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NTRODUCTION
(AAAAAAAADAALL ALAVE

Orks live for battle, and want nothing more than to fight and to kill. Their resilience and belligerence are all but unmatched
by the other races of the galaxy, and their immeasurable numbers threaten to crush all who stand against them.

The Orks are formidable enemies o face in batile, cach a
brutal, simplistic and highly aggressive warrior: For these
barbaric monsters, war is its own reward. They believe
above all that might makes right, and will fight whoever
and whatever they have 1o in order to prove it Their ultra

violent sense of humour and incredible tolerance for injury

mean that death and loss are almost meaningless concepts
10 the Orks. Most greenskins think litde about the future,

and are content to fight, eat and steal what they want, then

fight some more. Yet when an especially powerful Warboss
rises up from the hordes to command the wibes, the Orks
are driven into a frenzy of conquest that can consume the
stars in a green tidal wave of violence and destruction - a
ternfying Ork Waaagh! that few in its path will survive

?

‘WARHAMMER 40,000
If you are reading this codex, then you have already taken your
first steps into the Warhammer 40,000 hobby.

Warhammer 40,000: The Rules contains all the rules

you need to fight batiles with your Citadel mimatures, and
every army has its oun codex that acls as a definitive guide to
collecting and unleashing it upon the tableto battlefields of the
Warhammer 40,000 unverse. This codex allows you to turn
sour collection of Orles inta @ mitghty horde that will stomp your
foes into red ruin.

ORKS

Ork armies are anarchic, barbaric throngs whose numbers
and variety arc mind-boggling. Swarming hordes of Orks
and grots pour toward the foc alongside clanking, smoke-
belching armoured tanks and walkers. The sky is filled with
roaring aircraft, while ramshackle convoys of bikes and
buggies hurtle off ahicad, desperate to be first into the fight.
Bizarre artillery fires whistling shlls and blasts of cnergy,
while weird inventions flash and buzz The Orks are a deadly
and unpredictable force, so get ready for the Waaagh!

HOW THIS CODEX WORKS

Codex: Orks contains cverything you need to collect your very
own greenskin horde and lead it to victory n your games of
Warhammer 40,000,

Within these pages you will find the definitive guide to
Orks, their violent history and nefarious empires, and the
many, many wars they have unleashed upon the galaxy

You wall also find a showcase of beautifully painted Ork
miniatures exhibiting all the brutal ferocity of their
murderous race. Finally, you will also find a full description
of cach Ork unit, the rules for its use, and an army list that
enables you to organisc your collection of Citadel miniatures
into an army worthy of the mightiest Warboss. Gork and
Mork are waiting to be impressed, so get the Boyz together
and get ready 1o fight!
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On occasion, an Ork leader will emerge who is mighty
enough to defeat his rivals and unite the varring tribes His
success draws other tribes to him, and soon a great Waaagh
s undenway - partly a migration, partly a holy war that can
exterminate the populations of entire star systems. When the
Orks are on the rampage, the galaxy trembles, and in these
dark days there are more Waaaghs! rising than ever before

THE ORK

Orks have but one philosophy: might makes right. They
believe that the weak must suffer the rule of the strong
Over the countless millennia in which the greenskins have
waged their wars, not one Ork has ever doubted this for a
single moment. This unshakeable sclfbelie is perhaps the
most dangerous quality of the Orks, for they will never give
up undil they plunge the galaxy into an cternal war

The Orks rule their barbaric civilization with an iron fist.
Ugly and violent creatures, they are the dominant life form
of a race that includes the smaller Gretchin and Snotling
sub-species. Orks see themselves as the toughest race in the
galaxy, mightier by far than humans, Eldar or Tau. To prove
their point, the Orks are more than willing to fight and kill
everything that crosses their path

Orkoid physique itself is so robust that it can withstand
wemendous punishment. They feel surprisingly lttle pain,
even from the most grievous of wounds, enabling them to.
fight on whilst homnfically njured and even for a short while
after being techmcally dead. Itis believed by some who ;
these brutes, albeit from afar, that this goes some sy g -
explaining the greenskins' ltraviolent sense of e
pain and fear mean lide o them, they are highl el
and amused by tre reactions of their weake, 1" HEES
hack them apart, the screams of terroy oo
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A typical Ork stands around the same height as a
hough he would be much taller were e (0 stand yp g
instead of being hunched 0ver, 4 s his normal stance, iy
his frame is extremely muscular and solid. An Okl gy
Jong and heavily thewed, knuckles almost scraping e u:z
as he lopes around, and his gnarled hands end in alogeg

fingers capable of tearing an enemy’s throat outwith exge

The skin of an Ork is green and leather-tough, and his

s dotted with scars, scabs, pock-marks and parasites. Hi
<kull is extremely thick, able to absorb impacts that would
cave in 2 human head. His heavy brow shades blood-red
eves, afire with the need to kill, Jagged fangs jut from a
heavy jaw that would not look out of place upon a far lager
predator, and when an Ork speaks, it is in a slov, grufftone
thick with saliva and guttural curses. His words are sparse,
brutal and straight to the point.

THE LOST RACE
Many of the move civilised races of the galaxy speculatel
whee the scemungly omnipresent Ork race came o, Ork.
Legend is generally passed down by the Runtherds, those
specialise in the breeding and traming of Gretchin, Snal
and other squiggly beasts. They speak of a legendary caste
greenshins who created the Orks of today as a warriar el
protect their own. Difficult as it 1s to believe, this ancie
was supposedly very intelligent, and held domanion over
| other greenskins. They were said to be much smalle than
servants, and bred the Orks to be as strong and fierce 65
Lo protect them from predators and anvaders. These mystesiss
figiures, named as Brainboyz in some of the few Ok legends
that exist, are said to have developed amazing: tech s
directed the greenskins in their expansion across lhe:
great tragedy must have befallen them, however, for 1y
exist today (if they ever did). Some Ork legends tell of
Plague that lasted for many centuries, causing the BTait
to dic out or devolve. Others fondly imagine that they
cven mon warlihe than their servants. These siaunch
violently assert that the Brainboyz toak the biggest Gri¢
going and set off to find the ltamate war: Perhies!
there still, fighting somewhere beyond the stars.

Whatever the truth, the Runtherds tell of how the:
steps to preserve what they could of their knouledge
that they used strange sciences lo enginee pure
the bodies and minds of their slaves. Many @
Biologas of the Imperium theonse that this 15
such & wlatively high level of technology, thei
hardwired into therr genes. Whether or 110k the I
R:;ulhmlx or the theories of the imperium contatn &4
s largely irvelevant in any case. The Orks =

brtish  an o ot Ty are il
the extreme, and they couldn’t care less how the)




~ THE SIMPLE LIFE

One of the greatest strengths the Orks posscss is the

simplicity with which they approach their existence. For
an Ork, the universe is an incredibly straightforward place,
free of the angst and worry that plagues most other races
Orks don’t try 1o influence their own destiny and get
frustrated when plans don’t work out as expected. They
don't look for something to blame (except perhaps the
nearest Gretchin or a hated nival ribe) and certainly do
not reflect on weaknesses in their own way of doing things.
They just try again a different way, usually because they have
forgotten how they did it the last ime. Thus the Orks make
remarkable progress by trial and error, without counting
the cost. Meanwhile other races steeped in high-fown
philosophy fall into the same traps time and again, doomed
to stagnate and decline, unless of course they are first
conquered by the Orks

So lang as the average Ork has someone to fight, someone
bigger than lum to tell him who to kill next, and someone
smaller than him to beat up, he will know contentment.
Orks don't tend 1o go hungry as they can cat virtually
anything, even grots, Snotlings or onc another at a pinch
Greenskins have no concept of cannibalism or the moral
outrage that accompanics it, as it is only natural that

the bigger Orks should live at the cost of those weaker
than themselves. With war and killing as their only real
motnators, most Orks have little interest in gathenng
matenal wealth or luxuries. The one exception to this is
a desire to possess ever bigger and louder weapons and

vehicles. An Ork will go to almost any lengths to get his

ads on a louder shoota or faster buggy. He will obsess over
its acquisition until the exact moment he has it, at which
point his eye will stray 1o something even bigger. .

In greenskin society, teeth are used as money and form the
entire basis of the Ork cconomy. The teeth, or 'teef’, must
be big, sharp, ivory-like fangs to have any value - those of
races such as humans or the Eldar are just 0o fiddly and
pathetic to have any real worth. The Orks have used teeth

s money since time immemonial, It is a natural form of
currency, which is particularly useful as Orks shed and
replace their teeth every few years. This means that the
number of teeth in circulation never diminishes enough

1 create a shortage, and that no individual Ork can be
reduced to dire poverty for too long. This simple approach
10 an issue most civilisations agonise about is typical of the
pragmatic attitude of the Ork race

“EitE ORKS ARE TIIE FINNACLE OF CREATION. FOR THEM, THE GREAT
STRUGGLE 15 WON. THEY IIAVE EVOLYED A SOCIETY WHICH KNOWS
NO STRESS OR ANGST. WHO ARE WE T0 JUDGE THEM? W ELDAR

WHO HAVE FAILED, OR THE HUMANS, ON THE ROAD TO RUIN IN THEIR
TURN? AND W11Y? BECAUSE WE SOUGHT ANSWERS TO QUESTIONS

TIAT AN ORK WOULDN'T EVEN BOTIER TO ASK! WE SKE A CULTURE.

THAT 1S STRONG AND DESPISE IT AS CRUDE."

Uthan the Perverse, Eldar Philasopher




From pirate enclav cn-spanning CMPIres:
javade a planct or a star system, greenskins bring
surely as the Orks themselves crush its defenders.
iety and ecology 1 SO robust that it can exist

Greenskin soc
r sctlements have

almost anywhere, which is why thei been
fonnd scattered to the furthest corners of the gUaxy The
Imperium has encountered Orks and their Kind living =
even prospering - in such extreme environments & toxic
eath worlds, newborn planets stll heaving with volcanic
euiity, or the depressurised carcasses of abandoned orbital
platforms. Ork hordes hae been found inhabiting drifting

P e llocs, or infesting irradiated asteroid fields perilously
close to active stars. They have been discovered amid
corrosive chemical swamps, on lightless nightmare worlds
scething with horrific predators, even in the bombed-out
remains of planets subjected to Exterminatus. It is rumourcd
amid the Imperium’s Rogue Traders that there are even Ork
enclaves hidden within the Eye of Terror itself, though most
dismiss this as the ravings of madmen

No matter where they are encountered or in what numbers,
the greenskins are a deadly threat that will multiply
exponentially if left unchecked. In a mauer of weeks what
began as a small raiding party can swell = as if some by
somearcane alchemy — into a roiling, anarchic horde

Ork holdings are
with them a bellige

as varied as they are stecped in violence, When s
rent ccosystem that overwhelms each conque Mx'

bent upon war and. destruction. The other races of
galaxy have many theories regarding how their numh:,,
increase so quickly. These range from spontaneous phyviey
division to the release of windblown spores after de:;m
The notorious Vandermeist theorem even clainis thag u.e
greenskins inhabit an alternative pocket of reality and s

fall through, fully formed, wherever others of their king
are already at war. While many of these wild suggestions
are patently ridiculous, it is certainly the case that where
one Ork is encountered, more will never be far avay,
When combined with their relentlessly warlike nature, and:
tendency to grow larger and more powerful with m,y
battle they survive, it is easy to see how rampaging Orks can
quickly overwhelm a planet’s defences. A ragged band of
Orks allowed to escape the wreckage of their spacecraftand
disappear into a city's underhive will return within seeks
as 2 horde of murderous savages, sweeping all before them
in their desire for conquest. Those they do not kill will be:
enslaved, and that which they do not destroy will be looted.
Before long, another world will be conquered by the Orks,
its cities reduced to ruins and its populace toiling in chains

_ for their brutal greenskin overlords.

Those who have studied Ork settlements (and survived)have
observed that Ork civilisation is hierarchical in the extreme.
The life of a greenskin is determined not by rank or birth,
but by size and savagery. The largest Orks push around their
smaller brethren, who in turn bully the diminutive slave-rice
known as the Gretchin into doing their bidding. Smaller
still are the Snotlings, tiny and simple-minded creatureswith
little use beyond fungus tending or fetching and carming:
The greenskin sub-races have a symbiotic relationship of
sorts; the smaller greenskins perform menial tasks for theif
Ork overseers in exchange for a measure of protection.

GRETCHIN

Although they possess a similar physiology to the Otk
Gretchin are not as strong or as tough as their Jarger
brethren, To compensate for this the Gretchin posest
abundance of low cunning. Commonly known a5 810
Gretchin are even more numerous than Orks. They ST
around the larger greenskins on scrawny legs, and thelt_o
grasping fingers snatch and steal from the unwary Gretchit
have large, bulbous heads and wide tatered ears that K
against their bald pates when they are afaid (which 1smEt
of the time). Sharp fangs fill their jaws, ever ready 0

sunk 1n(0 the fles of the weak or infirm, and malce S5
in their eyes whenever there is an opportunity for violenc®

T 5
he grots large and protruberant noses give thef &

excellent sense of smell, their ears afford them 43¢
?d\:-;‘-\ced sense of hearing, and their eyesight 18 319 ol
i:“il:‘c(‘l:rk. These traits, combined with & heigpxencdm
St for self-preservation, mean thay Gretehitt calk
Ony survive but even thrive in a society dominal




predators. Some grots have their survival instinct honed to
such a degree that they may possess a rudimentary sixth
sense, or are naturally far more fortunate than they
any right to be. The grots improve their chances of survival
further by exhibiting a fawning and obsequious nature to
their Ork masters. Though braver Gretchin will pull faces
and make rude gestures behind the backs of the bigger
greenskins, few are stupid enough to risk doing so openly.

Grots are fast learners and quick to spot an opportunity,
meaning that many wind up as assistants or servants to more
important Orks like Mekboyz or Nobz. Others will simply
attempt 1o stay out of the Orks' way, whole groups of grots
fashioning hidcouts amid scrap piles or warrens of tunnels
too constricted for Orks to squeeze their bulk down. When
the time comes (0 go to war, the grots will be flushed out of
these hidey-holes en masse by the gnashing squig hounds of
the Runtherds, or a few enthusiastic Burna Boyz.

On his own, a single Gretchin poses little threat to a human-
sized adversary, However, if there is one quality the grots
have in abundance, it is quantity. On the field of batde the
Gretchin advance in great mobs, firing volleys of scavenged
ammunition from their poor-quality weapons. They then
dive upon the fallen and tear them apart in their scrabbling
haste to loot the corpses. Even the most accomplished
enemy warriors have found their arrogance punctured when
cornered by an entire mob of shricking grots. They can
prove especially dangerous during naval boarding actions,
for while their Ork masters tie up a ship's defenders in
furious point-blank battles, the wily grots will avoid such
bloody fighting like the plague. Instead, knots of Gretchin
squirm through air-ducts, sabotage or loot vital machine-
components, and overwhelm triage stations full of helpless,
wounded combatants. When grots wreck a ship’s void shicld
generatorum, or burst from the ducts to overrun a vital
chokepoint mid-battle, the foe learn to respect these nasty
litde greenskins in a hurry.

SNOTLINGS

Snotlings, or ‘snats’, look like tiny, immature Gretchin

Their scrawny limbs are 00 small to bear weapons larger or
more complicated than shards of broken glass or chunks of
scrap. Lacking the violent tendencies of their larger ki, they
make for very poor soldiers indecd, and are predomimantly
kept as litle more than pets for their Ork masters, although
they make excellent ammunition for the strange weapon

the Orks call the shokk attack gun. Nonetheless the snots do
perform a valuable function in Ork society

Snotlings cultivate the great patches of the fungi that spring
up around Ork settlements. In this way the Snotlings provide
food, drink and medicine for the rest of the greenskin race
Snotlings also look aftcr the ferocious squiggly beasts that
live in the Ork cesspits (known to the Orks as ‘the drops’)
Their natural affinity with these life forms is far greate
that of other greenskins, Helpfully, this means that in a day
only a few dozen Snotling auendants will be devoured alive
by their ravenous charges

than

‘The Snotling populations that spring up around Ork
settlements are monitored and cultivated by a caste of Orks
Known as Runtherds. These grizled and merciless slavers

use avariety of methods to bully their charges into a state of!
anxious obedience, not least of which are the much feared
grot-prod and the ferocious squig hound.

SQUIGS

Squigs, or squiggly beasts, are an integral part of the mobile
and mcredibly aggressive greenskin ecosystem. The squigs
cat the refuse of the Orks (not to mention lacal plants,
animals and quite often cach other) and the Orks eat the
squigs. There are many forms of squig and each varicty

incorporates many subtypes. Mekboyz squecze viscous black
lubricant from the snouts of il squigs to keep gears and
gubbinz working. Painboyz use mending squigs to stitch
wounds shut or suture limbs back in place. Eating squigs,
parasite hunting squigs, bag squigs, even rare and bizarre
sets of musical squigpipes, all have their uses. Yet perhaps
the most infamous squigs are the ravenous face-biters, which
the Orks use in the same way humans might use attack dogs
Litde more than a snapping, drooling mouth on legs, these
ferocious beastics are a sign of status and many an Ork
Warlord keeps a pet face-biter squig that dines upon those
who have fallen out of favour with him. Other equally sharp-
toothed squigs grow and breed in the sprawling cesspits of
the Ork seulements, lending an air of unpredictability and
excitement to even the briefest trip to the drops

WILDBOYZ [
Thatigh the majonity of Orks will never venture far from their
tribie, there are those strange few who are dreven to explore,
compelled to do so even in preference to fighting. Such proneers
will seek out the deepest jungles or most arid deserts, where
most creatures would struggle to survive at all. Should they
endure and multiply, it is common for these remote Ontk tribes to
degenerate into savages, sometimes known as Wildboyz. After
a time, some of these groups will seck out and return to their
parent warband. There they learn about Ork kultur and take
their place in the warrior society, exchanging spear and axe for
stugga and choppa. However, should the new tribe emerge on a
world where thear Ork ancestars have been driven off or slan,
the Wildbayz will instead develop 1nto a tribe of Feral Orks.

AL first, Feral Ork tribes pose little threat to the plariet they
anfest. They are uncivilised, even by the low standards of

their Ork brethren, and live by the old ways of hunting and
exploring. As the tribe increases in size they breed everlarger
varieties of squig, riding around wpon great tusked beasts

that vary wn size from that of @ horse to that of a Bancblade.
Exploring the stomping grounds of their predecessors, the Feral
Orkes soon learn to scavenge weapons and equipment, rejoicing
i the nowse and destruction they can now cause. Shortly after
this discovery the tribe will mobilise for war, whooping and
howling as they pour out of the mountains or jungles, charging
wnto the seltlements of the unsuspecting encmy and starting

the whole cycle of warfare afresh. As the war drags on and the
mighty Squiggoths are slain one by one, they will be wplaced by
looted or salvaged tanks covered in beast fetishes that hark back
to the squigs that came before. Eventually the Wildboy enclave
will mature into a fully-fledged and technologically capable
warband in its own right, only to spawn wandering Wildboyz
of its own.
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fevoid of their touch. Some theorise that the Orks do not
use conventional methods of inter-stellar travel because

they follow some deepscated instinctual plan of galactic
conquest, but the truth is far simpler. The greenskin
not mastered the art of space travel because they really do
1ot care where they are going, only that they get 1o fight

whatever is there when they arrive

DREGRUK AND GATHROG

The empires ruled by the Great Despot of Dregruk and
the Arch-Dictator of Gathrog haye been at war for decades
Lying to the galactic north of the Eye of Terror, the
resolution of their conflict could have major repercussions
Should so vast a tide of Orks unite, the resulting Waaagh!
could potentially change the face of the war for the Cadian
Gate. Were forces from Abaddon’s thirteenth Black Crusade
10 meetitas they poured into the region, the Despoiler's
plans for galactic conquest would be scverely disrupted,
quite possibly saving the entire galaxy from annihilation

Yet these two Ork empires could never be persuaded to
abandon a perfectly good (and very enjoyable) battle for
such a noble and awilised cause, Excepting some mir
act by Gork (o possibly Mork!), the em
Gathrog will fight on, blissfully unconce
1o change the fate of all slips away

aculous
pires of Dregruk and
mied as their chance

CHARADON

The Ork empire of Charadon s the largest and most

long standing of its kind. Controlled by a pyromaniac
berscrker known as the Arch-Arsonist, Charadon ha een

the bane of Ultima Scgmentum for countless o s
The Arch-Arsonist counts his victories nog by (e
he has conquered but by those lef by
His legendary propensity for leaying
defended worlds as scaring 4
asprawling empire of gree
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Each successive Warlord of Charadon takes the fitle of sy
Arsonist, lending the persona a kind of immortality, Unyig
recently, the expansion of the empire of Gharadon yag)
1 4 minimum by the efforts of Chicf Librarian Tig
and the Space Marines of the Ultramarines Chapter Y
the face of the increasing Tyranid threat, their suceess g
beginning to vane. The current Arch-Arsorist Has seize
his chance to invade Ultramar, swearing that he will
Macragge itself to cinders,

CALVERNA

The Arch-Maniac of Calverna rose (o power after
conquering the forge world of Magnos Majorss, the iron
heart of the Calverna system. The wily old Deathskulls
Warlord then cemented his power for good by having
himself wired into the almighty central processing engine
of the forge world, turning himself into the biggest Cybork
cen. Though this rather drastic step has left the Arch-
all but invincible, the vast data-streams pounng info
his tiny brain have also driven him quite mad. So itis that,
while the Orks of the Calvernan empire are numerous and
well equipped with tanks and guns, their attacks are andom
and display little in the way of logic or cogent straiegy:

SPACE HULKS
The primary mode of interstellar travel for the Ok races the =
space hulk. Space ks an gigantic agglomerations of @icknk
wrecks, asteroids, ice and interstellar flotsam and jetsam, east
together after millennia of drifting in and out of Warp siace.
Some are infested with alien life forms, Chaos renegades or el
warse horvors, but mast are simply ghost shifs, plying the wid
Jor cternaty. Yet tales of greedy scavengers meeting horriblefules
aboard space hulks are told throughout the Imperuti:

When a space hulk appears in an Orkheld system s seet s
any possible means, inluding colossal traktor beaw amazs &4
converted into a huge invasion craft. Mobs of Burna Bz &t
first, derveted by Meks to carve up obstrictions, cut ne (I
and doorways, and flush out any unwanted beasics (hat FOY
languish on board. Cavernous launch bays are adapled for
inntumerable assaull craft and millions of Ork wamon a5
war machines honeycomb its irregular cavities: One conpletch
the space Jaulk 15 sent back out into the stars witl an m;d““
et of attack shaps and koo as escarts. The space ’"‘m
is gded into a Warp storm or it though the s o i
5

Werdboy: and Meks. It 5 draun o Ui Tnmaleras 1
all goes well, spat out once move at a world ripefor

Being incredibly vandom in their trajectory, space il
appear in any place, at any tme. This suls the O
Jine, as the spirit of adventure and aggssion 0%
0 orgamsation or durection, In this way the O
galaxy, spreading a plague of warfam across
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d brutal as the O
or how they
and conquest.

 life is as straightforward an
why they do things,
of violence

The Ork way 0
do not waste time pondering
driving them on in a never-cnding cycle

Orks have their own distinet culture (or ‘kultur’ a3 the Orks
Gl ). the origins of which are lostin the dim and distant
past. Though likely + may have come
belore, by and large it functior

becase the fundamental tenet of their society is & sim|
D hat cven the most pea-brained Snoting can understand

— might makes right

a corruption of whateve
erhaps this is
ple

ns very well. Py

THE ORK HIERARCHY

Orks instinctvely obey those larger than themselves,
provided they are a healthy shade of green —most Orks
would rather die than baw to a non-greenskin's will. The
rulers of Ork society are the most powerful Orks of all,
known as Warbosses or Warlords. These monstrous killing
machincs can reach up o ten feet in height, and their sheer
muscular bulk makes them wider at the shoulder than a
fully armoured Space Marine. Though some Warbosses

rise to prominence through low cunning, most scize power
through the application of brute force. A Warboss will hold
dominion over all he surveys, and beat the living daylights
owt of anyone who says different. His decisions are enforced

rks themselves.
might do them better. Instead they simply act, instinct an,

Much like their approach to everythi

else,

Sy

by a ruling caste of Orks known as Nobz, who are largey
rcher and more aggressive than normal Orks, and neye
imiss an opportunity to remind them of it. "
The bulk of an Ork horde, which can be hundreds or ey
ousands strong, is compriscd of great mobs of infaniry ¥
that call themselves Boyz. Goff mobs in particular are
famous for the sheer number of Boyz that they can field oy
war, often outnumbering their foes several times over

Orks tend (o be lazy and forgetful, and only war and the
preparations beforehand really bring out their innate
talents. Though the bigger, meaner Ork Boyz will lord it
over the smaller, ganglier ones, even a subservient Orkis
of limited use when it comes to practical tasks that don't
nvolve fighting. Most of the day-to-day running of Ork
society is therefore left to the Gretchin, whose duties include
preparing food, taking messages, hauling stff about,
general organisation and just being around the place when
an Ork wants something (o kick. This gives the Orks plenty
of time to swagger about, getting into fights and coming up
withwnew ways to kill things.




Jittle resentment towards their superiors, for to them Orks
are just a fact of life. Questioning this usually leads to a
clip round the ear, and not much else. Individual Gretchin
can enjoy a relatively comfortable existence by providing
valuable services to their Ork masters. In fact the Gretchin
have created an entire enterprise culture of their own within
their Orkdominated society, and many Gretchin operate
their own black market businesses on the side, selling fungus
beer, roasting squigs on sticks, coordinating the bets when a
fight breaks out and then looting the resulting corpses

A LIFE OF CONFLICT

Orks excel in the field of war, on everything from a personal
10 a galactic scale. Conflict governs their entire socicty, their
technological advances, and even their individual growth
Prolonged periods of conflict lead to a proportional increase
in the size and strength of an Ork, and greenskins who have
fought in an active warzone for a few years tower over thosc
deprived of such stimulus: longer wars produce ever-larger
combatants. At the climax of Warlord Thogza's decades-long
Waaagh! into the Duros sector, many of the Ork veterans
were reputed to have grown to almost twice as tall as a man

When there are no enemies o fight the Orks will test their
metdle against any native predators they can find, and if
that fails they will fight amongst themselves simply for the
joy of it. Disputes between Orks become alinost hourly
occurrences if they are not engaged against a common foe
Iis during such times that a Warboss’ authority may be
challenged by rival Nobz. Such power struggles are resolved
through methods ranging from low cunning to high
explosives, but riwal pit fighting remains a firm favourite
Pit fights are popular since they entertain the whole
warband and establish the victor as Warboss beyond dispute
Either rivals are dispatched by the incumbent Warboss, or
he is overthrown (and usually killed into the bargain). Every
Ork settlement has a fighting pit for this purposc, which is
also used 1o settle other grudges and disputes. Pit fighting
thus serves the Orks as a rough and ready judicial system

Other tests of metile popular in Ork kultur are squig<ating
contests, whercby rival Orks attempt to eat a face-biter
squig before it cats them, and breakneck races around the
settlement’s perimeter in rickety vehidles. It is generally
frowned upon 1o open fire upon a challenger in a race such
as this, or at least during the first lap,

As an Ork matures into adulthood, he will become involved
in larger and more violent conflicts ranging from border
skirmishes (o all-out war. Orks fixate upon things they enjoy,
and the heightened states of excitement they experience
during battles can mean that over the course of a
particularly epic conflict an Ork will become addicted to one
facet of warfare above all others. Like-minded tribemates
who share the same obsessions will often seek each other
out, forming loose groups of specialists. An Ork who has

, the exultation of 1 enemy tank or
walker may join the ranks of the Tankbustas, whereas an
Ork ywho just can't stop setting things on fire will soon start
hanging around with the local Burna Boyz. However, the
largest and most popular of all of these subeultures is the
Kult of Speed

THE KULT OF SPEED

Orks love to go fast. There is something abont speed that
fulfils some deep need in the Orkish temperament, just
like the thunder of guns, the clank of tracks or the din of

bale: They like to feel the wind whipping into their i
and to hea

s
the throaty roar of supercharged engines. It
is hardly surprising that bikes and huggies of all kinds are
popular with the Orks. These upgunned vehicles may not
be as sturdy as thosc used by the Imperium, but they are
cheap, can pack a massive amount of firepower and, most
important of all, they can achicve truly suicidal speeds.

Those Orks who become addicted to the sensation of speed
will most likely find their way into the Speed Freeks, a

kult whose members rarely if ever leave the saddle. These
grinning loons roar into battle on exhaust-belching jalopics
and crude but effective flymg machines, intent on getting
wto the thick of the fighting before their ground-pounding
comrades. Duc to the large number of vehicles in cach
and, they often have several of the Oddboyz known as
Meks amongst their number to keep their vehicles running.

MADBOYZ
Madboyz are those Orks whose munds didn't develof quate right,
or who have taken a chunk of shratmel to the bramn. Though
they are physcally identzcal to other Orks, the fact they wear
outlandish garb and carry everything from rusty bichets o
stuffed squigs into battle proves that they are very different in
all sorts of entertaining ways.

Madboyz often form informal retinuies for Weirdboy, and live
apart from other Orks in small shanty towns. Mobs of Madboy=
are considered to be lucky, their presence a sign of good fortune.
Hotever, this does entail a degree of inconvenience, such s
when they decide to hold impromplu shouting contests in the
middle of a night rad, or pelt the foe with @ volley of stikkbomb,
pins before waiting expectantly for the loud bangs to start.

The fact remans that Madboyz are a surprisingly potent assel ?
on the battlefield, for their antics often confound the foe. Even

the most gifted tactician cannot predict the anarchic movements
of a mob of Madboyz caught up in the excitement of battle. Aficr
all, how can you second-guess an enemy wha is as likely o tear
apart an infantry platoon with their bare hands as they are fo
mill about picking snot-grubs out of cach others’ noses?

ODDBOYZ

1f Orks were just single-minded killing machines they would
be dangerous cnough, but they would be unable to sustain
the level of technology required to ply the stars. Gretchin,
though obedient if beaten with sufficient regulanity, are not
inventive enough 1o maintain the weaponry that the Orks
possess, nor to patch up casualties when the going gets
tough. These highly technical demands are met by a caste of
Orks known as Oddhoyz

There are many types of Oddboy in Ork society, but the
most important are Mckboyz, Pamboyz, Runtherds and
Weirdboyz. Mekboyz are responsible for the creation and
mai

tenance of Ork technology. Paimboyz are Ork medics,

though their penchant for bizarre and inappropriate surgery



ke their ministations more hazard ll|‘;mvh‘IIp;“MHH
B R inicrds breed the lesscr forms of greenskit ant f08E
them on the field of battle, and Weirdboyz ar¢ pn’u.. ¢
paykers who can discharge great blasts of Waaagh! ::.‘Lh‘,.
the psychic power subconciously gerie ated by k;:{ut
particularly during baule, into the ranks of the foc

ns, these Oddboyz all

scem strange to huma
: use

ate understanding of their fields of exper
A Mekboy knows how to cre ate
s never been
knows which

Although it n
possess an in
without having to be taught
engines and gencrators cven though he |
1d a Painbay instinctive
& to which wriggly bit when he is deling
asked where

taught to do 5o,
squirty tube connec
into some unfortunate patient’s abdomen. If
this knowledge comes from an Oddboy might reply that it

was in his blood all along

It seems possible that the abilities of Orks to build machines,

use psychic powers are passed
I, biological

practise medicine or eve
down through Ork society on a primordi
Jevel. No studics of the greenskins have ever successfully
determined how this process works. Yet it scems most likely
that the knowledge is hardwired into the very cellular
make-up of the Orks, perhaps a legacy left to them by

their legendary Branboyz. However he comes by Ius latent
Kknowledge, as an Ork matures it wall start to make itself
apparent, leading him to assume the role in Ork society

for which he s best suited. Should he lack any specialist
knowledge, the Ork will happily join the vast throng of Boyz
at the heart of ach tribe and content himself with a life of
murder and mayhem

THE NATURE OF THE BEAST

Theories abound that Orks harbour the genctic traits of
both animal and fungal life forms, and that it is this unusual
biology that gives an Ork his remarkable constitution. Orks”
green colouration could be explained, scholars suggest, due
to some form of algac that permeates their cellular makeup
Such a substance could break dow

and repair damaged
tissue at an incredible rate, accounting in part for the Orks'
extremely durable metabolism. Those observers of other

'

s who maintain this theory point (o the fact that an
Ork's head can live for some tme after being completely
severed from the body. Indeed, operations o reattach these
are a staple of many a Painboy’s repertoire (staple being the
operative word!)

