Wizard.

* May be upgraded to a level 4 Wizard for +35 pts.

OPTIONS i
e Mav choose a great axe (+6 pts). If on foor may insteac

iti e - unted
choose an additional hand weapon (+6 pts). If mo

may instead choose a spear (+3 pts).

e May wear light armour (+3 pts), may also ¢ (e |
f de a Wolf (+18 pts). “igﬂ[‘l[l-‘.‘. Spider 4
hlin Wolf Chariot, displacing 0n¢
). A Night Goblin Warboss

urry a shield (+ 3 pts).

¢ A Goblin Warboss may 1
(+40 pts) or may ride in a GO
(+60 pts
(+50 pts).
7 Orcs & Goblins
« Mav choose magic items from the L(]ﬂl[li‘.il“!ll'.ilur NS 1
e R e e 1 total value ¢ : B |
. e lists, with a maximun A
magic items lists, S

of the chariot’s normal crew
may ride a Great Cave SqUig

| R 4 ! +18 puinlﬁ). or .
OPTIONS - chaman may fidé 2 wolf (+ o the
» A Goblin Great < t::I' Wolf Chariot, displacing ¢ i .

. 1. in a Gobln W
may ride in 4 (+60 ots)- a5 ke
chariot's normal crew (+O0.E nor {'l'ﬂf-‘i&ﬁ“hhm i

no
. s from the Cmn;l alue of 100 pts:

« May choOS€ magit- : tol
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CHARACTERS - HEROLS

ORC BIG BOSS

Orc Big Boss . . . . 70 points

Savage Orc Big Boss
Black Orc Big Boss .

. 75 points

.. ...85 points

I.d
o

M WSBS S
g : 1

Orc Big BOSS
Savage Orc Big Boss
Black Orc Big BOsS

-

4 5 3 3
4 6 35 4

WARGEAR
Orc Big Boss: Choppa

Savage Orc Big Boss: Choppa.
Black Orc Big Boss: A huge array of choppas.

SPECIAL RULES N5
Black Orc Big Boss: Quell Animosity; Armed to Da Teel

Savage Orc Big Boss: Frenzy; Warpaint.

ORC SHAMAN

. . 65 points

L] & L] L - - - =

.+ ... 70 points

OrcShaman .........
Savage Orc Shaman

M WSBS S A Id

Orc Shaman - A3 R
Savage Orc Shaman - B e BT

WARGEAR: Choppa.

SPECIAL RULES
Savage Orc Great Shaman: Frenzy;, Warpaint

OPTIONS
o Ores and Savage Orcs may choose a great axe (4 i
'[.IT-'.J [f“r]

* Pts) If

foot may instead choose an additional choppa (4

maounted may instead choose a spear (42 pts)

* A Big Boss may have light armour (42 Pts). A Black Oy e
L May

have heavy armour instead (+4 pts). Any Big Boss My -

%
carry a shield (+2 pts) )

e May ride a Boar (+106 pts), or may ride in an Obrc

. fj,.am,
Chariot displacing one of the chariot's normal crew (RO o
T PAS)

e May choose magic items from the Common or Ores &

magic 1LCIms lists, with 2 maximum total value of 5

BATTLE STANDARD BEAKER
One Orc Big Boss or one Goblin Big Boss in the
carry the Battle Standard for +25 pts

The battle standard bearer cannot be the army’s general e
if he has the highest Leadership value in the arm;

The battle standard bearer cannot choose any non-magies
equipment except for light or heavy armour as appropriage
They may be mounted as normal

“NEk

The battle standard bearer can have any
points limit), but if he carries a magic banner |
any other magic items

OPTIONS
* May ride a Boar (+ 10 pts)
* May choose magic items from the Comu

magic items lists, with a maximum to

'he Shaman is a level 1 Wizas

MAGIC:

* May be upgraded to a level 2 Wizard |

ORC 6 GOBLIN MOUNTS

M WS BS Ld

A\
Wyvern g D : 2 6
Gigantic Spider gan 0 4 _ e
Great Squig 3D64 0 3. 5 3
Boar 2 0
Giant Wolf 9 3.0

