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reetings Warboss, welcome to Codex: Orks, a book

dedicated to collecting, painting and gaming with an
Ork warband in the Warhammer 40,000 battle game. The
Ork way is brutal and savage, using sledge-hammer
tactics coupled with the ferocity of a bag of wolverines. If
you're looking for the Warhammer 40,000 equivalent of a
barbarian horde you're in the right place!

ORKS

Orks are the most widespread and warlike race of aliens
in the bloodstained galaxy of the 41st millennium. From
the depths of the core to the distant ghost stars beyond
the galactic rim burgeaning Ork empiras rise and fall, In
terms of sheer numbers and planets Orks occupy more
of the galaxy than any other single race and were they
unified they would soon crush all opposition. Howewver
the Orks' passion for violence is so unguenchable that
they spend most of their time warring amongst
themselves and any Ork leader worth his followers'
respect would never dream of voluntarily following
ancther. But once in a generation an Ork leader will
emerge who is powerful enough to defeat his rivals and
dominate their tribes. His success will draw others and
soon a great Ork Waaagh! is underway, a movement of
millions: part migration, part holy jihad as the Orks seek

new worlds to conquer and races to enslave, The
viclence of Ork warriors unleashed is truly terrifying and
the ferocity of the Ork Waaagh! evokes fear even amidst
the holy spires of Terra.

WHY COLLECT AN ORK ARMY?

First off because Orks can fight anyone, even other Orks!
Mo matter who your opponent is you can fight them with
na qualms about whether you've got a realistic match-up.
In the Warhammer 40,000 background Orks are the
classic antagonists, a conslant threat to all other races
and are in a permanent state of war,

Orks are also an ideal army for the player who wants to
fisld everything at once. Individual Orks are tough,
capable warriors and mercifully cheap in points, so an
Ork force can field a solid body of troops and still have
plenty of room left to include warbikes, big guns,
Dreadnoughts and other nasties. In battle the Ork army
is a real horde, a solid mass of troops and vehicles which
will make even the most hardened Space Marines player
balk.

The Orks themselves are excellent hand-to-hand
fighters. Even the most basically equipped Ork fights
better in close combat than many races’ assault
specialists, and a whole mob of Orks can overrun most
enemy units with ease. Better still, the Orks' confidence
in their own fighting abilities means that mobs have to be
decimated before they even think about retreating and
Orks which do fall back are likely to join up with another
maob and renew the attack. This makes the Orks' brutal
style of combat easy to emulate on the tabletop, and
even if they lose you can win a moral victory if you have
the right sense of bravado and mutter things like “You
haven't heard the last of us, meddling Space Marine!™.

Ork barbarity is also highly entertaining in itself. If you
want a straight laced army that takes itself seriously try
the Eldar or Sisters of Battle! A good Ork player can have
a laugh at the expense of his Gretchin slaves getting
blown to bits when they're sent into a minefiald, ar when
one of the Mekboyz' insane weapons blows up or a
supercharged vehicle smashes into a wall.

The crude, barbaric style of an Ork army lends itself well
to painters more interested in fielding a big force than an
immaculately painted one. By using basic painting
techniques an Ork force can be easily assembled, with
its sheer mass of warriors compensating for their
individual simplicity. Nearly everything the Orks use is
hand built and heavily personalised, be it weapons,
armour, vehicles or bioniks. This offers modellers a vast
range of possibilities for converting and seratch building,
making Ork armies the most wvaried, individualistic
creations in the Warhammer 40,000 game.



INTRODUCTION

Sij_ despite rtp-ul;tli elforts at alerting sector command to the alien threat cmanating from the
Alcanth. Redwold and Tyr systems no action has been undertakien Maval sCouling forces have
eoted 2 sharp inercase in the build-up of Ork ships withia these systems and the recent loss of
the Filchioa class cruiser Ttmpts.] in the Tyr system has rendered [urther reconnaissance impessible
It #s imperstive that [urther information is gathered by whatever means possible 1o cosure the

continued sccurity of the Kolchis system. »mzssmmmsmmi

Diate: 2763994 M4l

Sir., iy thanks for the recent ntelligence on Ork activity 1o the sub-scctar. This, combined with
My WD SOUTCES, makes 1t clear that zn Ork Weuﬁh. is imminent. The ceatral [l.t{:.ltc Appars to
be Warlord Gorbad of the Redskulls teibe. Gorbad s conquered all seighbouring tribes om
Redwald, T}-r and Alicamh over the last four years and is now building heavy armameots and
isvasion ships. Bumours abound of two [or more) space hulks being sighted in the Redwald syslom
apd the Emperors Tarot produces ever more dire porteats of strife | would suggest, nay. request
that 2 pre-coptive strike be made on Redwold to cripple the Ovk's shipping and eliminate their
leader before this dangerous situation gets Turther out of hand 1 would also potc that the Angels
of Absalution have recently fought on Belami and would make an emineotly switable strike force.

FEEERERERE

Dhate: 25004494 M 4]

Sir. 1 find it inconcemvable that shying the Ork's leader would oot result dn the dissipation of the
Waagh You assure me that asother Warlord would simply nake his place. but surely a perind of
internecine warfare would occur as his rivals fought to take comtral? [ oaly pray that the Angels
of Absolution will undertake 1o raid on our behalll »=msneepenrnnnnms

Date: 2851994041

The outer early warning beacons have detected an alien fleet moving into the Kolchis system. Patral
ships hive beem dispatched to nvestigate and planctary defence forces have been placed oo full
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Dhate: 2267994 MA4]

The Ok fleet of Waagh Corbad has breached cur orbital defences and even pow Ok annack
ships and assault beats are landing forces on the pliser. Fist-moving spm‘h:ad.ﬁ have iselited the
capital from the outer mines. Early estimates plice the attacking ground forces at the equivalent
af sixtesn regiments. with one hulk, four cruisers and twenty plus attack ships supportisg from
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Dhate: 2093995M4

All outer defences overrun. Ovks are engaged in street fighting throughout the capital. Supplies
runaing low and fighting forces shattered. Callapse of all resistance cstimated at six days maximum.

Commend sur souls to the Emperor. =mmmi s s i i e i 2 e 2n e e 2n e e e e

c=<acs NO FURTHER TRANSMISSIONS »w2ess

Transenitted: Kolchis

Received: Ryza

Tebepathic Duxt:

Astropath-Terminus Sondavi
Awhor: Commander Heiroays
Lrie 4235994.MA4I

Transmission “
intercepted at
Inquisition station
4363/ b/ M3

Addesde: Full transcripe
supprocsied for ecasons of
Scceor security by ander of
Isquissics Murles. Full

II . rru.-uri.r wvailable wia
archive Xeoo,

At uis/ 897 deha Socumty
chaarance Yermillion Cross-
ref: Angels of Absolution
Belami Becursion. Waagh 1
Garhsd, Widloed Gorbad
Redwald Alscaathe Tyr.
Ryza

Appended mote by lnquesicor
Murles: The seceelice of
Kolchis has given Byea an
additiosal seves moath
build-up, somewhit less
1hun the per'ubd rtq_l.-iren{ Zh’I
Salar Howtarax bus greates
than would havs beca gained
by peematurcly instigating
the Waaagh by takieg
scrion. Exhassrics of the
Kalchis mincs was Ig
extimated withis twelve

Agd at this time

the brazen god of war

* cast up a great lord -

to lcad the savages forth

The Book of War




his section of Codex: Orks contains information on the

different troops and vehicles an Ork Warboss (ie
YOU!) can use. The list allows you to fight battles using
the scenarios included in the Warhammer 40,000
rulebook, but also provides the basic information you'll
need to field an Ork army in scenarios you've devised
yourself, or that form part of a campaign.

The army list is split into five sections. All squads,
vehicles and characters in the army list are placed into
one of thase sections, depending upon their role on the
battlefield: Headquarters {HQ), Elites, Troops, Fast
Attack and Heavy Support. Every model included in the
army list also has a points value, which varies depending
on how effective it is on the battlefield.

Eefore you can choose an army for a battle you will need
to agree with your opponent upon what scenario to play
and the peoints each of you have to spend on your army.
Having done this you can proceed to pick an army as
described below.

USING A FORCE ORGANISATION CHART

The army list is used with the force organisation charts
from a scenario. Each chart is split into five categories
that correspond to the sections in the army list, and each
category may have one or more boxes. Each light-toned
box indicates that you may make one choice from that
section of the army list, while a dark-toned box means
that you must make a choice from that section.

Mote that unless a model or vehicle forms part of a squad
or a squadron it counts as a single choice from those
available to your army.

STANDARD MISSIONS

1 HQ 1 HQ
2 Troops 4 Tropps
3 Elfes
3 Fast Attack
3 Haavy
Suppert

TROGPS FAST ATTACK

TROOPS HEAYY SUPPORT

The Standard Missions force organisation chart is a geod
example of how to cheose an army. To begin with you will need
at least one HQ unit and twe Troop units {dark shaded boxes
indicate units that must be taken for the mission), This leaves
the follawing for you to choose from to make up your army's
tofal pointz value: up to T HQ unit, 0-3 additional Elite units,
0-4 additional Troep units, 0-3 additional Fast Attack unils or
0-3 additional Heavy Support unils,

USING THE ARMY LISTS

To make a choice, look in the relevant section of the army
list and decide what unit you wish to have in your army,
how many models there will be in it, and which upgrades
you want (if any). Remember you cannot field models
that are equipped with weapons and wargear not shown
on the model. Once this is done subtract the points value
of the unit from your total points, and then go back and
make another choice. Continue doing this until you have
used up all your points. Then you can get on with the
sarious business of unleashing your deadly Ork Waaagh!

ARMY LIST ENTRIES

Each army list entry consists of the following:

Unit Name: The type of unit and any limitations on the
maximum number of choices you can make for that unit
type (0-1, for example, indicates that only one unit may
be included in the army).

Profile: These are the characteristics of that unit type,
including its points cost. Where the unit contains different
warriors, there may be more than one profile.

Number/Squad: The number of models allowed in the
unit, or the number of models you may take for one
choice from the force organisation chart. Often this is a
variable amount, in which case it shows the minimum
and maximum unit size.