Yet for all the questions that hang over the greenskin race,
what cannot be disputed is its relentlessly bloodthirsty
nature, An invasion by Orks has been likened to an
incurable discase by the Imperium’s scholars. Once a world
ar system has faced attack by the greenskins once, it wil be
ravaged by them time and again wntil it finally shens ang
dies. Even as a world's defenders are celebrating ~[SF"d
sictory over the Ork imaders, new tribes of greonsking oo
be multplying in the dark and shadowed camers of e
victorious world. At the same time, Ork sy
ward with them through the void, spreading o o c2
how good a fighta pa 1d
g0 themselves, fre K il o e
the horrified defenders, often before thy o e PN
previous Ork incursion has been put strapgler o U1
will increase in severity wave aftct wase: el kS
3 ave of greenskins from

-

supplemented by the tribes that have i

spice now h
from the world’s wilderness. The planets popy
overrun one stronghold ata time, drowning in 2
of roaring, battle-mad greensking

Ihe harder a planct’s defenders fight back, the worse g
predicament il become. Every Ork shin makes ey fog
two of its bellowing brethren, while every attack wave (he
efenders bloodily repulse just draws more enthusiase
rcenskins down on their hcads. In this way some orld
B become the unintentional focus of a Wazaght, the gy
aumbers and frenzy reaching critical mass as they fling
themselves against the world's defences time and agin
Fventually the pressure from Ork invaders both within ang
sthout becomes nsupportable, leaving the defenders onjy
o choices: stand and fight, dying to the last in the proces
or flee with whatever they can salvage, leaving their stricken
world to the Orks

A
igl

THE ORK GODS 3
The Orks are a powerful force in the universe. A highty
pmolific race, they are able to expand and prosper effotlsly
in comf to the other who struggle even for
simple surviwal. The Ork character traits have a reflection in.
the Warp just like the impulses and emotions of Humanily ad.
the Eldar. These traits are made manifest in the belligerent Ok~
gods known as Gork and Mork.

The Orks say that Gork is brutal but kunnin’, and Markis
kunnin’ but brutal. Gork and Mork are divine powerhouses,
deities 5o strong they are never truly defeated. They sumply sknig
off the attacks of other gods with @ raucous laugh. Gork gnns,
bares hus long teeth, and lands a mighty blow on hus adversanys
head with a spiked club the size of @ comet. Mork, akaays the
sneaky one, wails wntil his foe isn’t looking before clobbermg
ham with @ low blow,

An wdea of the appearance of the Ork gods can be gaimed from
looking at Ork Gargants and Stompas, mighty war machines
constructed in the image of Gork (or possibly Mork). The
Mekbayz create these titanic engines of war to reflect the essence
of Orkiness in mechanical form, and as such they serve a3
potent religious idols. To the Orks, these clanking behemoths
behave very much like their gods, lumbering abou atd leatig
a trail of devastation in ther wake. They go where they plest
and never shun a fight.

The aspects of Gork and Mork are likcwise evoked by the
Gorkanaut and Morkanaut. These huge armoured war SUis
are intended as a tribute to and imitation of theer chosen &
inone, and their pilots are frequently gripped by visions of
(or passibly Mork) urging them on during the heat of batle

As the apocalypic designs of the Chaas Gods approach it
the immaterial veatm is roused to cver greater firy. S0 1S thak
Gorle and Mork fight al the harder against the daeman 140
washing about ther ect, The Ork gods’joyl bl st &30S
into the matenal unwerse, their ars clearer to he !
with cvery passing day. The Weirdboy claum that Gork

Mork arecallng all their childye o the last mighty bt P
the Great Waaagit, the everlasting war; is upon 1he




ORK GLYPHS

5

The Ork language is written in a form of glyphic script. The core of the script is composed of glyphs that indicate clan, tribe, {4
common Ork concepts and elements of Ork names. This is augmented by phonetic symbols which can be used to write most Ork A

¢
words, along with any alien names or words.

=

[

Bad: Evil, wicked,

strong, tough

Blit:

Invasion, devastate

Boss: Leader, officer
head Ork, warlord.

Dakka: Attack, noisy
weapon, shoot, fight

Gul: Death, bones,
shull, rocks, white

Gob: Mouth, eat, drink,

speak out of wim

Gof: Warlike, spiky,
metal, black, night

Gor: Blood, red.

slaughter, wound

Grim

face, d

Grod: Friend

or favourite encmy

Grot: Greichin,

sersant, slave

Mk Cleer,
ectnology, meclanical
@ Mor: Wild

feral, ancient

Naz Moon,

shine, light, wealth

Nob: Nobillity

authonity, high rank

Ondz:

Many, loads

Orkyz Ork, Ok kulur,

good. green

Ruk:
Attack, charge

Skraga
‘Ardboy, veteran

Skul

End of baule, dead

Snile: Cut, kil slay,

execute, assassinate

g Squig, food,

eat, supplics, useful

Stomp: Boot, storimboy

drill, march

Tee:

Wealth, uibute

Tul:

Old, ancient

Ulk: Space

spaceship, cruiser

Wanagh: Warband, ¥

tribe. watch outl

Warp: Space.
the Warp

Wazza: Speed.

Kult of Speed -~

Warr:

Weird, strange /




ace. Their

dibly anarchic T
ct of tried and t

The Orks are an incres
d by a rugged s

Ork socicty is governe

Orks thrive on conflict, The strongest rise 10 the top while

Uhe seak become subservient and benefit from the superior
ship and headkicking skills of their conquerors. To

s perfectly satisfactory. I an ork

defeated Orks

leade
an Ork this state of affairs
aten by another, stronger tnbe, the
Jed into batile by a new

uribe is be
welcome the opportunity to be
Warlord of cven greater power

Iy all the Orks in a given location, regardless

A tribe is smpl
», because in the

of what kult or clan they may belong te
Ork and they will always put aside their

end an Orkis an
k a common

differences if there is an OPPOrtUNILY 10 attac
foc. Each wibe is led by a Warlord whose authority and
power holds this loose confederation in check and prevents
il war between the rival clements of the tibe. Tribes

can vary n size from a few hundred Orks to a few mllion,
depending on the influence of the war leader at the top of
the pile

Because a Warlord cannot be everywhere at once, the tribes
sphit mto warbands that in wrn are Ted by factional
Teaders called Warbosses. Each Warboss leads a warband

of a hundred or so Orks, forming a rough and ready army

armies and settlement
ested traditions

ts scem utterly disorganised to outside eyes, y,
that no greenskin would ever consider (hm@n
y

in g
g,
{hat s capable of taking on almost any foc. Mgy

have a hard core of Ork infantry at their hear bu:‘b“"d.x
this they vary enormously from one o the next. hkcbcyond
minded Orks tend to cluster together, leading 10 by

o mmed with mechanised Speed Freeks or pyroman
Bt Boyz. The Warboss® preferences can also iy |
et saehand looks and fights, some favovring s sk
charging Boyz and hulking Nobz, while others "’;fc,‘,gf
o batle aboard columns of ragged armoured vehicle, g’
packing battcrics of massive shootas and artilery o

Although all Orks belong 0 a tribe, most also belong o
lans such as the Goffs or Evil Sunz. Tribes are constanty
breaking apart and reforming in the crucible of baule,
but the clans are constant and enduring. A large tribe
usually contains many different clans, and each clan has
ts own distinct character and identity. There are six class
in particular that have spread from one side of the galaxy
to the other: the Goffs, the Snakebites, the Bad Moons,

the Blood Axcs, the Deathskulls and the Evl Sunz. Mot
warbands will contain representatives of at least one of these
clans, cach of which has distinct cultural preferences, rait
and strengths,




A Goff likes nothing more than hearing
the hammering of guns and that
satisfying wet crunch when his choppa
finds its way deep into the throat or
chest of an enemy. They will seize upon
any excuse o start a brawl, even amongst
themselves and often all it takes s a
misinterpreted glance in their general direction or grunted
insult (o start the fists fying, the Boyz quickly forgetting the
reason for the bust-up and simply enjoying the resulting
fight. This preference for near-constant scrapping amongst
themselves also serves a practical purpose between batdles,
keeping them honed as specialists in hand-to-hand combat,
as they prefer to wage their wars up close and personal

Goff-dominated warbands are notorious for the sheer
number of Ork infantry they muster in times of war. Al it
takes is the hint of a good fight and the Goffs appear in
droves, flocking to any Warboss who can promise them the
chance of opening some skulls. Because of their preference
for close combat, Goffs prefer to fight on foot, usually only
hitching a lift on passing Trukks o they can jump off nearer
to the enemy and get stuck into them as soon as possible

Goff mobs are usually dozens strong, and a true GofT horde
has multitudes of Boyz atits heart, so that when the Goffs go
10 war, the ground shakes to a stampeding thunder of steel-
capped boots. Enemies often interpret these horde tactics
ameans to overwhelm sct defences and soak up casualties
during an assault. More likely though cach individual Goff
is just following the rest of their mob, rightly reasoning
thatif an Ork is charging across the battlefield there will be
something (o attack at the other end.

as

The Goffs use a bull’s head as their clan émblem, as they
feel a Kinship with bad-tempered, violent and flatulent
beasts. Horned helms are also secn as a symbol of the clan’s
aggression, and can even make handy weapons, making

a head butt or head-first charge even more vicious. They
dress predominantly in black, on the basis that dressing up
in flashy colours ‘is fer wimps and Madboyz'. Though they
sometimes decorate their wargear with checks and dags,
Goffs are disgusted by the concept of camouflage. Not only
do the Goffs consider the idea of deliberately hiding from
afight cowardly, but they also cannot comprehend why an
Ork might not want to *have a go'

They view all the other clans as inferior, with most Goffs
seeing itas their Gork-given right 1o lord it over the other
Boyz. For this reason a lot of Warbosses and Nobz tend to
be Goffs, their love of bashing heads making them natural
Onk Jeaders, with a talent for keeping unruly mobs of Boyz
in line. Goffs also have a fearsome reputation in the fighting
pits. The saying ‘a Gofl'is always worth his teef’ comes from
how hard they are 10 beat, it being a well known fuct among
the tribes that betting teef on a Goffis always a cunning
plan. Goffs however consider making teef off fights only a
by-product of the fights themselyes. As any self-respecting
Goff will tell his Boyz, fightin® for teef 1s one thing, but a
proper Goff should always be willing to break faces for free

GUTRAK DETHHEAD
Warboss Gulrak 1s an imposing figure, a brutish Goff with o
huuge bionik Klaw and a serrated steel-ike skidl mask spattered
1 the dried blood of his most recently defeated foes. When

he fought for the Great Tyrant of Jagga, Gutrak gained a
brutal reputation as one of the Tyrant's best fighters. However
Gutrak’s destiny was to change when his tribe landed on the
carmion warld of Eclipos. The planets’s onfy settlement was an
Adeptus Mechanacus research outpost at its northern polar ice
cap. Gutrak and his Boyz struck the outpost like a hammer
blow from the sky, their rust ships and voks raining down as the
occupants frantically asswmned defensive positions. The handful
of Tech-Priests and Gun Servitars were na match for the Goffs
the Orks hacking and blasting them apart before searching the
underground Adeplus Mechanicus complex for more heads to
cave in. It was Gutrak that found the masstve door, as high as a
Gargant and twice as wide. It looked like the servitors had been
trying to seal 1t up, which only made Gutrak more interested in
what wiight be on the other sude. When he heaved it open, the
cave beyond gave a great mechanical goan, and thousands
upon thousands of patrs of eyes blinked into flickering eerie

life. The Goffs could not belicve their tuck as row upon yow of
metal men began to march forwands to destray them. Needing no
ander (o attack, the Boyz charged into the cavern, hacking and
smashing them apart, until Guirak personally broke their leader
an half and ripped off his metal face to wear as a mask, taking
the name Dethhead i honour of his new trophy. No one knows
of it was through some influence of his new alien trophy whick
it the fires of ambition within Gutrak, but he left the Jagga
Waaagh! after that battle, taking his Boyz with him.




JAZGOB'S JET-BOYZ

Jazgoh's Jet-Boy: have become a legend among the Fuil Sunz for
their kustom vehucles. Each of their cheished rides mounts a
specially crafted engne under their bonnet, scavenged from the
remains of a downed Dakkajet. fazgob's own ride 1s a grossly
aversized Warbike built around a single masstoe engine. In
battle, he will sit proudly astride the engine, its howling turbine
blades making the whole bike buck and kick like a lwing thing
as it hurls the Fuil Sunz Ork across the battlefield. Few Funl
Sunz could hope to afford such an impressive personal ride, let
alone a whale warband's worth of jel-powered wagons. Jazgob
came by his wealth not by teef-smashing but yather because he
was in the right place at the right time, and like most Fvil Sunz
was the quickest to get theve. Every Evil Sunz warband is akways
on the lookout for thase Meks who can offr to buald bigger and
better Trukks, bikes or buggies. For this eason, Jazgob and his
By threw in their lot with Big Mek Cogtoof, having heard of
his ambitions to capture the space hulk Starkrumpa, Smashing
aboard in Made-toothed boarding craft, the Orks found the vasy
Julk was infested with Genestealers, the clawed horroys stirring

to lfe with their arrsval. Afier days of bloody battl, the Qs
had wiped out most of the creatuures

except for the Broodlord
and his nest. Cogtoof offered the Ok who brought him the shuiy
of the Genestealer Broodlord anything he wanteq. While other
Orks mobbed up to charge into the nesy, Jazgob and his Boy:
raced past them on their bikes, cap, g .
leaving thick trails of exhaust in
Jaled the Broodlord, ramiming iy
before scorching off i fuce,
uehicles from Cogtoof as hus

eening off corridor walls andt
their wake.Jazg personqlly
1to the wall with his Warhke

and claimed a fleet of kuston
meward.

The Orks belonging to e gy &:
clan are irresistibly Aracted g g,
conceivable kind of st ehig e

it Tow-sprung biuggies, moiyrg,
WarbiKes, or supersonic aiegyf,
Exil Sunz will spend every ooy
possess in order o own them, The
richest Evil Sunz can even afforg
have a Mk customise their ride, bolting on more yhe,
bigger cngines and louder rockets, Anything thatlogky
Jike it might make the vehicle go faster s air gae, gy
ot unusual to sce wings auached to Warbikes, jetengies
mounted on the back of Trukks, or even more bizarre
means of propulsion such as Squig treadmills and massye

propellers

Should an Exil Sunz Ork live long enough, he will ineviabiy
acquire his own vehicle, whether he buys it with carcfull
hoarded teef or takes the simpler route of just nicking it
from another clan member. If an Evl Sunz Ork cannot dre
into batde, he will ride, and if he cannot ride at least he can
content himself with being close to the throaty, growling
engines of their wagons, his nostrils filled with their
satisfying promethium stink. Evil Sunz who therefore hae
(0 fight on foot will usually race into batdle crammed into
Trukks or Battlewagons, or at least run as fast as they can
towards the enemy bellowing a throaty battle roar.

The Evil Sunz never stay in one place for long, and are
always on the lookout for new vicums and settlements to
slaughter. Clan members have a tendency to leave nii:mlc
midway through if it looks like the main part of the fightiog
is over, or abandon a burning city or ruined world if there
is nothing left worth killing. Evil Sunz especially likea N
good chase, as it gives them a chance to really open Up “
throtde on their vehicles. Enemy forces that turn tul on )
the Evil Sunz often learn this to their misfortune, ;\s$:u “
disorganised Orks are suddenly sent into a frenzy as 1
focs uy o race away ';

The armics of the Imperium find it extremely "‘“(‘)‘,"LI:."’ ‘
engage the Exil Sunz on anything other than the OFF
terms, for their super-charged specdsters can outt o ]
the heavy vehicles of the Impenal Guard with € P
favoured tactic of Evil Sunz warbands will is ©© cl'"“:,‘;mcmde
the encmy, only to keep right on charging out ¢

50 they can wheel around and charge agun: 1078
of Warbikes, buggies and Trukks making ad hece
attacks, snaking in and out of the enemy wlul; andovs:
board whoop and yell, firing their guns out otV

The totem of the Evil Sunz clan is a blood 1¢
grimacing from the heart of a sunburst. THEY WL 0
armour and often paint their machines red lo"o s
belieying in the old Ork adage that ‘red 0989 (i
Evil Sune Warbosscs will usually have thelf YL,
red from grille to exhaust, This habit of PRI
it5 roots in the ritual covering of OTK M i
the bload of the foe, a radition that is stll 9%

relish by some Evil Sunz to this day:

4 Orkface
wear red




“The Bad Moons are the richest of all the
Ork clans. This is because their teeth
grow faster than anyone else’s, meaning
that even the lowliest Bad Moon Ork
has a steady supply of wealth. This is not
regarded as an unfair advantage, as any
Ork who 1s big and ferocious enough
can simply smash the tecth out of a Bad Moons® head. In
fact, many Ork Warbosses like to keep a mob of Bad Moons
around for just this purpose, their toothy gobs a ready
supply of extra teef. It's often not a terrible deal for the Bad
Moons either, as any Ork tough enough to beat their teeth
out of them is usually one worth following into a fight

The Bad Moons fulfil the role of what passes for a merchant
class within Ork socicty, and if something can be bought or
sold, odds are the Bad Moons will have it. Some Runtherds
reckon that it must have been the Bad Moons that came

up with the whole concept of teef being used to buy things,
when the clan figured out how quick their tecth grow. Of
course there are other Runtherds who say it is the other w
round, and when teef became Ork currency the Bad Moons
made their teeth grow quicker so they would have the most
In either case, Orks seldom dwell on such things for long,
as knocking out teeth is far more interesting than talking
about them

All this wealth means that Bad Moons have an ostentatious
reputation, and their vehicles are festooned with gaudy
decoration and gold plating, as is the majority of their
wargear. As gold is considered practically worthless by most
Orks, being too soft to make good weapons or vehicles, they
are more than happy o trade it away to Bad Moons for the
more valuable teef. Bad Moons love gold more than any
other metal, and will commonly have a couple of glinting
teeth in their avaricious gnns

Bad Moons mobs are always well equipped, at least by Ork
standards. Their Nobz often sport flashy back banners

and massive, kustomised weapons, and are followed by
entourages of scurrying grot servants loaded down with
ammo and chests of teef. Some of this omamentation is
simply to show other Orks just what a big deal the Bad
Moons are This could include huge coloured totems above
their wagons bearing grinning Ork faces, or teetering statues
of Gork or Mork built from precious metals and stones all
mashed together (they're more valuable that way)

The Bad Moons favour golden yellow and black for their
wargear, taking a snarling moon on a field of flames as
their clan emblem. Their armour and wargear is painted
with gaudy patterns in the clan colours and they have

more jewellery and piercings than any other Ork clan. If
something looks valuable, a Bad Moon sill find a way to
swear it, stick it through his body or bolt it onto the side of
liis vebicle, preferably somewhere that every other Ork can
clearly see it. However, it is only a fool who underestimates
the raw strength of the Ork underneath the ostentation. A
Bad Moons Warboss is just as happy (o usc a shiny boss-pole
10 smash skulls in as he 1s 1o use it 10 boast of his wealth

MOGDOS GILT-TOOF
Satd to be the richest Ork in all Charadon, Mogdos' decp coffers
of teef are vast enough to pay for the services of the best Big
Meks and Painboyz around. Once, he was a mere fangripper
from a Bad Moons scra fleet that was follorwing tn the shadau
of a tendnl of Hive Fleet Leviathan. The Ork vessels were
scavenging the dead worlds the forward elements of the Tyranids
had attacked, before the bio-ships stripped the worlds completely.
All was gong well until the crews of the serap fleet distrarbed a
dormant nest of bio-horrors on a dead human factory world.
Mogdos was the only Nob to make it back to the fleet alive after
the ensuing battle, and ‘imherited” its wealth, setting up base in
the nearby Charadon Ork empire and throwing in his lot with
the Arch-Arsonist Snagrod. Since then Mogdos has followed
Snagrod on his rampage across the Ullima Segmentum, making
sure the other Warbosses pay their due and commissioning Meks
to buald. the biggest and best war machines. For this reason the
Arch-Arsonist heeps the Bad Moan and his Bayz around, their
Jlashy wagons and Mogdos' golden grin a prominent fi
in the Waaagh!. Mogdos® reputation also extends beyond the
weaches of the Charadon empire, and stories tell of how, when
he filled his first ship full of tecf, he hid most of it. This legend.
of Gilt-Toof s treasure is told, in the main, by grizzled old
Frecbooterz, and has inspired miany a greedy warband of Orks
1o wander off inta the vaid looking for it, raiding worlds, and.
terrorising local populations in their quest for the alleged cave
full of teef. However, the Freehooter" stories contradict each
other, each one giving different cluis to the planet’s location,
ensuring the legend of Gilt-Toof's hidden hoard continues to
remain a mystery.




THE WYRM-KILLA TRIBE
When Waaagh! Bork rampaged out of the Ghoul Stars and.
wnto the Eastern Fringe, the Wyrmn-Killa tribe came with
them. Festooned with ahen tophies and covered i scars, this
Snakebite tribe earned thewr name killing Tyranids. Runtherds
tell tales of how the tribe were hunting through the jungles of
some remote world when they came across a great fleshy spore
encased in glistening amber. Dragging it back to the Ork
Jleet, they cracked it open and hundveds of clawed, serpentine
Tyranuds spilled out. The Snakelntes hunted the creatures,
taking greal pleasure m the fact that they seemed to grow
rapudly, and no sooner had you bashed one than another one
appeared from a vent or drain. Before lomg the Ork kroozer
was infested, and most of the other tribes on board were killed,
only the Snakebites survioing in the weird Tyranid jungle their
shif had become. By the time the infested kroazer drified into a
system, the Sniakebites had finally hilled most of the Tyranads
on board, having learnt the best ways to crack them open and
smiash them up. Cavered w Tyranid trophies and using alien
:{:Z:‘ ;T:f ::‘lﬁfl\htw:.:_/fo,u. they joined up with other Onies,

yrm-Killa tribe. Having had so muych,

Jun hunting the Tyranids in space, the tribe hag kept some
live and released them on the first world they came 1, Wihile
ihe rest of the Orks bashed the Juman inhabitants the v
Killas made sure the Tyranids h

m-
ad tine to multiply, so they
would make good hunting: By the tune the Orks lu)zd mnﬁ[m:t

onsidered backward by the more
technologically-minded tibes, Sy
still follow the old ways, Scormiy
complicated matiers like making (e
own guns or vehicles, the clan pi gy
faith in things they can trust; 3 good big

of sharpencd bone, a heavy siick or g piee
Keen-cdged choppa. In battle they i
themselves with mud and crude warpaint, hanging the gy,
and teeth of beasts they have killed around their necks g
wearing poorly cured skins

Asa result of their rugged lifestyle, a Snakebite’s appearange
is weatherbeaten and they are as tough as old boots They
arc experts in the field of breeding stock and their grots
and squigs arc the most genuinely vicious and dangerous
in all of Orkdom. When a tribe of Snakebites joins a baile
it brings with it a menagerie of these beasts, their campa
chaos of ravaging, snarling squigs and running, screaming
grots. When ather Orks are looking for an aggressive itk
squig or an unusually fierce or obedient grot they come
{0 the Snakebites. Squig-baiting is also a speciality of the
Snakebites, and when an Ork is not brawling he will ofien
wander down to the clan’s camp to watch a bunch of grots
get thrown into a pit with a ravenous giant squig.

The most fearsome beasts bred by the Snakebites thoughare
their mighty Squiggoths: huge, towering creatures capable
of knocking over battle tanks and trampling entire platoons.
These ornery monsters are reared from particularly ill-
tempered young squigs that will quickly progress from
biting off fingers and hands to devouring careless grotsand
anything clse that strays into their pens. However, awell
trained Squiggoth will become almost completely lojal 016
Snakebite master, recognising him by his distnct smell, and
reserving its rage for its master’s enemies.

The Snakebites clan’s name and emblem comes from
arite of passage that involves a young aspirant goading
an extremely poisonous scrpent into biung them, thet
sucking out the venom (o prove their wughness Thisle
Snakebites to build up an immunity to venoms, and h!f‘v
usually bring poisonous serpents to cach new world the
invadc in case the local wildlife proves disappointngl
moflensive. As far as a Snakebite is concerned, s“nkir
the best pets - obviously, the more aggressive the DeE

The Snakebites' Runtherds breed large numbers o€
Gretchin, who in times of war are given Weapols 810 By,
into baule, often manning artillery batteries. lmni of the
more sophisticated weapons that fall into the m"m.gir

S bites usually find their way into the hands of how el
s the runts of the tribe are left to figur® 7[‘{‘mc
he Orks, meanwhile, gather into especialy

and surly mobs, whose lack of shootas is more o
up for by their assortment of heavy, blunt 0Bt g ot
Snakebites launch an assault, it is with such ““OC;‘&N
that the enemy s buried under an avalanche o o
Orks, snapping squigs and gunwielding £0% 0 e
may be rather low-tech, the Snakebites are 3 A€AEEE

grots,
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The other clans view the Blood Axes with
an uncasy sense of distrust. They trade
openly with the Imperium’s more isol
worlds, plan their batdes in advance, and
cven consider retreat to be something
done on purpose. Qualities that would
recommend the Blood Axes as natural
leaders amongst most of the galaxy’s other
races instead see them labelled as treacherous scumbags by
the vast majority of greenskins.

In fact, most of the Blood Axes’ reputation is undeserved
True, they have made the most contact with the Imperium,
occasionally even fighting for the humans as mercenaries,
and making extensive use of Imperial war matericl, Then
again, every Ork can see the funny side of extorting
\weapons from human planets only to use them against their
former owners.

It doesn't help the Blood Axes” reputation among the tribes
that a lot of their young Orks end up in the Stormboyz
These odd Ork formations arc a place where a young Ork
can rebel against the anarchy of Ork socicty by following
orders, conducting precise military drills and polishing
their boots. Heckled and laughed at by most other Orks
the Stormboyz spend hours each day marching about and
chanting, saluting each other and generally carrying on in
very un-Orky ways. The jeers of the other mobs tend to fade
avay when battle is joined though and the Stormboyz prove
their worth. Using potent rokkit packs, they fly into the fray
on pillars of smoke and fire. As they age, most Orks leave
the Stormboyz for 'proper’ mobs, but some gain a taste for
it, especially Blood Axes, and will rise to command whole
formations of black-booted young Orks.

Blood Axes view the act of getting shot before they reach
the enemy lines as a waste of a good fight, and so many have
adopted the practice of wearing camouflage. This makes
them a target for derision, but in truth the Blood Axes
barely notice this, For this reason the clan also has a natural
affinity for Kommando mobs, and makes
them in battle. Unlike other kinds of Orks, Kommandos like
10 sneak up on their foes, using all the dirty, underhanded
tricks they can think of to get the drop on them. Most Orks
consider the idea of hiding from a fight or silently creeping
through cover a waste of time, if not downright cowardly
What they don’t understand is that Kommandos like a good
fight just as much as the next Ork, only they know how ©
getin close without getting shot in the face. There is no
greater pleasure for a Kommando than making a good
surprise attack, that split sccond as horror spreads across
their victim’s face worth all those hours of crawling through
the mud.

xtensive use of

Blood Axe Warbosses seem to have a better understanding
of grand strategy than their compatriots from the other
clans, knowing when to combine a Dakkajetstrike with a
ground attack, or send in a mob of Kommandos, This trait
makes them especially dangerous 1o foes who underestimate
the Blood Axes’ grasp of actual tactics until it's far 0o late

DA BIG RAID
The Blood Axes of Waaagh! Grog tell a story about the greatest
Kommando attack ever, known as Da Big Raid. It happened
on the world of Vor'sanay, when Waaagh! Grog smashed into
the edges of the Tau Empire. Freebaoter raids on the Taw planet
had been previously repulsed by a huge alien warship with more
dakka than anything in the Ork fleet. Called the Korstla iy
the Taw and Da Big Dakkaship by the Orks, it stalked the space
lanes around Vor'sanar, annihilating anything that trespassed
on the Tau Empire. The Korst'la’s only weakness was that it
needed to use the huge orbital docks around Vor'sanar to refuel
and rearm. While Grog knocked the heads of his Freebooter
Kaptins together, trying to get a large enough fleet together to
storm the Tau planet, a mob of Blood A
up with a more cunning plan. They would attack the orbital
dacks while the Korst'la was away, wiecking the Tau station,
and denying the warship @ place to reparr itself or rearm, The
Kommandos set out in a looted Tau transport ship, using
captured codes to approach the Vor'sanar dockyard under the
pretence of having been damaged in an Ork rard and seeking
safe harbour. The Taw were initially suspicious of the lone vessel
limjing into their station, but every demand for identification
was met with a satisfactory response, and the idea that Orks
could undertake such a ruse was unthinkable to the Tau. It was
@ horrific swipnise then when the vacuun seals opened and Ork
Kommandos poured out into the station. By the tome the Tau
had mustered to repel the invaders, the Kommandos had reached)
the station’s reactors, Smashing them to scrap, they set off a
chain weaction, dooming the station and allowing Waaagh!
Grog to ransack Vor'sanar and ultimately the entive sector.

Kommandos came




GORK'S OTHER FOOT
Nabrot Stub-fingers 1s renowned among the Deathskulls of
Octarius for his Kleplomania, The saying goes that if Nabrot
can't ool it, it @'t worth stealing. This 1s something the Ore
has proved time and again, making offwith piles of teef, shiny
weapons and poorly guarded vehicles. Nabrol's mob goes into
baltle with many of the larger things he has nicked, such as
battle tanks and big guns, all fstooned with the mob’s glyphs
and pawnted in s favoured colowrs. Other stuff he pinches
Just because it amuses him on some level, like the statue of the
LEmperor from the sprre of the Huminous Cathedral on Tobin's
Rest. The Sisters of Battle defending the shrine world vowed
unending vengeance against the invaders after Nabrot drove
nlo battle with the crudely defaced statue lashed upside down
0 the front of his wagon. The mast impressive thing Nabrot
ver looted was the Baneblade super-heavy tank known as
Gork’s Other Foot. When the Overfiend of Octarius turned
his blood:ved eyes on the forge world of Kernalk IH], Nabrot and
hus Deathskulls followed the Warbass into batile. The C.
defenders vecled before the Ork assauli, their lin
thanks to the guns of several Baneblades
decided he had to have one for himself. Leading a smaly force
of Deathskulls, Nabrot found a way through the vast secger
comples of Kernak and.into ts hewuly defended factorums
Whilst hus Boy: caused a destructive distraction,
Bancblade and blasted his way back to the Ork 1
the tank Gork’s Foot, s

adian
ies holding only
Nabrot immediately

Nabrot stole a

; nes, He dubbed
g it was o1t could give the enemy
4 good kicking. Ths lasted wntil it was pointed guy by nnm)
Ork that the Overfiend’s Gargant was called G :

Ve ork’s Fo
which Nabrot replied, ‘Well then, this s Jus ofjer ]o;z Foot, to

hskulls are plunderers
cqual, They are tremendously aey
at looting, borrowing, scrounging,
scavenging, and stealing things frop
thear fellow Orks, and notoriousy gy
gving hem back. Given ther geny
most Deathskulls would make capable scientistsand
excellent engineers if their fascination for new things asieq
Jonger than the time it took 10 steal them,

The Deathskulls sce battle as a two-stage process, ofien
Jurrying the killing part in an effort (o speed along the
scavenging spree that follows. After the batle the Boyz reqfy
0 to work, feverishly stripping the corpses of the fallen of
Everything from ammunition (0 bootlaces. Many Deathskuls
will take grisly trophies such as their victim's scalp or skull
into the bargain. Only when the loot s returned (o the can
docs the inevitable infighting break out, as the Deathskully
wade, barter and auction off their illgotten gains. Other
Orks drawn to Deathskulls camps in search of these stolen
goods - looking for a specific bit of kit or cven something
taken from them in the first place — usually leave with less
than they came with, as the Deathskulls have the uncanny
ability to knock another Ork around the head while going

s at the same ume.

through his pocke

Deathskulls do not limit their pillaging to enems corpses,
and anything that can be taken probably will be, Wrecked
vehicles are especially popular for this, and the burntout
hulls of battle tanks, armoured transports or even flyersare
all fair game. Dragged off the battlefield, they can citherbe
broken down for bits or taken to a Mek, who will beat some

life back into them. More than one foe has been hornified

10 see onc of their own vehicles turned against them, o
Deathskulls yelling msults from the turrets of their loot

vehicle as it rumbles across the baulefield:

The clan uses a horned death’s head as its totem, and

this symbol is added onto anything its Boyz have stolen

w0 establish ownership over it once and for all. This Gt

also involve painting it blue, which they belieye 53 |u:k:m ‘
colour, and blue handprints and smears on vehidesSEEH
sometimes used as a mark of ownership, regardless of 1‘;: hat
the current accupants say. The superstitious Deathski

¢ blue warpaint, often going so far s (0 dawd

! battle: ‘
themselves from head to toe in it the night befor¢ & g

even us

; (hiat constitutes
Given the Deathskulls' broad definition of what OB 0
ny of the!

personal property, i s little wonder that so many Of ¥ ;
clan are Lootas. In fact, most Orks see Deathskulls 300 08
Lootas as one and the same ~ both a bunch of tHeWEEE 8
one would do well to keep a constant eye ot L“}m:lin“
compulsive scavengers who also have a weaknes "M
guns. They seck out the biggest and hestweapons t
carry, often getting Meks to cobble them 10g¢ them O™
bigger guns, 5o heavy that they have to balance (% g
their meaty shoulders. These ‘deffguns'y a8 1V 5P in
are among the deadliest weapons an Ork can W€t
battle they make a tremendous racket as they 1625
enemy with bullets, blasts and bolts.