SPECIAL RULES

fareel +- FIv llnl?-l.]l‘.‘lt'd

“;'}"bfl’ll; 1-“}-:.1' lerror "*1._.13‘1 SXin 4

ALtacks

Gigantic Spider: Poisoned Attacks; W all-crawiers

Great Cave Squig: May not join units

Boar: Thick-skinned; Tusker Charge

Hate Dwarts, Boiiing®




. cOBLIN BIG BOSS

-------- .« 35 points
: T O T

Goblin B18 oty

T

G e e T 50 points
..hlin Big BOSS . . . . .. -

. hﬂhll“ T

?'Ilght

MWSBS S T W T Ad

i 3 b, 4 i 2 3 4 i
g i 1__.".*':
h{tlh“” Big X o Boss 4 } 3 i 2% F
3 iy ', I -
Da (44 @ g | weapon
i 15 - . Hand W
). ] If ﬂ\H[ThtH
orTAL RULES
Bia[_‘k ”ri:“ ..F}f[ﬂ
5“5‘5 m'h Fear Elves. ahs
> May ol ht Goblin Big Boss: Hate Dwarts.
Night &
| aAn Ore : :
) | TONS ' ' ay instead
Crew (80 pi OPTIC hoose a great axe (+4 pts). If on foot l‘.;ll |
- | e May CROOSL « , I +4 pts). MOounteg
Jrca&um : .h.ﬂ**t‘ an additional hand weapon ( PLS)
= CITOUK ' : - . 5).
of 50 pts ~av instead choose a spear (+2 pts) ety
e ; +2 pts), and may also carry a shielc
(+2 pts).
the army

S general eveq
ny.

- soor S0 COBLIN SHAMAN
ic banner m‘&

5 Ints
nEnIShaman' . o e 55 poi
: ints
Night Goblin Shaman ............ 50 poir
MWSBS S T W I A I{d
B ; i -
Goblin Shaman S ?"} 2 - : ;
Night Goblin Shaman 4 2 = Mo It B oy L

WARGEAR
Hand Weapon.

SPE[:]M. RULES
_ Gobli® Fear Elves
Orcs &

Night Goblin Shaman: H

ate Dwarfs.

* A Goblin Big Boss m

(4 40) PLS) Oor m:
one of the Char

101’s Normal ¢
Big Boss may rj

de g Gire

* May choose MAGIC items
m

: . ﬂih]'ﬂ:li'ing
g AL ' ight Goblin
at Cave Squig (+50 pts)

from the Common

4B1C 1tems lists. with g Maximum e

Or Ores & Gobling

al value of 50 pts.

2 Boss or

one Goblin Big Boss In :
: 1 S the army may
carry the Battle Stand; ey

ird for +25 pts.
The barttle standard bearer cannot be the
if he h

as the highest Leadership valye in the army,

The barttle standard begarer cannot choose
Cquipment except for light o

They may be mounted

army's general eyen

40y non-magical
r heavy armour a5 Appropriate.
4Ss normal.

The battle standard bearer can have
points limit), but if he ¢

4ny magic banner (ng
AITIES a4 magic
any other magic items.

banner he cannot carry

s ide a Wolf (+12 pts), or may ride
* A Goblin Shaman may ride a Wolf (+12 | ), o
in a Goblin Wolf Chariot, displacing one ol the ch: :
normal crew (+060 pts). g
o or Orc:
M hoose magic items from the Commor
* May Cchoo:! dg

ith a maxi otal value of
Goblins magic items lists, with a maximum {
y O D - A

50 pts.

..--_ - I-

T ‘haman is a level 1 Wizarc |
MAGIC: The Shaman 18 o
M‘:::v be upgraded to a level 2 Wizard f¢
LY \
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CORE UNITS

ORC BOYZ M#’
L . e OPTIONS 7

ints 'l'tlﬂdf]' 5 Unit DAz i e Any unit may be t:!_ulipp{'!l with one of the fuiifj‘-ﬁ.lﬂg f Fﬁ

o - Ld V»'L'-LIFPUHH: additional choppa (+2 pts/modely. Spear -j-ﬂﬂ
M WS BS j: T T - *1 = (+1 pt/model). 1
O By D : ] E | . Anv unit may be equipped with shields for +1 pq model |
S 5 4 - -

Orc Big Un ks .r, i i e Ay i » Upgrade one Orc to a musician for +5 pts.
T - LA S B SR " i
Orc Boss . Upgrade one Orc 10 2 standard bearer for +10 ps,
WARGEFAR: Choppa & light armour. . Promote one Orc to an Orc Boss for +15 pts

e One unit in the army may be upgraded to Big "Uns for
+ 4 pts/model. A unit of Big "Uns may carry a Magic Standarqd

worth up to 50 pts.