Weapons: These are the unit’s standard weapons.

Options: Lists the different weapon and equipment
options for the unit and any additional points for taking
these options. It may also include the option to upgrade
one mob member to a character. If a mob is allowed to
have models with upgraded weaponry (such as big
shootas or rokkit launchas), then these must be given to
ordinary squad members, not the character.

Special Rules: This is where you'll find any special rules
that apply to the unit.



MIKRED ARMOUR

Due to the wide variety of wargear and the Crk Mobbing Up
rule it is entirely possible for some units to include models
with different armour saves. Because of this the normal
casualtty removal and armour save rules are altered slighthy.

The opposing player rolls to hit and wound for whichever
unit he is fiing with as normal. However, when the Ork
player makes armour saves before removing casualties
from a unit that has mixed armour saves he uses the best
armour saves as long as the Orks wearing that type of
armour are in the majorily {ie, they outnumber Orks with
worse saves in the unit). This represents the heavily
armoured Orks making more obvious targets and the lighter
armoured Orks using them as cover! Any casuallies
removed after saving throws have been laken must come
from amongst the most heavily armoured Orks first (ie, the
ones with the best saving throws lake the hits).

If heavier armoured Orks are in the minority use the worse
armour saves and take the casualties from the lighthy
armourad Crks instead.

For example: A Warboss and his bodyguard of five Nobz suffar
& wounds from enaemy fire. The Warboss and three of his
bodyguard are wearing mega anmour so the Ork player rolls his
saving throws using the 2+ mega anmour save (as the models
with mega amnour cufnumber the other models in the mob).
Unlfuckily he fails two saves and 2 wounds are suffered,
Because the Nobz have 2 wounds each, ong'mega armoured
Naob is removed as a casualty. If the ensmy fire had an Armour
Fenelration of 2 or better, three mega ammoured Nobz would ba
removed as casuaiies fouchl).

ORK MOB RULE!

An Ork mob has to check merale and test for pinning from
barrages and snipers in the same way as any other unit.
Howewver, if the mob fails a test it will immediately "check
size’ by rolling 206. If the score is equal to or less than the
number of Orks (not including Gretchin left in the mob then
the Orks carry on, confident in the belief there are enough
of them left to win. Their courage is bolstered by thair
comrades, spurring them on to battie. This means that an
Ork mob of twelve models or more will always fight on,
regardiess of any casualties it might have received.

Mobbing Up

Orks falling back can attempt 1o regroup as normal if thera
are enough of therm left, but this rarely happens as Orks will
only withdraw once most of them are dead. However, an
Ork unit of any size can attempt to join another mob or in
other words ‘'mob up'.

When Orks fall back they can move towards any Ork mob
that lies behind their own position. If any wilthdrawing Orks
gel within 6° of the new mob once moves are complete then
the withdrawing mob can attempt to join up with the new
one. Make a 2D6 roll against the Leadership value of the

ORR SPECIAL RULES

The following special rules apply to all Ork units excepl where noted.

ORK ARMY LIST

mob which is falling back. If successful the two mobs
combine together (mob up) and the previously withdrawing
mob can immediately move up to 6" 5o they are in proper
formation.

Only Ork foot troeps will mob up in this way —- Slavers and
Meks in charge of Grot mobs or Big Gunz, Stormboyz and
warbikes may not mob up.

Uictory Points after Mobbing Up

A mob of Orks which mobs up counts as destroyed for
victory points purposes. An Ork mob which gains additional
Orkis from another mob joining up with them is not warth any
more victory points than it was before, it will still use its
starting strength and points value for working out victory
points.




THE POWER OF THE WAAAGH!

When a big mob of Orks charges
blazing away with their shoot:

1 a solid mass,
aming Waaagh! at
ntum of their charge

over by a scrum of Orks all trying to get into combat first.

sent the Power of the Waaagh!, when an Ork mob
5 into close combat check it:

i ual to or under the nur left in the
ght”. All the
Orks in the mob double their Initiativ \aractaristic for the
rest of the assault ph I future assault phases the Orks
revert to their normal Initiative values. If the 2D6 roll

: left in the mob the Or

who make a sw
use the Power of the ¥
2 beginnin,

enemy fire
aintain their momentum.

Hc was an avalanche from an unexpected quarter.
He was a thunderbolt from a clear sky.

Commissar Yarrick on Ghazghkull Thraka

GRETCHIN MOBS

Gretchin are notoriously cowardly by Ork standards so in
battle they are led {or rather driven forward) by an Ork
Sla In the case of these unitz Morale checks are made
agains! the Ork's Leadership value — but there is no Maob
Rule for Gratchin, Grotz don't count when it comes to
counting heads!

Gretchin are affected by Morale checks for losing an assault
just like normal troops. How . Gratchin who fail a Morale
check caused by enemy shooting or tank shock or which fail
to regroup after falling back from close combat, ‘go 1o
ground' and hide with almost preternatural skill; in the blink
of an eye they disappear under rocks, behind foliage, and
whatever alse they can hide in. The Gretchin mob is
removed and the Slaver is left in place to indicate their
position {(as he starls the thankless task of rounding them
up again). If no Slaver is present (ie, he has been slain or
wa included in the mob for some reason) the Gretchin
mob may not regroup and counts as being destroyed.

Gretchin can attempt to regroup each turn as long as the
Slaver is still alive, even if the Grelchin mob has been
reduced below 50% of its original strength or the enemy is
within 6%, If the Grefchin have gone into hiding, when they
regroup they are replaced on the tabletop in coherency with
the Slaver but not more than 6" from him. Whilst they are
hiding Gretchin cannot be harmed.

Ork Slaverz trying to regroup Gretchin can be attacked as
normal by shooting and in close combat. The Slaver may
not m shoot or initiate an assault (although he can still
fight back if attacked in close combat). If the Slaver is Killed
the Gretchin mob counts as being destroyad.




ORK ARMY LIST

ORR ARMOURY

In most cases characters are upgraded from ordinary Boyz. Where this is the case the character keeps the basic weapons
and wargear of the mob he's parl of — for example, a Stormboyz Mob has a slugga, choppa and jump pack. This doesn't
prevent you from picking extra weapons for him from the Armoury although the restrictions on the number of weapons

that can be carried always apply.

Ork characlers may have up to two single-handed weapons, or ene single-handed weapon and one two-handed weapen.
You may also pick up to 40 points of extra wargear for each character from the Wargear lists (80 points for an Ork Warboss
and 60 points for a Big Mek or Painboss). The full Wargear rules are on pages 34-37. You can not take duplicate items
far the same model with the exception of Grols or squigs and all wargear and weapons must be represented on the model.

SINGLE HANDED WEAPONS

[T L L 5 | R SR S e e B

Slugga ......
"Urty syringe il'.-'lad Daks nnl:,.r}l

TWOo-HANDED WEAPONS

Big shoota . .
Burna (Me kl:loyz u:un'll_.rj
Grabba stik (Slaverz anly) .

Kombi weapon: shno!a."mkkut Iauncha A

Kombi weapon: shootafskorcha

Kustom force field (Mekboyz only) . .........
Kustom mega-blasta (Mekboyz only) .. ... ...
Rokhitbanimeia s T e e s
L o L T 1 T T R PP I et v

'Uge choppa

ORK UEHICLE UPGRADES

Any Ork vehicles (apart from warbikes) may be fitted
with the following additional equipment. Any upgrades
chosen must be shown on the wvehicle model
Dreadroughts may only choose upgrades marked with
an {*). No duplicate upgrades may be taken for the
same vehicle.

Amourplates®. .. ... ii i iiia e na .. IDPLE
Bigigrabbeinse:-apraind. AF RN iR et b pile
Boarding plank

Girot riggers

Bolt-on big shoota (wartrukks only)

Bed oainh)obe s e 55 i e o
Reinforced ram.

Searchlight® .

Spikes 'n bladea [not war1rukk$]

Stikkbomb chucka®

Turbo boosta

Wrecker ball

L o e

Aftack squig

Big homsfiron gnb (Warbnas & Nobz Unl‘,'}

Bionik arm .

Bionik bﬂnoe

Bosspole (Warboss & Mobz only)
Cybork body

Dok's tools (Mad Doks only) .
'Eavy armour .

Frag stlkkbnmbz 5

Grot oiler (M Ekbﬂ*_.'z anly)

Grot arderly (Mad Doks anly)
Krak stikkbombz

Kustomjob: More Dakka . .. ......cccvnvnnn
Blanta i o i S et e e

Shootier .

Mega armour [WdrtJ':}SS & Nubz anl-,r] T

Mega boosta (mega armour anly) .
Mekboy's tools (Mekboyz only)
Squighound (Slaverz only)

Stikkbomb chucka (mega armour -:::-nl:.-'] e Cerr 5 1

Super stikkbombz (Mekboyz only) .
Tankbusta bombz .......
Waaagh! bannar (max. ong par army}

Mega Armoured Warboss and Bodyguard

If an Ork Warboss is eguipped with mega armaour any
members of his bodyguard Nobz that are also
eqguipped with mega armour will be able choose up to
a tolal of 80 points of wargear each (including the
mega anmmour).

Grots and Squigs

Some Ork wargear lakes the form of Grelchin slaves
or squigs (shor for ‘squiggly beasts’ — animals that
ks eal or train for simple tasks). Grot slaves and
squigs must be represanted by a separate model and
become part of whichever mob the character they are
with befongs fo. They must also stay within the 2°
coherency distance of the unil.

Nate that the special rules for Grot morale only apply
to mobs of the litife green blighlars, nol fo any Grots
that are chosen as wargear. An Ork character may
choose up to a maximum of three Grot slaves and’or
squigs.




HEADQUARTERS

and all powerful
leader of the
warband the Warboss gets first
pick of any wargear and the
best fighters to make up his
bodyguard with. Some
Warbosses also include
Mekboyz and Mad Deks in their
bodyguard — often with their
own small enfourages of Grot
slaves and squigs. Others just
get in their wartrukhs with a
select band of hard nuts and

| As the monsirous
A
Eh‘ .

lead their Boyz by the simple

expedient of careering info the
" middle of the enemy force

first!