Ork Freebooterz are notorious pirates
and thieves, plying the void in smoking,
sparking ships with the intent of causing as
much mayhem and destruction as possible
They prey upon anyone foolish enough

to stray into their hunting grounds,
screaming out of the dark on plumes

of fire to blast apart their focs. When

an enemy vessel is crippled or foolishly trics to surrender,
the Freebooterz will smash their way on board, killing
anything that moves and stealing anything that doesn't. The
Freebooterz will then haul their booty back to their hidden
bases and count their ill-gotten gains

When a Warboss wants to invade a planet, he calls on fleets
of Freebooterz o sce off enemy ships and clear the way

for the Orks to get down o the surface. For this service
Freebooterz claim exorbitant scavenging rights as well as a
fortune in tecf, and a Warboss has little choice but to pa

up if he wants their help, as Freehooterz that don't get their
price often simply vanish into the void in search of more
Toot. Even if a Freebooter's terms are met, he might still

get distracted by beter prospects, the lure of easy plunder
cnough (o sway most kaptins. Whether they fight alongside a
Waaagh! or tear around the void raiding plancts and stcaling
ships, Freebooterz often become disgustingly rich, leading
many to become Flash Gitz

Otk Freebooterz are by no means always Flash Gitz, but all
Flash Gitz eventually end up as Freebooterz, Arrogant and
boorish, a Nob who fancies himself a Flash Git will normally
alienate himself in short order from the rest of his tribe
Whether because of his grating selfaggrandisement, eating
the local Bigg Mek's favourite grot oiler without permission,
or committing the cardinal sin of strutting about with a
bigger, shinier shoota than the Warboss, a Flash Git will
normally find himself cjected from his tribe. When a whole
band of Nobz get ideas above their place in the order of
things within the tribe all at once, it can lead (o bloody
infighting. This will usually end up with the departure - at
gunpoint or otherwise - of a whole mob of newly frecbootin’
Flash Gitz

Howeyer they find their way into this new situation, Flash
Git mobs will quickly take to the Freebooter life, Fighting
as mercenaries allows successful Gitz o accumulate vast
sums of wealth in a short space of time. Even better, they
can glecfully spend it all on themselves without a Warboss
around to take his cut. With teef galore flowing into their
coffers, successful mobs of Flash Gitz will soon be riding
through the void in their yery own kill kroozer while
wielding the kind of fircarms that Deathskulls Lootas can
only dream of stealing. They bedeck themselves with naty
finery, even their grot minions get stuffed into gold-buttoned
frock coats and brag loudly of their masters' wealth. Flash
Gitz also sport profusions of picrcings, furs, glyph-plates,
brightly coloured pirate garb and extravagant hats. All of
this showy nonsense does absolutely nothing though to hide
the hulking, muscular bulk and bestial lethality of the Flash
Gitz themselves

KAPTIN BADRURK
Kaptin Badruhl: 1s the greatest Freebooter of his age, a
sonstrous, roarng privateer bedecked in barbarous finery.
Badrukk's Flash Gitz carry enough firepower into battle to

level a well-defended hab-block, and the Kaptin totes the most
Jfearsome firearm of the lot. Badrukk and his villanous crew
are legends among their own cutthroat subculture, thundering.
through space in thewr aversized Kill Kroozer Da Blacktoof,
and they have fought at the side of every major Warboss worth
following in recent history. Wherever the Kaptin and his lad=
make planetfall, misery and destruction are sure o follow, for
Badrukk's Flash Git are superlative reavers who live to commit
munder and cause mayhem, stealing everything they can get
their claws on. Years ago, Badrukk was chased out of the Bad
Moons clan on charges of having too many teef for his own
good, From the day of his exile, Badrukk's accomplishments
Tave far outstripped those of his fellow Freebooter kaptins.
Fighting alongside the flect of Warlord Garaghak, Badrukk
blunted a tendril of the Tyranid Hive Fleet Kyaken with an all-
guns-blazing raid wpon the Norn Queen at its heart. During
the War of Dakka, his warnors outshot a Tau Hunter cadre.
Same cven claim that the Kaptin personally brought down a
Freeblade Knight armed with nought but  hatr squig and
several nebmiated Snotlings, though it seems likely that such
tales have grown in the telling. Most recently, Badrukk has
been engaged in a series of bloody skirmishes against Space
Wolves forces deep in the Sanctus Reach. A rumour persists
that these raids are being performed al the belest of a shady
and extremely generous employer, but Badrukk is playing his
cants extremely close to his ches




< war on an apocalyptic scale. Orks beyor

d defenders’ armics Taid to was

An Ork Waaag]
are exterminated an

Orks need batde just as humans need food and drink
they constantly fight amongst

son nearby enemics,

alised. They never

Duc to their warlike nature,
(hemsclves, or launch piratical rids vy
Such conflicts tend to be small-scale or o
ndom outbursts of vielence and
) reach a critical mass
This is known
whes

veally develop beyond ¥
Jooting. However, Ork populations car
that leads to a fullscale planctary migraton
as 4 Waaagh!, a crusade of pure aggression that cra

through star systems in an orgy of violence

as asingle Ork

A Waaagh! usually starts small, even as sma
wisited by dreams of carnage. He will hammer his dreams
of conquest into his subordinates, and then lead them in
attacks against other Ork warbands. With cach victory, the
new Warboss' legend grows, and more followers flock o his
blood-soaked banner: As he fights o retain command of his
ever-growing horde against a constant stream of challengers,
he will subsume the armics of those he conquers into his
own tribe, and as news of his prowess spreads ever further,

the trickle of reinforcements becomes a green flood

Drawn in by the Warboss™ reputaton, O Meks will st
(0 collaborate on marc and more outlandish projects as
the Waaagh! grows, building even larger war machings and

d counting swarm
ste as the Orks plough eve

from one world tb the next Whola et o

r onward in an unstoppable tide.

cans. Smoke belching mobile fortresses and e ey

o battle are cobbled together out of nothing more e
scrap metal and heavy-handed enthusiasm. Corkanauisy
Morkanauts appear in growing numbers, their pilots wch"d
out the Wazagh! with a feverish intensity, Whole mobg of
Mckboyz raisc towering scaffolds within which Stompa
nd cven Gargants start (o take shape, these ighty effgie
gniting some primitive drive vithin the minds of the Orks
who sce them, causing the flow of Waaagh! energy they
<ubconciously generate o reach fever pitch,

At this stage there is stll much rivalry between the various
clans and tribes, and cach will strive to outdo all the others
in terms of the sheer destruction that can be wrought by
its war machines. Those Meks without the resources to
construct Stompas and Gargants will instead create mobs of
clanking Killa Kans and Deff Dreads, or Batlewagons from
which the Warbosses can lead their armies 0 war,

Soon the emergent Waaagh! begins to span worlds instead
of just continents. Entire native populations are forced inta
slavery merely to manufacture ammunition for the horde’s
guns. Crude factoryships and war hulks are bashed into
shape, the better to transport the Ork armies into batle




When the lure of imminent bloodshed can be resisted

1o more, the deadly fervour washing through the horde

overflows. Tecming Ork armies mass and swell with a roar
like savage oceans, and the skics fill with crude and bulky

Ork space-faring vessels,

The grand musters that precede a fullscale Ork invasion are
an awe-inspiring sight. As the Orks gather for battle, smoke
from thousands of oily engines fills the sky. The ground
trembles beneath great wheels, tracks and the thunderous
strides of towering Gargants, Armies of greenskins stretch

the horizon, raising their banners high to proclaim
their reputations and allegiances, their warcries audible for
miles around. Looming Gorkanauts and Mor bizarre
artillery picces and force field generators chug, clank and

midst the green throng. Armadas of rusty vehicles

¢ rolling thunderheads of dust into the atmosphere,
whilst Dakkajets roar overhead leaving contrails of filthy
smoke. Speed Freeks rev their engines, and the Boyz fir
their guns into the air as a carpet of Gretchin spreads out in
front of the army

Eventually, the baulefield is barely visible beneath the
endless sea of green, each Ork warrior certain that the
ground will soon be stained red. Here the power of the
hi is palpable as a wave of raw aggression, and the
believe Gork and Mork are gazing eagerly down from
the Warp to see how their warriors will farc

Then as one, with an almighty bellow, the Orks surge
forwards, and another world is plunged into unending war

THE GREAT WAAAGH!
1L is generally thought seithin the Impervum that over the last
century or so, the Orks have become cven more aggressive and.
warlike than cver before, and the numbers of Waaaghs! being
reconded in all five Segmentums is increasing:

The Imperum has long theorised that the grenskin ace
ossesses low-level background psychic abilities, a kind of gestalt
Warp resonance. Orks, of course, neither know nor care about
such things. Yet as Wary space becomes more turbulent, so the
Orles too are becoming ever more belligerent. This ise i neww
Waaaghs! has been most notable around Warp space anomalies
and reguons plagued by Warp storms, with hundreds of
greenshin invasion forces emerging from these areas every

Members of the Ordo Xenos have noticed a trend in the
translations of glyph-sequences found in O

speak increasingly of ‘da call of da gods” a phenomenon felt
most keenly by the nomadic Gorkanaut and Morkanaut pilots.
The emergence of Weirdboys seems 1o be increasing expanentially
also, with many claimng that they see visions sent by Gork
and Mork. On thousands of worlds the ominous sithoucties

of Gargants rise against the war-torn skies. The Orks’ fors

can only walch in horrified bewrlderment as the phenomenan
knawn as the Great Waaagh! sees the greenskins flooding across
the galaxy in monbers never befors witnessed, slavghte
cverything in their path as hey go.
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s, Rumoured to be
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The Butcher of Obstiria, the Bane
Grukk Face-rippa for his bloody deed
Warboss smashing his way from one

[ways

THE TWO TRIBES ¢
Once an Ork Boy in the Skullcracker Goff ribe of Krugg
the Tyrant on the desert world of Eyrok, Grukk fought for
against the SplitGrin Bad

1 his next fight. Eyrok had
s spent

Krugg's tribe for many years
Moons, with litde thought beyond
once been an Imperial planet, and the two trib
amongst its ruins, their Trukks

me at wa
across the scorching dunes and through
Jties. Even then Grukk

much of the
and bikes tearing
the skeletal remais of the hive ¢
was bigger and stronger than the other Orks, and Krugg
Kept a vary eye on him ready to put him back into place if
he stepped out of line. The only thing that stopped Krugg
{hrowing Grukk down the biggest sinkhole he could find was
that the Ork was just too handy i a fight. Fate then took

a hand in Grukk’s life when it sent the Big Mek Mogrok

{0 Eyrok. The Mek had been marooned there by a tribe

of Freebooterz, who had decided that firing the Mek ata
planet was casier than paying him for the work he did to
their ship, and was now tying to build his own ship from
scrap. When Grukk came upon the Mek he was going to give
him a good kicking, until Mogrok changed his mind

of the Sanctus Real

blessed by .
Jooking for the next big scrap:

4

ch — these are all names carnied by Warhoss
Gork himself, Grukk has never lost a battle, the brugigy

WARBOSS GRUKK

Mogrok convinced Grukk that rather than fighting a ey
Orka on some backvater planct, he could be conquering
whole star systems. 1t 0ok a while, but the Mek eventually
swoke a spark of ambition in Grukk, The Ork charged

X to the Goff fort and smashed his way into Krugg's
mshackle hut, knocking the Warboss from his feet with

a rour of challenge. The Tyrant fought back with savage
brutality, battering Grukk bloody. The two Orks tore the fory
apart in thir struggle, and eventually Krugg caught Gruki
with a thunderous backhand blow of his sawfisted power
Klaw, hurling his brutish challenger through a mudbrick
wall into the dusty courtyard beyond. As he loomed over
Grukk's crumpled form, Krugg prepared to land the
finishing blow. GrukK’s will to kill drove him to his feetat
the last moment, grabbing the Tyrant's roaring saw-Klaw and
forcing 1t inexorably backward. Green sinews shook and
muscles bulged as the two Orks strained against each other,
yet Grukk was stronger. Krugg's eyes widened in horror just
before his arm broke with a rotten crack, and the Klaw's
ing saw-blade chewed hungrily into his face. Blood flew
n sheets, and with that Warboss Grukk Face-rippa sas bom

Within a week, Warboss Grukk had united the Orks of
Eyrok, crushing any rivals to his position. As he stood

over the fallen Warlord of the Split-grin tribe, Mogrok was
there again, tlking in Grukk's ear, telling him about some
nearby worlds where there was fighting to be had. Now
with free access to all the scrap he could use, the Big Mek
hammered a ship together and found the Freebooterz that
had marooned him on Eyrok. He brought Grukk with hin
0 teach them a lesson, and those that survived the ensuing
battle soon joined up with the Warboss

Eyrok was on the edge of the Sanctus Sub-sector, and wis
considered a dead world be the Imperium. It was therelore
a surprise for Sector Lord Vargan when a tide of Otk
sweptacross his outlying systems, What began as isolated
reports and garbled astropathic missives quickly bultine
an avalanche of desperate cries for aid. Grukk mereilesly
ravaged the txic jungle moons of Palos, breaking the &2t
crystal dome of its blessed city and flooding it with posons
while hus warriors laoted and Killed. On the penal outpestel
Night's End, the Orks turned the prison into a giant fighting
Pit, throwing in squigs, grots and Boyz while placing bt
on how long the prisoners would last againstthem: WS
Sector Lord Vargan sent his periphery fleet agaimst GRS
the Orks attacked them in the midst of an asteroid feld
Ork and Imperial vessels were hammered vith roekS 38 U1€0
as blasted each other to scrap, the Orks RMMING: batt

and boarding dozens of Impenial vessels. With v’ radand
battle more Orks flocked to Grukk’s banner, and nistegend
tz:zksx‘:w‘r:: mgth]e minds of greenskins across the b ws;“

anctus Sulysector, it 2
R ()i's: ub-sector. In the space of a few slmny'J| PR

all b ce considered desolate was teeming W
awling the name Grukk into the dark:




'THE RED WAAAGH!

By the nme Grukk reached the Sanctus Reach he had
Dbillions of Orks following in his wake. Only a few litde
obstacles stood in the Orks' way, most notably the Space
Marine world of Obstiria, home to the Obsidian Glaives
Chapter. Five companies of the Chapter defended their
planet, led by their Chapter Master Midnias, a scarred
veteran of countless wars against the greenskins, Despite
Grukk’s numbers, Midnias has assured the Sector Lord that
he could halt the Ork incursion before it plunged even
deeper into the sub-sector.

Even before Grukk reached Obstiria, Freebooterz and mobs
of Evil Sunz were racing ahead to be the first ones 1o attack
the Space Marines. Kaptin Dakbad Flamegut was the first to
descend upon the planet, his kill kroozers charging at the
Obsidian Glawves’ orbital defences. Hundreds of thousands
of Orks reached the surface of Obstiria through a hail of
antaurcraft fire, and laid siege to the Penumbral Spike,
fortress monastery of the Obsidian Glawves. The Spike was
an impressive fortification, rising hundreds of metres above
the radiation-washed plains of Obstiria’s polar continent,

its spire permanently cloaked in thick cloud. In the three
millennia since the creation of the Chapter, it had never
fallen to a foc. Soon Orks scaled the fortress walls, bellowing
war cries while the Space Marines blasted at them from
above. Numerous times the Orks bludgeoned or shot their
way into the fortress, Midnias personally leading counter-
attacks to throw them back, and for seven days and nights
the Obsidian Glaives held back the Orks, the loss of cach

fallen Space Marine keenly felt, cach section of their fortr
defiled a stain upon their honour. Finally, on the dawn of
the eighth day, the tide of Orks scemed to slacken, leaving.
the Space Marines to count their dead. Then Grukk ived.

The Orks that had attacked Obsuria so far had been but

the merest tip of the Red Waaagh!, a grim taste of things to
come. When Midnias learned of the Warlord’s coming he
Knew his only hope was to slay Grukk. The Battle of Black
Gulch was Midnias' final attempt to kil the Warboss. At

first the Space Marines caught the Orks by surprise, slaying
thousands as they fell upon the horde, but then the Orks’
numbers started to come to bear. Into their midst Midnias
soared, roaring across the battlefield on his jump pack ©
engage Grukk, his blade moving in a blurr to hack off the
Ork’s head. Grukk turned at the last moment, taking the
blow on his thickly muscled shoulder, roaring in pain. As
Midnias rassed his blade for another strike, Grukk lashed out
and wrapped a meaty fist around the blade. The Chapter
Master strained with his considerable strength against the

K pivotied against the Space
1ght and delivercd a thunderous uppercut that
tore Midnias’ helm, head and all, clean from his should
Thus ended the Obsidian Glaives. Their commander dead,
the Space Marines valiandy attempted to defend their world
for a further three days, fighting a battle they could not
hope to win against the overwhelming numbers of Grukk’s
hordes. With Obstiria crushed and the Sanctus Reach
aflame, only Alaric Prime remained defiant, and the Red
Waaagh! gathered once more for war.
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As Grukic's Iegend grew, many tribes of Orks ﬂocke;:l :k L
would lead them into. What began as two tribes on &Y

of billions of Orks, capable of bringing ruin 3

ORK TRIBES OF EYROK

Once he'd gotten a taste for power, Grukk brou
the tribes of Eyrok to heel in a single bloody w
the time he was ready to strike out into the stars
sizable force under his control, and those few remainging
< ay were crushed

ght all

he had a

greenskins foolish enough to stand in his v
under the lambering footsteps of his followers.

Bi¢ MEk MOGROK

Always close at hand, Mogrok made sure Grukk was
attacking the best worlds and keeping the tribes in linc
Filled with all kinds of technological inspiration, Mogrok
always seems to have another trick in his bag of scrap, often
pulling something out at the last minute to trn the tide in
favour of Grukk and his boyz. When, during the Batdle of
Bonewash, Grukk's Skullcrackers were ambushed by rebel
grots of the Red-toe Tribe it was Mogrok’s shokk-traktor
truck that sucked up the diminutive warriors and sprayed
them across the desert like green and red confett

SKULLCRACKER Boyz

Emulating the mindless rage of Grukk, the Skullcracker

Goll Boyz became meaner than ever. Wherever the hulking
Warboss charged into the fray dozens of his Boyz were always
close at hand, their bunched green muscles and cruel beady
eyes reflecting the rage and violence of their leader. Over
time, the biggest and strongest of the Skullcrackers formed a
personal bodyguard for Grukk, these Skull-Nobz covered in
scars and trophies from their many victories

KarTIN DAKBAD’S FLASHGITZ

The firepower of the Flash Gitz was once the bane of the
Skullcrackers, until Grukk turned them against his cnemies
instcad. Kaptin Dakbad in particular knew a good thing
when it came up and punched him in the face, siding with
Grukk and riding the wave of carnage and loot all the way
to the Sanctus Reach. It also helped Dakbad’s position with
Grukk that the Warboss needed his ships if he was ever to
get off Eyrok

WASTELAND WARBIKES

Many of the Orks of Eyrok roared (o war on mechanised
chargers built from the rusting remains of the hive cities on
that long deserted human world, and the rewing engines of
thousands of bikes heralding the tribe’s arrival :

SCrAP-TRUKKS
With such an abundance of scrap metal on Eyrok, the Mek
not only buil bikes and Baulewagons for their bosses.
also Trukks by the score for themselves so that they puld.
tow it back to their workshops. Most of the wars on, Evooy
before the rise of Grukk were over scrap ke
tribe both fighting for and fighting with b
or parts of engine. More than one
death by a tyre or impaled on
those turbulent times

Orks from every
bits of twisted meal
Ork was bludgeoned 1o
TSty set of bike forks during

banner, -
a few thousand Boyz would grow into a sector-spanning \; o

and death to whole worlds.

eager (0 fight in the great battles that this new Warlord.

GRUKK'S SANCTUS RAIDERS
Once free of Eyrok, Grukk raided worlds all along the
edges of the Sanctus Sub-sector, all the while gathering
tmone Orks o join in with his unchecked rampage. Draym
by the promise of piles of teef and war on an unimaginahe
ceale, thousands of Freebooterz joined Grukk, their vessels
Allowing him to strike when and where he wanted.

Karrin DAKBAD FIREGUT

The first Freebooter to fall in with Grukk, Dakbad and his

pirates formed the vanguard of the Ork raiders. Dakbad's

ships had spent years raiding the yworlds surrounding Eyrok

with the reckless violence typical of any Freebooter worth

his bloodthirsty reputation. When Grukk offered the Kaptin ‘
a chance to share in the riches of battle, Dakbad didn't ke
long to convince. Those worlds that had once been too well
defended or too strong for the Freebooterz fleet to attack
alone would now fall under the meaty fist of Grukk.

GASHRAKK DA FrLasH

Drawn to Grukk’s Waaagh! by riches untold, Gashrakk took
over as Warboss of the Split-Grin tribe. Ripe for some rough
leadership after Grukk staved in the skull of their last boss,
the Split-Grin tribe quickly fell into line behind Gashrakk. In
the time-honoured tradition of the Bad Moons clan, t0 gain
lcadership of the Split-Grins he bribed most of its Nobz with
the best guns and choppas teef could buy. Those who did
not fall into line soon found themselves the targets of their
former comrades’ new arsenal

SKULLCRACKER MEGANOBZ

Assaulting planets and boarding ships requires huge
armoured Orks, and the biggest, most armoured Orks
following Grukk were his Skullcracker Meganobz Only
the toughest of the Skull-Nobz earned a place within the
Meganobz. Those who were first to get a suit of mega
anmour, however, had t not only be strong enough O NET
1tbut mean enough (o keep it 100.

SPLIT-GRIN DAKKAJETS
With all his teef and connections, Gashrakk got togethet & ¢
squadron of Dakkajets, their screaming engines Gllng e
skies above the worlds Grukk attacked; Notorious shov®
the Split:Grin Dakkajets would spend almost as much U
barrekrolling and diving down from the sky as §0i8
Grukk told them, Even so, as soon as any enemy fighter
appeared the Dakkajets would fall on them like locwts
hammering guns and howling jets filling the sk




When Grukk reached the Sanctus Reach it was at the head
ofa bellowing, chanting sea of greenskins — amongst them
millions of Orks driven nto a mad frenzy at the prospect
of battle on a scale few of them had been part of before.
‘Unwittingly (or perhaps intentionally on Mogrok’s part)
Grukk now commanded a mighty Waaagh!

BADDFRAG’S LOOTED WAGONS

The Warboss Baddfrag led many of Grukk's armoured
and shooty wagons, lots of them pinched from the humies
but made even more killy. Often the first things to hit the
ground when Grukk invaded a planet, Baddfrag’s looted

wagons would rumble forward, smashing anything in their
path in a rising tide of rusting metal and flame-belching
barrels. On Phenos IX, Baddfiag led the charge across the
ancient energy bridge connecting the hive primus to the
world’s jungle<hoked mamland. Ramming through the
Imperium’s defences, Baddfrag sent scores of enemy tanks
wmbling off the bridge and into the boiling seas hundreds
of metres below. In the afiermath of the baule, Baddf
used mabs of grots tethered to cables to fish out the wrecks
so he could press them into service again

WINGNUTZ'S FLynoyz

Wingnutz was skyboss of the Flyboy, a huge formation of
Dakkajets, Burna-bommer and Blitza-bommers which would
darken the skies in the vanguard of the Red Waaagh!, So
cager was Wingnutz to get into combat that his Boyz would
lash their planes to the outside of scrap ships, cutting then
free as they fell through a planet’s atmosphere. The Flyboyz
would then plague the skies of the world, shooting down
anything in their sights and dropping bombs on targets
below. Wingnutz himself became notorious for his death-
defying strafing runs over bateficlds, his Dakkajet passing
only a few metres above the heads of startled Orks and their
termified enemies alike.

BOGROT BONES” GARGANTUAN SQUIGGOTH

There were huge numbers of Snakebites in the Red
Waaagh!, but none meaner than Bogrot Bones and his pet
Gargantuan Squiggoth, Stompy. In battle, Stompy hived up to
its name, trampling entire companies into the ground under
its bulk, often oblivious to the mayhem it was causing. The
smallbrained beast could only concentrate on one thing
ata time, however, and was easily confused. Bogrot Bones
would yell and bawl, trying to goad it into going where

he wanted, though Stompy, often secing something shiny,
would thunder off in a random direction, This happened

on numerous occasions during the Red Waaagh!, the huge
monster either wrning the tide of baule inadvertently

or causing carnage among the Ork hordes as it crashed
through its own allies. One ex
Sybel I11; Stompy broke open the fortress when he spied

the shiny medals on the chest of the fort's Imperial Guard
commander. The officer was waving and yelling (o his

men from the top of the wall, unaware he was leading the
Squiggoth on. Stompy headbutted its way through the wall
and gave chase 1o the termfied commander as he ran up the
seven tiers of the fortress, trying 10 close gates behind him
nd ordering men to cover his fight. In the end, Stompy
comered and pulverised the officer in the heart of the
citadel as thousands of Orks poured in through the breaches
he had left behind.

mple of this occurred on

o

it
'WEIRDBOYZ AND BIG REDD DA WARPHEAD
Though none of the other Orks liked them, the Weirdboyz,
like Big Redd, did their bit for the Wanagh!, blowing up
heads with their raw psychic power. In batde, the Weirdboyz
would vomit forth raw Warp-energies, overcome with the
might of the Waaagh!. This could have all manner of
unforeseen consequences as their psychic powers ran amok,
heads would burst like over-npe fruit, limbs would snap like
twigs and organs rupture as pulsing shockwaves of power
rolled out from the Weirdboyz. Big Redd was the worst of
them, and other Orks didn't like to hang around the odd-
looking Weirdboy, even when he wasn't thrashing about and
babbling like a brain-damaged grot. Strange things followed
Big Redd around like a lingering stench, mumbling and
gnashing. Big Redd himself didn’t scem to mind, as he
always muttering under his breath and talking o things only
he could see anyway

Gorrposs DrROGG

Grukk had lots and lots of Goffs in his Waaagh!, and
Goffboss Drogg was charged with keeping them in line so
the Warboss could concentrate on just smashing stuff; Gofls
have a habit of geting carried away when there’s a scrap in
the offing Most of the time, Grukk didn’t mind if the boyz
didn’t do what they were told, as long as they were knocking
heads together. Those other times, he made sure Drogg was
by 1o restore order. On the planet of Absedia, Grukk
used his Goff hordes ta break the back of the Ministorum's
defences. Drogg made sure the boyz focussed on Absedia’s
Abbey of the Ardent Dawn, rounding up mobs distracted by
burning up the planet’s peaceful countryside and sending
them up the mountain toward the humie fortress. It was also
Drogg’s cunning tactic to use the big statues surrounding
the abbey to smash down its walls, toppling them over to the
deafening cheers of the gathering Otk horde

nea

Mocrok’s Bic Gunz
The Big Mek supplied Grukk with a massive arsenal of
artllery of all types, enough to Tme them up for miles,
wheel-to-wheel and lay down massive, if unpredictable
barrages. At the outset of the battle for the Sanctus Reach,
Mogrok filled the hulls of Grukk's Freebooter armada full
of guns of all shapes and sizes, looted from dead ¢ne

s or
hammered together ov

of scrap. Often, there was no way
of knowing just what would come out of a gun’s barrel until
itwas fired. However, there was one problem. The grots
manning the guns did not have a clue how to fire them
Constantly looking over their shoulder to see if they were
ahout to get a slap from the
often spend the first few o

int herder, the grots would
utes of the batde prodding
and grappling with the guns, tymg to figure out how they
worked. Nevertheless, the outcome was always devastating
cither for the cnemy or the grots

Da Fists oF GORK

Grukk's prized Gorkanauts had a fearsome and well-
deserved reputation for camage. These towenng engines of
death were always at the forefront of any battle, their claws
pping into the foc. Inside their well armoured
1 Nobz would ry to outdo each other,
killing encmies in successively more spectacular ways or
racing st cach other 10 be the first to get mto the fray.
By the end of the war, each Gorkanaut had amassed an
impressive tally of kills




Ldeserved reputation for b
£ their kind, and have am
, Gashrakk da Flash and b

All Bad Moons Orks have a el
Grin tribe are among the worst 0
sown by Grukk and the Red Waaag

A FIST FULL OF TEEF

For ycars the Split:Grin Bad Moons scraped
on Eyrok skirmishing with their rivals the S
Their Warboss, Skagfing, was content to lead his Boy
the brawl with the Goffs and make some teef in the process,
trading with Freebooters for shiny stuil. The big guns of the
clan kept the Skullcrackers in check, and Skagfing liked 10
make jokes about poor old Krugg the ‘Tyrant’ who couldn’t
afford a good shoota. The SplitGrin tribe might not have
been huge, but they had the best loot, and the biggest guns
to keep ather Orks from getting their hands on it

{ out an existence
kullcrackers
in

This all changed when Grukk met Mogrok and decided to
take control of all Eyrok's Orks. Skagfing had only recently
heard about his rival’s death when Grukk and his lads
smashed their way into the Bad Moons camp, the Goff
Warlord sacrificing loads of Boyz as he charged to in pin
Skagfing down, stand on his chest, and messily rip his face
from his skull. In a single bloody blow, the SplitGrins were
absorbed into the Skullerackers and Grukk took control of
the tnbe. In Skagfing’s place a bunch of Nobs tried to bully
their way to the top, but none of them could match the raw
aggression and prodigious size of Grukk.

Fragmented and leaderless, the SplitGnin tribe became
inferior to the Skullcrackers. Grukk used the tribe for its
massive guns and kustom weapons, draining their stockpiles
10 build up his warband. The Split-Grin tribe also gave
Grukk access to the Sanctus Sub-scctor’s Freebooterz, giving
the Ork Warboss a way off Eyrok and out into the void. Of

2 tastes are just as as Bad
Moons, and 5o as soon as Grukk’s warband took o the stars,
the fortunes of the SphtGrins changed again

course, Fi

DA FLASHY FREEBOOTER

ashrakk da Flash was once first mate to none other

than Kaptin Badrukk, the famous Ork pirate. According

to rumour, even Badrukk had gotten sick of Gashrakk's
ering pretension and so had forced him off his ship.