ORC ARRER BOYZ

Unit Size: 10+ OPTIONS

ints/ ]1: 6 e
Points/mode * Upgrade one Orc Arrer Boy to a2 musician for +5 pts

MWSBS S T W I A Ld * Upgrade one Orc Arrer Bov to a standard bearer for +10 pts
i E ] y - .-} - . : 3
1 Orc Arrer Boy S e LN T S * Promote one Orc Arrer Boy to an Orc Boss for +15 pts
i - - : ‘ -
; Orc Boss Ll Uapr o L Bl TR R A

WARGEAR: Light armour, choppa & bow:

A
b il | e b G fnpa,

SAVAGE ORC BOYZ

- .'--_ll?-l-l'h-';-l-u- o

1-1-,-"1.”#'4-"& il
i
¥ - ;E
il AR

b e
g
L

WX

Points/model: 8 Unit Size: 10+ OPTIONS _3
* Any unit may be equipped with one of the following |
¥ ¥ . B . -j
| MWSBS S TW I Aild weapons: additional choppa (+2 pts/model); spear :
hakrug{: {-}r'.: ..i. % g - 1 ] — ; u ‘ .H
; | : a W Seo S Ml Ligely My (+1 ptmodel); bow (+2 pts/model) B ]
Savage Orc Big 'Un DAL G e T R R [ e T A ! ' hields f ] ; '
R : : = ANy unit may be given shields for +1 ptmodel 10
Savage Orc Boss e Y S s S | g r +1 pt/mode % 42 Boss
" s * Upgrade one Savage Orc to a an f > ;
- ak : . AV : a musician for +5 pts
WARGEAR: Choppa 8 ; ; I i
* Upgrade one Savage Or ; lard hearer e =10 IS R
~ PR Br avage Orc to a standard bearer o D pts £ ¥
SPECIAL RULES: Frenzy, Warpaint iy : : b i th

* One unit in the army may be upgraded to Big "Uns for +4
pts/model.

GOBLINS

Points/model-
5 Unit Size: 20+ OPTIONS

s % ] . i ' ' . : .
Goblin MWSBS s T Walh' A 14 ;‘”1‘ Unit may either be equipped with spears or short bOowWs
, 3 4. e, : or +1 PUmModel]
Goblin Boss 4 2 2 ; 5 L 28] 6 * ANy Unit n
WARGE Hand g Y0 SR AE ) &6 s may be Cquipped with shields for +1 pt model.
‘AR: Hand weag A * Upgrade . e mdnl
B o pon & light armoyr Pgrade one Goblin to 4 musician for + pts.
R L RULES: Fear Elves, * Upgrade one Crobl; f
G e 3 N 1O a standard bearer for +8 pis.
TOmote

2 8 .y " - : :
<17 A€ Goblin to a Goblin Boss for +8 pts.




Unit Size: 5+

MoWS BYS. & T oW - AT
i
m/’ : .; 'I" :’: : | 2 I §
wolf pider BOSS At o7 e L el
\ & Jetie o Too 0 e B
the ol Gian! wolf g
nodey e 2R: Hand weapon & light armour
"L WARU
‘ 1 LES: Fast Cav: iry; Fear Elves.
1 pt Modg] 5pﬂlu RL
15
2 H“E ln S for

points/model: 13 Unit Size: 5+

MWSBS S T W I A ILd
Spider Rider £52 3° 3L BRAESINEIENG
Spider Rider BOsS 4.2 A S S s 6
Giant Spider 7B 0 S | aSgas | Se
r +5 pis. WARGEAR: Hand weapon, spear & shield

. 110 nts e v - : .
rer for +10 pis SPECIAL RULES: Fast Cavalry; Poisoned Attacks (Spiders

for +15 ps. only); Wall-crawlers; Fear Elves.