Points

Warboss G0

Your army must include a Warboss.

Options: & Warboss may be given any equipment allowed from the Ork Armoury.

Bodyguard: The Warboss may be accompanied by a bodyguard (see entry below). If he has

a

hodyguard then the Warboss and his badyguard are treated as a single unit during battle. Mote

that the bodyguard does not count as a separate HQ choice (it does not use up a HQ 'slot’).

Wartrukk: If the Warboss and his bodyguard number ten maodels or less (including squigs, Grots,

ata) they may be mounted in a wartrukk at a cost of +30 pis. See below for details.

SPECIAL RULE
Independent Character: Unless accompanied by his bodyguard (see below) the Warboss is an
independent character and follows all the rules lor independent charactors as given in the Warhammier
40,000 rulebook,

WARBOSS'S BODYCGUARD
Points/model | WS BS S T W 1 A Ld Sv
Nob 20 CReE RO (S e e B e

Number: The Warboss may be accompanied by betwesn five and ten Nobz.
Options: The Nobz may be ghven any equipment allowed from the Ork Armoury.

|| Points/fmodel | WS BS S

W 1 A Ld sv
Mekboy 10 L Pl 1 7

G+

Number: If the Warboss is accompanied by a bodyguard he may also be accompanied by up to beo
Mekboyz.
Options: The Mekboyz may be given any equipment allowed (rom the Ok Armoury.

Points/mode|
10

Mumber: If the Warbess iz accompanied by a bodyguard he may also be accompanied by up 1o two

Mad Cioks.
Optlons: The Mad Doks may be given any equipment allowed from the Ork Armaourny. ||

The wartrukh is a lightly armoured,
fast franspert wehicle used by Orks
for gefting the Boyz infe battle
quickly. It allows them to thrust deep
inte enemy lines and capture forward
pesitiens,

TRANSPORT: WARTRURR
Points Front Armour Side Armour Rear Armour BS
Warlrukk 30 10 10 10 2
Type: Fasi, open topped. Crew: Orks.

Weapons: The wartrukk iz armed with either a big shoota at +8 pis or a rokkit launcha at +5 pis.




0-1 BIG MER

Points
25

Options: A Big Mek may be given any equipment allowed from the Ork Armoury for Mekboyz,
and also any equipment that can normally only be chozen by the Warboss and Mobz.

Bodyguard: The Big Mek may be accompanied by a bodyguard as detailed below. It the Big
Mek has a bodyguard then he and the bodyguard are treated as a single unit during the battle,
Mote that the bodyguard does not count as a separate HO choice (it does not use up one of the
HO ‘slots’).

Wartrukk: The Big Mek and his bodyguard may be mounted in a wartrukk at an additional cost
of +30 pts. See the wartrukk entry on page & for details.

SPECIAL RULE

Independent Character: Unless accompanied by his bodyguard the Big Mek is an independent character
and follows all of the rules for independent characters as given in the Warhammer 40,000 rulebook.

= %
BIC MEK'S BODYGUARD

Points/model
10

Mumbser: The Big Mek may be accompanied by batween three and five Mekboyz.

Options: The Mekboyz may be given any equipment allowed from the Ork Armoury. Mekboyz are
highty individualistic and have a violent aversion fo ‘standardised” weapons. For this reason no
Mekboyz in the bodyguard may be equipped with the same combination of weapons. II

0-1 PAINBOSS

Points
Painboss 25

Options: A Painboss may be given any equipment allowed for Mad Doks from the Ork Armoury.

Bodyguard: The Painboss may be accompanied by a bodyguard as detailed balow. If he has a
bodyguard then he and the bodyguard are treated as a single unit during battle. Mote that the
bodyguard does not count as & separate HQ choice (it does not use up a HO 'slot’).

Wartrukk: The Painboss and his bodyguard may be mounted in a wartrukk at an additional cost
of +30 pts. See the warlrukk entry on page 8 for details.

SPECIAL RULE

Independent Character: Unless accompanied by his bodyguard the Painboss is an independent
character and follows all of the rules for independent characlers as given in the Warhammer 40,000
rulebook.

PAINBOSS'S BODYGUARD ||
Points/model | WS BS S T W | A Ld Swv
| Cybork 13 4 2 4 ik | 2 2 T 5+

Number: The Painboss may be accompanied by between four and nine Cyborks.
Weapons: Sluggas and choppas.
Special Rule: The Cyborks have an invuinerable saving throw.

HEADQUARTERS

o # | Oecasionally a

0 | Mehboy will exhibit
i | the kind of ambition
usually only seen amongst
Nobz. Although he can never
aspire to lead a whole warband
the Mekboy will gather other
Mekboyz as followers and gain
in powser and stature. It is
common for a Big Meh to leave
hiz warband or be outlawed by
its Warbess for getting too big
for his boots. Outlaw Big Mehs
and their followers will hire
out their services to warbands,
searching for a war big enough
to satisfy their obsession for
building the biggest, shoofiest
war machines around.

| Ueteran Painboyz
| beeome inereasingly
e | obsessed with
perfecting their own metheds
of “serjery’ and eventually
drift away from their
Warbeoss, Left to their cwn
devices, they will indulge in
eUT More exiTeme
ehsperiments. Any Ork
brave/stupid enough to venture
into a Painbess's lab has to be
careful otherwise it may wake
up to find itsell with a new ser
of mechanieal lungs that allew
it to breathe underwater even
though it probably enly went
in te get a bad footh removed!




ELITES

| Stormboyz are fierce
+'| Ork warriors who are
willing to gamble
with their lives (and their
sanity} by strapping on crude
Ork rokkit packs to blast them
tewards the enemy.

_| tunning and
untrustworthy Orks in any
warband. On the other hand
they are the best at slithering
closer to an enemy battleline
or sneaking around a fank
without ralsing the alarm.

"Ard Boyz wear
heawy armour pieced
| together from steel
plates and equipment
scavenged from defeated foes,
Their thick armour combined
with the natural foughness of

Orks means that "Ard Boyz are
able to wade through the
fiercest fire fights with barely
a geratch.

Pointa/model W
Boyz 15 4 2 3 4 1 2 2 T 6+
Nob +11 4 2 4 4 2 3 3 7 6+

Mab: The mob consists of between five and twenty Ork Stormbayz.
Weapons: Sluggas and choppas.

Options: The entire mob may be equipped with frag stikkbombz at +1 pt per model and krak
slikkbombz at +2 pts per model,

Character: For an additional cost of +11 pts one of the Stormboyz may be upgraded to a Nob.
The Mob may be given any equipment allowed from the Ork Armoury, excepl mega armour,

SPECIAL RULE

Jump Packs: The mob is equipped with jump packs. See the Warhammer 40,000 rulebook for
details,

Points/imodel | WS BS S T W | A Ld Sy
Boyz 10 al 2 3 AR o RS
Mob +11 4 2 4 4 GmaEgty

Maob: The mob consists of between five and ten Kommandos.

Weapons: The models in the mob may be armed with either a shoota ar slugga & choppa (you
may have a mixture of weapons within the maokb).

Options: Up to one model in the mob can be armed with either a big shoota at +8 pts, rokkit
launcha at +5 pts or buma at +6 pts. The mob may have frag stikkbombz at +1 pt per model,
krak stikkbombz at +2 pls per model andior tankbusta bombz at =3 pts per model.

Character: For an additicnal cost of 11 pls one of the Kommandos may be upgraded to a Mob.
The Mob is allowed to have any equipment allowed from the Ork Armoury, except for mega
Armour,

SPECIAL RULES

Infiltratars: Kommandos are Infillrators and follow any special scenario rules for Infiltrators.

Slippery: Kommandos sneak through cover quickly and easily, 5o they roll an extra DE when they
mave through difficult ground.

"ARD BOYZ

Points/model

12
+16

Mob: The mob cansists of between five and tweanty ‘Ard Boyz

Weapons: The models in the mob may be armed with sither a shoata ar slugga & choppa (you
may have a mixture of weapons within the mob).

Options: Up to three models in the mob can be armed with either g big shoota at +8 p1s, a rokkit
launcha at +5 pts or a burna at +6 pis. The entire mob may be equipped with frag stikkbombz at
+1 pts per model, andfer krak stikkbombz at +2 pis per model.

Character: For an addilional cost of +16 pts one of the Boyz may be upgraded 1o a Mob. The
Mob may be given any additional equipment allowed from the Ork Armoury,



Points/model

Boyz 11
Mob +8

Mohb: The mob consists of between five and twenty Skarboyz.

Weapons: The models in the mob may be armed with either a shoota or slugga & choppa (you
may have a mixture of weapons within the mob).

Options: Up to three models in the mob can be armed with either a big shoota at +8 pts, a rokkit
launcha at +5 pts or a bumna at +8 pts. The entire mob may be equipped with frag stikkbombz at
+1 pt per model, krak stikkbombz at +2 pts per moedel,

Character: For an additional cost of +9 pts one of the Boyz may be upgraded to a Mob. The Mok
may be given any additional equipment allowed from the Ork Armoury.

Points/imodel Ws Bs S5 T W 1 A Ld Sv
Boyz 9 4 2 3 i 1 2 2 7 B+
Mob +11 4 2 4 4 2 3 3 T B+

Mob: The mob consists of between five and twenty Flash Gitz,
Weapons: Shoota.

Options: The enfire mob may be given one kustom job for their shootas chosen from the
Wargear section: Shootier: +2 pts per model, Blasta: +3 pts per model and Maore Dakka: +4 pis
par model. Up fo four models can have either a big shoota at +8 pts, a rokkit launcha at +5 pts
or a burna at +6 pls.

Character: For an additional cost of +11 pts one of the Gitz may be upgraded to a Nob. The Nob
may be given any equipment allowed from the il Armouny.

ELITES

50 Skarboyz are veteran
of| warriors who bear

| the scars of dozens
of battles. These Orhs have
grown exceptionally big and
strong and have brawny,
gnarled arms bulging with
slabs of muscle from fighting
in numerous conflicts.

| Some Orks are so

o obsessed with quns
| that they will scrape
together all the wealth they
can fo get the best kustom
shoota they can afford. Other
Orks call these over-equipped
nuttas ‘Flash Gitz'.