Heading off on his own, Gashrakk had massed a small fleet

of kroozers and was haunting the Sanctus Subsector when

Grukk left Eyrok. Seeing an opportunity to increase his

wealth, and to have a good fight too, Gashrakk ‘happened”

0 cross paths with the Goff Warboss and offered his services.

It was completely by chance that the Frecbooter fell in sl

the Split:Grin Bad Moons, but as soon as he did the Ol

knew they had met a leader they could profit llndl'l" i

Gashrakk was somicthing of an anomaly among Orks, |

was always clean, his kit polished 10 a high it and his
colourful armour and clothes bright and unstained. Tn £
Gashiak's obsession vith his wargear extendled beyo o
personal appearance and to his ships and wea mmo-'"d b
buffed 0 a dull shine. Gashrakk would wse e o 01
Keep his geae i pristne condltion, and s ooy e Eres 2

armour

g as proud of A t ‘
ssed piles of teef in recent years. Following the trail of destruciign
is Split-Grins rival Grukk's own tribe in size and status,

their loot as of their prowess in battle. The. Split

100k a scratch or his boots lost their lustre a grot wonld be
there o polish them up or, failing that, (o hurry along ity
replacement The Freebooter boasted that he hiad never e
e same gun more than once - such was his wealth that e
would throw his shoota away after each fusillade, 2 grot gun.
caddy rushing forward to offer up a fresh one

T'his mixture of arrogance and vanity were just what the
Split-Grins wanted, and its Nobz and Boyz fell into line
behind Gashrakk, dubbing him ‘da Flash’. He, in turn, made
sure that no one could mistake the Split-Grin Bad Moons
for any other mob of Orks, and that when they tamed up
there-could be no doubt they were the richest warband
around. The Frecbooter surrounded his tribe with Meks,
keeping them plied with teef and scrap so he always had the
best kustom warg spread these choice items
amongst his favoured Boyz, ensuring the SplitGrins aliays
had the best weapons, wagons and armour, and the other
tribes were only able to look on in envy

At this point, the Frechooter had the first sparks of an idea
about how he might become the richest Warboss ever. By
following Grukk’s Waaagh! into the biggest battles and
relying on the Split-Grins' fearsome firepower, he could
keep his tribe’s losses low, ensuring that any loot ended up
finding its way into the holds of his ships.

KILL THINGS, TAKE STUFE

Not long after Grukk started raiding the edges of the
Sanctus Sub-sector, Gashrakk figured out thatas long s he
avoided the big Warboss' temper (no small feat) he could:
wlk the single-minded Goff into giving his Split:Grin tnbe
the choicest enemics to fight and the best bits of avorld 0
attack. On the moons of Palos, while Grukk's mobs cracked
their way into the domed cities, Gashrakk plundered the:
world’s diamond mines, allowing the tribe’s Meks o use the
gems as lenses and ammo in kustom blastaz or big gunz
and the Painboyz o give the richest Nobz new sets of ‘Shiny
teef’, On the prison planet of Night's End, the SphtGtl
tribe made piles of teef running the pit fights, Gashrakk
personally blasting one particularly tough prisoner @ hits
when it looked like he might upset the odds.

More than once Gashrakk put GrukK’s loot i his own shiPS
‘for safe-keeping’ and waited for the Warboss' atiention

0 be draw to another fight instead, Mogrok would IS
challenged Gashrakk for trying to use the Red Waaaght 5
for his own ends, if the Big Mek wasn't doing preciself i€
same thing himself. In fact, the effectiveness of the Split-
Grin wribe’s kustom weaponry allowed Gashrakk to €8 S5
Mogrok and s Miek followers to make several Gorkini
and Morkanauts for the Split-Grins. The Freebooter evel
managed to lay claim to one of Mogrok’s Stompas: and the
Sphit-Grins were soon accompanied in battle by n €€
expanding horde of smoke-belching walkers:




GASHRAKK'S BAD MOONS
The Spht-Grin Bad Moons are about the bestcquipped Orks
around, and deadly in a fight 0o ~ just ask their Warboss,
the legendary Gashrakk da Flash.

WaRBOSS GASHRAKK DA FrasH
Gashrakk is the Warboss of the Split-Grin Bad Moons, the
richest Ork of the wealthiest tribe in the Sanctus Sub-sector:
Years of looting worlds in the wake of Waaagh! Grukk have
filled Gashrakk’s holds with all manner of weapons and
equipment, the Freebooter turned Warboss has turned
around the fortunes of the Split-Grin Bad Moon Ti

»

PamBoy KUTRAG

Gashrakk is the only Ork who can afford Kutrag's ridiculous
rates, keeping the Panboy supplicd with teef so he will fix
up the Split-Grin Boyz. Often, ‘fixing' an Ork means making
him better in some new and unusual way; Kutrag has a
reputation for hacking off perfectly good limbs so he can
replace them with something better.

GASHRARK'S FrasH GiTz

Not only do Gashrakk’s Flash Gitz have the biggest, most
shooty guns but they also have the shiniest. Gashrakk makes
sure that his boyz got the best stuff from Grukk's loot, and
the Warboss is often oblivious to the Freebooter's skimming
off the top. This treasured plunder often takes the form of
guns, or parts to make bigger guns, and the Split-Grin Boyz
spend piles of teef on Meks to make them even more shooty.

BROKE TEEF LOOTAS
iven in the Split-Grin tribe there are some Orks considered
poor, with broken, stumpy teef. These Boyz have to steal
things to get rich and so make the best Lootas. They are also
often amongst the first Orks to get 1o the foe’s battle line,
not because they are the bravest but because they want to
make sure they get the first chance to go through the spoils
left in the wake of the fight.

FrAsHy SKyBOYZ

Gashrakk likes Stormboyz because, like him, they prefer
to keep themselves clean and polish their kitall the time
However, he has never got used to the way they insist on
saluting him when he walks past

DEFFKRUNCHER

A SplitGrin Gorkanaut, Deffkruncher is a proper example
of an Orky killing machine. The lumbering walker is always
a welcome sight for Gashrakk's tribe, its conspicuous yellow
hull towering over the fray while its aresenal of guns spits
death in all directions.

FORTSMASHA

The Stompa Fortsmasha is Gashrakk's pride and joy, and
the Warboss is sure to be near it on the batdefield so he can
glory in the destruction it wreaks. Bewween fights, the Split-
Grin tribe are always trying to make it look more garish,

adding gaudy Bad Moons colours so that enemies cannot
miss the effigy before it brings about their deaths




BLESSED BY GORK B
Ghasghkull began his i as a common Gofl r00pet o1
the backvater planct of Urk. During a raid upon & SPACC
Marine command sanctum, Ghazghkull was shot in the s
by a bolter shell. It pulped a large arca of his craniuim an¢
caused extensive brain damage. Had he died then, history
might have been very different but a Deathskulls Painboy
called Mad Dok Grotsnik was close at hand, and replaced
part of Ghazghkull’s cercbrum with bioniks made from
adamantium. Tt may be that these bioniks triggered some
latent psychic power or it may be that Ghazghkull simply
Suffers from delusions, but for whatever reason, from that
point on Ghazghkull claimed to be in direct contact with the
Ork gods of war Gork and M

Some mysterious power certamly favours Ghazghkall, for
his rise to power among the tribes of Urk was meteoric, and
he soon fought his way through the ranks until he achicved
lord. Orks respect

the position of supreme planctary
strength, courage and batdle prowess, and it could not be
denicd that Ghazghkull possessed all of these qualities

in abundance. In addition, he had something that most
Warbosses lack: vision. He stirred the Orks of Urk with
impassioned specches, telling them how it was their mission
to conquer the galaxy. Wherever Ghazghkull went, he united
warring tribes with an overwhelming sense of destiny

Over the course of the following six ycars, Ghazghkull
brutally conquered the remaming tnbes of Urk. He

twitted
Warboss Snazzdakka of the Bad Moons, and ontraced Grand
Specdboss Shazfrag of the Evil Sunz. During an incredibly
bloody week he subdued the vast hordes of Snakebite
Warboss Grudbolg, decapitating the scarred old monster
twice before finally winning his loalty. Ghazghkull's empire
now spanncd a world, but this was only the beginning
Caught up in the stirrings of a mighty Waaagh!, Ghazghkull's
hordes of Mckboyz began the construction of a venitable
army of Stompas and Gargants, and as these colossal metal
effigies rose higher, the tribes prepared for war

THE WURLD KILLA

All this might have come to nothing had not Urk's sun
started to flicker and die. Ghazghkull told the Ork tribes
that this was a sign from Gork that the time had come to
Taunch a Waaagh! bigger than any seen before. Those who
wished to join the great crusade could follow Ghazghkull
those who disobeyed would die. To an Ork they chese to
follow their propliet. They would conquer the galaxy or dic
in the atempt s

Foruuitously, some would say, a vast space hulk dropped
out of the Warp at that moment and dnifted |||‘S\\Ill'lm
Amid increasingly deadly radiation storms, Ghay, ;||k|I|l
immediately declared the appearance of the yeasl (o be
a gift from Gork and Mork, and ordered his Mekba L: -
10 secure the space hulk, which they did we, 2
heavy traktor kannon and orbital I
Upon entering the ship, the Orks

d using super.
arpoon platforms.
found the hulk already

occupied, avash with dacmonic entities, Hosever, ag
sagh! Ghazghkull poured aboard in its illions, i
after deck clear of Dac ;

duclling with droning sw
Vast mobs of Boyz and Nobz killed their way down the iy
corridors under the terrifying leadership of the Mad Dok
Grotsnik. A spearhead of Khornate Dacmons poured from
the heart of an ancient star freighter that was lodged amiq
he jumble of the hulk. Led by a towering dacmonic Herald.
formed of flensed, blood-slick muscle, they attempted

to split the Ork horde in two and cut them off from
reinforcement. At this moment Ghazghkull himself stormed
Lo the fore, shrugging off several grievous wounds as he
closed on his foc. He backhanded the Khornate Herald's
fiery blade from its fists, before pounding the mighty
Daemon repeatedly into the deckplates with his power Kaw,
As more and more Orks flooded aboard the hulk, the last
of the Dacmons were banished back to the Immaterium,
leaving the monolithic ship in Ork hands.

With the battle over, the space hulk began to move and
headed once more out into the stars. For months, years or
perhaps far longer the vast space hulk = which Ghazghkull
had named Warld Killa - lumbered through Warp space It
was far from an uneventful journcy and the Orks were kept
well occupied due to the taint of Chaos both within and
without the vessel. Waaagh! Ghiazghkull saw off several more
minor dacmonic incursions in this time, though gradually
the attacks became less frequent, and soon the Ork tribes
aboard Winld Killa became increasingly restless.

WAR FOR ARMAGEDDON

Justas it looked as if its Ork passengers would turn upon
one another, Wurld Killa plunged out of the Warp on

the edge of the Armageddon system. Scattenng defence
platforms and panicked picketships from its path,
Ghazghkull's hulk headed straight for Armageddon itself:
Even as the Ork tribes on board began their final, frenzied
preparations for war, Wurld Killa exccuted a terminal
noscdive through Armageddon’s aunosphere to crashland
on the continent of Armageddon Prime. Untold devastation:
was caused by the hulk’s meteoric fall and hundreds of
thousands of Orks were immolated during the atmosphent 2
enuy or killed upon impact, but these losses represent

a mere fraction of the innumerable masses on board the
colossal vessel

In the wake of the Orks’ apocalypic arrival, Armageddans
defenders were left reeling, Even as the planetary defel
force attempted o coordinate some form of responses -
billions upon billions of roar ng grccnskius pou
the dying carcass of Wurld Killa, They flooded outinat
endless green tide, sweeping the scattered humans DES
them amid firestorms and dust-clouds so vast they €oUKdS
seen by the horrified crews of the Imperial ships i 0PI
Waaagh! Gl had arnived on ddot) ‘md
would visit utter carnage upon the world’s
in the days to come..,

luckless






cn a threat since before the
dented surge in gres

The Orks have be
Millennium marks an unprecc
through the stars and beyond.

rHE DAEMON-KILLA
s a taste for fighting Dacmons

844.M41 Tusk.
Great Boss Tuska acquir
and makes straight for the Eye of Terror, a Waaagh! of
like-minded lanatics gathering around him as he gocs.
Wanagh! Tuska proceeds o rampag

bevond counting, before fnally the cye
Blood God, turns upon them. Though oserrun and shain
hordes of Dacmons, Tuska's followers are

ross Dacmon worlds

aof Khorne, the

by neverending
transported to Khome's owa realm, there to fight for all
ke var

cternity, rebom with cach blood-soaked davn to
test daemonic generals for the Lord of

797 M41 GregN TIDE OVER ULTIMA

The Uluma Segmentum is punished by wave afier wave
of greenskin uprisings and invasions. Numerous outlying
worlds arc overrun, and only the tireless efforts of Marneus

C

from occurmng

ar and his Ultramarines prevent far greater destruction

798 M41 WaaAGH! BIGSKORCHA

815.M41 Tur War oF DAKKA
Warboss Grog Ironteef Ieads  mighty Wasagh! against the
burgeoning Tau Empire, gathering up all the dakka he can

10 counter the firepover of his more adsanced foes

831 M4l Waracn! GAZBAG
Garb
determinauon if not his nasiga

a Speed Ereek Warlord noted for his dogged

al skalls, guidcs his
Waaagh! toward a group of largely unprotected Eldar
paradise worlds. The vengeful Eldar of Crafisorld Biel-Tan
descend upon the invaders with destructive fury, yet find
the Orks a numerous and deadly foc. Eventually the Eldar
are forced to withdraw, the flames of bade having reduced
the paradise worlds' once verdant plains and jungles to
smouldering ru

s, providing Warboss Gazbag with a new
empire to rule over

837 M41 Porr SORCOL MassACRE

844 M41 DANGER OVERLOOKED

On the world of Hephastine, Rogue Trader Maximillia
Truisk discovers archeoteeh weapons from the Dark .
of Technology. Staving off attacks by the o
tribes, Trusk pre;
fleet. However

! world's greenskin
PAres 10 Uansport his prize 1o his awaiting
s asuikeloree under Lord Inquisitor Shacl

S it de
PREATs in orbit, demanding Trusk surrender the prescribed
cc

carliest days of the Imperium, but the close of the 41st

enekin activity. The galaxy trembles as a great Waaaght o

archeotech. When the Rogue Trader = who by not i staing
off ncar constantattacks from an increasing number of Grg
_ refuses, Inquisitorial troops deploy (0 seize the weapons
by force. As the fighting between the Rogue Trader's forces
and Inquisitorial Storm Troopers escalates. more and niore
Orks are drawn in, scavenging weapons and soon becoming
 rampaging horde. Yet both human factions continue.
more or less to ignore the greenskins, more interested

i pursuing their own vendetta. After more than three
months of warfare, Shael launches an allout offensive
against Trusk's fortified dig site, and even as the bitter rvals
Tock blades, the jungle rings to the deafening war cry of
hundreds of thousands of Orks. From every direction, a tde
of greenskins floods the compound, led by a vast Stompa
that smashes its way through the defensive perimeter and
charges headlong into the fight. Bath Imperial factions are
utierly annibilated, and the weapons over which they fought
50 hard are cannibalised for scrap.

855M41 Wasacn! HRUK

The noted Snakebites boss Hruk Tecfsplinta enslaves the
entire population of his old stomping grounds, the binary.
system Corva. Forcing his capuves to build him spacecralt

with holds cavernous enough to accommodate his belosed
negamenagerie, Hruk sets off for the core worlds of the
Imperium. He conquers the nine shrine worlds of Marlisinet
and uses the Basilica Imperator Majoris as a breeding pen
for his famously incontnent Squiggoths

862.M41 RaLEPHOS OVERRUN

The great libraries an the archive world of Ralephos are
overrun by a mighty Orkled invasion. The greenskitis bum
cverything, obliterating untold millennia of collected lorein
asingle might

886.M41 Hore's END

Earth caste engineers of the Tau Ke'lshan Sept proudly
reveal an immense new colony-seeding craft. This
monalithic spacefaring vessel is named in the Tau languages
Hope's Light. On its maiden voyage, and with over three
hundred thousand Tau colonists and warriors on board:
Hope's Lightis boarded by the Ork fleet of Megaboss
Morkrog and lost with all hands For the next decadé; the.
Ke'lshan Sept faces brutal raids from Morkrog's vstte
loated warship Taukilla.

898.M41 THE MiGHTY MANGLER'S
BATTLEWAGON BRIGADE

‘The Mighty Mangler of Bork launches his Waaagh! (1ot
the hes s, Each vehicle
incredibly well armoured, and the ground shakes whett 15
brigade is on the move. To the dismay of the Inperitl 2S5
SenC 10 intercept him, the Mighty Mangler ives up © 1%
name, Waaagh! Bork collapscs the defences of the G
Stars and claims a great arca of the galactic finge:

of a vast brigade of Batdewagon




07.M41 A GROWING THREAT
Segmenturn commanders across the Imperium report an

* larming upsurge in Ork activity. More Waaaghs! than cver

Defore must be combatted
995.M41 WaaaGH! GRAX

928, M41 THE THRASSOS DISASTER

\Waaagh! Dregdakka ploughs headlong into the Adransy
Cluster, causing untold devastation. On the planet of
Thrassos a combined force of Space Marines from the Iron
Knights and Liberators Chapiers attempts to halt the Orks’
steamroller advance. A horde of Orks including Dregdakka
himself are lured onto a huge refinery platform before
Techmarines destroy all bridges linking the platform to the
mainland. Space Marine kill teams then deploy
hulking structure, tasked with slaughtering the trapped
greenskins and assassinating Dregdakka, Yet the Adeptus
Astartes have woefully underestimated their foc, the
greenskins digging in and fighting back with unexpected
tenacity. Though they kill thousands of Orks, over thr
hundred Space Marines are slain and their comrades are
overwhelmed as yet more Ork vesscls pour into the system.
His trophy polcs rattling with freshly harvested Space Marine
helmets, Warlord Dregdakka's position i
His Waaagh! completely overruns the Adransa Cluster within

oss the

ow unassailable

the year:

934.M41 RISE OF THE WEIRDWAAAGH!

941 M41 THE SECOND WAR FOR ARMAGEDDON
Ghazghkull invades Armageddon at the bead of a massive
Ork Waaagh!. Only the vast miliary experience and

leadership of Commissar Yarrick prevents the world from
falling to the Orks within the first month of conflict. Space
Marine reinforcements gradually wrn the tide of the
and Ghazghkull retreats to the Golgotha sector to lick
his wounds,

971.M41 WAAAGH! WAZDAKKA
976.M41 WaaaGH! GORBAG

977.M41 WAAAGH! PLANETSMASHA
Deathskulls Big Mek Fragrak da Planetsmasha vows he will
surpass all other Deathskulls by looting an cn
Jermyrigging & combination of traktor beams, ramships
and citysized rokkit boosters to push the third moon of
Haurabrax out of its orbit, directly onto a collision course
with its parent world. The resultant catastrophe render
life- on the thriving Imperial hive world extinet, fracturing
continents, boiling the oceans off into space a
avay the world's aumosphere, finally reducing Taurabrax
10 a drifting debris field. Satisficd with his work, Big
Mek Planetsmasha takes his pick of the choicest of these

e world,

asteroids, adding thrusters, forceficlds and ordnance arrays
1o wrn them into a fleet of roks with which to spread even
more mayhem across the system.

978 M41 Tue Lost Waaacn!

‘The Ork Warlord Grizguu, a noted Kleptomaniac, launches
his Waaagh! into the Morloq system. Whilst using Warp
travel o reach their quarry, €

izgutz and his warband
unittingly travel through time and emerge from the

and kills his doppelganger, re
ay he can have a spare of his favourite gun. The
resultant confusion stops the Waaaght in its tracks

soning

978 M41 THE WURLDBREAKA BOMB

979.M41 A NEw WEAPON

Nazdreg, a Bad Moons Warlord noted for his wealth and
fair, bullics his Meks into performing ever more progressive
and bizarre experiments, Despite some nasty ‘sebacks’
ranging from spontancous combustion to sporadic gravity
reversal, Nazdreg’s Meks perfect their tellyporta designs.
The Warlord barters his new technology with Ghazghkull in
exchange for an alliance

979.M41 GrABORK’S BiG GUN
Big Mck Grabork and his mob of Mcks salvage the space
hulk Perpetual Misery from the depths of the void. Actir

instinct, Grabork and his Boyz set about pulling it apart and
ion, linking
ng hundreds of

putting it back together into a new configy

up dozens of ship reactors and cannib:

MAcro cannons to create a gan shokk attack gun

Eager to try out his new weapon, the Big Mek attacks the
world of Fratarn, 1

ing petrified snotlings down upon the
planet from orbit. However, when the snotings run out,
Grabork starts hurling Orks into the machine. Not liking the
way things are going, one of Grabork’s Mcks urns the gun
sucking the entire world up into the Perpetual
Misery. The resulting explosion obliterates the hulk

into revers:

nd

planct, and creates an asteroid field  billion miles across

979.M41 WaaaGH! DREGFANG

980.M41 THE RiFrwAAAGH!
A new Warp anomaly blooms like
Kantarak scctor. Though the niftitself is small, the powerful
emanations agitate indigenous greenskin populations
throughout the sector: Driven wild, they launch Waaagh!
after W

ancid flower in the

gh! untl Kantarak is reduced to war torn ruins,

981.M41 Tt GREAT TITANHEIST

The forge world of Canto 11 s left badly weakened by a
Tyranid splinter flect, and the Blood Axes Warboss Ma
sends a erack team of Kommandos and Mekboyz to steal

an Wrath of Caseopea amidst the chaos of the
/. The Kommandos shoot their way onboard

liug

the Warlord
planct’s recove
the Titan, and their atiendant Meks manage to jump-start

its reactor. However, the Orks have no way of controlling the
ne spirit. Disoriented and

Wrath of Caseapea’s indignant mach
enraged, the Titan gocs on a devastating rampage across the
tor: The Kommandos'

planet before overloading its own re;
on caused 10 avital

ssion is a failure;, but the devast

forge world is substantial, alfecting supply to numerous

Imperial v

nes.



9 M41 Wro's Da Boss?

gﬁi;:‘:tl‘m: fighting on the 1-3(“1|uc world of Lyrithar, Boss

Zagstruk takes personal offence at ben, 4 :
:;:h‘c lngluml\:;—hul wWild Riders of Sum-Hann an'ﬁul.‘
bevond words as his cowardly foes retreatino the Webie
Zagstruk lights up his rokkit pack and grves clse along .
with a hard core of his most devoted Stormboyz. The porta
closes behind Zagstruk, and Da Boss is next seen some

o months later when he stalks into the encampment of
Warboss Golgrot. He slaughters a couple of dozen Lootas,
nd reclaims his stolen Fighta-Bommer. No-one has the guts.
at whereabouts, butall note

; ouunanocuvred

{0 enquire as to Zagstruk’s recen
the fresh batch of red and white Eldar helmets dangling

from his belt

982 M41 TROUBLESOME LOOT

Freehooter Dakbad Firegut lays claim (0 a vast lving vessel
he finds drifung in the void. The Ork pirates harpoon the
creature, dragging it back to their base on great rusting
chains. On the wa

the bio-ship unlcashes a horde of

Tyranid creaures, Genestealers and Gaunts crawling up

the chains to get at the Orks. Dakbad and his Boyz enjoy a
lengthy game of target practice shooting the Tyranids off the
chains using the kroozer's deck guns, until the Freebooter
finally grows weary of the situation, unhooking the harpoons
and leaving the bioship adrift on the edge of a densely
populated Imperial system

985 M41 SHYRREK'S FOLLY
Archon Shyrrek of the Kabal of the Severed Hope sceks
10 turn the green hordes of Wa

! Hammafist against
the Tau Empire colony of Korvessa. Using hit and run
attacks, Shyrrek’s fleet lures the much larger Ork force
toward Korvessa, but in their arrogance they underestimate
the Orks compl

tely. Using short range tellyporta drives
anumber of Warlord Hammatist’s kroozers leapfiog the
Dark Eldar, leaving them surrounded and cut off from

ay Archon Shyrrek's forees fight like
devils to escape the tghtening ring of Ork ships. However
their resistance comes 1o an end when Hamm

scape into the weby

istand his
Meganob retinu tellyport on board Shyrrek's flagship and
slice the Archon 10 shreds with their roaring killsavs,

986.M41 GHESMENGEIST OVERRUN

987 M41: A HUNDRED, HUNDRED Tekp

aaagh! Ozdakka rampages through the Helshrike Systems,
millions of Orks led by the legendary Bad Moon Bos of
Bosses Ozdakka. Such is the utier destruction wrought by
the Waaagh!, entire worlds being smashed 1o «’np:nd )
dragged offint the siars by the wnstoppable Orks
Adeptus Terra dispatches a Vindica .
Ozdakka and his most powerful No

that the
e Assassin (o take out
obz. Brutally effective

the nameless assassin
sniping Orks from the shadors and taking a ecy
on Ozdakka's bosses, Tna fit of rage, the Warbos
g
a hundred, hundred teef - more tian most Orks
comprehend - for the head of the unseen kilfer. Ay
spreads of the bounty, even more Orks flock 16 Ozdakka'
banner and his Waaagh! swells until itis even farger thay
cever. However, the Warboss docs not live (o enjoy the.
desiruction he has wrought upon the Helshrike Sector,
the assassin's final shot taking Ozdakka's head from hi
shoulders before the Imperial agentis overwhelmed bya
mob of Bad Moons intent on claiming the immense prize

980.M41 WAAAGH! SNAGROD

Snagrod, then Areh-Arsonist of Charadon, unites the Ork
factions of the Loki sector. The nearby Imperial colony

of Badlanding is destrayed despite avaliant defence at
Krugerport. Intervention by the Crimson Fists Space
Manines ensures that Snagrod's next target s the Adeptus
Astartes planct of Rynn's World, where, after a titanic
battle, the Crimson Fists’ fortress monastery is atomised by
a devastating explosion. The Orks are eventually driven off-
sworld, but it is a hollow victory, for the once proud Crimson
Fists are reduced o a fragment of their former glory.

989.M41 WAAAGH! BLAKTOOF

94.M41 Tar MARCH OF GORK

A clanking mob of several hundred Gorkanauts sets out
from the empire of Bork, beginning a destructive rampage
that will become known as the March of Gork. From ane
world to the next, the lumbering machines smash everything
in their path, the Meks building more Gorkanauts from
cvery vehicle they destroy, until they are a nigh unstoppable
tide of rusting metal

995.M41 THE SIEGE OF DORVENSHOLD

996.M41 Tue Tipe Rises HIGHER

Ork Waaaghs! reach epidemic lesels across the Imperiuim-
The forces of the Adeptus Astartes and Imperial Guard.
alrcady under incredible pressure from a multinide of
threats, find themselves stretched thinner still as theyare
forced (0 respond 1o one Ork invasion after another Mt
cannot be stopped, and countless worlds arc overrun by i€
swarming masses of belligerent greenskins.

998 M41 Tu: THIRD WAR FOR ARMAGEDDON
Aier five decades of planning and preparation, Ghazgtill
returns o the barely recovered Imperial world at the e
of an even greater Waaaght, plunging Armageddon i
another vast and bloody war Yet after months of ginding.
conflict, the world has not fallen, As the mperium OB
vastrelnforcements to War Zone Armageddon, counties
Waves of Orks flood 10 meet theim and the war becolss
contest of grinding attrition with no end in sight




The ripples of the Great Wanagh! are expanding throughout the galaxy. At their epicentre stands one Ork, the
self-proclaimed prophet of Gork and Mork. Ghazghkull Mag Uruk Thraka claims to be guided by visions of

the Ork gods, yet the incredible destruction he has wrought so far may be just the beginning.

990998.M41 A GREATER PURPOSE

Ghazghkull's visions become more frequent as his

Jatest invasion of Armageddon drags on. They are now
accompanied by blinding head pains and crackling green
lights as Gork and Mork’s roars of displeasure boom through
Ghazghkull's mind. Leaving his generals to direct the war,
Ghazghkull retreats to his command ship, Kill Wrrcka,

10 brood. The Warlord surrounds himself with & mob of
Warpheads, hoping the deranged Ork mystics can help

to interpret his visions, Yet it is Ghazghkull himself who is
finally struck by
has his ambition. For the rest of the greenskin race, a good
fight like Armageddon is enough to satisfy their bloodlust,
but Ghazghkull can sce beyond this to something greater.
Possessed by a sudden, manic energy, the Warlord orders Kill
Wircka ta break orbit. Scraping together a ragtag flotilla from
swhatever Ork warships arc nearby, Ghazghkull makes for the
edge of the system. He has no idea what h
only that itis not on Armageddon

nspiration. He realiscs that no other Ork

s searching for,

999998.M41 A DEADLY PURSUIT

Ghazghkull's departure does not go unmarked. Deep

space augerstations identify Kill Wrecka moving out of the
Armageddon system. High Command are notified, and both
CommissarYarnick and High Marshal Helbrecht of the Black
Templars elect 1o give chase. These heroes of the Imperium
depart Ammageddon some days later, leading every warship
that can be spared. The Imperium allowed Ghazghkull to
escape once and it cost them dearly. Yarrick vows the same
mistake vall not be made again

189999.M41 THE BrAsT AT Bay

Despite a sizeable headstart, Ghazghkull 1s tracked unerringly
by his pursuers. The faster, more efficient Imperial Nasy
swarships catch the Ork fleet several weeks after leaving
Armageddon. In a dead region of space known as the
Haunted Gulf, Ghazghkull's ships turn at bay for a last,
desperate charge into the teeth of the Imperial Navy's

guns. The void comes alight with lance beams and blazing
broadsides as the Ork ships thunder nto the midst of their
foes, yet they stand litde chance. Though they cripple several
one by one

Impenial cruisers, the Ork ships are torn apa
Yarrick and Helbrecht prepare to board Kill Wrrcka and
ensure Ghazghkull's demise once and for all. Yet even as they
ready their assault, the ship is engulfed in & blaze of green

energy and disappears without a trace.

189999 M41 GuaZGHKULL'S GREAT TASK

Esen as his fleet is torn apart, Ghazghkull stomps around his
bridge bellowing orders. The great Warlord is incandescent
with fury, possessed of a vision so powerful that green
lightning arcs around him. Their brains overwhelmed by this
sudden surge of energy, his entourage of Warpheads convulse
s one and begin to howl and gibber madly. As the crackling
freen energy that haloes Ghazghkull's skull Jashes out to
stiike the Ork psykers, they are engulfed in green flames,

their eyes bursting and skin sizzling. With ectoplasmic pow
gushing from their maws, the Warpheads speak as one, their
combined voice the mighty roar of Gork and Mork that

Ghazghkull has |

ard all these months. Every Ork within
the gods tell Ghazghkull
that this is not his time (o die, They tell him that the whole
galaxy must echo with the roar of the Ork. They charge
Ghazghkull with gathering a Waaagh! like no other, the
Waaagh! of Gork and Mork themselves. To do this, he must
defeat every other W

carshot falls to their knees in a

Tord, bring every last greenskin under
his sway, and unite them all in a crusade that will drown the
stars in war. Ghazghkull must unite this Great Waaagh!, and
in 50 doing call forth Gork and Mork 0 lead the Boyz in a
glonous baule that will last forever. Their message delivered,
nd
atide of green power rolls outward from them, frying every
system on Ghazghkull's ship and crippling his pursuers. Kill
Wrecka 1s immed

the Weirdboyz explode in nipe showers of wet viscer:

tely hurled into Warp space, emerging

somewhere (and somewhen) clse entirely

694999.M41 DA GREAT WAAAGH]

Kill Wiecka drops out of the Warp in the midst of the
sprawling territory controlled by Ork Warlord Urgok Da
Slayer. Ghazghkull is revitalised, red eyes blazing with new
purpose. Kill Wrecka makes straight for Urgok’s mighty
space fortress. Knowing his only advantage is surprise.
Ghazghkull fires up his ship’s tellyporta, transporting
himself and a mob of his baddest Nobz in a roaring blast of
light, dircctly into Urgok’s throne room. Urgok looks on
ghkull tears through his bodyguards as
though they were rowdy grots. Then, trampling over their

in horror as Gl

mangled corpses with his shoota still smoking, Ghazghkull
looms over his cowed rival and ‘invites' him (o join Da

Great Waaagh!