NIGHT GOBLINS

Points/ )
S‘model: 3 Unit Size: 20+

(not including Fanatics)

fOREST GOBLIN SPIDER RIDERS

of the followi™
modcl; P N MWSBS S T W I A Ld
Bt Goblin : —
1I1'llghTL{ B F MR AR Y S 3 1 2 1 P
% b 10blin Boss M D 5 G
fo 0 =2 dhatic R e - .
+5 pts ARC 2D6 = = & 5.2 e 3G U
g ARGEA
er for 107 SPEC AT apon & shield.
BOSS for 4 i LES: Hate Dwarfs; Fanatics; Netters; Fear Elves
nig s
0
pﬁﬂrﬁ' OF e

S
nig: ﬂhuI s
YOu must include in your army.

MWSBS § T W

unt towards the minimum number of

I
ﬁ_hé 220 2 2 3 3
’*4? L N

A Ld
3 4

OPTIONS

. ' '
Any unlt Mmay h{:

equip

ars for -
or +1 pu I‘I'ln{lu il PtVmode]

ay be Cquipped
longer count as J;

'\"“3 unit m
but will no

Upgrade one Wolf Rider to a st

¢ Pr : ¥ andard begare
omote one Wolf Rides to/aig er for +12

B pts.
Olf Rider Boss for + 17

pts.

OPTIONS

* Any unit may be equi )
y unit may be equipped with short bows for +1 pt/model

. T - . . u " a
Upgrade one Spider Rider to a musician for +6 pts

e |] - » d e b b .
Upgrade one Spider Rider to a standard bearer for +12 3

B didn. - SHD . >
Promote one Spider Rider to a Spider Rider Boss for +12 pts

OPTIONS

e Any unit may <
or exchange their
additional cost.

for +1 ptmodel,

ther be equipped with Spears
hows at no

shields for short

' i LS 35 pts.
Any unit may be equipped with nets for +33 pt

Night Goblin to 4 musician for T4 pts
L arer for +8 pis.

r + 8 pLs.

Upgrade one
one Night Goblin 1O

e Night Goblin to 4

- " 4 standard be¢
_Iflgrﬂ'l’; .

y Night Goblin Boss [0

3 * on
Promote +25 pts/ Fanatic).

zanatics (7
Any unit may conceal up 10 3 Fan




SPECIAL UNITS

» BLACK ORCS

LY rih M OPTIONS
Unit Size: 5+ . Anv unit may be equipped with shields

Points/model: 13 for +1 Pt/mode|

BS S T W I A r.d « Upgrade one Black Orc to a musician for 46 pts.
M WS BS . - - gl
T SR VI e Lt e st e Upgrade one Black Orc to a standard bearer for + 12 pes
Black Orc I e T S a .
; : . . » Black Orc 4 Black Orc , ;
Black Orc Boss G T (. R e Promote one Black Orc to a Black Orc Boss for +20 prs.

* ¢ unit may carry a Magic Standard worth y Y L :
ARGFAR: Heavy armour. On P 1o 50 prs

SPECIAL RULES: Armed to da Teef.

ORC BOAR BOYZ

& . ]Tl{}Nl‘i
, gt ) - - Unit Size: 5+ O3 : | :
Points/model: 22 * Upgrade one Boar Boy into a musician for +7 pts.
i
: MWSBS S T W I A Ld * Upgrade one Boar Boy into a standard bearer for +14 pls
Boar Boy 5 LS T TR LB e * Promote one Boar Boy to a Boar Boy Boss for +17 pts.
; Boar Boy Big 'Un O T i 1 3 i o * One unit of Boar Boyz in the Army may carry a Magic
o , : .-__.- F __,.-" , o F = o oy i..“
i SRRy 0SS Rrag AR ST T Standard worth up to 50 pts.
liE Boar et QA e g 0T S ] % S 364
Hi * One unit in the army may be upgraded to Big "Uns for :
1f WARGEAR: Choppa, spear, light armour & shield. +8 pts/model. | _—
i ]
i3 SPECIAL RULES: Thick-skinned; Tusker Charge. ezt
i
2 Wolf