Points/model

Boyz 9 AR
Mab +11 4 2 4

1 2 2 7 B+
G+
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Maob: The mob consists of between ten and thirty Boyz.

Weapons: Slugga and choppa.

Options: Up to three models can have &ither a big shoota at +8 pls, a rokkit launcha at +5 pis
ar a burna at +6 pts.

Character: For an additional cost of +11 pts one of the Boyz may be upgraded 1o a Mob. The
MNob may be given any equipment allowsd by the Ork Armoury.

SHOOTA BOYZ

Pointsimode

8
+12

Mob: The mob consists of between ten and thirty Shoota Boyz.
Weapons: Shoota.

Options: Up to three models can have either a big shoota at +8 pts, rokkit launcha at +5 pts or
buma at 46 pts.

Character: Far an extra +12 pis one Boy may be upgraded to & Nob and given any equipment
allowed from the Ok Armoury.

-} most Ork warbands.
They are normally formed inte
huge meobs and are armed for
close combar with hefty, razor-
edged choppas and the bigbore
Ork pistels known as sluggas.

| The deafening

| elamour of a mob of
| Shoota Boyz opening
fire is legendary. Each Ork will
try to outde his neighbour by
letting fly with the most
ammo and the loudest gun.
Hitting the target is less of an
objective than terrorising the
enemy!




TROOPS

Stikk Bommas are

; % | special among Ork
==| gociety for one

reason — they knew that when
gou pull the pin out of a
stilsbomb, you throw the
bemb and not the pinl

.., ; | Ork burnas are
%‘E powerful cutting

| torches used in
battle te melt enemy armeur.
When he is within distance the
Burna Boy can erank open the
nozzle and unleash a torrent of
flame to incinerate foes, even
those shulking in woeds or
behind walls.

., | Tankbusta mobs are
1| formed trom orks
| who have survived
tank attachs and learned how
to beat them. Small mobs of
Tankbustas work among the
larger meobs of Boyz to hunt
down enemy fanks or bunkers.

0-2 STIKK BOMMAS

Points/imodel Ws BS § T W I A Ld_ Sv
Boyz 10 a 2 3 4 1 2 2 7 B+
Mab +11 4 2 4 4 2 3 3 7 B+

Mob: The mob consists of between ten and thirty Stikk Bommas.
Weapons: Slugga, close combat weapon, frag and krak stikkbombz.

Options: Up to three models in the mob can be armed with either a big shoota at +8 pls, a rokkit
lzuncha at +5 pis or a buma at +& pts. The mob may be equipped with lankbusta bombz at an
additional cost of +2 pls per madel.

Character: For an additional cost of +11 pis one of the Boyz may be upgraded to a Nob. The
Mob may be given any equipment allowed from the Ork Armoury.

0-2 BURNA BOYZ

FPoints/model

9
+8

Mob: The mob consists of between five and ten Burna Boyz.
Weapons: Slugga and choppa.

Options: Up to four models in the mob can be armed with & burma at +6 pis. The entire mob may
be equipped with frag stikkbombz at an additional cost of +1 pt per model and krak stikkbombz
at an additional cost of +2 pts per model.

Character: For an additicnal +9 pts the Burna Boyz mob may be led by a Mekboy. The Mekboy
may be given any equipment allowed from the Ork Armoury.

0-2 TANKBUSTAS

Points/model | WS BS S T W I A Ld Sv

Boyz Ll 4 2 3 4 1 2 2 T B+
Mob +11 4 2 4 4 2 3 3 7

Mob: The mob consists of five and ten Tankbusta Boyz.
Weapons: Slugga, close combat weapon, frag stikkbombz and tankbusta bombz.
Options: Up to three models in the mob can be armed with a rokkit launcha at +7 pts each.

Character: For an additional cost of +11 pls one of the Boyz may be upgraded to a Nob. The
Mob may be given any equipment allowed from the Ork Armoury,

SPECIAL RULE

Tank Hunters: The mob always passes Tank Shock tests and adds +1 10 all Armour Penatration
rolls,

he 'Dl!.i.l.di.n.g shook as the Leman Russ app-full:l'u:d. dust and fl'l.gl‘l‘l.cn[ﬂ.ﬂ[ msonry rained down
on Krog and his mob from what was lelt of the rool. They waited back from the shattered
walls and out of sight with unusval patience for Ovrks. Ite wasn't until they heard the first thwack!
booom! of the tank™s battlecannon that 11'::}' liml.lghl'th:ir rokkit launchas up to _II1: windows, The
tank was right owtside, cotting down the last of 2 mob of Cretchin with its heavy bolters and
- presenting its flink to the apparently empty building the Tankbustss otcupied. Their three rokkits
roared down at it Bm smoky yellow tails. One corkscrewed away at' the last instint and plowed into
the ground. one was a dud which. ricocheted off with 2 clang, but the othes tore a great chunk out

of the vehicle's side armour and sent a track “""i'F'Fi“ﬁ away like a- wounded p}'l}l.nn. Kru.g and his
boyz were up and ronning before it had evem slewed to a halt, Grogoatz and Arik clamped their
bombz to its side and ducked away before a fiery blossom lifted its turret clean off and the engine
blew with a tecth-rattling contussion. 1




GRETCHIN MOBZ

Points/model

Gretchin 3
Slaver 9

Mob: The mob consists of one Slaver and betwean ten and thirty Gratchin.
Weapons: The Gratchin are armed with grot blastas.

Character; The Slaver may be given any equipment allowed from the Ork Armaoury.

SPECIAL RULES

Living Shield: Orks are adept at using Grots to draw enemy fire. Any Ork mobs which are shot at
‘through’ a Grot mab can claim a 5+ cover saving throw. Each save made by the Orks means ona
of the Grots must be removed as a casualty.

Better Footing: Orks are also adepl at using Grots to clear a path through difficult ground,
somelimes by the simple expedient of slepping on them! If a Grat mab is in difficull ground any Ork
mobs moving through the same difficult ground may re-roll the dice for how far they move. Mega
armaurad Orks may not use this benefit (the Grots would just go ‘splutch’).

Mine Clearance: Grots are sometimes charged across minefields to make the mines safe(!) before
the Orks have to cross. I a Grot mob moves into & minefield take off 306 Grots as casualties and
then remove the minefield marker. If there aren't enough Grols in the mob to satisfy the casualty
guota the minefield remains in play and the Grot mob is wiped out.

Points/model

2] 4 2 3 4 2
+11

&
-4
@
+

Mob: The Trukk Boyz mob consists of between five and ten Ork Boyz.

Weapons: The Boyz have either a shoola or a slugga & choppa. The mab may contain a mix of
differently armed Boyz,

Options: Up to one of the Boyz can have a big shoota at +8 pis, a rokkit launcha at +5 pis or a
burna at +6 pis.

Character: One of the Boyz may be upgraded 1o a Nob at an additional cost of +11 pts, The Nob
may have any equipment allowed from the Ork Armoury.

Wartrukk: The mob must be mounted in a wartrukk at an additional cost of +30 pts. See the
warrukk entry on page & for details.

SPECIAL RULES

Bailin' out: Trukk Boyz have plenty of experience in jumping on and off trukks (and landing on their
heads), 0 they will enly suffer a wound on a D& roll of 6 instead of a 4+ if their trukk is destroyed.

Paoints Front Armour _ Side Armour Rear Armour BS

Warbuggy/trak 30 10 10 10 2

Squadron: The sguadron consists of between one and three Warbuggies/\Wartraks.

Type: Fast, open topped.

Weapons: Each vehicle may be armed with one of the following: twin-linked big shoota at
+16 pts, twin-linked rokkil launcha at +10 pis, a mega blasta at +20 p1s or a skorcha at 48 pts.

TROOPS

i ) I every society

f ﬁ there are these who
e are on the bottom of
the heap. In Ork society this
position is most definitely held
by the Gretchin, or Grofz as
they are also known. They are
often enslaved against their
will and forced fo serve their
brutal Orl masters. Quite
literally dewntrodden (and
kiched and beaten), the Grofz
are always at the wrong end of
things — including the food
chain!

Trukk Boyz, or

trukkers as they are

also called, have
invested loads of fime and
energy in getting a wartrukk as
their own personal fransport.
They are much envied by the
foot-slogaing Boyz for their
ability to get into the fight
quichly.

Mest warbands are
aceompanied by a
57| ramshachle band of
wehicles that hurtle areund the
battlefield blasting at anything
they can. The most crazed krews
are knewn as Speed Frechs as
they have completely succumbed
to the Ok predilection for going

far too fast,




FAST ATTACK

Ork Warbikes are
one of the strange

) miracles of Ork
technology, possessing an
immensely powerful armament
for their size. Ork Bikers love
nothing more than fo rear
around the battlefield,
unleashing hails of shots in all
directions. Often they will ride
siraight into the middie of
their enemy, their fingers
firmly on the trigger, riding
over the bodies of those who
fall to their murderous
advance.

Points/model 5 W | A

a0 2 45) 1 2 2
+22 4 4(5) 2 3 3

Squadron: The squadron consists of baetween three and ten Ork warbikes,
Weapons: Twin-linked big shootas.

Options: Some warbikes are stripped of their big shootas and their riders fight as pure assault
troops instead. In this case the warbikes cost 20 pts and the riders are armed with sluggas and
additional close combat weapons (chains, tyre irons etc).

Character: At an additional cost of +22 pts one of the bikers may be upgraded to a Nob. He may
be given any equipment allowed from the Ork Armoury with the exception of mega armour,

SPECIAL RULES

Short Ranged: The bouncing, rattling progress of warbikes is not conducive Lo hitting accurately
atlong range. Therefore the warbikes' big shootas are limited to a maximurm range of 187,

Hard to Hil: As warbikes career across the battlefield they kick up vast quantities of dust and aily
exhaust fumes. This gives them a 5+ saving throw as if they were in cover. Furthermore if an
anermy shoots through a unit of warbikes to hit another Grk unit behind it the Ork unit behind counts
as in cover too. The warbikes® pollution cover has no effects in close combat.