Maost of Urgok's Boyz join the Wa:

gh! willingly, while
those 10 slow o spot which way the wind is how
are quickly beaten into submission. Withi
of Ghazghkull's new Waaagh! spreads far and wide,

the massive Warboss legend reaching the ears of Orks

it years aws

weeks, news

hundreds of I sparking the first stirring

of an Ork migration an a scale never seen before. With a

whole new Waaagh! at his disposal and Urgok his personal

toadie, Ghazghkull twrns his attentions 1o the galactic
southeast and the empire of Octarius. If the whole galaxy

i going to be engulfed in war, Gark and Mork will need a
Great Waaagh! Besides, Ghazghkull
of Octarius what a real

lot more Orks for thei
has decided to show the Ork rule
Overfiend looks like.
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arriors are drawn from the same clan and
bear the same colours and iconography.


































DATASHEETS

Fach Ork unit in this boak has a datasheet. These detail
cither Army List Entrics or Formations, providing all the
rules information that you will need 1o use your models in
your games of Warhammer 40,000

Army List ENTRIES
Each Army List Entry contamns the following imformation

Faction: The unit's Factton is shown here by a symbol. Al untls
that have this synbol, which 1s all the unuts described in this
ook, have the Orks Faclion

Batdlefield Role: The unit’s Battlefield Role is shown here by a
symbol. Units in this book have one of the follozeing Battlefield
Roles. HQ, Troops, Elutes, Fast Attack, Heavy Support and
Lords of War. The symbols for these battlefietd roles are defined in
Warhammer 40,000 The Rules

° Unit Name: Here you will find the name of the wnit.

Unit Description: This section provides a background
description of the wnit, detailing their particular strengths and
weaknesses along with the tacties and methods they employ fo

wage war i the grivs darkness of the 4 1st Millenninm

° Points Cost: This 15 the points cost of the untt without any
wpgrades, used if you are chosing an arms to a points value.

° Unit Profile: This seclion will show the profiles of any models the
wnit can melude

Unit Type: This refers (o the unit type rules in Warhammer
40,000: The Rules. For example, a unit may be classed as
Infantyy, Cavalry or Vehicle, which will subject i to @ number of
rules wgarding movement, shooting, assaults, ctc

Unit Composition: This section will show the number and type
of models that wake wp the basic unt, before any upgrades have
been taken

Wargear: This section detasls the weapons and equipment the
models in the unit are armed with, many of which are described
in more detail i the Appendix section of this book. The cost for
all the unit’s basic equipment is included in its points cost.

Special Rules: Any special rules that apply o models i the unit
ame lsted here. Special rules that are unique to models in that
unit are described in full here, whilst others are detatled either in
the Appendi section of this book (pg 92) or in the Special Rules
section of Warhammer 40,000: The Rules.

Options: This section lists all of the pgrades you may add to the
unit if you wish to do so, alongside the associated pomis cost for
cach. Where an cption states that you may exchange one weapon

_—..3, §L
The following scction details background and rules information that describe the forces nscd hy the c:lm lhmr warriors,
their veheles and the characters that lead them to battle. This section will enable you to forge your collection of Ork

Iminiatures into an army ready to fight batdles in your games of Warhammer 40,000

‘and/or" another, you may replace ither or both, provided you pay
the points cast for each. The abbreviation ‘pts" stands for points*
and “pis/model” stands for ‘points per model. Where applicable, this
section also refers to any Transports the unit may (ake. These have
their own datasheets. Dedicated Transports do not use up any slois
on a Force Organisation Chart, bus otherwise function as separite
wnits. The Detachments section of Warhammer 40,000: The
Rules explains how Dedicated Transports work

Warlord Traits: Sometimes a character's datasheet will have @
specific Warlord Traut, in which case it will be listed heve.

Gifts of Gork and Mork: Some entries have unique items of
wargear, the description and rules for which will be listed here:
(] FORMATIONS
"‘, Formation datashects are identified by this
\@// svmbol. The rules for Formations can be found
i Warhampmer 40,000 The Rules. A Formaton

datasheet will list the Army List Entries which make up the
Formation, any

strictions upon what it may include, and

any special rules the Formation’s units gain.




These lists detail the points values of various items of wargs
datasheets that follow may include wargear options fro
{ell you (in bold text) exactly which of these lists you

ear available to units in your army. Many unit entries in the
m one or more of these lists ~ in cach instance, the datasheet will
may use. Rules for these items can be found in the Appendix (pg 92).

Ranged Weapons ... Pg94  OrkyF 98
A model may replace its ranged weapon with A model can take up to one of cach of the following:
one of the following: S s S
- ShOOW e Sfree - Gybork body 5 pis
- Twindinked shoota. e 3 pis - Gitfinda 5 pis
- Kombiweapon with rokkit launcha 5 prs - Warbike 25 pts
- Kombiaveapon with skorcha. 10 p1s
Gifts of Gork and Mork ... ..pg 100
Melee Weapons Pg 93 Only one of each of the following may be my
A model may replace its melce weapon with A model can take one of the following
ane of the following: - Da Dead Shiny Shoota 5 pis
- Big chopp: 5 pis - Da Finkin' Kap ¢ 10 pts
- Power Klaw 25 pis - Da Fixer Upperz ! 15 pts
- Da Lucky Stikk 25 pis
Mek Weap pg 94 - Headwoppa's Killchoppa 20 pis
Amodel can replace their ranged weapon with - Warboss Gazbag’s Blitzbike 35 pts
one of the following:
- Kombiaweapon with rokkit launcha 5pts Ork Vehicle pg 99
- Kustom mega-blasta 5pts Amodel can take up to one of cach of the following
- Rokat launcha 3 5 pis - Red paint job 5 pis
- Kombiseapon with skorcha 10 pis - Reinforced ram * 5 pis
- Kustom megaslugga 10pts - Stikkbomb chukka 5 pts
- Extra armour 10 pis
Runts & S 97 - Grot nggers. 10 pts
A model can take any combination of the following - Wreckin® ball 10 pis
- 03 Ammo runts 3 pis each - Boarding plank 15 pis

- 03 Grotoilers .. 5 pis each
- 01 Grot orderly * 5 pis
- 0-1 Auack squig 15 pis

1 Meks and Big Meks only
2 Painboyz only

3 Cannol be taken by a model with mega armour
¢ Can only be taken by your Warlord.

5 Gannol be taken by a vehicle with @ deff rolla;




An Ork Warboss s the strmgest,
toughest, loudest and most
violent Ork in his tribe. These
massive greenskins seize the lion'’s
share of the loot from every fight,
meanng they are usually armed
and armoured better than any
of thetr followers. Wasbosses are
not above making a swift and
messy example of anyone whase
kit seems shinier or more Rilly
than thewrs. They wield absolute
authority over their tribe, for
reenskin society is based on the
1dea that might makes right.
Whale some Warbosses show
glimmerings of intelligence, all
are at their best when busting
heads and bellowing until
things are done their way. &
Warboss will generally be able
to get the ladz to battle n some.
semblance of order, but stralegy
and tactical thinking aren't
usually their strong suits. Rather,
a Warboss is a mountain of
muscle and volence who will
invariably lead from the front,
rampaging through the enemy
ranks with shoota blazing and
poweer Klaw swinging waldls.
Especially successful Warbosses
will continue to grow i both
stature and power with every war
they win. Eventually, the grealest
of them will come (0 lead @
Waaagh! of apocalyptic size. All
other races dread the rise of such
a Warlord, for he will command
a horde capable of diwming
whole systems in war and
causing the deaths of bullions.

5 . WSBS ST W I AlLdSy Unit G
Warboss 5 255 3 4 4,96+ Infanuy (Chatacter)
3 3 e B R
WARGEAR: Waaagh!: Once per game, st~ OPTIONS
*Slugga (pg 96) the start of any of your tirns ¢ May take "cavy armour ... RS A I
* Choppa (pg 93) after the first, a model with — » May replace s $ i
h , May replace slugga and choppa with mega armour,
« Stikkbombs (pg 98) this special rule can, it he i twindinked shoota and power Klaw . gﬂ s 0PI
your Warlord, call a Waaagh! ~ » May take items from the Ranged Weay Melee Weapoos,
e 2 g s pons, Mclee Weapo:
SPECIAL RULES: On the trn he does so, Runts & Squigs, Orky it and/or Gifts of Gorkand
’Ere We Go! (pgs 92) all friendly units made up Mork lists.
* Furious Charge entirely of models with the
« Independent Character "Ere We Go! special rule may
 Mob Rule (pg 92) charge in the Assault phase

even if they made a Run
move in the same turn



Weirdboyz are the most
psychically attuned of all Orks,
They are capable of vomiting
Ulasts of Warp energy that can
reduce foes to molten goop in
seconds. Weirdboyz unconsciously
channel the background mental
emissions of nearby greenskins
Fven a close-run squig-ating
contest between two rowdy Boyz
will cause wwaves of energy to
pulse through any Weirdboy
that strays near. Unless the
Weardbag finds some way to
release this pent-up energy his
head will explods, detonating
the heads of nearby Orks into the
bargain. This can prove highly
inconvenient. Any Weirdboy
lucky enough to reack maturity
will have learned how to release
his powers i a searing energy
blast or destructive wave.

Though this makes the Weirdboy
Jeel fantastic, it can result in a
messy death for anyone i his
wicinity. Some Weirdbosz, known
as Warpheads, become addicted
Lo the thnill of spewing Waaagh!
energy, actively secking out the
deadly rush of battle. However,
for most Weirdboy= the batteficld
is @ miserable and dangerous
place. They must normally be
dragged there by burly minders,
pointed uncereroniously at the
Jfoe, and forced to spew mighty
bolts of cetoplasmic energy in
their general direction. This
affords the Weirdboy a fruw
moments of blssful relief before
the whole process begins again

WARGFEAR:
* Weirdboy staff (pg 93)

SPECIAL RULES;

* Ere We Gol (pg 92)

* Furious Charge
*Independent Character
+Mob Rule (p 92)

*Poyker (Mastery Level 1)

Unit

Wanagh! Energy: A Weirdboy generates 2
bonus +1 Warp Charge point if, at the start
of your Psychic phase, there are ten or more
models with the 'Ere We Go! special rule
within 12" of him. If a Weirdboy generates
a bonus Warp Charge point in this mannc
he must pass at least one Psychic test during
that phase or suffer a single Stength 2 hit
at the end of that Psychic phase with no
saves allowed, This special rule does not
apply if the Weirdboy is embarked inside a

Transport or Building

Type
Infantry (Chafacter)

Unit Composition -
1 Weirdboy

PSYKER: Weirdboyz generate their powers
from the Power of the Waaagh! and
Dacmenology disciplines

OPTIONS:
« May be upgraded to Psyker

(Mastery Level 2) 25 pts




Mek

WARGEAR:

« Slugga (pg 96)

* Choppa (pg 93)
 MeK's tools (pg 98)
+ Stikkbombs (pg 98)

SPECIAL RULES:
e We Go! (pg 92)
* Furious Charge
*Mob Rulc (pg 92)

WSBS S T W I ALdSy Unit Type
3 Infanuy (Character)

Mekaniaks: For cach HQ choice in a
detachment (not including other Meks) you
may include a single Mck chosen from this
datasheet. These selections do not use up
Force Organisation slots. Before the battle,
immediately after determining Warlord
Traits, any Mek that is not already part of
another unit must, if possible, be assigned

o any unit with the Infantry or Artillery type
in their detachment; a Mck cannot leave his
unit and is treated as part of it for the entire
batde for all rules purp

Ork Meks go to war festooned
in clanking, smoke-belching
contraptions of thir wn design,
These eccentric inventions
confound friend and foe alike,
as their purpose often remains a
mystery until the big red button
gets pushed. When triggered, a
Mek's latest invention might fire
blasts of energy that immolate
swathes of the enemy, or project
wobbling bubbles of force to
protect nearby Bayz from harm.
On the other hand, it might
belch showers of sparks before
engulfing ils operator and
cveryone nearby in a roiling
ball of flame. Yet occasional
malfunctions are forgiven by the
Orks, for even when a Mekboy's
temperamental new wolsit does
decide to explode, at least it
gives the Boyz a good laugh.
Without Mekbayz, Orks would
lack for ight, power, transport,
and even guns (they lack for
sanitation regardless, but that’s
another story). Whenever an Ork
needs something building, be it
a shiny new shoota or the boss’
new ride, they go straight to the
Meks. Furthermare, an Ork with
teef to spare will take existing kit
1o the nearest Mek in the hope
of having damage repaired,
and maybe some kustomising
done. It 1s a rare day that the
customer gets what he asked for,
but whatever the Mek turns out
will normally be fairly flash all
the same.

Unit Composition
1 Mek

OPTIONS:
* Any Mek may replace
his choppa with a Killsaw. ... ..o 306
© Any Mek may be accompanied
by a grot oiler. . e P
* Any Mek may take items from the Mek
Weapons list




Especrally t
specially talented or popular Mekboyz will soon attract a following, lording it over a growing gang of underlings. A M

dout

i weferd 1 as a Big Mok, and can prove indispensable to the local

Leinatp, and tellyporta rigs. Yet Warbosses don’t willingly suffer nwvals
iness end of a very large gun (probably the one he built for the boss

ath this much
Warboss with hs knowledge of shokk attack guns, force field

If a Iig Mek gets too bug for his boots, he will soon find hamself at
a couple of weeks carler). In such circumstances, most Big Meks

will
Mm":":‘:ilrl’t Such fiebooter g Meks ither wind wp hirng out thea skills 1o @ nc tibe, or ls blding their ver o Warband replete
1, oaring walters, seething mobs of Lootas and Burna Doy, and ramshackle masses of wagons and artllry i
WSBS S T W I ALdS  UnitType ki eaamdsidon
. 4 9 4°4 2 3 & 8 6  Infanuy (Chaacer) 1 Big Mek
ERCEAR: OPTIONS:
'Chﬁ‘pa(?g ‘:EL A Big Mek may take "cavy armour . ... - 195
e e ) © A Big Mek may replace bis shigga with one of the following
i) - Kustom force field 50 s
mbs (pg 98) - Shokk attack gun : 50 pts
SPECIAL RULE « A Big Mok may replace his choppa with a kils ;,,;,,z
ST « A Big Mek may (ke items from the Mek Weapons, Melee Weapons,
*Furious Ch P 92) Runts & Squigs, Orky Know-wots and/or Gifits of Gork and Mork lists.
e, « A Big Mk may replace his siugga and choppa vith
AVER naracter mega armour, kustom mega-blasta and power Klaw 10pts
e (pg 92) o A Big Mek with mega armour may {ake items from the Ranged Weapons,
s Saigy, Orky Knowavots and/or Gifts of Gork aud Mork lis
+ A i Melk with mega armou can replace s kuston ‘megablasta with a Killsaw 1opts
+ A B Mok with megn armour can ak one of the folloving
- Tellyport blasta 25p1s
50 pis

- Kustom force ficld




WS BS S "[‘ W 1 Ald Sy
Painbog i qite g gl g e 6
WARGEAR: SPECIAL RULES

*Urty syringe (pg 93)
* Dok’s tools (pg 98)

«"Ere We Go! (pg 92)

* Furious Charge

* Independent Character
« Mob Rule (pg 92)

OPTIONS:
* A Painboy may take items from the Orky
Know-wots and /or Runts & Squigs lists

Often referred 10 by other Orks
as Doks, Painboyz are the
greenskin equivalent of both
surgeons and dentists, They are
driven 1o perform exploratory
surgery on living creatures
Just as Mekboyz are driven

o fiddle with machinery.
Devious, deranged, and
wsually cavered in gore from
head to toe, Painboyz are a
menace to friend and foe alike.
This 1s never truer than when
a Painboy finds an opponent
between him and a fallen Ork
with a gobful of unclaimed
teef Painboyz are at home
amid the blood and harror of
Uhe baltlefield. Between the
screaming, the jetting gore,
and the liberally smeared filth,
such conditions tend to remind
them fondly of their operating
theatres. These sadistic butchers
grin through every crunch,
squelch and spurt as they ply
their trade amid the fires of
battle. Painboyz prefer ther
wictims conscious 5o they can
make sure they're still alive.

Yet Ork physology is ncredibly
durable, therr pain threshold
hagh enough that all but

the most grievously invasive
procedures can be survived.
Panboyz" brutal liberties are
normally overlooked, especially
when a Dok successfully
re-staples a prominent Nob's
‘head mid-battle, or furnishes
the Warboss with a brand new
flame-throwing arm-

Unit Type
Infantry (Character)
e Tl ;

| —r—

‘ORKSES NEVER LOSE A BATTLE. IF WE WIN WE WIN, IF WE DIE WE
DIE FIGHTIN' SO IT DON'T COUNT. IF WE RUNS FOR IT WE DON'T DIE.
NEITIIER, COS WE CAN COME BACK FOR ANNUVER GO, SExt”

- Commanly held Ork vieu of warfare




WARGEAR:
*Slugga (pg 96)
+ Power klaw (pg 93)

,U K's tools (pg 98)
+ Unty syringe (3 93)
* Gpbork body (pg 98)

WARLORD TRAIT:
Brutal but Kunnin’ (pg 92)

SPECIAL RULI
+’Ere We Go! (pg 92)

« Furious Charge

« Independent Character
+ Mob Rule (pg 92)

Unit Type
Infantry (Chiaracter)

One Scalpel Short of a
Medpack: Dok Grotsnik

and any unit he joins have
Jess and Rampage

the
special rules. Once Dok

Grounik has joined a unit
e may not lcave it unless he
is the last remaining member

of that umt

Mad Dok Grotsnik is an
absolute tervor, the most
bloodthirsty and deranged of an
unhinged breed. Once a Painboy
of some skill, Grotsnik 1s now
all but berserk with the desire to
do harm to others. Raving and
screaming, the delusional Dok
leads the charge toward the foe
at an allont sprint, wnmindful
of enems fire in hus desperation
o sink necdles and blades into
unsailling flesh. His surgical
shalls are guestionable at best,
and only the most desperate will
g0 to him for medical assistance.
Yet Ghasghkadl will tolerate o
threat to the safety of the Ork
who facilitated his visions.
Indeed, as Ghazghlull's Great
Waaagh! blazes its way across
the stars, Grotsnik has become
an witegral part of the Goff
Warlord’s personal retinue. The
Dok has not enturely lost bus
touch wwith a chain-scalpel - for
some reason he still seems able to
wein in Jus maddened impulses
if cver called upon to tend the
wounds of Ghazghlall himself
and has saved the mighty
warlord’s lfe on wore than one
occasion. Otherwise, however,
Grotsuik's chief value these days
s as a fighter He is as brutal as
the wieanest Goff Nob, and his
sheer bondless ferocity serves
i well in the fress of batle
Hem, the Dok becomes a frenzied.
whirlwind, his excesses ispuring
those Orks arouend him to ever-
greater acls of violence.

Unit Composition
1 (Unique)




Kaptin Badrukk

WARGEAR

* Slugga (pg 96)
hoppa (pg 93)

« Stikkbombs (pg 98)
* Bosspole (pg 98)

* Gitfinda (pg 98)

WARLORD TRAIT:

* Kunnin’ but Brutal (pg 92)

WSBS S T W I ALdSv
5204 A 52,85 4,00 43%

SPECIAL RULES
«’Ere We Go! (pg 92)

« Furious Charge

* Independent Character
*Mob Rule (pg 92)

OPTIONS:
*Take up 103
ammo runts

3 pts cach

Kaptin Badrubk is the greatest
Flash Git there ever was. He
is ostentatios in the extreme
= his heavily scarred and
tattooed head is decorated with
medals taken from defeated
Imperial admirals whose ships

he has ransacked. His teeth,

50 numerous that Badrukk's
Jace is permanently split by @
hadeos rictus grin, are plated
with an alloy of adamantium
and priceless ur-gold stolen from
the Patace of Undying Light.
The Kaptin's gilded armour is
polished to a greasy sheen, and
his back banners proclaim his
supreme abilities as a fighter.

A lead-lined greatcoal protects
Badrukk from the radiation
generated by his beloved weapon,
Da Rippa, a gun so dangerous
that merrly standing near it 15
tantamount to a death sentence.
For an Ork, Badrukk 1s an
excellent strategist, and acts as
an aduwisor for any Warlord nch
enough to meet his exorbitant
Jees. After the battle, Badrukk
usually ‘persuades” his employers
to hand aver the lion's share of
the booly before departing i Da
Blacktoof in search of more
carnage. Many Warlords sce
thas as a price well worth paying
for the unforgettable sight of
Badrukk’s Flash Gitz unleashing
their deadly guns upon the foe.
Unit Type

Infantry (Character)

GIFTS OF GORK AND MORK
Goldtoof Armour: Kaptin Badrukk's priceless warplate s
fashioned from looted power anmour, and houses a mimiature.
Joree field generator:

Goldtoof armour confers a 3+ Armour Save and a 5+
invulnerable save

Da Rippa: This gun once belonged to the Ogryn bodyguand of
a subssector governor. The Kuptin fias since had it kustomsed 0
Jfire unstable plasma canisters instead of extreme-calibre bullets.

Range s AP
21" 7 2

Type
Assault 3, Gets Hot




WARGEAR:

*Slugga (pg 96)
*Choppa (py 93)

: armour (pg 99
3 Wkhombs (1 98)

5
:R.%ﬂ body (pg 98)
kit pack (g 08)
VARLORD TRATT:
Tyrant (pg 92)

SPECIAL RULES:
«’Ere We Go! (pg 92)

« Furious Charge

« Independent Character
« Mob Rule (pg 92)

BOSS ZAGSTRUK

DA BOSS

Boss Zagstruk is one of the most
shockingly violent Ors in the
galaxs. He is perpetually angay,
and us bulge-cyed glare is
enough to subdue even the most
raucous Madboy. His appwoach
is heralded by the metallic
quickstep clank of his bionik
legs, sending every grot within
carshot skulking. Some claim
that Zagstruk once stared doron
a rampaging bull Squiggoth,
thongh others reckon it more
Likely that ke simply clobbered
the bellowing beast until it

keeled over senseless. Zagstruk
s a ferocious disciplinarian
with absolutely no tolerance
for stupadity, imcompetence or
Sarture. He 1s move than happy
1o put a few rounds through
the skull of any greenshin who
displays such traits around him,
a fact that tends to keep even
the bggest and most truculent
Orks in line. Knawn simply as
‘Da Boss" by the awed Stormboyz
who flock to his banner,
Zagstruk’s thermomuclear temper
s legend. He never lowwers his
vorce below a bellow, and can
fly into @ murdevous rage with
10 provocation whatsocver. The
rumour is that Zagstruk has
never gone a day without killing
something Da Boss inspires
fanatical awe i the Stormboyz
who queue wp to fight alongside
hum, and for vy underling
that he shoots dead there are
alsways two new recruats ready fo
Join the ranks

Unit Gomposition

Unit Type
S 1 (Unique)

Jump Infantry (Character)

GIFTS OF GORK AND MORK
Da Vulcha’s Klaws: Da Vulcha's Klaws were made for Zagstruk
oftr his legs were ripped off by a Space Marine Dreadnought.
These piston-driven a: nd power-clawed augmetics ensure that
when the Boss makes contact with the enemy it is always with a /

| Sckening crunch ‘
|
[ ammer of Wrath atiacks made by Boss Zagstruk are

| Sirength 8 and AP2 {




Ok Bay: are the heart and soul of any warband. They charge into battle in a great mass, crashing into the enems ke @ green landslide.
Bellowwing with the joy of battle, mobs of Ork Boyz excel at close quarters where they can hack, bludgeon and stamp their foes into bloody rutn.
The average Ork Boy 15 mean-tempered and exceplionally tough, more than compensating for his lack of intellect with @ talent for violence.
Though an Ork can cause plenty of damage with his fists, fest and forchead, it takes a lot to separate one from Jus favounte choppa. When
it comes to firearns, Orks love simplicity. They value noise and sheer weight of fire though so long as a gun can double as a decent club, its
awner 15 usually happy enough. Some greenshins will cven get their hands on’ crude heavy weapons with which they can cause absolute havoc

Ork Boy
Boss Nob

WARGEAR:

* Slugga (pg 96)

* Choppa (pg 93)

* Stikkbombs (pg 98)

SPECIAL RULES:
«’Ere We Go! (pg 92)
« Furious Charge

* Mob Rule (pg 92)

WSBS S T W I ALdSy  UnitType
4.2 3 4 1 227 6 Infanuy
4.2 4 42 3 357 6+ Infantry (Character)
OPTIONS:
include up to twenty additional Ork Boyz i 6 pis/model
ntire mob may replace their sluggﬂ\
with shootas BEAVIA A RN PN JRS— 171
* The entire mob nmvnh cavy armour......... R R—

+ For every ten models in the unit, one Ork Boy may replace
their ranged weapon with one of the following

- Big shoota ; : i
- Rokkit launcha 5 3 pis
 One other model may be upgraded to a Boss Nob..... .. : - 10455

e Boss Nob may take items from the Ranged Weapons and /or Melee mapuns lists.
«The Boss Nob may take a bosspole ... S e B
* The unit may select a Trukk as a Dedicated Transport (pg 70)




Grdchan ~ or grots — flood across the battlefield in great squabbling mobs. Indrondually feeble and cavardly, g can nonetheless prove
o the foe by the srascible old bulles known as Runtherds, the tiny greenshins

surprsingly danigerous 1n large numbers. Herded squealing towar

aremade (o fight tooth and claw for their pitsful lives. When forced to. fight or die,
Jor. dawing and biting frantically in their desperation to stay alive. Though not ¢

than capable of aut-shooting his Ork masters. Thts talent goes largely to waste,
volley with their so-called gt blastas can cause

ot strut about with a decent shoota. However, a massed

BS S T W I ALdSy
BRI O LD
gop s ) 2 2 O

SPECIAL RULES:

re We Go!
(Runtherd only) (pg 92)
*Grabb « Furious Charge
St (g 95 (Runtherd only)
L5 (PE95)
kbombs (g 98)
OPTIONS.

5
h“i’""“dc up 10 twenty additional Gretchin. .3 pis/model
take one additional Runtherd for every 10 additional

ﬁ;ﬂdun in the unit, 7 10 pts/model

xnlku"l.""“‘ may replace their

'Anykumu“““‘ agrovprod ... .5 ps/model
5 ntherd may take a squig hound 5 pts/model

GRETCHIN
AL 7y

a sizeable mob of grols can overrun cven @ well prepared
specrally dangerous up close, the average Gretchin 1s more
of course, as no selfrespecting Ork s going 1o et some renty

a surprising amount of bloodshed,

Unif Composition
10 Gretchin
1 Runtherd

Unit Type
Infantry
Infantry (Character)




BURNA BOYZ

AAAAALAALSE

Burna Boy: are dedscated arsonists all, advancing on the foe arud gouts of billowing flame. They loce nothing morve than burning other
peoples’ stuff, and the ouners oo of they can got them, These lunaties willset hght to anything or anyone far the simple jay of watching them
“do the burny dance” They can frove tterly lethal to ightly packed or lightly armoured infantry, the roiling blasls of their burnas flushing
their victims out of cover amid the siz=le of cooking flesh. Faced wnth more heavily armoured enemies, the Burna Boyz simply twist the apertures
of thewr burnas to provide a tight, meta-slicing jet of blue heal. Charging into combat, Burma Boyz wse these weapons fo slice even incredibly

vestlient foes mto glowmg, heat-scared chunks

WSBS S T W I ALdSy

Buroa Boy 479 3.4 1 2 27 6+

Mek 492,84 12 2 7 6y
WARGEAR:
«Burna (pg 91)
* Stikkbombs (pyg 98)

* Mob Rule (p;: 92)

OPTION:!
* May include up 10 ten additional Burna Boyz...... 16 pts/model
* Up to three models may be upgraded 10 Mcks,

replacing their burnas with Mek’s tools,

shuggga and chopp: o fiee

+ Any Mek may be accompanied by a grot oiler. .5 pts/model
* Any Mck may replace his choppa with a killsaw .. 20 pis/model

* Any Mek can take items from the Mck Weapons list
* The unit may select a Trukk as a Dedicated Transport (pg 70)

Unit Type
Infan
Infantry (Character)

Unit Gomposition
. 5BumaBayz.

“OOMANS ARE PINK AND SOFT, NOT TOUGH AND GREEN LIKE DA
Bovz. THEV'Z ALL DA SAME SIZE TOO, SO THEY'Z ALWAYS ARGUING
ABOUT WIIO'S IN CHARGE, COS THERE'S NO WAY OF TELLIN' "CE'T FER
PADGES AND OONIFORMS AND FINGS. WHEN ONE OF EM WANTS 10
LORD IT OVER DA UYVERS, 1IE. $aYS, ‘I'M VERY SPESHUL S0 YOU GOTTA
WORSHIF ME,’ OR ‘T KNOW SUMMINK WOT YOU LOT DON'T KNOW, SO
YER BETTER LISTEN GOOD', DA FUNNY FING IS, ARF OF 'EM BELIEVE T
 AND DA UVVER ARF DON'T, 50 *E:’AS TO HIT ’EM ALL ANYWAY OR RUN
FER T, WOT A LOT OF MUKKIN® ABOUT IF YOU ASKS ME. AN’ WHILE
THEV'Z ALL ARGUIN' WIV EACH UVVER OVER WHO'S DA BOSS, DA ORKS

CAN CLOBBER DA LOT.
- An Ork Bay's virw of Humanity and its failines




Zﬂm‘uz;m o'dkr who have become completely addscted to the thnill of destroying the armoured fighting velucles of thew focs. Therr desire
e ghr‘an slay the biggest, most dangerous tanks they can Jfind echoes the primal mstunct of the big game hunter Indeed, as primtive
claim a gruesome trophy from a fallen beas! to better brag of s demise, so Tankbrstas wil strip the choicest oot from the
u‘:dagr ofa ruined tank. Colourfi il plates aze hammered ito crude armous, intemal gubbuns worn prowdl as warior jaelery, and
flayed skins of creumen are draped round the Tankbustas' shoulders lke pelts. Thes equp themselues extensively for dealing death to enemy
amour ~ their whistling volleys of roklats, and lethal tankbusta bomb assavlts can spell an niilation for ecven the heaviest tanks g

Ld Sy Unit Type Unit Composition -

7. 6+ Infantry . 5 Tankbustas, . ot

7 6+ Infanuy (Charucier)
WARGEAR: -
.B‘E Glory Hogs: In a mission OPTIONS:
vo it launcha (pg 95) that has the First Blood + May include up to ten additional Tankbustas..... 13 pis/modet
- mbs (pg 98) Secondary Objective, the « May include up to three bomb squigs .5 pis/model

ankbusta hombs (pg 98) Ork player receives double o Up 10 two Tankbustas may replacc their
okkit launchas with tankhammers 15 pis/model
SPEC the normal number of rokkit launchas with tn! -
JROALRULES; Victory Points from that + One model may be upgraded 0 a Boss Nob 10pis
Shan e Gl (pg 02) e e s casmaly. -+ Tho oss Nob sy ke 000 from the Melee Weapons list
'L::‘m < (o beremoved is an enemy *The Boss Nob may take a bosspole - 5 pts
-T,.,I;‘R"k (pg 92) vehicle that was destroyed o The unit may selecta Trukk asa Dedicated Transport (pg 64)
Hinters by an attack made by onc o

more units of Tankbustas




Second i status only to the Warbass, Ork Nobz are big, bad and brutal. Serving as a crude greenskin ruling class, the Nobz are never

above wminding the Boyz who's in charge by making a feuw bloody examples. Ths could involve hacking up some suitably impressive foes, or
knocking a v fractios Boy: blocks off The Nobz aren't too fussy just so long as it gets the message across. Whether clustered. in a menacing
wmob arownd their Warbass, or lording 1t over the Boyz, Nob are a force to be reckoned with. Thear armour is usually festooned with kill-
trophies, their flesh covss-crossed woith impressive scars, carned in putfights or while killing their way through strings of brutal wars. Some Nob=
cuven take to the field astride monstrous warbikes, roarng through the enemy ranks like blood-soaked battening rams covered in guns

Nob
Boss Nob

WARGEAR:

* Slugga (pg 96)

* Choppa (pg 93)

* Stikkbombs (pg 98)

SPECIAL RULES:
*Ere We Go! (pg 92)
« Furious Charge

* Mob Rule (pg 92)

WSBS S T W I ALdSy Unit Type Unit Composition.
I S S Infantry . 2Nobz
DI LR A Infantry (Character) 1 Boss Nob
OPTIONS,
* May include up to seven additional Nobz e 18 pts/model

ny model may take items from the Ranged Weapons and/or Melee Wcapnm lists.