SAVAGE ORC BOAR BOYZ

- _-.-..-.w.-l—n.::.-_-‘ e e T T

e e I ey et

|
1 - . i - - - N - & ¥
i Points/model: 21 Unit Size: 5+ OPTIONS
;;Ij * Any unit may be equipped with spears for +2 pts/model
;#' 1 MWSBS S T W 1 A Ld and/or shields for +2 pts/model.
: t! Boar Boy Y B W R P Ve (R * Upgrade one Savage Orc Boar Bov i P =
| Boar Boy Big 'Un g AR eI L s 'PBr Qdvage Urc boar Boy into a musician for +7 pts.
| Boar Boy Boss T L TN B D in - * Upgrade one Savage Orc Boar Boy into a standard bearer
H ; A4 ; / for + 14 pts.
_; Boar R e VRIS { pLs
f : 7 T ® 3 § L g . iy [ — =
i WARGEAR: Choppa. Fromote one Savage Orc Boar Boy to a Savage Orc Boss for +17 pis.
- * One unit of Savaee : . T T
F IR Thi : savage Orc Boar Boyz in the army may carry a
b! ECIAL RULES: Fhick-skinned: 'I'uﬁkcr(?h:lrgu- Frenov. Magic Standar - : Oyaun Clc atul | :
Warpaint., : Zy; HABIc standard worth up to 50 pts.

One unit in the army may be upgraded to Big 'Uns for

+8 pts/models.

A ORC BOAR CHARIOT

Puintsfmudtl: 80

Unit Size: 1

: ARMOUR SAVE. ..
Crew: 2 Orcs. AVE: 4+

Drawn by: 2 Boars WARGEAR:

Fhe crew are equipped with choppas and spears:

The ['h'l['u]l [ .

- M WS BS ¢ f 148 scythed wheels.
Chariot 39 8. ) WOl A ILd SPEC

| R~ AT ~  XECIALRULES: T\ sken PR
Orc _ o AP0 WS N + tusker Charge.
Boar ; o BELTR R 2980 . o OPTIONS
| ﬁ- K i ] -i','l. R .

% aull ) | R ny chariog may include

an extra Ore crew model for +5 P8 <

=
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-
g
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+7 pts.
rer for +14 PIs.
for +17 ps

1y carry a Magic

to Big Uns for

Unit Size: 5-10

u"

omodel: 1 >

GHT GOBLIN SQUIG HOPPERS

SQuig

Paims-'tcnm; 30

MWSBS S T W I A 18
)

mr TP e e G 6 PRSI T T &

MWSBS § T W I A ILd
mﬁ‘hl i - SR Fs R i | |
;Lq.uiil " SRR TR ) W YR e 1 ) O

TARGEAR: | [and weapon.

GOBLIN WOLF CHARIOT

Points'model: 60 Unit Size: 1

Crew: 3 Goblins. Drawn by: 2 Wolves.

: MWSBS S T W I A Ld
Chariot e e iy R e
Goblin 2 2 e 3 DETAEEG
Giant Wolf S IS TR il I e T

GOBLIN ROCK LOBBER

Points/; .-
nodel: 70 Unit Size: 1

[.1” | x
Cw: 3 Goblins.

mr MWSBS S T W I A Ld
'[}[].htm e e T DS e O
Ore Byjjy 42030 ARSHET 8D 1REC

: R e e i A B AR B e

OBLIN SPEAR CHUKKA*

Unit Size: 1

“Lz
Gobly,, o
" ] - 3
Uiy hoice “Peay Chukkas count as only 1 Special

WARGEA R: Hand W

el ‘Capon |
SPECIAL RULES: Jy.
Hniiing! ;

45 many teams

185). You can buy
the unit.

them together to form

SPECIAL RULES: Hate Dwarfs:

S[ L”r_ ¥ ll B T o . i
Immune to Psychology. {ig Herds; Wild Squigs:

ARMOUR SAVE: 5+

WARGEAR: The crew are equipped with hand weapons, spears
& short bows. The chariot has scythed wheels,

SPECIAL RULES: Fear Elves

OPTIONS
* Any chariot may include an extra Goblin crew model for +3 pts.

* Any chariot may include an extra Wolf to pull it for +3 pts.

WARGEAR: The crew are equipped with hand weapons.