Speed Freeks: Ork Bikers are the worst kind of spead-crazed loons there are. They are unlikely
o even nolice casualties over the roar of enginas so they are completely immune to the effects of
morale and pinning.

Psycho Blastas: In an assault Bikers use their big shootas to blast the enemy at point blank range,
breaking through their lines in a storm of shrapnel, This means that warbikes that charge into close
combat strike first and make a shooling attack on the enemy in the first round instead of fighting
normally (ie, roll three D6, hilling on a 5+ but with a re-roll to hit, any hits are resolved with a
Strength and AP of 5). Ones the warbikes have resolved their shots their opponents may fight back,

Big gunz are
batteries of crude
Orkish artillery
manned by a swarm of Grot
slaves. They are used to pound
enemy lines info submission
and knock out tanks from a
distance while the ferotious
mobs of Boyz close in to
butcher the enemy infantry in
hand-fe-hand combat.

Paoints/model WS BS S T W 1 A Ld Sv
Big Gun Krew 3o 2 2 2 2 1 2 1 5 -
Slaver/Mek +8 4 2 3 4 1 2 2 T B+

Mob: The battery consists of between one and three big gunz and two Gretchin krew per big gun,

Weapons: All of the weapons in a battery must be of the sama type, either lobbas, Zzap guns
or kannen. Rules for these weapons can be found in the Wargear section.

Options: You may include up to three additional Grot krew per gun at a cost of +3 paints per
model,

Character: It is common for a Slaver andfor a Mek to accompany a battery of big gunz. You may
include up to ong Slaver and up to one Mek at an additional cost of +9 points each. The Slaver
or Mek may have any equipment allowed from the Ork Armoury.

SPECIAL RULE

Hits on the Battery: When a battery of big gunz
is fired at, randomise any hits betwoen the krew
and the gunz themselves by rolling a DE:

1-4; Hits the Krew; 5-8: Hits a big gun.

Hits against the Greichin krew are resolved as
normal, Gunz count as vehicles with an armour
valug of 10, any penetrating or glancing hits
destroy them.




Points/modeal

10
+11

Mob: The mob cansists of between five and ten Lodlas.
Weapons: Shoolas plus see options Delow,

Options: Lootas are allowed to use the oplions of one of the following squad types as detailed
in the army lists in the Warhammer 40,000 rulabook:

Space Marine: Tactical squad, Devastator squad, Scoul squad (note that Orks with sniper
rifies hit on a 4+ not a 2+).

Imperial Guard: Infantry squad, Fire suppor! squad, Anti-tank squad.

For example: You migh! choose lo use the weapon options for an Imperial Guard Infaniry
squad for your Lootas. This would give them up fo one plasma gun (+5 pts), melta gun {+8
pts) or flamer (+3 pts) and one heavy weapon which could be either a heavy bolter {+5 pls),
missile launcher (+10 pis), lascannon (+15 pis), autocannon (+10 pts) or mortar (+10 prs).
Alternatively, a squad’s options from any one army list eniry may be used as long as both
players agree.

Characler: For an additional cost of +11 pts one of the Boyz may be upgraded to a Nob. The
Mot may be given any equipment allowed from the Ork Armoury,

SPECIAL RULE

Looted Weapeons: If you roll a 1 to hit with a looted weapon, a hit is scored on the unit shooting
with the weapon, instead of 1he targel. The opponent gets to roll To Weund ete. Template weapons
scara a single hit but do not place the template. The Ork player gels to allacale any wounds, and
they don't have o be allocated to the madel whe fired the weapon that rolled the 1" {the “Ocops...
Sonry Mata! rule).

ORK DREADNOUGHT

Armour
Points WS BS S Front Side Rear | A

Ork Dreadnought | 70 + wpns 4 2 5010y 12 12 10 2 2(3)

Krew: The Ork Dreadnought has a crew of one Ork,

Weapons: It is armed with two Dreadnought close combat weapons (power claws usually), and
two chosen from among the following: rokkit launcha at +5 pts each, big shootas at +8 pts each,
mega blastas at +15 pts each, skorchas at +5 pis each. You may have two of one weapon type
if you wish or two different weapons.

Options: The Ork Dreadnought may replace one or both close combat weapons with exira
waapons for the additional cost shown above, Each exlra weapon chosen must be the same as
one of the two main weapons and makes one of the main weapons twin-linked. If one close
combat weapon is replaced the Ork Dreadnought is reduced to its basic 2 Atlacks, if two are
replaced the Ork Dreadnought is reduced to its basic Strength of 5.

RILLER HAN
Armaour
Points WS BS S Front Side Rear | A
Killer Kan 45 4 2 50103 11 11 10 2 2

Krew: The Kan has a crew of ong Ork.

Mob: Your mob may consist of between one to
three Kans.

Weapons: The Kan is armed with & Dreadnought
close combat weapon and a big shoota.,

Options: A Killer Kan may replace its big shoota
with a rokkit launcha or a skorcha for free.

HEAUY SUPPORT

0| Ork Leotas scavenge
\ the bartlefield after
: the fight is over and
strip weapons, armour and
equipment from their enemy's
dead. Most of the gear is sold
on to Mehs or other Orks but
the Lootas keep the few prize
working weapons for
themselues and set about
figuring out how fo use them.

Orh Dreadnoughts
pessess the three
main elements of Ork
warfare — they're big, shoaty
and stompy! They are offen
created by the combined shills of
Mehs and Doks because the pilet

.

s ‘wired-in’ fo the control

systems o that the huge
armoured vehicle moves as if it
were his own bedy. Other
Dreads are not so sephisticated
and are controlled by a wild
array of levers, buttens and

gears.

| Killer Rans are

| smaller and less

o | sophisticated Ork
Dreadnoughts. Although lightly
armoured, they retain the
deadly power claws of their
larger cousing making them
dangerous foes at close
quarters.




HEAUY SUPPORT

Mehboyz build all
sorts of variants en
the basic Battlewagon
design but they all bristle with
quns and have plenty of space
for carrying a mab of Boyz inte
battle. Any captured vehiele that
finds its way infe a Mekboy's
hands will be cannibalised infe a
Battlewagen once its weapons
start to break dewn and run out
of ammunitien.

772 Orhs use all kinds of
captured vehicles
either looted from
the bartlefield or built in Ork-
centrolled Imperial factories. In
time successive rebuilds and
medifications will furn most
looted wehicles inte creations
thar are the equivalent of a
Battlewagen.

Yorporal Brechrs
Cl‘r!r.lnl:ltu]:r brought fhe
scene below inta sharp
focus. A crede carth ramp
had been thrown uwp to the

" armoured flank of the
Ork’s attack ship and an
opening cut through the
buckled plates and leaking
pipes. A stream of
Gretchin slives were
hauling boxes of

s ammunition and cans of
fucl down the slope, As
he watched a heavy tracked
“wehicle posed its way ol

of the ship’s cavernous
interior and a thrill of fear
coursed through him as he
recognised the familiar hull
of 2 B lisk wader a
ibarbaric array of Spikes and
armour plates He crawled -
back to the rest of the
patrol who were warily
watching back down the
defile in case any mibre
Kommandos were in the
arei. "Get on the link” he -
shouted to Arhaus, "And
tell the Captain we've got
big problems. it looks like
the gréenskins silvaged
tanks from: Kalchis and
they're on their wiy.”

Front Armour_ Side Armour  Rear Armour BS
Battlewagon 13 12 10 2

Type: Tank, open topped.

Weapons: The Battlewagon is armed with three twin-linked big shootas. You may upgrade any
of the twin-linked big shootas 1o a twin-linked rokkit launcha or a skorcha for free

One of the twin-linked big shootas may be replaced with & big gun — either a lobba, Zzap gun or
kannon at +15 plis.

Options: In addition the Batlewageon may mount up to five bolt-on big shootas at +10 pts each.
These must be fired by the Ork mob onboard.

Transport: The Battlewagon may carry up to tweanty Orks.

01 LOOTED UEHICLE _ PTS: UARIABLE
You may include a one looted vehicle worth 51+ points or one to three vehicles worth 50

points or less. Even though you can include more than one vehicle they count as a single
Heavy Support choice.

Type: A looted vehicle may be chosen from one of the following army list entries in the
Warhammer 40,000 rulebook:

Space Marines: Rhino, Razarback, Predator Annihilator, Predator Destructos, Land Raider.
Imperial Guard: Chimera, Hellhound, Griffon, Leman Fuss battle tank, Leman Russ, Demolisher, Basilisk

Although the cost for a looled vehicle remaing the same as it was in its ‘parent’ army list its Balitstic Skil is
reduced fo 2 because it's crewed by Orks! Also note that the model for a looted vahicle must e convarted
ang'or painled appropriately fo show it is being used by Orks: simply borrowing a Leman Russ from an
Irnperial Guard army is not alflowed!

Weapons: Variable, see below.

Options: The looted vehicle may be given any weapons opticns permitted from its army list. For
example, a Leman Russ battletank may be given a heavy flamer or heavy boller spenzons at a
cost of +10 pis each. A looted vehicle may use Ork vehicle upgrades.

SPECIAL RULES

Looted Vehicles: Make a Breakdown test for each loated vehicle at the start of each tum. Boll a
D&, on a 1 roll again on the table below:

D& RESULT
1 May not move this tum, roll again on this table maxt fum.

2-3 May not move this tum

4-6 Don't press that — Waaagh! The vehicle lurches forward 205" strafght ahead. Make
Dangerous Terrain, Tank Shock lests efc as if the vehicle were moving normally,. The vehicle
counls as moving the distance ralled on the dice and may not make any further moves this furm,

omans are pink and soft, nof fough and green like da Boyz,
0]11:1;‘: all the same slze too — no big "uns or little "uns, 4P
they'z always arguing about whe’s In charge, "cos there’s no way
of telling "cept fer badges an” eoniforms’and fings, Anuwwer fing
= when they do sumfing, they try to make it look like somfink .
elee to confuse evergbody. When one of them wants to lord it
over the uvvers, "e sags “T'm very speshul 50’z you getla wership

me™, or “| know summink wet you lot den't know, so yer berter
lizstn good™. Da funny fing I, art of "em believe it and da ower
arf don™, 56 "¢ "as to hit "em all anyway or run fer it. Wot a lor
of mubkin® about if yer asks me. An” while they'z all argylin’ wie
each ofher ower who's da bess, da Orhs can sneak up an® elobber
da ot 2




Collecting an effective Warhammer 40,000 army is a big
challenge when you are first starting out. Picking the right
mobs to make your warband a force to be reckoned with can
be tough! To help out we've provided this handy guide to
help get you started on building your first Ork army.