* Onc Nob may take a Waaagh! banner ! KA % L 20
« Any model may take a s 3]1!1/"10‘“
* Any model may take a bosspole : S e 3 pls/model
« The entire mob may take 'cavy armour Y 2 e 4 pts/model
* The enure mob may take warbikes 5 o ... 27 pts/model

© If the unit does not take warbikes, it may slect a Trukk (pg 64)
or Battlewagon (pg 79) as a Dedicated Transport




3
E

The ne ¢
i m;"::f:lr;:glu:u;: ﬂl;:[l:::fa[rd[nm{ Nobz can become Meganob by paying a Mek to build them a suit of mega armour. Piston-dyven and.
v j:a, "‘A; 10 turn 1ts wearer into a walking tank, this armour is mcyedsbly expenswe. Yet it serves as the ultimate
e e L lt;{ugx rrldifr Orks mock the Meganob for wearing so much armour, only the dullest would do so within carshot
e ank round is unlikely o do more than knock a Meganob aver, worsening his alicady foul temper: For many, the only
e g mr'rr_umn with an angry Meganob s to outrun him. To counteract this weakness, many Megan:

ured wagons. This saves tme that would be wasted sloggng across the battlefield, and helps the

= roar into battle

eganob get stuck straight in

i 4 W I ALdSY Unit Type Unit Gomposition
5 3 8 7.2  Infanuy 2 Meganobz
5 5 3 7 20 Infunuy (Chamcer) 1 Boss Meganob
WARG,
;\m OPTIONS:
o aked shoota (pg 90) = May include up toscven additional Meganobz 10 s/l
Mgy e P93 « Any model may replace their twindinked shoota
oS (PR 99) and power Klaw with two lallsaws. ... - 10 pis/model
mbs (pg 98) « Any model may replace their in-inked shoott with one of the following:
SPECIAL RU _ Kombieweapon with rokkit launcha 5 pts/model
"Ezewe‘ck‘fu"s’  Kombiweapon with skorcha....o. 5 s/l
*Furiouys o! (pg 92) « Any model may take a bosspole o . 5 pts/model
& o The unit may select a Trukk (pg 70) or Battlewagon (pgs 79) as a Dedicated Transport

*Mob Rye (pg92)




[

KOMMANDOS

AAMLAAAAAAALAAGAE

Where mast Orks love getting stuck in with a minmum of muckin® about, Kommandos prefer to spread panic and fear behind enemy lines. They
embods the low cunming comman 1n most Orks, but taken to the extreme. A Kommando would rather sneak up on his victm and stick a dagger
through thear ribs than yust run at them yelling. There can be no greater satisfaction to these Orks than the thump of exploding amnmo dumps or
the screams of eneres as stikkbombs clatier into theer barracks. They especially savour the disbelieving expressions of victims caught in the jaus
of a perfect Ork ambush. Festooned with bombs, guns and blades these sneaky gats hurk 1 the shadows until theer bass grves the signal, at which
ot the Kommandos explode fiom cover, horwling bloody murder and hacking therr shocked victims 10 bits n the nare of Gork and Mark.

WSBS S T W I ALdSv Unit Type

Kommiando 4.2 34 172 2.7 6 Infantry

Boss Nob - 4 2.4 4 2 3 3 7 6+ Infanuy (Character)

WARGEAR OPTIONS:

* Slugga (pg 96) * May include up 1o ten additional Kommandos i S w10 pisfmodel

* Choppa (pg 93) * Up to two Kommandos may replace their sluggas with one of the following:

* Stikkbombs (pg 98) - Rokkit launcha XHE ‘ v 5 pisfmodel
- Big shoota 5 pts/model

SPECIAL RULES: - Burma o 13 pts/model

*’Ere We Go! (pg 92) * Onc model may be upgraded to a Boss Nob ......... crcisioe 10PIS

« Furious Charge * The Boss Nob may take items from the Melee Weapons lists.

* Infiltrate  The Boss Nob may take a bosspole. SRR s DR SN T 3 pis

* Mob Rule (pg 92)

* Move Through Cover

* Stealth




A Ld Sv
4.8 6

WARGEAR:

*Sibbombs (pg 98)

SPECIAL RULES:

uym We Gol (pg 92) « Infiltrate

N « Mob Rule (pg 92)

. x.,qu"‘ Gharge « Move Through Cover

dent Character « Stealth

_GIFTS OF GORK AND MORK

g Reeth: Theserpy knsves are as lomg as man's arm,
U 10 be blessed fy Mork himself.

,‘:‘;rk't Tee

e et are a pair of Melce weapons, each of
has the following profile:

- Vo, R
BOSS SNIKROT =~

THE GREEN GHOST

The infamous Ork Hunters
of the Armageddon Imperial
Guard ave afraid of one Ork
and one Ork alone. In the
dark nights of the steaming
equatonal jungles between
Prime and Secundus, these
fmrizled veterans whisper tales
of Boss Snikrot. They tell of

a kller who slips through

the jungle like a ghost, who
can pass through throttlevine
groves without disturbing

a single leaf They tell of a
savage hunter who lives for
slaughter, whose eyes blaze with
malice. Finally, they tell of his
wietims, left to bleed to death
with their eyes torn out and
thewr scalps rpped free from
thewr skulls. Snikrot and his
Redskull Kommandos have
become a bane upon the world
of Armageddon, striking from
the shadows time and again
abways where the defenders
least expect them. No matter
haw elaborate Snikrot's schemes
become, his ladz are equal to
the task, and the Boss has
vowed that even if the mghty
Ghazghkull has given up on
conquering Armageddon, he

Unit Composition

Unit Type
1 (Unique)

Infantry (Character)

Ambush: If Boss Snikrot joins a unit of Kommandos that are
held in Reserves, and no other Independent Characters join
dhe umit, then Snikrot's unit can move on from any table
cdge when they armve from Reserves. No dice roll s required
10 determine where they enter from; the Ork player chooses
In addition, Boss Snikrot and his unit have their Stealty

ed with the Shrouded special rule on the
armive from Reserves, unal the start of

special rule replac
wrn they deploy or
(heir next wm

he Red Skull Kommandos: Boss Snikrot can anly

s If Boss Snikrot is included in a

ast one unit of Kommandos,
a slot on the Force

Boss of th
join units of Kommando
Detachment that includes at
Boss Snikrot does not take up
Organisation Chart.




Ork Trukks speed into batile at breaknecl pace, mobs of Boyz crammed into their rear compartnients or hanging recklessly from their hulls. As
they close with the foe the Trudkks' gunners blaze azoay wildly. As the enemy bines loom large the driver puts his foot down, squeezing out an extra
spurt of acceleration from his rde. With a roar like a predatory beast, the Trukks plowgh into the eneny's midst before the Bay= on boand pule out
and get stuck in. Boyz who spend a lot of tone fighting and, un some cases, lang out of the same Trukk will soon take to personalising their
e waith clannash paint jobs, grsly tophies, kill-markings and all manner of dangerus tat. 1t has been knawn for entire warbands of Evil
Sunz or Freebooter to form into Trukk mobs, riding to battle in ragged columns amid vast clouds of exhaust-smoke and dust

- Armour - .
2 BSF S RHP _  UnitTypo . Unit Composition™ -
Trukk 2101010 3 Vehicle (Fast, Open-topped, Transport) - 1 Trukk: =
WARGEAR: ‘TRANSPORT: @
« Big shoota (pg 96) Transport Capacity: ‘

“TRAVELLIN' THROUGH SPACE IS BORING. WELL, BORING UNLESS
DA HULK YER ON IS FULL OF DEM GENE-SNEAKERS, OR A BASE FER

Iwelve modcls.

SPECIAL RULES:

Ramshackle: Roll a D6 OPTIONS: DA CHAOS LADS WIV DA SPIKES, OR ALREADY HAS BOYZ ON IT; OR
cach time a Trukk suffersa— » May replace big shoota IF HUMIE LOOTAS COME CALLIN', THAT'S ALWAYS GOOD FER A BITA
penetrating hit. On the roll with rokkit launcha... .. fire | SPOKT, OR UNLESS YER IIAVE A MUTINY OR TIWO TO PASS DA TIME,
of a6, the Trukk only suffers  » Trukks may take items ‘OR UNLESS STRANGE FINGS START HAPPENIN', WHICH DEY USUALLY
a glancing hit instead. from the Ork Vehicle DO WIEN YER OUT 1x DA WARP. ONE TIME WE HAD SOME BLOODY

GREAT UGLY FING COME STRAIGHT OUT OF WEIRD LUGWORT'S ‘£D!
IT BUTCHERED HALF DA LADS, THAT WAS PRETTY ENTERTAININ'
COME TER FINK OF IT, SPACE IS A PRETTY GOOD AR, AND TIAT'S
BEFORE YER FIND YERSELF A NICE NEW WORLD TA CRUSH!"
 Bigmau, Ork Runtherd

Equipment list




A W
STORMB
AAA L AL

Young and rebelliows, Stormboy strive to stand. out amongst the anarchy of Ork socirty. They studiously ape authanty figure, practise things
wnii they can do them right, and openly polish their boots in public places, much to the disgust of therr elders. Yet no matter how much they
Jyin Ui fuce of greenskin values with their wilful forward planning and blatant regard for the rules, Starmbeyz are still Orks They live to get
tuckinto a goad, bloods fight as quickly as they can. To this end, Stormboy Korps strike deals with local Meks to equip them with large, noisy
vkl packs. These they use to propel themselves toward the foe amud wesounding (and susprciously well synchrnised) bellows of ‘Waaagh!',

ik lhe enemy line e ballstic missiles and hacking apart ansthing unlucky enoughto find sl arm’ wach

Unit Composition
. B Stormboyz

WSBS S T W I ALdSv Unit Type
BTy A 22 7. 6y Jumplnhnuy
4 o 4 4 2 8 3 7 6r. - Jimpnfanuy(Chamder)

JARGEAR: SPECIAL RULES:
Sl «Ere We Go! (pg 92)
s (pg93) « Furious Charge

2ombs (pg 98) « Mob Rule (pg 92)
*Roldit pack (g 95)
OFTIONS, i
*May iy,

i ¢ up to twenty-five
-'ddmnna.l Stormboyz 4 } 9 pts/model

odel may be upgraded 10 a Boss Nob 10pis

T‘” Boss No,
o the Melee

“Boss Nob yy

ay take items
Weapons list.
nay take a hosspole

5 pts

Ml A



DEFFKOPTAS

[AA A DA

Deffhoptas buz= across the battlfield, weaving through the sky on a trail of foulsmelling smohe. As they swoop low over the heads of the enemy,
the fiendish Ork fiying machnes fire punishing salvoes of shot, rokkits and bomms into their midst. Leaving flames and blood-splattered
craters in their wake, the Deffkoptas junk erratically away, already hunting for thesr next victuns. Deffkoptas are able to navigate over the
roughest terrain in order (o hunt down the foe. Many get blown out of the sky when first sighted thanks to overconfidence on the part of their
warlike pilols. et those Orks with a real knack for the job have the self-control to locate the encmy then lead the vest of the Boyz down on lop of
them. These vare greenskins take prde in finding the best scraps for the vest of the tribe to get stuck into, before drving dawn to join the fun.

WSBS S T W I ALdSy  UnitType ~ Unit Composition &
Deffkopta 423 B9 2027 de Jebike o © 1 Defikopta .y
WARGEAR OPTIONS
+ Twindinked « May include up to four additional DefTkaptas . : e 30 pts/model
big shoota (pig 96) « Any Deflkopta may replace their twininked
« Choppa (p 93) big shoota with onc of the following
- Twin-inked rokkit launcha.. : ~free
SPECIAL RULES: - Kustom megablasta : 5 e
+"Erc We Go! (pg 92) * Any Dellkopt sy be eqipped wilh
* Furious Charge - Bigbomm 3 15 pis/model
* Hit & Run - Buzzsaw iy & S s .. 25 pis/model
* Mob Rule (pg 92)
* Scout




e che a Dakkaget’s massive thruster leaves an oily contral of black smoke in e cven

o s ”‘/[:A:’}L:atzﬂrllz frnr l‘/mu,;h not as nimble as the aincraft of some ather vaces, l)nkku,/m are capable :,/“j,: :y:l .;1.1”2;;“'.: of

e ‘nz‘m) to face in aerial combat. It also helps that Onts fly like complete headeases. Dakkaget pifots are great

e ‘?Im)' ), As such they ensure the Meks strap every gun available o the fusclages of therr jet. I the heat of battl,

G ‘m)‘ . ugh formations of enemy awrcraft, Dakkajet plots will cut loose with an absolute storm of fire. Some have ,-p: n

ks Dt s heir cockpit glass with the butts of their sluggas n order to add their oun prstolfire to that of their plane. Al of this
unusually effective shots; with so many bullets Sfired, some are bound to hit the target.

Stuaking into batle through war-scorched skics,

© . pAmoury
£ BS F S R HP 3 Unit Type _ Unit Composition
3 S 2101010 3 Vehidle (Flyer) 1 Dakkajet
WARGEAR.
*Two mm 3 Waaagh! Plane: During a
hootas (e 9:} supa turn in which a Waaagh! is
) called, cach of this model’s
SPECIAL RULE Assault weapons fires one THE DEFF SKWADRON
Sl LES: more shot than normal Lo iy Figbos Kommand Usgob,the Dlf Skuadron were one of
: 'Sﬂm,,icn U st infamous formations of Ok lsbeys in recent memory
Vg, e dasens f sonies in the blody war btueen Warbostes
vl g and Grimlug, Usgob'sabare lors were s sible
Camibuster bomb in Scrap Allo, the

. for the deployment of the
and the acnal deployment of

01
7 iake o [ inking of Grimlug’s battleship. f
My g o4 paintjob.. 5 pis éuw'r I and angery squigs into Waoboss Grinlug's i |
S ; ; s
8y g dional win inked supa shoots Caopis | encampment o into battle withall guns bazing the
hoss.. Tspis || Defrkwadron o ntyan for fettin’ heir trbution 1 fist {
: asps f
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BURNA-BOMMER

Burna-bomsmers are an nevitable byproduct of the Orles’ lave for speed, fire, and the desire to combine these things while killing something.
Strapped with as many mceudiary bowbs and rockels as 1s physically feasible, Burna-bommers streak low aver the batilefied, raiming
conflagrant death down on tightly-packed enemy fantry. The wnld-eyed Burna Boy pulots of these craft like to watch their targets burn

up close and enspy’. As such they mgularly eturn to base with ther undercarnage streaked with gore and scorch marks. Burna-bommers
Sometimes carry skorcha missiles, making them even mor deadly. These corkscrewing nisssiles make a mockery of fortifications, their warheads
bursting in conflagatory showers that drive therr victims from cover; or else cook them alioe wathin defences turned death-traps

r-Armour, > & <
% BSF S R HP Unit Type  Unit Composition
Burna-bommer ‘l 10 10 10 3 Vehicle (Flyer) 1 Burna-bommer
R: Grot Gunner: When a model
inked with this special rule fires
big shoota (pg 96) a big shoota or twin-inked
* Twinlinked big shoota, these shots are
supa shoota (pg 96) resolved at Ballistic Skill 3
«Two burna bombs (pg 94)
SPECIAL RULES:
* Supersonic
* Waaagh! Plane (pg 73)
OPTIONS:
* May take up to six skorcha missiles i 10 pts cach
ay take ared paint job SR 5 pis




BLITZAB

LML LADL A

B
m:;mn;',ﬁ :?",,:hzl’:mg: Odrk fivboy has litle patience for trajectones, payload ares, and all the other “boring bts'of higlalttude
s ,51 ”x Imlnll ensure their massively unsubtle boom bowbs land moreorless on target by smpls dropping them from
e f A i off, Blitza-bommer pilots thrw ther craft into serearming mose-dives their ternfied grot bombardiers pulling the
oinsd mgd.:r” st :mﬂlzlr moment. Afer a loud clank and some alarming Juddering, the bonh plunges grounduard and explodes
e h @ thunderous bang. With his payload away, the cackling flybey (hopefiulls) puls up. These manocucs dort

7 st grots have to be foreibly nailed into their bombardiers nests o avoid them bathng out before takeoff

~ Armour - A
BSF S R HP Unit Type  Unit Composition 7
2_ 10 10 10 3 Vehicle (Flyer) 1 Bliza-bommer
WaRg;
by &R SPECIAL RULES:
28 hoota (5 o) Brrs = 4 5
indinked rot Gunner (see 0pposite)
S « Supersonic
T pg 96) « Waaagh! Plane (pg 73)
°M0mbombx(pgg_“ h! Plane (pg 3
3210_\-5:
QA red painitob...... i s i




Mobs of Ork Warbtkers race info baltle at suicidal speeds, exhausts belching greasy clouds of smoke. As they hurtle toward the enemy ranks,
the Warbikers fill the air with a murderous storm of shots from their blazing dakkaguns. Surrounded by billowing clouds of smoke and dust,

the Warbakers are protected from the worst of the enemy's return fire = by the time the bikeb

thunder out of this swirling cloud, they are all

bt on tap of the foe. Wide-eyed and panting behind goggles and dust-masks, most Warbikers' need for speed is such that they can barely stand
1o stay st for five minutes. The more canny Warbosses wse this to their advantage, sending their Warbikers to trigger traps and ambushes
prematurely, to run dewn enemy supply convoys, or to soften up the focs’ defences before the rest of the tribe gaves them a good stomping:

WSBS S T W I ALdSy
Warbiker 42 85 1 2 274
Boss Nob 408 4B 9858 Ty
WARGEAR: SPECIAL RULES:
* Slugga (pg; 96) *’Ere We Go! (pg 92)
* Choppa (pg 93) * Furious Charge
* Warbike (pg 98) *Mob Rule (pg 92)
OPTIONS:
*May include up to twelve

additional Warbike 18 pis/model
* One model may be upgraded

10 a Boss Nob : 10 pts
* The Boss Nob may take items

from the Melee Weapons lists
*The Boss Nob may take a bosspole. 5 pis

Unit Type Unit Gompositios
Bike . 3 Warbikers

‘WAZDAKKA GUTZMEK b
" Wazdakka Gutzmek, creator of the fabled Bike of the Aporkalypse
15 the greatest Ork bikeboy of them all. After being accused
of cheating when he won the Race of the Burning Wheels,
Wazdakka levelled his tribe’s settlement with his dakkacannons
and roared off in disgust. From that day forth he has roamed the
stars, a deadly bike-boss for hire. Lately Wazdakka's wandenngs
have taken on overtones of a holy pilgrimage, Speed Freeks
Jlocking to his banner with every victory, Gutzmek himself claims
that he will lead his smoke-belching and unstoppable Waaagh!
Jfrom one end of space to the other; the greatest race in the histery.
of time and one that is sure to please Gork and Mark immensely.




WARBUGGIES
h A \Ad Ak

Ors tend towoard Uy

"“"wdmmmggg,' ,ﬁ,l;: :};ﬁ:’da zlwth big guns that can be cobbled together from any junk to hand. Most are creed by a mad 10

i h kﬁn :;p: « goot or two hanging on for dear tfe. What they lack n survivabiliy, these e nlicies ; Lk

Ek ond A e Mo ki hey encircle the enemy in speeding squadions, guns blazing wildly while their crew thive et oo

0 sred. F‘”Imvmm-(; lost consust of little more than chassis, engine, gubbins and a sizeable gun, and are capable of an uu[zryu‘::‘

e e dense tevvain, some Warbuggies willbe converted into the halftrack Wartrakks, while he addition o a utting
ing fuel tanks and a crew of slavering Burna Boyz transforms a Warbuggy mfo the much feared Skorcha. e

Unit £ Unit Composition
Vehicle (Fast, Open-opped) ¢ 1 Warbuggy
Vehicle (Fast, Open-topped)

Vehicle (Fast, Open-topped)

2101010 2 ¢
2101010 2
21010100 2

OPTIONS
+ May include up to four additional Warbugsies 25 pis/model
ny Warbuggy may be upgraded 102 Wartrakk . 5 pis/model
« Any Warbuggy may be upgraded o2 Skorcha.. 10 ps/model
+ Any Warbuggy or Wartrakk may replace its twin-linked big

shoota with a twinli Jve
« Any model take any of the following:

- Red paintjob

. Extra armour,

10 ps, ‘model

SPECIAL RULES:
* Outflank

Trakked: (Skorcha 2
Wartrakk only) The vehicle
re-rolls failed Dangerous
Terrain tests.

- Grot riggers



The voar of Mek Gunz has heralded the end for many a hapless foe. Spitting out blasts of crackling energy, swatting planes out of the air or
crushing their victims i crackling fists of bright green force, these bug, clanky field guns have enough dakka to stomp even the toughest targets.
Of course, s no self respecting Ork would be left behind when there’s a fight in the offing, crewing the gunz is let to the long-suffering grols.
The Orks drag the Mek Gunz into battle behind speeding wagons and Trukks before abandoning them in a heap and leaving the grols ta sort
them out. Though capeble of Masting a tank in half or scything down encmy infantry, these weapans are just as likely to backfire explosively.
The biggest hazard for enemies facing Mek Guns 1s that, wntil they start finng, no-one s really sure what they will do.

o WSBS S T W I ALd Sy Unit Type
Mek Gun S e g s e Artllery
Grétchin DRIl Rl LG Artillery v
WARGEAR: OPTIONS:
Gretchin:  May include up to four additional Mck Gunz (cach including two Gretchin) ........ 18 pis/model
« Close combat weapon o Each Mck Gun can include up o two additional Gretehin..... ... ..................... 3 pis/model
Mek Gun: Each Mek Gun can include one ammo runt oo 3 pls/model
* Kannon (pg 95) Any Mek Gun can replace its kannon with oné of the fallowing
- Lobba R et I
- Zzap gun ¢ s PRl 5 pis/model
- Bubblechukka, AR ! coin 12 pts/model
- Kustom mega-kannon ... ... ; : 12 pis/model
- Smasha gun. o e 12 pls/model

aktor kannon . : G 2 12 pis/model




m‘ﬂmm rumble to war on a collection of tracks, tyres and masstve spaked rollers. Whether lumbening gun-fortresses, bright red
pmbmv"ﬁ:w;u}v\ buckels smeared with Ore s, Battlewagons are masive slabs of motorised junk built to cany brg mobs of
ol - No rrmllrr each Battlewagon’s indvodual peculianties, all fulfil the essental vole of armoured altack vehic le. A solud
oy 'f'g’l'\‘ tanks can provide a warband with a (somewhat rusty) mailed fist that can be jammed right dawn the throat of the
of‘i""% With guns booming and dej] rollas coated 1 mud and gore, Ork Battlewagons carce a patl of bloody ruwn through the foe while
passengers blaze away al the dazed swrvivors, and bellow “W ‘aaagh!” at the top of their lungs

- Armour
BSF S R HP . UnitType
214 1210 4 Veliicle {Tank, Open-topped, Transport)

Unit Composition
1 Batllewagon

WARGEAR.
i OPTIONS:
J‘(l/m

o May take a killkannon

RANSPORT. + May take one of the follawing weapons e
Ty, - Kannon s
% S 10 pts
Bate,, Capacity: Twenty models, If the - Lobba mﬁ/"

- Zzap gun
« May take up
in any combinaton

Aon
St g 010 4 Killkannon it may only carry :
- . Following weapons

four of the
5 pts cach

e o, 1, Ba
ey aulewagon has the ard case - Big shoota ko
Bty o 15 Points, two on cither side of - Rokkit lumcha
S1€ atthe rear, + May take any of the following i
l’ P ~ el rolla o
5

~ Ard case
- Grabbin’ Klaw
» Battlewagons m

oy Poings: g
".'Jf‘sd:u o Batdewagon has the "ard case
i o 1€ Access Points, one on cither
£ and one at the rear

1y take Hems from the Ork Vehicle Equipment st

—r
70

R LRy TR



Deff Dreads are clanking moustrositees that behave in battle much like enormous metal Orks. They clank toward the foe, waving piston-driven
arms that end in saws, claws and wally big guns. Lurching along as fast as their hydraulic legs will carry them. their bellws of ‘Waaagh!
echo from in-bualt speakers at carsplitting volume. Though all this 1s hugely entertamning for Orks fighting alongside a Deff Dread, for enemies
at 15 utterdy ternfying. Deff Dreads eputomise the unstoppable ferocty of the greenskin yace, and the damage they can do is jauw-dropping. The
brutal implantaiion surgery and subsequent claustrophobia tends to drive Deff Dread palots a bat bonkers. They wil take any opportunity lo
vent their frustrations violently upon the foe, 1f only to make themselues feel better about having to cat everything through a straw.

v - Armour 42
s S WSBS S F § 1 A HP Unit Type . Unit Composili
DeffDread - 4525 19 1124102 18778 Vehicle (Walker)s 1 Deff Dread

WARGEAR: OPTIONS:

* Two big shootas (pg 96) * May replace any of its big shootas with one of the following

* Two power Klaws (pg 93) - Rokkit launcha > i fiee
- Kustom mega-blasta 5 pis
- Skorcha eRe 5 pts
- Power Klaw o 10pis

ay take any of the following

- Grot riggers R -
- Extra armour : : g 10t




3
3
-

y Y(lmurs- 2
Sl gy If 4 unit of Killa Kans suffers 25% or more

%
Aq%kh

il Kans b
r many similanties (¢ e
i araged O, Kille Kans ;T ; :llf;jfl 1):.( ads, with their snipping klawz, chugging heavy weapons, and lumpy metal hulls. Yet in pli
e ': by {(f[l/hhng ots. Though indiwrdually smaller than a Deff Dread, Killa Kans !hmu'; l,u’f{j
e seted iron and waring saw-blades. The Killa Kans’ gt pil y Sl
e Z ot palots put thenr elative skil with firearns o g

i e S g{m [vn;sl:{z:ng untucky enaugl o crossthi pth. Desrc being harduared 1nto a tenfoot tall wl.n«fm:.,r::;- (l:]?rnl
e of Grchin cpwandice A3 sl thy sl e 1 sty 1 bers, and have a bad babit of losing

ik unheard of for Killa Kans (o waddle about in circls or frose up entiely at the it i of danger B

. Unit Composition

Unit Type
_ Vehicle (Walker) 1 Killa Kan

WA“GB\&
* Bashoos (1 OPTIONS:
Ky (3 <+ May imchude up to five additional Kalla Kans. . 30415 fmiodel
i, + Am Kalla Kan can replace their big shoot
%ul\;}]' RULES, with one of the following )
- Rokkit launcha free
- Grotzooka 5 pis/model
5 pis/model

ailed Cowardly

during 4
; ‘;nd o M;‘:‘l‘:’x phase, the unit must roll a D6 at - Kustom mega-blasta /i
ﬂnm“r"’"” Killa Kans d +1 to the dice roll if there are - Skorcha 5 pts/model
oo ns in the unit, and a further +11f Ay Killa Kan can take any of the followits
A ads within 6" of the unit - Grot riggers 5 pisfodel
UL of 1. 1, d and nothing happens. - Extra armour 10 prs/model
ey r o5 1 failed and every model in the
suffers a Crew Shaken result. Note that 1
|

08¢ ; 5
Wl Hull Point as a result of a




A Gorkanaut 15 everything an Ork aspuves 1o be. Massive, tough, loud and destructive, its blocky sillouette looms menacingly over friend
and foc alike From its hulking, arkoid shape 1o the brutal weapons it wields, a Gorkanaut epitomises the unsubtle brutality of Gork and

hts no-nonsense way of war Every Gorkanaut is essentially a masstvely overbuilt armoured war suit bristling with dakka and packing an
armoured claw the sizr of a Killa Kan. They are ideal for a lone Nob who wants to make a name for himself, serving as weapon, transport
and (rather cramped and smelty) howme all in one. Gorkanauts have become especially popular in recent years as more greensins are seized by
visions of the Great Waaagh! and find themselves compelled to pilot these mighty engunes ito battle, trampling their panicked foes as they go.

- Armour 4

< Unit Type . Unit Composition
Gorkanaut Vehicle (Walker, Transport) 1 Gorkanay 2
WARGEAR: TRANSPO R'I
* Deffstorm Transport
megashoota (pg 96) Fire Poin
* Two twin-linked Acy Points: A Gorkanaut has one Access
big shootas (pg 96) Pomt at the front
* Two rokkit
launchas (pg 95) OPTIONS:
* Skorcha * May take any of the following
* Klaw of Gork (or possibly - Extra armour 10 pis
Mork) (pg 93) - Grot riggers. 20 pts

SPECIAL RULES:
* Rampage




‘E‘::” ‘Cf«;xnauu cpitomise the unsubtle brutabity of almighty Gork, a Morkanaut displays 1 the lethal kunnin” of equally almighty Mork
e 'v’;u; is persemally buill and piloted by a skallcd Mekboy, and packs a wild array of enengy weapons and glowy gubbinz from the
i vt hops. Morkanaut pulots — like their Gorkanaut equtvalents = are wsually outcasis. Sone Sl the call of the Great Waaagh!
i 0 cause carnage in the name of Mork, while others hunt like (violent) magpies for the technological secrets of other races. A rare

s nzan as Badmeks, will be ejected forcibl from their tribe for crimes such as using the loc al Wetrdboy tower for target practise. These rogue
ot ae especially dangerous, and will often begen their wanderings by flattening ther former trabe’s settlement with their Morkanaut’s quns

Unit Type _ Unit Composition 5
Vehicle (Walker, Transport) 1 Morkanaut

VARGEAR: TRANSPORT:
e nked Transport Capacity: Six models ©
8shootas (pg 96) Fire Points: None

m megablasta (pg 95)  Access Points: A Morkanaut has one Access
m

e Point at the front

peBkannon (py 95)
o OPTIONS:
SHipy or TR 20) y take a kustom force field 50 pts
Moy (oK (or possibly Lake any of the following
) Apet8) e armour 10ps
2015

- Grot riggers.




Toting massive deffiauns that fill the air with a rain of shots, rokkits and energy blasts, Loota mobs provide a warband with much needed and
extremiely heavy covermg fire. When a mob of Lootas cuts loose, the overwhelming storm of dakka they create churns infantry to a blood-soaked
pulp while tanks shudder and clang. ther crews and systems perforated until the vehicles shudder to a halt leaking oil and gore. Lootas tend
to be about the heaviest armed Orks going, largely due to their natural flair for larceny, cons and general light fingered thievery. They often
befraend Meks, trading their illgotten gawns for cver more kustom dakka. Many Mekboys cannol resist tinkening with the deffiguns’ worky bits
cven as the Loolas begin finng, preventing messy mishaps and ensuning that they perform to thew full, devastating potential.