SPECIAL RULES: Rock Lobber; Fear Elves

OPTIONS %
e An Orc Bully may be a : _
‘encourage’ the Goblins for +5 pts. H

sars i armour @anc
crew. He carries a choppd, wears light am

ordinary Ofrc.

dded to any Rock Lobber unit

e counts as part of the
{ is an

i hand weapons:

I‘ I: - . . k_kai I car

Chukka unit 10
OPTIONS Bully may be added Iﬂ}‘;ﬁ;ﬁ a5 part of the
« An Orc . the Goblin for +3 pts- .
‘encourage [

He carries 4 choppa, WE&r




RARE UNITS

) . pECIAL RULES: Trollish Types; Fear; Stupidity.
y Unit Size: 1+ :H,Pl i X NS ate
Points/model: 40 [roll Vomit; Regencrdie.
w I A Ld OPTIONS

* ' ! « Anv Troll unit may be upgraded to a unit of either Stomng

Trolls or River Trolls at +20 pts/model.

M WSBS S T
G IR e e gk

Troll

WARGEAR: Trolls don't need to carry normal WL‘:![’H'H*I.‘:-I.
: - H i ey B e "I

though they often have a club. bone or bit of tree (these cout

as hand weapons).

\' COBLIN DOOM DIVER CATAPULT

Points/model: 80 Unit Size: 1 WARGEAR: The crew are armed with hand weapons.

SPECIAL RULES: Doom Diver Catapulrt; Fear Elves.
Crew: 3 Goblins.

Catapult
Goblin

ints/ S Terie ©2
Points/model: 40 Unit Size: 1 ARMOUR SAVE: 6+

*Note that 1-2 Snotling Pump Wagons count as only WARGEAR: The crew are armed with hand weapons.
I Rare Unit choice. SPECIAL RULES: Oi! Pedal Faster: Stubborn: Immune to

| | Psychology; Chariot: Crunch!
Crew: Numerous Snotlings.

M WS BS
Pump Wagon 2D6 -
Snotling crew e M

Points/model- 205

Unit Size: 1 ‘ARG
WARGEAR: A big club (hand weapon)

I i Ld SPECIAL RULES-
s = Longshanks: Fall (

Giant 3 3

Large Target; Terror: Stubborn;
ver; Giant Special Attacks.

M WS BS T W
> 6







special Rules

LORDS
Azhag the Slaughterer
Shegelirmniche
Black Orc Warboss
Goblin Great Shaman
Goblin Warboss
(;orbad lronclaw
(rnaria
Grimgor Ironhide
Grom
Niblit
Chartol
Giant Wolf
Night Goblin Great Shaman
Night Goblin Warboss
Ore Great Shaman
Oire Warboss
Skarsnik
(robbida

g

ot

|

RS IR S T TR I §

kN |

B e W W e B

ot on with it!
Large Targel, Fiy,
Quell Animosity, Arm
Fear Elves
Fear Elves
Na Boss 'ds

sorror Poisoned Attacks, Scaly Skin (4 +)
ed to Da Teef

a Plan, Orcs are Dt Best

ticl.skinned, Tusker Charge
rhick-skinned, Tus ge
fraerrisinie 1O Psyehology, Hates Fveryvbody, Da Immaortulz

Regenerate, Eats Fives for Breakfast, Niblit

Fear Flves, Hate Du arfs

Fear Elves, Hate [ hvarfs . |
Savage Orc Great Shaman has: Frenzy, Warpaint

Savage Orc wWarboss has: Frenzy, Warpaint
Fear Elves, Hate Dwarfs, 51 waky Schemes, Tricksy Traps

Gobbla the Cave Squig, Down in One

Special Rules

HEROES

Black Orc Big Boss

Goblin Big Boss

(Goblin Shaman

Night Goblin Big Boss

Night Goblin Shaman

Orc Big Boss

Orec Shaman 4

(W RRY | R ISR N I

Ihlﬂmtutulur\_#

A

Ld

Queell Animosily, Armed to Da Teef

Fear Elves

Fear Elves

Fear Elves, Hate Dwarfs

Fear Elves, Hate Dwarfs

Savage Orc Big Boss has: Frenzy, Warpaint
Savage Ore Shaman has: Frenzy, Warpaint