WHERE TO BEGIN?

he first objective of any Warhammer

40,000 gamer is to collect a force that
can be fielded in battle. The Ork army list
gives details of all the different mobs you
can get in a warband — their size,
armament and so forth. Although there
are several several ways to build an
army, by far the most commonly used is
the aptly named Standard Missions force
organisation chart. Use this and you
wan't go far wrong.

As you can see from the Standard
Missions chart shown on this page, one
HO and two mobs of Troops are
compulsory (dark-toned choices have to
be included in your army). These form the
basis of your whole army and so make a
splendid starting point for collecting and
painting. Once you have built up this core
force you'll be able to fight a standard
scenario, albeit a fairly small one.

The photo below shows a fairly typical
starting force of Orks. For our HQ choice
we have included a Warboss as the all-
conguering leader and for the two Troops
choices we've selected a mob of Slugga
Boyz and a mob of Shoota Boyz. Each of
these mobs can be from ten to thirty
models strong, but we've gone for mobs
of sixteen models each as a good
compromise between these extremaes. If

STANDARD MISSIONS
COMPULSORY — OPTIONAL

FAST ATTACK

you wanted to
start fighting as
soon as possible
you could just
paint twenty Boyz
and a Warboss and
have a ‘legal' army
ready to use in your
first battle.

Extraordinarily
huge and
powerul, the
Warboss is the
foughest warrior in
the whale Ork army
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Da Boyz farm the heart of an Ork ammy, constituting the ferocious mass of wamiors It needs to win a batfle.
All Ork Boye excel in close combal and the more Boyz that get stuck in the better! Using big mobs of Oris
iz impartant becausze if stops their assaults being broken up by enemy fire. Speclalsl Orks such as

Tankbustas and Buma Boyz showd be used for fackling imporiant objeclives or especially tough enamiss.

ety

Da Wheelz give an Ork army mobility and E
firepower but are vuinarable to enamy shooting.
They are best used fn support of the main

advance, pinning down an enemy and distracting
them while Da Boyz close in to atlack.

Da ‘Ard Stuff has thick armour, powerful weaponny and infifcls iremendous
camage in assaulls. If Da ‘And Stulff altacks alongside Da Boyz the enemy can
be forced to divide their fining, giving both elements a good chance of sunvival

| Da Big Gunz give supporiing fire so that the most
dangerous enemy wnils can be blasted fo bits at
long range. Big Gunz are vulnerable lo enemy
shooling and assawlts so they need fo be placed
whera they will be protected by other mobs.




Adrian Wood's Waaagh! Grzhnak.

Andy: Armed with your Warboss and two Troops units you have a core force for your
army. However, you'll soon want to expand it by adding new units, though deciding
exactly what to add can be a tough choice. The approach | find best is to add in one
unit from each category which you don't already have — a Fast Attack unit, a Heavy
Support unit and an Elite unit. Al this stage it will be useful to try out these different paris
of the army and see which suits your tactics best. Later you may decide to add more
choices from one or other of these categories based on your experience in games, or
you may want to add more Troops instead, but having a bit of each to begin with will
be a useful way to start learning how your army works.

To give you some helpful pointers we've included two armies collected by experienced
Greenskins, Adrian ‘Grand Warlord' Wood and myself. As you can see, both armies
include a powerful core force of Boyz, but there the similarities end. Adrian has a lot of
Wheelz in his army (Fast Attack choices, that is) because experience has taught him
to move quickly to pin down the enemy. |, on the other hand, have gone for more Big
Gunz and 'Ard Stuff (Heavy Support) to try and land a ‘knock out punch’ which will send
the enemy reeling if it connects! The mark of an Ork army is the endless variety of
miniatures, so both armies contain loads of great conversions.

A

Andy Chambers' Blitz Boyz
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On this page are some different battle plans for an Ork
army. These are just the basic ideas, and leave plenty of
room for you to tailor these tactics to your own forces
and different

opponents.

L

WARTRAK RUMBLE <

The Wartrak Rumble works well if you

have a lot of Wheelz — trukks, wartraks, buggies and warbikes —
in your force. Mass all of your Wheelz on one side of the
battlefield, preferably one that has lots of terrain to block off the
enemy’s lines of fire to them. As Da Boyz advance, Da Wheelz
race around to attack the rear of the enemy batile line, catching
the enemy forces between the ‘hammer' of Da Wheelz and the
‘anvil' of Da Boyz (Adrian Wood calls this the ‘Gorka Morka' after
“the Orkish gods of viclence and cunning).

DREAD BASH

The Dread Bash uses a powerful force of "Ard Stuff — Ork

Dreadnoughts and Killer Kans — to give an armoured spearhead

to Da Boyz' attack. Deploy your "Ard Stuff along a short part of

your battle line, backed up by your toughest mobs of Boyz. As

with the Wartrak Rumble, try to use any available terrain to cul
down on the amount of incoming enemy fire as your force advances, but don't hide or
dawdle, close in quick! Use your "Ard Stuff to tear a hole in the enemy forces so that
Da Boyz can pour in and start destroying their battle line.

T i U o BNPTR - Ak SWAMP '‘EM

S g 8 When you Swamp ‘Em you need a
force made up mostly of Da Boyz
and loads of Gretchin slaves. Deploy
Da Boyz across a broad front and
place the Gretchin out in front as
cannon fodder, but have one or two
units of Boyz behind the ling so that
other Orks which fall back can mob
up with them. The enemy should
have too many targets to be able to
stop them all with shootfing, so you
will start to overrun his baftle line in
several places. The mobs furthest
back will then arrive, reinforced by
Orks which have mobbed up with
them, and finish off any pockets of
resistance.




So your head’s full of cunnin’ plans on how to crush your

foes, but what about painting all those greenskin warriors?
In this section we’ll impart some of the tricks of the trade
when it comes to painting Orks.

ORK SKIN

ainting Ork skKin is the

maost impaortant thing in
creating an impressive
Ork army.

Gobiin Green There are as many ways
drybrushed over of painting Ork skin as
Dark Angels  yhare are Ork gamers and
Graen, followed .
by a mix of Goblin each one has their own
Green and style. Some like to paint
Bleached Bone  their Orks simply, so they
diybrushed an 88 ean paint lots at the same
ahighight.— time. Others prefer to
carefully highlight and shade their models
for maximum effect. Whichever way you
paint your Orks, bear in mind that you will
be painting dozens of them, so choose a
style that allows you to paint lots of
models easily. A
single coat of
Goblin Green on
. a mass of Ork Boyz
looks fine,

Goblin Green, this fime ThEFE _ﬂFE.* a few

painted over Dark simple tricks you can
Angels Green and then  USe to add more
highlightad with a mix of  detail to your models.

Goblirn Green and E
r exampl wash
Bigached Bans. Uinona S Roias

of Green ink will
add instant
shading to your
Boyz. Another
trick is to
Goblin Green washed with  drybrush on a
Grean ink then diybrushed  lighter green to
with a mix of Goblin Gresn i :

and Bleached Bone as a hlgh“ght the

highiight.

detail.  We've
included some
examples of painting Ork flesh on this
page, but you can use all sorts of
combinations of Green ink wash and
different calours for highlighting. Feel free
to expariment.

Gretchin and Nobz can be painted
differgntly fo Ok Boye. This Grol
has bean paintad with 8 mix of
Gobdin Green and Bleached
Banea to make it paler and
waaker-looking than Da Boyz,

Many painlers
prefer fo paint Nobz
& much darker tone
than Boyz to signify
their age and
slrength — simply
leave off the
highfighting stage ar
use darker colours,

METAL

Lise  Boligun
Matal o paint
1 your guns and
choppas. It
that looks
good affer &
single . coat
and can be
highlighted
with Chainmail, A wash of Aust Brown ink
will riake your guns look weathar-worm. In
compansan, Tin Bilz is a much darker and
browner melal codoun. Used as a base
colour and highlighted with Boltgun Matal,
you gel evan dirtier looking guns.

PAINTING

TEETH

You can paint
tegth and homs
with  Bleached
EBone — a couple
af coals will ook
good aven over
biack. If you wan!
your modal’s
teath lo ook more discoloured, use a
wash of Rust Brown ink. You can also use
Bubonic Brown or Codex Gray as a base
calour for teath. We painted the horms on
thizs Nob with Scorched Brown first, then
the ridges wera painfed on with Bubonic
Brown and then Bleached Bona.

White or
choose a hghter version of it (eg, Bleached
Bore is a lighter version of Bubonic Brown).
Wipe away most of the palnt on a tissue and
lightly brush owver the raised areas of the
miniafure, The colourin the brush will come off
onto the detai, hghlighting it The more you
drybvush cver the moded, the lghter the model
will fook, so you can easily vary the look of alf
your models within 8 mob. You can paint ammour,
fur, verhicles and Ork skin this way if you ke,

o This is the end rasult
af Adrign
drybrushing over Dark
Angels Green a5
dizcussed above,

DRYBRUSHING

One way to paint Ovks is fo diybrush
them, which iz a way of highlighting
modeals,  parliculardy if they have
taxtured suaces. Start with your base
colour and aither hghten i with Skl

The skin of these Oris (painted by Adrian Wood) has been drybrushed
- the muscles particulay sult this shyle of painting. The skin was first
paintad a base colour of Dark Angels Green and was then drybrushed
with- a mix of Dark Angels Green and Goblin Green, Adrian then
drybrushed the whole model with Goblin Grean followed by a mix of
Goblln Green and Roiting Flesh. Finally the moedel had the lghlest
drybrushing of Rolting Flesh. Excassive, but it looks good!