< WSBS S T W I ALdSy Unit Type. v

Loot IR0 s A TR DT G Infantry

Mk i 4 2.3 4 1 2 27 6+ Infanuy (Chamcter) =
WARGEAR OPTIONS
 Deffgun (pg 95)  May include up to ten additional Lootas..... ;) : R 14 pis/model
* Stikkbombs (pg 98) * Up to three models may be upgraded to Meks,

replacing their deflgun with Mek’s tools,

SPECIAL RULES: slugga and choppa. s A eI s i free
*’Ere We Go! (pg 92) Any Mek may be accompanied by a grot oiler.. R vioiois 5 pts/model
* Furious Charge * Any Mek may replace his choppa with a Killsaw .. ........ ... ... e 20 pls/model

* Mob Rule (pg 92)

Any Mek may take items from the Mek Weapons list
The unit may select a Trukk as a Dedicated Transport (pg 70)




The gun-crazy showoffs known as Flash Gitz are skilled at breaking
sl Amongst the richest and most obnoxious of their warlihe breed, Flash
wanton vandalism. They hire themselves out as mercenaries {0 Ork warbands,
frodigious dakka. Despte their ostentation, Hash Gitz give a Warboss all the knllpower he pays
adions and the like, @ mob of Gitz opening fire is nothing short of

Hash Gitz"victims coming apart amid sprays of blood and blossoms stomp the life

of flame before the Gitz

Infantry

heads up close or basting ther enemies wto tin, glowing
Gtz travel the galaxy engaging in acts of outrageous piracy and
basking in the envy of Boyz

Jor. Completely lethal in gun batles, boarding
catachsmic A punishing hail of energy bolts and bullts

bits with equal

calous of their flashy kit and

Jfills the a, the
out of anyone let standing

Unit Composition-
. 4 Flash Giw.

~ Infanuy (Character) 1 Kaptin
W, B
JARGEAR: SPECIAL RULES ) /»57
Snazzgun (pg 06, FaT 192
Q Sﬁkbumbsp%pg )95) : frc- V.‘,: 2;: ! ”2’ 2 “T41E ORKS PLAGUE THE GALAXY FROM END TQ END WITIt THER
+eospole (pg 98) e r02) Cenortss wARKING AND STIF. THEY ARE A RACE 50 DEEFLY ROOTED
*Gitfinda (pg o Al B AT PEAGE IS UTTERLY INCOMPRIESSIRLE TO T, T
. ) CANNOT BE BARGAINED WITII OR BOUGHT SAVE WITH WEAPONS TIAT
OPTIONS: e AGART TSl TRED TO
e : > ME GREAT CATASTROFIEE |
3 .;‘:: nclude up 1o five additional Flash Gitz ... 22 pis/model . 1 I?ﬁ;::}:;::;::;:::: ‘:\“ Lizsosnors
model may , ANNIIULATE TIE !
odel may take an ammo runt. ... - 3 pis/model [ &N el

e v
b€ it may select a Trukk (pg 70) or Baulewagon (P& 79)

- Xanthius, High Lord of Terra

3 e,
Dedicated Transport




~ GHAZGHKULL THRAKA @)

THE BEAST OF ARMAGEDDON

Ghazghkull Mag Uruk
Thraka is a mighty prophet

of the Waaagh!. He 1s the
single most influential Ork

1n the galaxy, and billions of
greenskins march fo war in his
name. Since Ghazghkull’s rise
to psver, he has led countless
campaigns of destruction. He
has crushed Eldar war hasts,
banished tides of Daemons, and
smashed phalanxes of Necrons
to 50 much sparking scrap.

Yet his greatest battles have
always been fought agamst

the servants of the Emperor
Ghazghkull's sheer, unstoppable
brutality has left countless
warlds of the Imperium blazing
in Jus wake and reduced
mighty Armageddon (o a never-
ending cauldron of war. Yel
2glikull is not satisfied.
Gork and Mork have greater
plans for ther prophet, plans
they see fit to delrver amid.
agonising visions of @ galaxy
ablaze with green fire. At their
behest, Ghazghkull is beginning
his greatest work. He will travel
the galaxy, subjugating every
Warlord and gathering every
Ork to his banmer until the
stars themselves shudder to

the thundening fooifalls of his
horde. Ghazghkull is gathering
the Waaagh! of Gork and Mork
themselves, @ Waaagh! that will
drown the galaxy in a war so
great that the gods themselves
will tear their way out of the
Wasp to join the figit.

rob WSBS S T W I A LdSv Unit Type & UmlCaﬂ]p&lﬂon
Ghiazghkull Thraka 6°2 5% 4 4 5.9 % Infantry (Character). 1 (Unique)
WARGEAR: SPECIAL RULES: Prophet of Gork and Mork: If Ghazghkull is your Warlord,
* Cybork body (pg 98) *Ere We Go! (pg 92) he gains a 2+ Invulnerable save on any wrn he calls a
* Mega armour (pg 99) * Eternal Warrior Waaagh! This invulnerable save lasts unul the start of his next
* Big shoota (pg 96) * Furious Charge wrn, In addition, Ghazghkull and all other models in his
* Power klaw (pg 93) * Independent Character unit that are cquipped with mega armour can Run on a turn
* Bosspole (pg 98) * Mob Rule (pg 92) he calls a Waaagh! despite having the Slow and Purposeful
* Stikkbombs (pg 98) * Waaagh! (pg 54) special rule (which is conferred by wearing mega armour)
‘WARLORD TRAIT: OPTIONS:
* Prophet of the Waangh! * Ghazghkull Thraka may take items from the
(pg 92) Runts & Squigs list.

i




ASompa s an ffigy of war built by the Orkes to ape thrr brutal gods. Cobbld togther n tjncal Ork fashion, the Somp’sbulk i estooned with
welatping metal plates, bolled alop one another to present a formdable frame and alloww the Stompa to shrug off incoming finposcer. It has a large
o f Orks and. grots to hecp its vast engine going and il weapons lazing away. And Stompas fstooned with weapons — anging from big
stes and horchas poking out from between their protectzve plates to the deff kannon, an enormons e of ondnance, and the bulletspewing supa-
£ A Stompa can also carry a full mob of Orls to war, seady to jump out and put the boot in at @ moment's notice. Once in combat, a Stompar
845 s magacoppa — 0 massioe whirring blade thal can cleave a baston i two o hack a Titan down to stze in @ fluny of wanng violence.

[ Armour -
& & Unit Composition

WwsBS S F S R I AWP Unit Type =
4 1512 1 4 12 Vehide (Superheavy Walker, Transport) 1 Stompa

}‘::ﬁl':it SPECIAL RULES: TRANS],OBI: ity: Twenty models

B T e in s belly, one n s head

:5"P (pg91) :,‘.(Lh.,.. o of s Stompn hiave  Access Points: A Stompa s one Access Pomt at the rear
Pl () s special rule Sl

M (297 Mfay take up 10 two additional supi1okkis 20 pts cach
oot s « May take grot FgEers ; it

10ppa (g 93)




Ork warbands infest the galasy from end to end, and they vary greatly in size and composition. Wherever they come from, they will inevitably
include the Warbass that united them in the first place, a hard core of his mast dangerous warriors, and a teeming mass of Boyz drawn to

the promise of carnage. Orks draw great strength from ther numbers, the Waaagh! energy that courses through each greenskin amplified by
the bellowing mass of battle-hungry maniacs chasging towards the enemy lines. This mysterious force can be harnessed by a canny Warboss

to dnive his lad= mto a killing frenzy at a critical moment, driving them forward in a ground-pounding stampede that can overrun the most
stubborn of enemy gunlines. Even the Gretchin brave enough to accompany the Boyz try to make themselves heard aver the deafening volwme of
the Ork battlecry; they give it their best shot, biting and scrabbling at the enemy’s weak spots in their eagerness for the kill. Needless to say the
true danger comes from the charging Orks themselves, a thunderous mass of muscle, metal and bad attitude that slams headlong into the foc
before breaking apart to hack and slay with joyous abandon




FORMATION:

1 Warbos (g 5.4)

« 6 units of Boyz (pg 62)

*1Mek (pa 5
P8 56) o 1 unit of Gretchin (pg 63)
i
kot Nob (g 66)

Ieganoh, (pg 67)

COMMAND BENEFITS

Boss of Da Wazaghts If this Detachment is chosen as your
Primary Detachment, you can re-roll the result when rolling
on the Warlord Trats table in Codex Ors :

Thhe Greenskin Hordes: Every unit with 10 or niore models
s Detachment gains the Hammer of Wrath special rule in
o Assault phase 1 which it successfull charges an encmy
S an the dice rolled for its Charge Tange 1 10 or more
{before modifiers). Note hat the Wi docs not need 10 move
nee rollcd to gatn this effect and 1t docs not

+if the unit’s size is reduced below 10 models during

o Oerviatch, Dangerous Terrain tests

rge (as a result ¢
etc,) so long as it can stll successfully make
the charge

Stampedes If the formation’s Warboss s your Warlord he can
h and every e after the

e his Waaagh! spec










ORK SPECIAL RULES

An Ork army uses a number of special rules that are
common o seve re collected and
explained here, in full, for your conyenience, Special rules
that are unique to particular units are presented in the
relevant entry instead. Other, more common, rules are
simply listed by name — these are described in full in the
Special Rules section of Warhammer 40,000: The Rules

of its units. These

"Ere WE Go!
FEver eager to get stuck into the fray, Orks will barrel across the
battlefield as quick as they can when the foe is m their sights

If every model in a unit has this special rule, the unit can
re-roll a single dice when determining its charge range

Moz RuLE
Orks are simplistic, brutal creatures who love to fight and draw
confidence from possessing strength in numbers

If every model in a unit has this special rule, and the unit
fails a Morale check or Pinning test (after any re-rolls they
may have), roll immediately on the following table

Db
1

REsULT

Born to Fight: Orks love fighting, and the prospect of
good punch-up will sometimes stop them from running off.

If the unit is locked in combat, it is treated as if it had
passed the Morale check or Pinning test. If the unit
is not locked in combat, it fails the Morale check or
Pinning test

Breaking Heads: The mob’s leader knocks a few heads
together wntil the ladz settle down and get back in the fight
If the unit includes one or more Ork characters
(including Independent Characters), it suffers D6
Strength 4 AP- hits, and is then treated as if it had
passed the Morale check or Pinning test, These hits
are Randomly Allocated, but cannot be allocated

to Ork cha (any excess hits are lost). If the
unit does not include any Ork characters, it fails the
Morale check or Pinnir

actes

test

Squabble: A brawl breaks out as the Orks decide what to
do. When the dust settles, nobody can remember what the
trouble was about in the first place.

If the unit has 10 or more models, it suffers D6
Strength 4 AP- hits, and is then treated as if it had
passed the Morale check or Pinning test. The hits are
Randomly Allocated. If the unit has fewer than 10
models, it fails the Morale check or Pinning test

/

APPENDIX
e AN AN ENEE

This section of the book details many of the rules for using an Ork arm
unique special rules, Warlord Traits, wargear and psychic powers, Tactical Objectives and the Ork Horde detachment. The
S reference section at the end summarises the rules from throughout this codex, and provides unit and weapons profiles.

A

o u—

y in your games of Warhammer 40,000, including their

WARLORD TRAITS

When generating its Warlord Trait, an Ork Warlord can
cither roll on one of the Warlord Traits tables in
Warhammer 40,000: The Rules, or roll on the table below.

ﬂﬁ

WARLORD TRAITS TABLE

D6 WARLORD TRAIT

Prophet of the Waaagh!: Mork (or passibly Gorke) has
chosen this Warlord for greatness, and every Ork under
iis command knotws it

The Warlord gains the Waaagh! special rule

(pg 54). If the Warlord already has the Waaaght
special rule then, in addition to the usual effects.
all friendly models with the 'Ere We Gol special
rule gain the Fearless special rule when he callsa
Wazagh!, until the start of their next turn

Bellowing Tyrant: This Warford is an unholy terror, a
roanng lunatic whase every (very loud) word is law.
The Warlord, and all friendly units with the Orks
Faction within 12" of him, re-roll failed Morale
checks and Pinning tests

Like a Thunderbolt!: This Warlord is a master of the
all-out, no-holds-barred, headlong charge into battle.
The Warlord, and all friendly units with the Orks
Faction within 12" of him, can re-roll all the dice
when determining Run moves or charge range

Brutal but Kunnin': This Warlord has a sneaky streak
a mile wide and knows just where to ht his foes.

The Warlord can re-roll one failed To Hit or To
Wound roll each turn.

Kunnin' but Brutal: The Warlord knows when io roll
with a punch, and can shrug off the hardest blows.
The Warlord can re-roll one failed armour or
invulnerable saving throw each turn.

Might is Right: Made of muscle and aggyession, this
Warlord is the embodiment of the Orks’ warlike nature.
The Warlord receives +1 to the Strength
characteristic on his profile




Gon of Codex: O the
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B hets (pe SS9 while weapons and equipment used by all other ¢

GUBBINZ AND GUNZ |
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. pons and equipment used by ( i
e B o M by he Orks, along with rules for using them in your

cters is detailed in the a i i
c ippropriate entry in th
iYPes of units are detailed here, Tt

- WEAPONS
Mete WE

«mmufchehwinmi&mﬁonm also listed
b -,.Mnfswmﬁon (pg 104). The full rules

for the following melee weapon can be found in
Werhammer 10,000: The Rules:

(losc combat weapon

Buzzsaw
Simple articulated arms mounting industnial chainsaw

atachments, buzzsaws allowe Deffkopta
decpatatons’ on fuckless victims below

wlots to perform fly-by

Range s AP Type
= X2 2 Melee, Unwicldy,
Specialist Weapon
Crorps WEAPONS

Orks use a vaety of bladed weapons and chain-blades. The laygest
handheld choppas can bisect most foes in a single swing, whilst
thise mounted on Stompas can slice a Titan in two.

Range S AP Type
Choppa 3 User - Melee

Big choppa. 5 425 Melee,
o Two-handed
Megachoppa - D 1 Melee
Grana STIKK

This 1s the traditional tool of the Runtherd, wsed for throttling
angthing in arm’s reach with s rusty, spring-loaded spikes.

Range s AP ype
3 User = Melee, Throttle
Throttle: When the wielder is fighting in a challenge, his
Pponent reduces their Auacks characteristic by 1 (to

Wi, of 1),

Gror-rrop
.‘2’“"‘?" Mebbay invention delivers a short, sharp shock to
,:‘:"’ Bt's squishy its, The vollage of these weapons ean be

\ ll[lwn.udzmld), allowing their wielder (0 eally get st uck m.

Type
Melee, High Voltage

o
580 Voliage e e yictder miskes it close combat
it can imstead chioose 10 make a single High VOIIge
13t does s, rolt T it 45 normal, but resolse the
i “dww. the wielder's Strength (10 4 maximu of

P9 e purpous of that Artack.

KiLisaw

These massive, roaring bladesaws can carve a tank in two, or saw
Joes into bloody, ripped-up rin

= x2 2 Melce, Armourbane,
Specialist Weapon,
Unwieldy

Kraw Wearons

Orks favour brutal power Klaws over the more sophisticated power
Jsts of other races. These huge hydraulic shears are capable of
rending and crushing even the toughest foes. Ork walkers are
Jfitted with klaws that befit their greater stze, and can i through
anything foolish enough to stand in the pilot's way

Range S AP Type
Power Klaw 2 X2 2 Melee, Unwicldy,
Specialist Weapon
Kan Klaw : ¥27T27 Melee
Klaw of Gork
(or possibly Mork) - 10 1 Melee,

Concussive

TANKHAMMER

The tankhammer ts, in truth, a rocket on a stick. This explosive
maul 15 swung with homicidal enthusiasm into the most vulnerable
parts of the victim, be it @ tank or a luckless enemy warmor

S AP

Type

Ran;

Unwieldy

"URTY SYRINGE

The congealed sludge that Painboyz inject as a clotting agent has
Jatal effects upon non-orkoid physiology. Arteries clog with fungal
rowth, lungs become spore-bloated puffvalls and the victim quickly
collapses with porridgey froth bubbling from every anfice

Range s AP Type
oo 1‘gb User - Melee, Poisoned (4+)

VEIRDBOY STAFF
\I\Iz: I\I;mv harms and jangling bells tat bedeck a Werdboy ua[{ :
i the horrific damage they can wreak i batte. The copper pole &
ol thetr wilder to carth the rampant Waaogh! energy
Uhese weapons discharge crackling green

e Weirdboy lands

thetr con
that viddles them, and
blasts with every blow 1

¢ S AP Type
Two-handed




RANGED WEAPONS

| BIGBOMM
Some Deffkopta pilots will strap big explosve shells beneath their:
chugging steeds

Type

z 4 5 Bomb 1,
Large Blast,
One use only

Boom Boms

Hurled into the foc using a Blitza-bommer’s momentum, boom bombs
can be deadly weapons providing the aicraft deploying them doesn't
come to grisf in the process

Range s AP Type

= 5

Bomb I, Armourbane,
Large Blast,
Skreamin’ Descent,
One use only

Skreamin’ Descent: Roll 2D6 and refer to the table below
when making a Bombing Run attack with a Boom Bomb
The roll is made after the Blast marker is placed but before
it scatters.

2D6 Result
9 Faster! Waaagh! Uh oh... No bomb is dropped. The
flyer making the attack is wrecked and suffers a Crash
and Burn result, with the large blast marker cen
on the position occupied by the target model ~ the
marker then scatters 2D6" as described in the Crash
and Burn rule (sce Warhammer 40,000: The Rules)

3 Clipped 'im! No bomb is dropped. The flyer making
the attack and its target cach suffer a single
Swength 9 AP hit. All hits on vehicles strike the
vehicle's side facing

49 Just like dis! Execute the Bombing Run attack
normally

10-12 Dakka-dakka-boom! Execute the Bombing Run attack
normally. In addition, the flyer making the attack
may shoot any of its assault weapons at the target
model’s unit. All hits on vehicles strike the vehicle's
rear facing. Any unit that suffers one or more unsaved
Wounds from any of the attacks must take a Pinning
test. Note that the flyer may shoot its assault weapons
again in the Shooting phase and it can target a
different unit

FLAMER WEAPONS
All the following weapons are Flamer weapons for the
purposes of any special rules that interact with Flamer
weapons as described in Warhammer 40,000: The Rules.
Profiles for the weapons in this section are also listed in
the reference section (pg 104).

BurNA Boms

A burna bomb s a large metal canuster with an internal fuse.
They are filled to the gunzwales with sloshing promethium and
squigoil, and detonate on impact to spread flaming death
across a wide area

Range s AP Type
- 5 4 Bomb I,
Large Blast,
Ignores Cover,
One use only
BurNA

Burnas are long-necked cutting torches that can focus their
fiery emissions into a concentrated, metalsticing jet or a
Billowing cloud of white-hot flame.

When a model atacks with a burna, it can use either
of the profiles below. It cannot use both profiles in the
same turn

Range s AP Type
Template 1 5 ‘Assault 1
- User 3 Melee,
Two-handed
SKORCHA

Beloved of Ork arsonssts, the skorcha is @ huge flamethrower
that sprays a great gout of burning fuel over the target area.
Skorchas are most commonly mouented to Ork vehucles, though
somie Meks have been known to build them into kombi-shootas

as well.
Range s AP Type
Template 5 1 Assault T

SKORCHA MISSILE

Skorcha missiles are fire and ferget” weapons used by Burna-
bommer pilots to flush enemy infantry out of cover. Their
warheads explode in sprays of chemical flame that burns white
hot and makes @ mockery of the mightiest fortifications.

Range s AP Type
24" 5 4 Heavy 1, Blast,
Ignores Cover,

One use only.




URKA.

kka generales clusters of force fild bubbles that vary
iz and solidaty, seme like lange balls that hit with all the
oo packhand slap, whilst others float down like small soap

s and burst qith the strength of Gork himself.

s AP Type

D6* DG*  Heawy 1, Large Blast

%
« each Shooting phase to determine both the

SROLORE 1 AP of the bubblechukka, after the target unit

been chosen, For example, if you rolled a 3, the shot
ywould be resolved at Strength 3 AP3.

RKAGUN
DAKES s are large, hopper-fed machine guns that spew crude
pules tn saing ATCS-

S AP Type

e m.g 5 5 Assault 3
Dere KANNON
Soapas mount enornous def kannons, capable of destroying entire
iefoniry formations i one glonous explosion.

Range s AP Type
3 10 1 Primary Weapon 1,
Massive Blast
DEFFGUN

s are massive, kustom-bualt gun igs. When fired, these
weapens launch unpredictable barrages of rockets, bulles and blasts
{hat can ear formations of enemy warriors o bloody shreds

Range s AP
® 7 1

Type
Heavy D3*

*Roll once each time a unit makes a shooting attack with
deffigans 1o determine how many shots all of the unit's
deffguns will fire, after the target unit has been chosen

Grot BLasTa

Gt sometimes manage o buy themselves a run-down, second-
Kand, lootech piece of junk that might just concervably kill
ssmelling if Gork and Mork are feeling generous.

Range s AP Type.
I3 3 5 Assault 1

KA

"“ﬁmmhhaped weapons launch anything from spare ammo (0
34 and ails, engulfing their targets in clouds of shraprel.

Type

Heavy 2, Blast

“are large bore artillery preces, cride but effective weapons that
tank shells or fused frag munds.

Baoge. 8 AR Tope
4 B Heawy 1,
Blast
8 4 Heawy 1

P e

KiLikannon
The kallkannon is s :

ually
Bt s alty mounted on Battlewagon turrets, What

auracy and range, they more thas
Jor in explostve punch and sheer, dm[nunz o

Range s

= AP Type
2: 7 3 Ordnance 1,
Large Blast
KoMBrwEAPONS

Kombi-w
weapons are made by crudely welding, nailing or tying two
guns logether to ensure maximum dakka at the opportune moment.

A model armed with a kombiweapon can choose o fire
either the primary shoota (pg 96), or the secondary weapon,
which will be either a rokkit launcha (see below) or &
skorcha (pg 94). The shoota can be fired every turn, but the
secondary weapon can only be fired once per battle. You
cannot fire both weapons in the same turn. Each kombi-
weapon has only one secondary weapon.

Kustom MEGA-WEAPONS

A Mek’s favourite gun often becomes his pet project, tinkered with
unbil at boasts a profusion of worky gubbinz and zappy bits. On

a good day, even the most portable of such guns can melt a hole
through a Space Manne at twenty paces. The power of kustom mega-
weapons comes at a price, of course, and an overheated weapon 1s
likely to blow up. Yet the spectacular damage these weapons can
cause 1s considered to more than make up the risk

Range S AP Type
Kistom megaslugga 12 8 2 Pistol,
Gets Hot
Kustom megablasta 24 8 2 Asaultl,
Gets Hot
Kustom megakannon 36" 8 2 Heaw 1, Blast,
Gets Hot

LosBa
Most Lobbas are large,
onto battlewagons.

uoisy mortars that are yscally mounted

S AP Type
Range 5 5 Fleayy 1, Barmage,
& g Blast

ROKKIT LAUNGHA

Crude but easy fo mantfacture :

with a simple NEET" mechanism ; ‘,

to fire a dodg-looking rokkit in the

s AP Type

e ) 3 Assault 1
24"

the rokkit launcha is a stout su:»k
at allows the Ork at the safe’ end
general direction of the enemy.




SLUGGA
This ugly and brutish handgun is perfectly designed for its ugly and.

SHOKK ATTACK GUN
The shokk attack gun projects a narrow force field tunnel
through the Wap. The entrance to this tunnel opens at the front
of the gun and the exit point is created wherever the operator
aims it. Hends of Snotlings — along with the odd squig ~ are
hurted dowon this hellssh tunnel. The nightmarish journey
through the Wanp drives the Snotlings into a frenzy, and they
emerge scrabbling, clawing, biting and defecating wncontrollably
As the Mek does his best o aim at the exact location of enemy
soldiers, the Warp-crazed Snotlings emenge not so much into
the ranks of the foe as inside the foe themselves. This can cause
havoc in a velicle and catastyophic trawma i enemy troopers,
making this one of the deadliest of Ork weapons

rmine its

To fire the shokk attack gun, roll 2D6 to def
Strength after placing the template but before rolling
the Scatter dice. Ifan 11 or any double is rolled for the
gun’s Strength, consult the chart below

Range S AP Type
60" 2D6 2 Ordnance 1,
Large Blast

Roll Result

1,1 Boom! No shot is fired. Remove the Mek as a casualty.

22 Oops! The opponent may choose the target of the
shokk attack gun this turn, and place the Large
Blast marker. The target can be a unit on the same
side as the Mek.

3,3 Gah! Resolve the shot upon the nearest unit to the
target thatis not locked in combat, be it friend or foe.

44 Sploosh! Resolve the attack upon the target, but
use the small blast marker. Any hits are resolved at
Strength 6 AP6.

Zoink! No shot is fired. Immediately place the Mek
in base contact with the closest model or point on
the target unit, and treat them as being locked in
combat.

56 Bzzap! Only the model under the template hole is
hit, but the shot is Strength 10

6,6 Krakoom! When resolving this shot, the shokk
attack gun has the Vortex special rule.

SHOOTA WEAPO
Shootas are noisy, large-calibre machine guns. They vary wildly

in size and design, from those carried by foot-slogging Boy to long
banvelled supa-shootas that are mounted on amrcraft. Regardless of
their particular design, all shootas are both deafening and deadly

Range S AP Type
Shoota 18" 1 6 Assault2
Bigshoota . 36" 5 5 Asault3
Supa shoota 36" 6 4 Assault3
Deffstorm

megashoota 36" 6 4 Heayy 3D6

brutish awner to Jall his foes, either by shooting them through the
Jace at point-blank range or by beating them lo death with it

Range s AP Type
12" 1 6 Pistol

SmasHA GUN

Based on bfta-droppa technology, this weapon traps its target in
a localised force field. It then hoists them aloft and, with homble
Jfinality, crushes them like & massive invisible fist. Of course, same
targets are simply jerked skyward befare dropping back to earth.

Range s AP Type
36" D6+ 1 Heavy 1

* Roll once cach Shooting phase to determine the Strength
of the weapon, after the target unit has been chosen

SNAZZGUN

Snazzguns are marvels of Orky know-wotz. Their owners poter
countless teef into having additional barrels, drum magazines, and
all manner of widgels and gubbinz attacked to therr prized guns.
The resultant weapons have been known to fire clouds of flaming
bullets, blasts of plasma or valleys of rocket-propelled grenades.

Range S AP Type
o1 5 D6* Assault 3

* Roll once each time the unit shoots to determine the AP
of all the unit's snazzguns, after the target unit has
been chosen

Stompas mount a huge gatling cannon that fires a stream of high-
calibre shells at an astonishing rate, scything through light vehicle
squadrons and enemy mfantry squads in seconds.

Range s AP Type
8" 7 3 Heavy 2D6,
Psycho-Dakka-Blastal,
Whirrrr Click-click

Psycho-Dakka-Blasta! The supa-gatler makes three shaoting
attacks with the profile above each time it fires, Completely
resolve each shooting attack before moving onto the next
new target may be chosen for cach attack.

Whirrer Click-click: If 2 double is rolled when determining
the number of shots for any of the supa-gader’s shooting
attacks, then it runs out of ammunition after that attack has
been resolved, and cannot shoot again for the rest of the
baule. This rule does not apply to the very first shooting
attack a supa-gatler makes in a batle (5o it will fire a
minimum of two times before running out of ammunition):




"gx;;pa indeed that marches to war without several o
o an highty unstable missiles bolted to s hdl, Wren

v ldly across the balfield on a strcamer of

b'?‘: pb,,gmng into the foe's lines like the stomping foot of an

e Ok
S AP Type
e
3 Rang s 3 Heaw 1, Large Blast,

finite
Tnf One use only

TELAPORT BLASTA
The teliyport blasta folds its target in @ Warpspace bubble and

displaces 1t at sandom, Victims will only travel a short distance
foe ey seappear; bul this is sufficient to rematenalse them high
o theau, o inside a solid obyect Meks never know exactly what a
whport blasta will do to s targets, but can be sure that the results
il alaays be enteriatning

e Sl N
TH s At T, Bl

Tellyported

Tellyported: Any To Wound roll of a 6 made with this
veapon has the Instant Death special rule. If this weapon
rolls 2 6 for armour penetration, it causcs a penctrating hit,
regardless of whether the armour penctration result was
jugher than the targets armour value or not

TRAKTOR KANNON

Thetraklor kannon fires @ thrumming beam of force lugh into the
air. The grot crew suang this beam about wildly until they manage
{o latch the humming column onto an airhorne targel. Once

suagged, their hapless victim 15 wrenched out of the air and smashed
1obuts on the ground below.

: Range s AP Type
g 36" 8 3 Heavy 1, Skyfire,
Traktor

Traktor: This weapon automatically causes an Immobilised
resultin addition to any other effects when it scores
glancing or penetrating hit against a Zooming Flyer. 1If a
Swooping Fiyig Monstrous Creature suffers one or more
Wounds from this weapon it suffers a -3 penalty (15
Grounded test that turn

Z1ap Gux
f‘ﬁ gUn fre unstable bolts of lightning. They have the potential
nch Uhrough the hull of cven the heaviest enemy vehicle amid
ngshaers o sparks, b hae a tendency to ceroad and
0aUe the operating gunner

S AP
2

Type

I
Gets Hot

ap: Bach, e Zzap gun is fired, roll 2D6 to determine 1ts
~ I after e arget unit has been chosen. If the Toll 15
b liloo( the shot s resolved at Strength 10 and the weapon
o1 any To Hit roll of 1, 2 or 3. Ifa Zzap gun Gt
5 'mn:u “ummd is resolved against the crew. Zzap guns
; My Gause i Crew Shaken result in addition 1
“Hlects when they score a glancing or penetrating hit

any

Runts & Souics

:{u.:; s and squigs are upgrade
models in an Ork «

e "",d:]i::]r |1\?bTI1u upgrade is either represented.
R ); or by a suitable model placed beside the
e “IAU[.““. Runt and squig models are purely
S o enor ed for game purposes — just
e they getin the way. If the runt or
epresents a one use only effect, remove
model once it has been used '

s that may be taken by certain A

the

AMMO RUNT

An an
mmo vt is a heavily overburdened Gretchin who carries extra
ammuntion for his master

One use only. A model with an ammo runt can re-roll one To
Hit roll when shooting,

ATTACK SQUIG

An attack squig is a voracious predator with a huge snapping gob.

A model with an attack squig is allowed to re-roll one To Hit
roll in close combat each turn

Bowme Squic

Bomb squigs will chase after anything that moves, and enterprising.
Tankbustas take advantage of this by strapping them with contact-
mines and explosives before loosing them towand the enemy’s tanks.

One use only. A model with a bomb squig can mak
Shooting attack using the following profile. Bomb squigs
cannot be used to make Snap Shots, and cannot be used to
attack Flyers, Flying Monstrous Creatures, or Skimmers,

a

s AP Type
ulc 1
Scuttle Scutle Blam!

One use only

Scuttle Scuttle Blam!: Bomb sq; always hit the target on a

To Hit roll of 2 or more

Grot OILER

Crot otlers are the assistants of Ork Meks, and are mostly employed
putting out fires o crawling wto functioning machnery

One use only. A grot oiler allows a Mek to re-olla failed
Mek’s Tools repair roll

GROT ORDERLY
Painboys are often accompante d
carry tools and gather up disc

by grot ordertes, whose job it s fo
d limbs and argans

One use only, A grot orderly allows 2 Painboy’s unit o re-roll
s ;

a single Feel No Pain roll

Squig Houxp « command.

our e s o
These fiece squigs are trained (0 devout srant grots o1

 hound fuils a Morale check

+  unit with a squigg hound :

Each time &0y 8 AP- hits and must then reroll the
e check If the re-roll i failed, it cAnAOt be
< the squig hound will notinflictany

failed Mo
re-rolled again:
further hits




Rules for the following grenades can be found in
Warhammer 40,000: The Rules:

Tankbusta bombs*#
*X See melta bombs

Stikkbombs®
* Sec assaull grenades

BosspoLE

Ork Nobz ofien sport a trophy pole that shows they are not to be
messed with. A Nob wnth a Bosspole often finds it comes in handy
when cracking heads to westore some arder in. the heat of battle

Each time a unit that includes at least one model with a
Bosspole rolls on the Mob Rule table (pg 92). you may

chaose to re-roll any result other than a Breaking Heads
result. You must accept the result of the re

oll

GyBORK Boby
Ork physiology is so robust that it can accept even the crudest
oybernetics, whether the recipient asked the Dok to install it or not!