Special Rules

INITS
Black Orc (Boss) 4 4(5)
Fanatic 2D6 -
Griant 0
Goblin (Boss) 4
Goblin Doom Diver Catapult -
Goblin Rock Lobber
Goblin Spear Chucka
Goblin Wolf Chariot

Goblin

Gedanit Wolf
Goblin Woll Riders (Boss)
Night Goblin (Boss)
Ore (Boss)
Orc Big 'Un
Orc Boar Chariot

Chre

Hogr
snotling base 4
2D6
Spider Rider (Boss) 4
Squig 4
Suig Hopper AD6
Troll G

sSnotling Pump Wagon

MOLUINTS M WS

M WS BS

3

BS

_;_ﬁ“

-
T

% N A T R I R

te ' b |

1{2)
D6

1(2)

o)

10}
spet al 10

0

==

Armed to da Teef

Fanatics (see Bestiary)

Large Target, Terror, Longshanks, Fall Over, Giant Special Attacks, Stubborn
Fear Elves

Doom Diver Catapult, Fear Elves

Rock Lobber, Fear Elves

Spear Chukka, Fear Elves

Chariot

Fear Elves

Fast Cavalry, Fear Elves

Fear Elves, Hate Dwarfs, Netters
Savage Orcs have: Frenzy, Warpaint
Savage Orcs have: Frenzy, Warpaint
Chariot

Tusker Charge

Immune to Psychology, Stubborn

Oi! Pedal Faster, Chariot, Crunch! Stubborn, Immune to Psychology
Fear Elves, Fast Cavalry

Squig Herds, Wild Squigs, Immune to Psychology, Hate Dwarfs
Hate Dwarfs, Immune to Psychology, Skirmish, Boiiing!
Irollish Types, Fear, Stupidity, Troll Vomit, Regenerate

Special Rules

Boar

Giant Spider
Giant Woll
Gigantic Spider
Great Cave Squig
Wyvern

d ./

-
R v

2 '-‘l.t-:‘ -'-.‘ ‘
ri *"I-Iqu-----"t-._
=l '.n

.‘.}' 1 3 e :

o g
.
I+ -r_ L] -

0
()
0
0
0
U

Thick-skinned, Tusker Charge
Poisoned Attacks, Wall-crawlers

Potsoned Attacks, Wall-crawlers
May Not Join Units, Boiiing!
Large Target, Fly, Terror, Poisoned Attacks Scaly Skin (4+)

FALLEN GIANT
TEMPLATE

To make your Fallen
lemplate, first photocopy this
page and stick it to a piece of thin
card (cereal packets are ideal).

Gilant

Then, carefully cut around the
dotted line with a sharp pair of
scissors or a craft knife.

O Copyright Games Workshop 2000,

Permission is granted to photd it 2 A
this page for personal use OREE
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yes focus on the models that make up the Ores & Goblins
Tt :

_ : army. There are painted
(lowing P: acters and units, plus information
 f - the various characters a ¥y PR <

about the banners
iy

and irnnngr;iph}'
‘hes that you can use to personalise your army.
s ] & i 3
kin (ri

El:r. er{.t-l"ﬁ

immiune to Psychoigy

-hology, Hate Duars
mish, Boifing!

Regenerale




Warboss on Boar:

Warboss on Boar, with spear and shield
with choppa and shield
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Gorbad’s tropby
Crorbad Trone feiu
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Solland Kunefang
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BLACK ORCS
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Black Or¢ Warboss Black Ore Warboss Black Ore Warboss
with Lregl Wedfon wWith teo che WS rith ereat weapon
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Meiny yavage Oyrcs
promitive park Made wear crudely daubedd
of animal skins warpaint,

yavage Ores e i

capaee Ore Shaman
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savage Ore mob with additional choppas
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Croblin Shaman Goblin Warboss

' in She " Groblin Warboss
il with two band weapons

with preat weapon

Black and
I white dags are
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(coblin tribes.
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D . Goblin Big Boss with heind
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Goblin Wolf Chariots




WAR MACHINES

Spear Chukka and Goblin crew

Goblin Doom Diver Catapult
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Vight Goblin Warboss Vight Goblin Warboss

with band weapon
and shield

\ II_:,_E'.II:.}J:‘ 'fj'l".i'.'l,.':',."lf};' il;;j'!')!irj_x_\,
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with great weapon

with two band with great weapon
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I'be Night Goblins urnlleash their Fanatics




Night Goblin
Boss

Night Goblin wi
‘;w”f;”” ” ; .r:';}.bfufff Night Goblin Nioht Cobli
| and shield with net _ ivig .11:; Goblin Night Goblin
()5S
: . : Big Boss

Night Goblin
Standard Bearer




A Snotling mimics the
ian and standard
Orc

The Pump Wagon 1S
propelled by straining
Snotlings.

music
hearer from an
Boyz mob.