Tor miake the shading fook nice and casp Adrian painfed on final hightights with & mix 'of

Goblin Green and Rotling Flesh.
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Ork warbands often belong to a specific Ork clan which has its own

colour schemes, glyphs and markings. On the next few pages you can
see examples of these that you can use to paint your army...

Goff clan Orks think they are the
toughest, most no-nensense
g, Warriors around and wear a
uniform that is sombre
black with some while
and red detailing. Black
and white checks
are aspecially

% popular.

R e e

,( "._

Mol with power claw
and bosspale.

The Warboss and his relinueg rmounted in a huge convarted warfrukk.



Snakebite Orks are distrustful of
technoloegy and prefer good old-
fashioned stuff. Their warriors wear
leather and furs for the most part, with
some red and white markings.

Nob wilh tig horms and bosspole. These three Snakeblies wore made from Bilts from
Warhammer 40,000 and Warhammer Orcs.

Bad Moons warbands are wealthy and waell-
equipped. Their ostentatious yellow clan colour is
used as markings in a ‘dog-tooth’ pattern or as a
background colour for black flames. 3

This wartrukk is
fitted with & ram
and a wrecker ball.

Siugga Boy Stikk Bormmas
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Deathskull warbands are expert lootars and scavengers and use blue as
their clan colour, which most Orks think of as a lucky colour. Deathskulls
often daub their bodies with blue warpaint to bring extra good fortune to
their scavenging exploits.

Nob with kustom shoota
and bosspole,

Siwgga Boys

Blood Axe warbands are seen as being tainted by un-orky ideas picked up from human

warriors on the battlefield and for this reason they are mistrusted by other Orks. Blood
Axes often use camouflage colours, although they appear rather lurid to human eyes.

Shoola Boyz

Evil Sunz are obsessed with speed and love to ride in fast buggies. Their vehicles and
warriors are all predominantly red (red ones go faster after alll), with some yellow
detailing. Yellow flames are a common maotif, and easy to paint toa!

To salisfy thair need for speed, thiz Evll Sunz Mob have given their trukk a red paint job.



Freebooter warbands are either made up of mobs of lots of
different clans or mobs that don’t belong to a clan at all. They
don’t care just as long as they are where the fighting is!

FREEBOOTERS

Freebooter warband is an ideal

opportunity to make up your own
warband’s colour scheme, so if you don't
see any clan colours you like — go
Freebooter! Many Freebooter warbands
are an amalgam of Ork mobs from
several different warbands. This means
you could use a mix of Orks wearing
different clan colours to give them a really
rag-tag, undisciplined appearance.

Adiian’s Ovk Nob wears white wamaint that
distimguishes his Trukk mob, ‘Da Dragsterz”,

Alternatively, you can create your own
entirely original colour scheme — for
example you might decide that Orks
would look groovy in white (Snow Orks!)
ar gray. It's worth thinking about having a
‘trademark’ feature for your colour
scheme (this is true of any warband, but
especially Freebooters). For example the
Blocdied Fist warband might have Orks
which all have their fists painted red,
whereas the Death Jawz have white jaws
and so on.

THEMED ARMIES

A themed army is one built around a
single, distinctive idea. This might be a
part of the background which appeals to
you, or a style of play which you really
like. For example, you might decide to
collect a Goff warband around the idea
that Goffs would never namby around
with Wheelz, so the only vehicles you use
are Ork Dreadnoughts: lots of Ork
Dreadnoughts! Themed armies need a ot
of planning, so they aren't very suitable if
you're just slarting out, but for an
experienced gamer they are a great way
of gefting a unique and very personal
force.

lighining fash,

Clan Glyphs

Goff

o
G-

E™ \E

» face,
Blood Axes

ORK GLYPHS

violence, bloodshed and... more viclance!

Orks use gliyphs fo spmbolise the important bits of their kultur, Nke

(o

e

Orks mix and combine glyphs togsther to creata new ones, for example the Blood Axes giyoh has been combined with a skull. If a glyph
represents something important ike a Weaagh!, Orks make if really big. Glyphs are offen made oul of metal and can be painted too.

This Mob has no specific
clan ghohs or colours,
the only decaralions ara
a few checks and a

Regular Glyphs

0 [

Waaagh:
S Bad, Warband, tribe of, Waleh Outl
Nob.lmy aumumy Cut, kill, execute, Ewil, bad, wicked.
ﬂ Daathskils w high rank assassinale brave, srm.ng tough N
a M QIR Ea
Snakebiles e Daath, bonas, skull,
1 Gﬂm Grub: rocks, white
Ruthless, prowess, ng'hrmng mmrmnerr: Gunnfng, find,

dangaraus fast sinke :: ::i i
Skmyu, Dakka; Gar: < Wazza:
Skarboy, veteran  *1HACK, noisy Elood, red, Leader, -:Jrfhar, head  Speed, Kult
; weapon, shoot, fight _ slaughter, wound  Ork Werlord of Speed
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Ork armies often include a lot of Wheelz, because they're
cheap and drive around much faster than the slower
moving mass of Da Boyz. | always used to find painting
vehicles daunting until | learned some good techniques...

hoose the colour you want to paint your vehicle and paint the

whole model all over. If you decide to paint your vehicle Baoltgun
Metal, just drybrush the colour onto the black undercoated vehicle,
it looks great immediately. After that, paint the
wheels and the crew as normal and the
vehicle is finished. You can add transfers
at this point as well if you want to. Sorted!

Crk warbike

SPRAY C

ANS
A very quick way to paint vehicles is fo use
spray cans. Simply choose the colour your
wart and elther spray i over a black
undercoat or direclly onfa the modsl
(black iz best though). You can also
lightly dust the vehicle, using spray
cans, over the base colour fo make i
look dirty or rusly. Afterwards = 5
arybrush on 8 ighter shade of your
chesen base colour to bring - the
detail back ouf.

This wartrukk is fitted with a big grabber and
painted in Boltgun Mstal. You can use clan
colowrs such as red and Back If you like, to it in
with your army.

vk Drgadnought and Killer Kans




GUBBINZ

Ork wvehicles are covered in bits and
pieces commaonly called ‘gubbinz’. These
bits can represent vehicle upgrades such
as boarding planks and reinforced rams.
However, more often than not gubbinz
are either useful or decorative stuff that
the crew have picked up, such as tools,
trophies and fuel cans. Adding gubbinz is
an easy way of modifying vehicles so that
they don't all look the same.

the Evil Sun and the Bad Moon. In the
case of the Evil Sun symbol on the

warbike, shown above, the symbol has
GLYPH been painted the clan colour Blood Red,

with the tusks and eyes painted just like a
PLATES real face. You can paint these symbols
Ork  miniatures  and (and indeed any Ork glyphs) in bright
vehicles often feature colours, or just leave them painted metal
clan symbols such as  if you prefer,

TRANSFERS

Transfers look great on both Ork miniatures
and vehicles and there are loads of
different designs to choose from. To apply
waterslide transfers, carefully cut out the
transfer and leave it in a saucer of water for
30 seconds. Using a pair of tweezers and a
brush, slide the transfer off its backing

paper and onto your model. Then use

the corner of a tissue to dab away any

excess water from the model and leave
st O . e for a few minutes to let it dry completely.
Transfers have been applied to this wartrak You can also combine transfers together
and drybrushed with Boltgun Metal to maks to make new designs, re-paint them

them Iook as if the paint has been chipped  different colours or highlight them.
awdy

e
¥y by

Checks have been painfed onfo this warrak's sides, lorks,
and big shootas, as well as the guaner's wist band. The
areas to be painted with checks were undercoated Skl
White first and then the grid was palnted on in Cheos Black.
Note the extensive battls damage fo the armour plate on the
front of the vehicle as well as o the mudguand.

Orks don't clean their vehicles,
it's too much ke hard work!
Therefore  buggies end up
covered in dust and grime which
is easy lo painl onte your
madals. Just drybrush brown
paint onto the vehicles or wheels
and fracks.

In arder fo get fransfers fo stand out against metal body waork, if's a8 e
good idea to paint a BMack background on first. When applied on fop,
white transfers stand oul from the vehicle as shown with the fame
affects on the front forks of this wartrak.




can make them as crude and

08 "a o

One of the great things about Ork conversions is that you

as rough as you like!

BE
This  warlrukk  is
fesiooned with ammour
plates  made.  from
metal and plastic Ok
vehicle parts, as wall
I as  olhers  crealed

| from plasti-card.

_ The ‘porthola’ was Y
made from a it af L
a light fitting.

it ek o

Andy  used tank
furrals to make the
bodies for his Ok
Dreadnoughts.

|

CONVERTING VEHICLES

Vehicles are perfect for

converting; it's relatively

easy to make ane buggy look wvery
different from another. One way is to
swop the front plate of a bugagy for part of
a trukk, or replace it with a metal front
plates from another vehicle. There are
loads of different bits and pieces for Ork
vehicles that you can use to make a
unique looking vehicle. If you are a bit

You ean éven have a [B o

go at making yeur own
Ork buildings. This one
was mads from afl
furrilure drawear!

Orks often construct makeshift strongholds
for themselves and these pieces of
scenaery are an excellent addition to your
battlefield. As you can see above, there are

This wartrukk has had fraks added, a remodelled
hult and an impressive skorcha conversion.

more adventurous, you can really start
swopping bits around, as you can see in
the examples above. Extra wheels look
good, as do additional weapons, battered
armour plates, etc. We suggest that you
also carve some battle damage into the
plastic with a modelling knife or a pin vice
drill.

ORK STRONGHOLDS

already a fort and a stronghold available as
card buildings. If you want, you can also
add parts from the Batllefield Accessory
set such as barrels and tank traps.



This page details lots of different tips that you will find useful
for painting Orks. Look out for more in White Dwarf magazine.

BATTLE DAMAGE

Battleworn paint over metal
looks great on Ork miniatures
and is very esasy to do. We
used this effect on this Ork's shoulder
armour, After painting the armour red,
random shapes were painted onto it in
Chaos Black. Then Baoltgun Metal was
painted over the black areas leaving a
slight line of black showing. To finish it
off, a little Mithril Silver can be painted on
o make the metal look really worn.