A model with a cybork body has the Feel No Pain (6+)
special rule

Dok’s TooLs
From chain-scalpels and cranial trowels to a nicely weighted mallet,
Ok surgical implements are crude yet surpmisingly effective.

As long as the bearer is alive, all models in his umit have the
Feel No Pain speaal rule

GITFINDA

These can be elaborate ocular bionics, monocular head-sets, oversized
telescopes, or Mork knows what else. The function of a gitfinda is to
amprove the accuracy of ils user to near-average levels

A model with a gitfinda that remained stationary during its
Movement phase has Ballistic Skill 3 untl the end of its tarn

Kustom Force FiELp

These bizarre devices are powered by erackling enengy-coils and
project invisible bubbles of enewgy that shield nearby Orks from
incoming fire.

The bearer, and all models within 6", receive a 5+
invulnerable save against any shooting attacks. If the bearer
is embarked in a vehicle, then the vehicle receives a 5+
invulnerable save against any shooting attacks instead

Mek’s Toors
When going into battle, mast Meks will bring with them a selection
of their current favourites, inewitably including a nice, big wrench,

In each of your Shooting phases, instead of firing his
weapons, a model equipped with Mek’s tools may choose

to repair a single friendly vehicle that he is in base contact
with or embarked upon. To repair a vehicle, roll a D6, If the
resultis 5 or more, you may either restore a Hull Point lost
carlicr in the battle or repair a Weapon Destroyed result or
an Immobilised result instead; this is effective immediately.

ROKRIT PACK

Starmboyz use crude rokkit packs to propel themselves across the
battlefield i huge, bounding leaps. Whether they smash into enemy
lines or a solid ferrocrete wall 15 a different matter entirely, however.

Models cquipped with rokkit packs gain the Jump unit type
as described in Warhammer 40,000: The Rules. A unit made
up exclusively of models with rokkit packs can choose to
use them to Run 2D6" in the Shooting phase instead of the
normal D6", even if it used them in the Movement phase. If
it does so, every model in the unit must take a Dangerous
Terrain test

WaaacH! BANNER

A warband's banner is decorated with glyphs and trophues to show
how dangerous the owners are. It is camied by a Nob who has eamed
his Warboss” respect. The banner has a near-religious significance to
the Orks and they will fight all the harder v its presence.

All models in a unit that includes a Waaagh! Banner add +1
to the Weapon Skill charactenstic on their profile.

'WARBIKE

Otk love speed, really big guns, and making loads of noise. The
warbike calers to all of these needs, with some extra speed {0 spare.
Futhermore, when Warbtkers open up their vehicles throttles they
produce great clouds of smoky exhaust fumes, obscuring them from
enemy fire.

A model equipped with a warbike changes their unit type
to Bike, as described in Warkammer 40,000: The Rules. Tn
addition, they have a 4+ Armour Save. Furthermore, if a
model on a warbike turbo-boosts, it counts its cover save as
being 1 point higher than normal until the start of its next
turn. Warbikes are fitted with a twin-linked dakkagun.




i ARMOUR
B A e hammered out of scrap iron, sheet metal and
il

Lok /
ok h:;l eleplate of falln fos. Thotgh it fit s dubious, “eauy
::M e a sold ddence for s e

pany armou

¢ confers a 4+ Armour Save.

This is a 5 s rmour plates
2 1, il of massively thick armour plates over a pusvervd
o 4
exoskeleton. Though seriously cumbersome, mega armour is the nest

best thing to
getting wired nto a Deff Dy e
mpressively strong and hard to ‘“”// e

Mega armour confers a 2+ Armour Save. Models with

mega armour have the Bulky and Slow rpose
i and Slow 3 s
: el low and Purposefu

Ork VEHICLE EQUIPMENT
‘—_,_—’-——-"— —

for the following upgrade can be found in
* Warhammer 40,000: The Rules:

Fxtra armour

*ArD CASE

\n armoured oo increases a wagon's survivability... a bit

Asehicle with an "ard case no longer counts as Open-
topped. Note that this affects its Access Points and Fire
Points as detailed in the appropriate datasheet entry.

BOARDING PLANK

Many Ork vehicles are fitted with @ big metal boarding plank, often
hinged and sporting spikes or hooks. This helps the Boyz to start
$iling out while their ride s stall on the move.

Ifa unit disembarks from an Open-topped vehicle with a
boarding plank and declares a charge in the same turn, it
adds +2 10 its charge distance (10 a maximum of 12)

Derr Rotia
Adiffolla 15 a great spiked moller that brings the colossal weight of
the Battlzwagon (o bear on anything in its way

Avehicle with a deff rolla treats its front armour as (w0

Bigher than normal when Ramming, In addition, if an

€nemy unit makes a Death or Glory attack on a vehicle

i defrolla and fais to stop it, ther the unit suffers

L,::,';‘l".g“' 10 AP4 hits in addition to the damage they o

s d’ suffer for the failed auack. Furthermore, 3 vehicle
eff olla can re-roll failed Dangerous Terrain tests

Grampn' K AW

SHernted on a pivoting crane arm and controlled by a number of

M"',“ levers, a grabin’ Klaw latches on to enemy tanks 10 prevent
0 Tunn” quay’,

:‘;’;"*W""i"x of the enemy Movement phase, nominate

Sl cnemy vehicle thatis ithin 2° of the vehicle’s

oo M On the roll of a 4+, that vehicle may not

¥ ?'Bumm‘ Flyers and Skimmers cannot be attacked by
. i3 law.

Frysoss

Iybosses are ace pulots who have survived more dogfights than they
can count (cven when using their toes).

A vehicle with a Flyboss has Ballisuc Skill 3 when shooting at
Jetbikes, Skimmers, Flyers or Flying Monstrous Creatures.

GROT RIGGERS

Whether hurriedly re-attaching gubbinz with rivet guns, or ust
getting out and pushing, a crew of grot riggers can help to keep an
Ork vehicle 1n the fight long after it should have fallen apart.

A vehicle with grot riggers has the It Will Not Die
special rule

ReD PAINT JoB
Orkes belicve that a vehicle painted red can outstrip a similar vehicle
that 1sn't. As odd as it may seem, they're ot wrong.

Ork vehicles with red paint jobs add +1" to their move when
they move Flat Out.

REINFORCED RaM
A velhicle fitted with such a blunt but cffective ram can plough
through wreckage, walls and enemy velicles with equal ease.

can Tank Shock and Ram,

A vehicle with a reinforced ram
a5 two higher than normal

and weats its front Armour Value
*hen Ramming, Furthermore, the vehicle may reroll failed
Dangerous Terrain (csts

SikkBOMB CHUKRA
A stikkbomb chukka 1s @ crude mechanism that lobs volleys of

stkkbombs into the midst of the foe
The vehicle is armed with sukkbombs. Any Uit

disembarking from 2 vehicle with & stikkbomb chukka is
treated as having stikkbombs for the remainder of that turmn,
eated as ha s

WRECKIN' BALL :
)) s love demolition almest as nuch as they love war. The spiked
;v chin’ balls they mount on thetr vehicles fulfil both desires at anee
wrech
Type

Assault I




GIFTS OF GORK AND MORK

Gifts of Gork and Mork are items of such value and importance that entire tribes will go to war just to possess them.
Believed by some to have been given to the Ork race by their careless, warring gods, each is unique. Only one of each of
the following artefacts may be chosen per army — there is only one of each of these items in the galaxy!

Da FiINkiN” Kar

Looted from a Schola Progentunm tramming facility, this tangle of
electrodes was incorporated into a helmet on the orders of Blood
Axe Wanboss Morgog. Upon denning the headgear, Morgog was
bombarded by fragments of what he vealised were stralegies and
tactics; though the crackling humie voices and flashes of imagery
were confusing, the Warboss was able to make wse of the concepls
has mew Fankan® Kap imparted. Soon his foes would learn that the
only thing more dangerous than a savage three hundred pound
brute 15 a savage thiee hundsed pound brute with a plan

The wearer of Da Finkin' Kap generates an additional
Warlord Trait from the Strategic Traits table in Warhammer
10,000 The Rules. If the additional trait is the same as the
first trait they generated, roll again untl a different trait is
generated

WarBoss GAZBAG'S BLITZBIKE

Onginally mned by notorious Speed Freek Warboss Gazbag,

this bike 15 an absolute monster. Although repeatediy stolen,
patched up, kustomised and sold on, the warbike's core s the
same. Iis hugely overcharged engines and energy-shooting kustom
dakkablastas render its rider a force of deadly destruction

A model cquipped with Warboss Gazbag’s Blitzbike
changes their unit type to Bike, as described in Warhammer
40,000 The Rules. In addition, this model has a 4+ Armour
Save. When turbo-boosting, this model can move up to 18"
instead of 12" and counts its cover save as being 1 point
higher than normal untl the start of its next turn. Warboss
Gazbag’s Blitzbike is equipped with twin-linked kustom
dakkablastas with the following profile

Range s AP Type

Heapworra's KiLLcHOPPA

Grand Warboss Headwoppa had a real thing for decapitating.

lus enemies. Whenever the Warboss lopped the head from an
opponent, his ladz would rasse @ raucous cheer. Headwoppa and
his tribe were last seen charging headlong inta a horde of Khornate
Dacmons at the heart of the Vandengheist Nebula. Yet logend

speaks of a blood-slick big choppa that still turns wp occasionally.
Though this weapon looks normal, a dark vowce is sad o growl
tnto the mind of its wielder, driving him on (o cver greater excesses
of bloodthirsty violence

Range AP Type
2 5 Melee,
Decapitating Strike,
Rending,
Two-handed
Decapitating Strike: Any To Wound roll of a 6 made

with Headwoppa's Killchoppa has the Instant Death
special rule

Da FIXER UPPERZ

Originally the tools of Mekaniak Frazdak, it is claimed that da
Fixer Upperz can repair any wagon, no matter how badly junked it
might appear. In typically Orky fashion, the sheer belief that these
tools can work wonders often seems to mean they do just that!

In each of your Shooting phases, instead of firing a
weapon, a model equipped with da Fixer Upperz can
choose to repair a single friendly vehicle he is in base
contact with or embarked upon. To repair a vehicle, roll
D6, If the result is 3 or more, you may either restore
alost Hull Point or repair a Weapon Destroyed or an
result instead: this is effective immediately.

24" 6 3 Assault 3

Da LUcky STIKK

Makart was an exceptionally lucky grot who survived to the ripe
old age of nine before finally meeting lus end under the posterior
of hus hulking master. The plucky grot served as self-appointed
baviner-waver to the mighty Ghazghkull Thraka himself, surviving
countless battles i ever viore imfrrobable ways. Ghazghkull saw
Makan as something of a mascot, Thus, when the grot’s remains
were peeled off his boss’ rear end, Makan's wavin” stikk was
reclaimed, hosed down, and went into service as an inpressive
bosspole. Good fortune still surrounds Da Lucky Stikk, though the
backlash when things go wrong can be surprisingly brutal.

All models in the bearer’s unit add +1 to the Weapon

Skill characteristic on their profile (this is not cumulative
with the bonus from a Waaagh! banner). In addition, the
bearer can choose to re-roll any failed To Hit or To Wound
rolls or saving throws that they make. However, should
three or more of the re-rolls generate failed results in the
same turn, the model is immediately removed as a casualty
with no saving throws of any kind allowed.

Da DEAD SaiNy SHoOTA

Rumoured to have been made by Bigmek Buzzgob, da Dead Shiny
Shoota 15 @ double-barrelled brute packed full of dakka. Bought
and sold for piles of tecf, or prised from the dead hands of its
previous owner, this shoota has found s way into numerous tribes
an its lifetime. The gun kicks out a deafening storm of hot lead,
much to the enjoyment of the Ork pulling the trigger. Of course
with so much firepower, the odd yound finds its way into an Ok,
also much to the amusement of the shooter.

Range s AP Type
18" 1 G Assault 6, Stray Shot,
Twininked

Stray Shot: Roll a D6 each time da Dead Shiny Shoota
fails To Hit its target (after re-rolls). For each roll of 1,

a friendly unit within 6" of the target, chosen by your
opponent, suffers a single Strength 4 AP6 hit as if it were
just shot by the wielder of da Dead Shiny Shoota. The
wielder of da Dead Shiny Shoota, and his unit, cannot be
chosen as the targets for a Stray Shot.




rdboyz have no choice in the use of their psychic al

o{k“bl
after WA
rouri

PRIMARIS POWER

FouatE +.. WaRP CHARGE 1
The Wairdboy sends owt arcs of crackling psychic energy that

d themseloes upon the enemy, yeducng them to shrivelled
Jusks before the es of their ternified comrades

Feis aitchfire power with the following profile

PR L D
5 6 3 Assault 1, Blast
1. "EADBANGER . ‘Warp CHARGE 1

A cuolont bol of power evupts from the Weirdboy's sloping forchead
and nackts across the battlefield, cawsing the head of the first
anfortunate victim caught i its patl @ explode in @ shower of
fraans and gore.

Esdlangeris a focussed witehfire power with a range of 24°
The target must pass a Toughness test or suffer a Wound
with no armour or cover saves allowed

2, WARPATH 5 ... WARP CHARGE 1
The Weirdboy disperses the Waaagh! energy coursing through his
frame nto the Ork warniors around him, stimng their already
delicose, warltke nature to roaning fever pitch

Werpath s a blessing that targets the Psyker, Whilst the power
isineffect, all models in the Psyker's unit that have the Ere
Ve Go special rule gain +1 Auack

3 DA Juw .. ... WaRP CHARGE 1
I"u Weirdbay closes his eyes tight and, in a storm of flashing green
ight, leorts himself to anather part of the battlfield ~ along with

fu? confused Boy who happened to be standing too close fo him at
i fime.

- DaJumpis a blessing that targets the Psyker and his unit:

us,m 0% the unit from the board. It then immediately armives
1§ e rles for Deep Suike anywhere on the battlefield

u.u:i:,f:" striking unit scatters and a double is rolled, dic

s can only make Snap Shots ntil the start of its next

:‘}"—‘BOLT WaRP CHARGE 2

ylng sogeof Wacagh enegy lances orth from e
' eyeslets — anything i is path is reduced 06 ple of
'8 feen embers,

184 beam with the following profile

5 AP Type
12 10 5 Assault ]

' THE POWER OF THE WAAAGH!

5 es. W e W
. of power until every fibre of their being is suffuse (e the Wasagh! cnergy is floving,

gblnm. or else suffer a messy and explosive death as the Waaa,

e e e they helplessly
i it. Weirdboyz must either vent this po\:‘r in y:b&orb
gh! energy creates an exit of its own! S
5. Power Vouir,

Foriped e Sauning - Ware CHARGE 2

the Weirdboy vomits

fred ; ) a ronling tide of

e /;\; ho-plasma from his chicrning imnards that /m:j'u\
4 tgh everything in ts path, leaving nothing but scorched earth

and fluorescent embers in its wake.

Power Ve i
awer Vomit is a witchfire power with the following profile

Range s AP
Template 7 3

Type
Assault 1

6. DA KRUNCH ..ocvveoscossecvenessone: WARP CHARGE 2
The Weirdbay’s fevered brain conjures a huge ectoplasmc vision of
cither a giant, warty green fist or foot that pummels the foe nfo a
mushy paste

Da Krunch s a witchfire power with the following profile

D6* 1 It

Large Blast, Barrage

b, you

+ 1. when rolling t determine Da Krunch's Streng
roll an 11 or 12, completely resolve the auack at Strength
10 and then roll another 2D6 and resolve a second attack
against the original target of the psychic power (It sull
i any surviving models). If this second attack also rolls
an 11 or 12 for its Strength, resolve another atack as

¢ Continue repeating this process untl

determining the atack’s

npletely destroyed

described above
cither you roll a 10 or less when
or the original target is cor

Strength,

OLD ZOGWORT
id @ nest of loodipers, the yOUng
Zogwart fought his way 0 safely, suffering dozens of venomaus
Dites et bting back i et He survived, and from that day
e even by s tribe Vipers infesed Zoguars s
i bite was soon as venomais @ thes Yet Zoguwort’s
most polent porver was his (nfamots wrse that would engulf
Joes i a linding en Hght Defore transforming thert o -
; e vually, Zoguwort became so paverf
saled-ooking 7utgs. Even oz sopame
{Iml o vast setinue gt Waaagh! that the

maddened Warphead lead through the stars.

Born dunng @ total eclipse @

ered around him, @
s on a wild rampage




ORK HORDE DETACHMENT

| ANAAAANAAAAAALA AL AL D IANAAAAALRLAAAALAASL

) CTodex: Orks details a unique Detachment — the Ork Horde Detachment — that reflects the horde-like nature of the greenskins,
This follows all the Detachment rules presented in Warhammer 40,000: The Rules.

RESTRICTIONS
All units in this Detachment must have
the Orks Faction (or have no Faction).

CoMMAND BENEFITS

Boss of Da Waaagh!: If this
Detachment is chosen as your
Primary Detachment, you can re-roll
the result when rolling on the
Warlord Traits table in Codex: Orks.

The Greenskin Hordes: Every unit
with 10 or more models in this
Detachment gains the Hammer of
Wrath special rule in any Assault
phase in which it successfully
charges an enemy unit and the dice
rolled for its charge range is 10 or
more(before modificrs). Note that
the unit does not need to move the
full distance rolled to gain this effect

g

COoMPULSORY OrroNaL 3 Fast Auack and it does not matter if the unit's
1HQ 2HQ 3 Heavy Support size 15 reduced below 10 models
3 Troops 6 Troops 1 Lords of War duning its charge (as a result of

3 Elites 1 Forufication Overwatch, Dangerous Terraim tests

cte) s0 long as it can still successfully
i i make the charge.




Orks describes
{al yet kupnin' method of war.

(oo
ipeir b
e e Ol Faction, lhese Tacica

 the Capture & Control Tactical Objectives

Qjecives FepIAC
{mmbers 11-16) described in Warhammer 40,000: The Rules.

x(a\\':\rhnmmcr 40,000 mission has the Tactical Objectives
pecal e, players use the normal rules for using Tactical
Dijectes (see Warhammer 40,000 The Rules) with the
{ing exception: when an Ork player generates a
(Jpnue&COl!ll‘ﬂl objective (numbers 11, 12, 13, 14, 15 or
16), the Ork player instead generates the corresponding
Ork Tactical Objective, as shown in the table opposite

Other Tactical Objecuives (numbers 21-66) are generated

normally, a8 descnbed in Warhammer 40,000: The Rules.

D66

Resurr
u Morv:Dnldm].

12 Get’em, Boss!

13 Stomp 'em, Boyz!

<

A
14 ore Speed, Go Fastal a7 ’?‘2’7
15 GrabdaLoot! ‘N

16 ’Ere We Go! WAAAGH!

— —

11 MORE DAKKA!
Type: ORKS

Da anly thing better than loads of dakka is even more dal:

Score 1 Victory Pointat the end of your turn if at least
one enemy unit was completely destroyed during your
Shooting phase

12 GET 'EM BOSS!
Tve: ORKS
You call dat fightin’ you runty wimp? Lll show yer how it's done!

Score 1 Victory Point at the end of your tm if your
Warlord killed an opponent in a challenge during your
i, 1f your Warlord killed the enemy’s Warlord in 2
challenge during your turn, score D3 Victory points nste ad

13 STOMP "EM, BO
, BOYZ!
Thre: Orks
What are you lot waiting fer? Get stuck in and bash
some heads!

Score 1 Victory Point at the end of your turn if at least

one enemy unit was completely destroyed during your

Asult phase. If 3 to 5 encmy units were completely

destroyed during your Assault phase, score D3 Victory

Poits instead 1f 6 or more encmy units were completely

g:""#d during your Assault phiasc, score D3+3 Victory
Ints instead.

MORE SPEED, GO F,
" D, GO FASTA!
;W"E: ORks e
Hiry up! et a move on you'll miss da best of the fightin”
<01 1 Viciory Point at the end of your turn if at least

x e S
m::: Ork units Turbo-boosted, went Flat Out or Ran 67 or
€ dusing your i

15 GRAB DA LOOT!
Type: ORKS
There’s loads of gubbinz to loot, but if you don’t get it soon some
other thicvin’ git will nick it.

Roll a D6 when this Tactical Objective is generated. Score
1 Victory Point at the end of your tm if you control the
Objective Marker whose number corresponds (o the D6 result

ERE WE GO! WAAAGH!

Tyre: ORKS

Time to showw this cowardly bunch of pansies that Orks is da
best. Waaagh!

Score 1 Victory Point at the end of your trn if, duning that

1. vou suceessfully charged an eneiny unit yith an Ork

tr
for 1ts charge distance was 10 or

unit and the dice rolled f
more (before modificrs). 1f, during your trn, 3 or more
ore D3 Victory Points instead. Note

Ork units did this, sc:
| distance

that the Ork units do not need to move the ful
is Tactical Objecuive

2

DESIGNER’S NOTE - 5
TACTICAL OBjECTlVES CARD DECK

Ifyon aun a deck of Ok Tactical Objective Cards, yout can

gonerate your Tachcal Objectves by shuffling the deck and

S aing the top card instead of rolling & n,rm/ 1 ’h's: :’/:}mm
ke f, s0 your opj ponent can see which fac 1¢

bt 07 1) ., unless the mission Yo are

Obyectives you have grnera

rolled 1o score th

playing instricls yoit atherwise.

w oW




REFERENCE

WARLORD TRAITS (PG 92)
WARLORD TRETES C.C

ondensed for ease
ntry in the

All of the rules and tables here are ¢ !
of reference. If you need the full rule, see its e
main pages of the book.

D6 Wartorp Trart

1 Prophct of the Wanagh!: Warlord gains W

51). 1 the Warlord already has Waaagh! then al frengy

ARMY SPECIAL RULES (PG 92) anits with ‘Ere We Gol also gain Fearless when he callg
SR SR e A S

Waaagh!, until the start of the next friendly turp

aagh! (g

W Got Resall a dlis ilich Hate ; charge range
Ere We Gol: Re-roll a dice when determining charge Fn 2 Bellowing Tyrant: Warlord and all friendly units ity

the Orks Faction within 12" of him re-roll failed Morale

Mob Rule: If the unit fails a Morale or Pinning test, roll 2
and Pinning tests

immediately on the following table

Like a Thunderbolt!: Warlord and all friendly units with
the Orks Faction within 12” of him can re-roll all the
dice when determining Run moves or charge range

D6 Resur 3

1 Born to Fight: If the unit is locked in combat
treated asif it had passed the Morale or Pinning test. If

not locked in combat, it fails the test s
4 Brutal but Kunnin’: Warlord can re-roll one failed To

23 Breaking Heads: I the unit includes onc or more Ork Hit or To Wound roll each urn

characters, it suffers D6 Strength 4 AP- huts, and is

Kunnin® but Brutal: Warlord can re-roll one failed

treated as if it had passed the Morale or Pinning test 5
Hits are Randomly Allocated, but cannot be allocated armour or invulnerable saving throw each tum
10 Otk characters (excess hits are lost). 1f the unit docs

notinclude any Ork characters, it fails the test 6 Mightis Right: Warlord has +1 Strength

4-6  Squabble: If the unit has 10 or more madels, itsuffers
D6 Strength 4 AP- hits, iithad
passed the Morale or Pinning test. Hits are Randomly
Allocated. Ifit has less than 10 models, it fals the test

ndl is treated

RUNTS & SQUIGS (PG 97) ARMOUR (PG 99)

Ammo runt: One usc only: A model with an ammo runt can re- ’Eavy Armour: 4
roll one To Hit roll when shooting

Armour Save.

Mega Armour: 2+ Armour Save, Bulky, Slow and Purposcful
Attack squig: Re-roll one To Hit roll in close combat cach turn 5 1

Bomb squig: Shooting auack using the following profile. Cannot
be used to make Snap Shots. Cannot be used 10 attack Flyers,
Flying Monstrous Creaturcs, or Skimmers

~“Range S ROLAR Lol
Ex £l ssaillt T, Scutle Sei
One use only

il Bm,

Scuttle Scuttle Blam!: Always hits on a 24+

Grot oiler: Re-roll a single failed MeK's tools repair roll. Remoye
the oiler model once he has been used 5

Grot orderly: Re-roll a single Feel No P:

ain roll. Remove the
orderly model once he has Iy e

used

g hound: If a unit fails a Morale check
3 AP- hits and must re-roll. If the re-roll js f
rolled again, and the squig hound will not

IUsuffers D6 Strength
ailed, it cannot be re.
inflict any hits




ach time & unit that includes at least one model
e rolls on the Mob Rule table (pg 92), you

‘o rerollany result other than ing Heads

i mustaccept the result o€ the re-oll

gpork BodrFecl No Pain (64).

 Toost AsTon s the bearer is alve, all models in his

S ihave Feel No Pain.

. a2 A model that remained stationary during its
{oement phase has Ballistic Skill 8 until the end of its turn.
o
fustom Force Field: All ‘models within 6" receive a 5+
e save against any shooting attack. If embarked in

slnerab)
gvehcle, the vehicle receives a 5+ nyulnerable save instead.

ek Tols: In your Shooting phase, instead of firing, this
¥ odel can repair  friendly vehicle in base contact or that he
 enbirked upan. Roll a D6, If the result is 5+, restore a Hull
Pantar repair a Weapon Destroyed or Immobilised result.

 PSYCHIC POWERS (PG 101)

Rokkit Pack: Unit type gains Jump. A unit m;
of models with rokkit packs can use them ¢
instead of D6" in the Shootin, i
the Movement phase. If it dos
Dangerous Terrain test

ade exclusively
Run 206"

g phase, even if it used them in
5 50, every model must take 5

Stikkbombs: Assault grenades.
‘Tankbusta bombs: Melta bombs

‘Waaagh! Banner: All models in the unit have +1 Weapon Skl
Warbike: Unit type changes to Bike, Gains 4+ Armour Save and
a win-inked dakkagun. If the model turbo-boosts, they gain 11
cover save until the start of their next turn o

PRIMARIS POWER
Frazzie
Warp Charge 1. Witchfire.
S AP Type

W 6 3 Assault 1, Blast
1. 'EADBANGER
Warp Charge 1. Focussed Witchfire.

Rasge 24° Target must pass a Toughness test or suffer a
Wound with no armour or cover saves allowed

2 Warearit

Varp Charge 1. Blessing.

Targets the Psyker Whilst in effect, all models in the Psyker's
uitwth the ‘Ere We Go special rule have +1 Auack.

3.Da Juone

Varp Charge 1. Blessing.

Targets the Psyker and his unit. Remove the unit from the
e It then immediately Deep Strikes, anywhere on the
Iatlefield. If the Decp Strike attempt scatters and a double
Stolled, the unit can only make Snap Shots until the start of
ext turn, ’

4. KiLsort
Warp Charge 2. Beam.

Range s AP

Type
18" 10 2 Asaultl

5. Power Vouir
Warp Charge 2. Witchfire.

Range S AP Type
Template 7 3 Asaultl
6. Da KruncH
Warp Charge 2. Witchfire
Range S AP Type
21" 6* 4 Assaultl,

Large Blast, Barrage

+ Ifyou roll an 11 or 12 for Strength, resolve the auack 2
Strength 10 and then roll another 26 and resoly
‘attack against the same target. If this auack roll
resolve another attack as described above. Repeat this process
il you roll a 10 o less or the original target s destrayed




SArd .
“Ard Case: No longer counts as Open-topped. This affects its

AR Fire Pornis as devsen e e e, Stikkbomb Chukka: Vehicle has stikkbombs. Any unit

ntry. disembarking is treated as having stikkbombs for the

Boarding Plank: Ifa unit disembarks from an Open-topped
vehicle and declares a charge in the same turn, it adds +2 to
its charge distance (to a maximum of 12)

Deff Rolla: Treats front armour as two higher than normal
when Ramming. If an cnemy unit makes a Death or Glory
attack on the vehicle and fails to stop it, the unit suffers D3
Strength 10 AP4 hits in addition to the damage they suffer
normally. Can re-roll Dangerous Terrain tests.

Flyboss: Ballistic Skill 3 when shooting at Jetbikes, Skimmers,
Flyers or Flying Monstrous Creatures

Grabbin’ Klaw: At the beginning of the enemy Movement
phase, nominate an enemy vehicle within 2° of the grabbin’
Klaw. On a 4+, that vehicle may not move this turn. Flyers
and Skimmers cannot be attacked by a grabbin’ klaw,

Grot Riggers: It Will Not Die.
Red Paint Job: Adds 1" to Flat Out moves
Reinforced Ram: Can Tank Shock and Ram, and treats front

armour as two higher than normal when Ramming. May re-
roll Dangerous Terrain tests.

SPECIAL RULES

remainder of that turn.

Wrecldn® Ball:
Range S AP Type
3 9 4 AssaultD3

Cowardly Grots! (pg 81): If the unit suffers 25% or more
casualtics during a phasc, roll a D6. Add +1 if there are three
or more Killa Kans in the unit, and +1 if there are one or
morc Deff Dreads within 6. On a 3+ nothing happens. On a
roll of 1-2 every model in the unit immediately suffers Crew
Shaken. No models lose a Hull Pointas a result

Effigy (pg 87): All fricndly units with the Ork Faction within
6" have Fearless

Glory Hogs (pg 65): In a mission that has First Blood, the
Ork player reccives double the normal Victory Points if the
first casualty is an enemy vehicle destroyed by attacks made
by one or more units of Tankbustas.

Grot Guaner (pg 74): When firing a big shoota or twin-
linked big shoota, shots are resolyed at Ballistic Skill 3

Mekaniaks (pg 56): You may take one of these models
for cach other HQ choice. They do not use up a Force
Organisation chart slot, If possible, assign this model ©o
unit of Infantry of Artillery in its detachment before the
game begins, Itis part of that unit for the rest of the baule.

Ramshackle (pg 70): Roll a D6 when the vehicle suffers a
penetrating hit. On a 6 that hit is a glancing hit instcad.

Stampede (pg 89): If the Warboss is your Warlord he can use
his Waaagh! special rule every turn after the first

Trakked (pg 77): Re-rolls failed Dangerous Terrain tests.

Waaagh! (pg 54): Once per game, if the model is your
Warlord, they can call a Waaagh! at the start of any of your
turns after the first. That turn, all units made exclusively
of models with 'Ere We Go! may declare a charge in the
Assault phase even if they made a Run move

Waaagh! Energy (pg 55): Generates +1 Warp Charge point
if, at the start of your Psychic phase, there are ten or more
models with the "Ere We Go! special rule within 12 Ifhe
docs so, he must pass at least one Psychic test that phase or
suffer a single Strength 2 hit with no saves allowed. Does
not apply if the Weirdboy is in a Transport or Building.

Waaagh! Plane (pg 73): During a turn in which a
Waaagh! is called, each of this model’s Assault weapons
fires one more shot than normal
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One wse only
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Melee, Umwicldy,
Specialist Weapon

it
Ordnance 1, Large Blast
Asault2

Paye stal,
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’ERE WE GO!
Orks fall upon their foes like an avalanche, a vast horde of
barbaric green-skinned warriors wielding an assortment of
crude but deadly weapons. All Orks live for fighting. They
are addicted to the sound of gunfire, to speeding about in
ramshackle vehicles, and to violence and brutality in all its

forms. Their murderous rampages are a deadly threat to the
galaxy and all its inhabitants. Though woefully disorganised,

Inside you will find:

THE BARBAROUS HORDES: The unrelentingly brutal
history of the Orks, their feral empires, and their teeming
tribes and clans.

of the range
wmcmmmmmwamwmr
'schemes and iconography used by the Orks on their

FORCES OF THE ORKS: A comprehensive army list
that allows you to turn your Ork collection into an

Waaagh! on the Warhammer 40,000
battlefield.

they are resilient, ful and incredibly

impossible to eradicate, the Orks will come back time and
time again until their foes are completely annihilated.

Able to build weapons of war from salvaged scrap, and nearly

APPENDIX: A description of, and rules for, the
bloodthirsty armies of the Orks and the guns and

gubbinz they take to war.

ISBN 978-1782533290 A supplement for
‘
2. WARHAMMER
srNTERD 740,000,
You will need a

Warhammer 40,000:
in order to use the contents.
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