SKARSNIK AND GOBBLA
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ORC AND GOBLIN TRIBES

_and certainly not sO organised as to wear uniforms. Despite
tinguish individual bands or tribes. Many plavers like
warriors of a particular tribe. This page
| free to invent more!

Orcs and Goblins are a ragtag bunch

ain colours and symbols serve 10O dis
army, to represent the

ds and banners — fee

this., cert
to ther
provid

ne their mobs, or indeed entire
¢s some example colour schemes, shiel

o

ﬁh—aél—ll“

Da Red
Fang tribe

tribe

Da Splintered
Bone tribe
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e = i 4 e RS T i e B L TR

Ihis main colour of this unit of Red Sunz Orcs
is red, signifying war in anyone'’s language.

Qres are notoriously lackinge \W"’
.I"H'. subtlety, and so the banner \
H,f the Broken Tooth tribe

Jeatures a broken tooth!



Moonjatt

Forest (;oblins

Creeping
Death 1 ‘orest
G;oblins

¢ on the

me At 2§17
mark
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f jhl.“‘-l iYes
ce tribe.

)i Rurnin " K
Bad Moon icon . !“
! NS, %

ur of this unit of ke e
o, Scabby Eye
,_ Goblins
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COLLECTING A GREENSKIN HORDE |

against any opponent, It has been o hosen

This Orcs & Goblins army is a well-balance d force that will do we 1
of army for wWarhammer battles The backbone of the army CONsists

to a total of 2,000 points, 4 cOmMmMoOn S1Z¢ h
Augmented by the presence ol the general and battle

of mobs of Orc Bovz, Boar Boyz and Black Orcs |
standard bearer these units pack a helry punch that can rush most foes. The Giant and the war machines Are

there for anvthing the Core units cannot vanquish.

Orc Arrer Bovz Forest Goblin Spider Riders

This is a2 unit of 10 Bovz with light armour, bows _ A, : I'his is a unit of 10 Forest Goblin Spider Riders
with hand weapons, spears and shields. The uni

and choppas. It costs 60 points

has a Boss, a standard bearer and a musician. It

e — e —— S W e ————— &

costs 160 paints

|
!

Orc Bovz
I'his i1s a unit of 16 Boyz with light armour, shields

| ' Black Orc regiment
and i noppas 'he unit has a Boss. a standard : e

115 15 @ Wil ",-f: 1) |’J,||,Er { Iri r
bearer and a musician. It costs | 20 points L his 1s a4 ur . -_ . . .
shields, and lots of choppas . unit has a Boss, a
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Groblin Spear Chukka

o g Boss Backstabh
’-"_ light armo
BEKY's Dirk and , shield
BEkStabba costs

4 (Goblin

Ir and carries

H;“wmlf!ih

Urc Bovz

I'his is a unirt ol |

1O Bovz with light

o] 5] B | and ¢ !1::;*11_;~. BiTeR|

riyad | 1 s
AUNAE A0S il BVOSS

: _ e standard bearer and a musician, It ¢
Cracktoof da Shaman (Orc)

Cracktoof is a Level 2 Wizard. H
tarnes a choppa and a Dispel

»Croll. Cracktoof costs 125 pOINts

¢

N E—— —— e —— — e ——

DO s Dorak ¢
-:{ tle stan &
A Hug;,;'-. Banner of Bur .i
R Choppa. §1e wears lighg

a4 Shouta (Orc)

Warboss Bragor Skullerack (Orce)
ard t]|';||| r. H

I'he army general. He wears ligh
darmour and Bigged's Kickin® Boots

He carries a choppa and a shield
”I'.l".;ilj[ COsis 156 PLHNES

1%

BME and i a4 Boar Dorak
134 POings
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