PAINTING CHECKS

Painting checks onto models and
vehicles is simple once you know how.
Start by painting the area you want the

check pattern on with Skull White (or
any other light colour). Then paint
parallel lines horizontally and
vertically in Chaos Black to make a
grid. Finally paint alternate squares
to create a chequered effect.

WARPAINT

One of the best ways to unify
your mobs of Orks is
warpaint. Choose the colour
for the mob and paint marks
onto the skin. Ork glyphs look
good, as well as simple lines
and dags. If the mob belongs
to a particular clan, such as
an Evil Sunz mob, use warpaint in the
appropriate clan colour, in this case red.

DAGS

Alsg called dog-tooth
paltern, dags are a
good Orky decoration
for both troops and
vahicles. First paint &

Zig=zag patiem and
then fill in each

allemnale tiangle.

[AAAAl

Individual Orks are just as much fun to convert as their vehicles.
Plastic Orks are perfect for converling, there are so many different
combinations that you can really lel your imagination run rol. Swapping amms,
weapans and heads is the easiest way to change a figurs. For inslance, adding
plates to their froni, back and showlders is a good way of making "Ard Boyz.

Adrian Wood's crazy
Storm Boy conversion.

Erian Nelson's superbly 2imple
convarsion faalures

ihe human head |
from the Ork sprue. | JEk.

Andy Chambers has used extra metal bits and rmodelling putly fo make
his Skarboyz. Nole the human heads hanging off the belt of one Ork.

This dynamically posed Ork is ~ Dave’s Ork with big shoola was
ane of Dave Gallagher's. made by adding an extra barrel
Both thess Deathskull Lootas are armed with Space Marine heavy weapons.  Conversions. The legs have length to. the shoota and
These conversions are very simple: just cul off the shoolas and add the D88 cutlo creale a headlong  repasitioning the legs and fast to
Imperial guns. charge. gel a recoll effect,
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The Battle of Big Toof river was created as a display for Games Day '97.
Ork fanatics throughout Games Workshop contributed hundreds of
figures to create this truly awe-inspiring spectacle.

The huge Ovk fort dominzates
one comer of Big Toof river.
You can see mob afier mob
of the Ork defendars pouring
onie he batliafiald.




- The Stormboyz
Jumg Big Tool rver

in arder to assault
the Imparal Guand
defandears.

Countless buggies sweep over the
hill and onto the Imperial positions.

Leading one of the
columns of Crks
through the outlying
Ok buildings is this
huge scratch-built
Squiggoth.

4 A

Captured Imperial vehicles
kustomised by the
Mekaniaks strike oul for
the Imperial Tank forces.
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On this page are some of the best Ork models that we've ever

seen. The Golden Demon painting competition at Games Day
always features loads of

great Orky conversions!

Ork qht by
Josd Anfonio Romero.

Wraagh! b

with this imagnative
footed Imperial vahiche,

Adrian Wood's s¢ ilt balilawagon,




ORKS

hig next part of the Codex is given over to all the bits and
pieces that don't form part of the army list or hobby guide.
This includes rules for new weapons and wargear detailed in the
Ork Armoury and a selection of infamous Ork Warbosses and

to these we have compiled a series of treatises and studies
about the Ork race which confinues to plague the Imperium.
Hopafully these should be of some interest to players who are
running campaigns or want to create their own clans and

warnors to use as special characters in your games. In addition

warbands — as well as being a good laugh of coursel

TRANSMITTED: Midsl 11
RECEIVED: Geancman Prime
DESTINATION: Mars

AUTHOR: Magos Biclogis Rustex

TITLE: Preface: Growth patterns of Orks

Il is widely accepted as fact that prolonged
perinds of conflict lead to an increasc in the
size and strength of Orkoid individeals. Ouwr
ressarch’ team sel outl fo investigate whether
this ‘phesomenon had  additional,  further
reaching, cfiects on Ork socictics. We have
spent” the last reo decades studying Ok
COMMUNITIEs. 18 virious
Segmentum Obscurus, taking physical samples

regions - of the

and comparing their cxologital composition.
The cvidence we huve gathered s highly
conclusive. -

Orkowd settlements which have undergone Iung
term . isolation, with relatively few Otks [up o
10.0500] show a decline in saze and stators [rom
those more  regularly encountered.  Samples
taken from Ork colonies in the Piramar and
Goliznt  Sectors. where Ovks are Jow i
density, showed a decresse in body mass of 15
19%. They were less physically  aggressive
[1|T|1mlg|'| still up:l.b]t of tearing 2 man limb

from limb il pecessary]. To compensate for this

reduction of stature, greater relisnce is placed
an their crude technolegy, with ranged fighting
taking greater precedence over the brutal affair
of close mélee. This sub-type of Ork is non
widely found, both dec to ther lick of
sumbers and  also  the fact thar  such
developmeats take place in the most solitry
and backwater conditions:

Coayerssly. Orks in greater numbers’ are much
more likely o be ficrcer in combat: more
aggressive and short tempered:  impatient and
less likely 1o employ ranged weaponry with
any noticeable effect It appears that the greater
the number of Orks preseat [on 2 global and

intesplanetary scale] the more the Orks’ savage
basic instincis prevail  Such specimens are
physically  lirger than  their scattered
counterparts, and the muschmass ratio of their
exclogical make-up i greater [in other words

there is literally streagth in sumbers for the
Oiekes]

Attempts  to - pescifate  the so-called Ok
enclives of* Gathrog and  Dregruk in the
southern  regions of the Sepmentum  have
proved unsuccessful. The Ovrks have dominated
these arcas unchecked since before the founding
of the lmperium and &t i, quite reasonably,
surmised that within a0 area of only & few
light years there are tens of millions of the
creatures. [t is possible that in such conditions
the Orks’ physscal propostions are even. more
prosvunced, with whole plinctary. populations
the size of the sub-type known to cur warriors
as "Skarboyz, When one considers the size of
the ‘Mobe and Warbosszs™ of even reluively
small Ork armies. oac shudders o think of
the mosstrous creatures that must dosminate
these cultures. Should ever such 3 monster be
filled with a desire for conquest, it is 3 matter
of much debate whether any military means at
aut dispedal could stop them

I_S | 179: TYPICAL ORK GROWTH PATTERNS
AR RTPUP ; Anzatited with Termisology commaonly used by the
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Ammo Runt

An amma unt 15 a h{!ﬂ.‘u‘il'}' overturdensd
Gretchin who cames a massive amount of
axira ammo for his master. One Ork model in
base-io-base contact with an amma runt in
the shooling phase is allowed (o re-roll one
To Hit dice. The ammo runt is removed once
the re-roll has been used — it can be
imaginad that the runt has gone running back
te camp to fetch more ammao for his master
(but with typical Grod stovenliness will not
retum during the battie!).

An ammo munl may not be chosen as a
casualty caused by enemy shooting (they
stay well out of the way ‘cos they're canmying
lois of ammo!) but Blast markers and
templale weapons will affect them as normal.
Ammo runts removed because they are
‘used up’ do not count for morale or victony
points purposes.
WSBS S
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he following rdes gescrbe how all of the specialised equipment used by Orks works during & battle, These rules fend to be more delalled
than those in lhe Warhammer 40,000 ruiebook, and supersede them If they are different. Anything nof listed here functions exactly as
described in the Warhammer 40,000 rulebook.

Attack Squig
Some varieties of squig are viclows predators
with razor shamp fangs or a poisonous bile.
Aftack squigs are specially trained to
accompany an Ork character and attack the
enemy on command. They have the following
charactenshics:
WEBS S T W | A LdSv
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Choppa
Balowed of Ork Mobz in paricular, choppas
are usually immense axe-like weapons or
brutal cleavers. Choppas frequentiy have a
chainsaw edge to make them exira rppy
when it comes to chopping through amour.
In close combat choppas limit ihe saving
hrowd an enemy model can have o a 4+ al
basl. So, for example, if a Space Marine in
power armour or Terminator armeodr were hit
and wounded by an Ork with a choppa thay
waould have to roll & 4 or more 1o makea their
saving lrow.

Big Horns/Iron Gob

Ork leaders commonly display their prowess
by hunting down and killing dangarouws
beasis. The creatures they fight against the
mast are thosa with big homs or Wwsks which
can then be displayed on the Mob's helmet
for all the Boyz to sea. If such a creature has
& disappointing lack of homs or tusks the Ork
leader will sport a buge metal jaw instead to
show that he has got the biggest bite around!
It & mob is led by a Warboss or Mob with
either Big Homs or an Iron Gob they add +1
1o their Leadership value, Note thal the two
may nat be combined to get a +2 bonws.

Bionik Arm

Onk bioniks are typically crude but afective.
Ork bionik arms are equipped with built-in
weapons as standard - be lhey one-shol
sluggas, refractable spikes, ferocious
crealures in cages or something even more
umsubtle. An Ok with & bionik arm causes
ome automatic Strength 4 hit in close combat
with the equivalent of Initiative &, but only if in
base-lo-base contact with the tlarget. The
piathora of spikes, blades and other hurty
bits welded on to the arm mean it also counts
as an additional close combat weapon. This
may not be combined with mega amowr.

Bionik Bonee

Orks with serious head injuries may well
coma back from the Mad Dok’s with most of
their cranium replaced by solid armaour
plates. An Ork with a bionik bonce adds +1 to
its armour saving throw. This may not be
combined wilh mega armour.

Bosspole

In addition to their Blg Homs and Iron Gobs,
successiul Mobz have a trophy pole to camy
interesting souvenirs from loes they have
defeated in battle. The pole may be caried
by the Mob (sirapped fo his back) or by a
membar of his mob (incleding a Grot but not
& squig). An Ork mob trying to mob up with a
mob carmying a bosspola may re-roll their
Leadership test if they fail on the first try,

Burna

Burnas are culting torches used by Mekboyz
for canving up vehicle wiecks into useable
chunks. However, 8 quick twist of the mbdure
valve and WHOOOSH! the buma spils out a
blast of incinerating flames. A buma may be
fired in the shooting phase with the slats
shown below or in close combat as a power
weapon, It may not be used fo shoot and fight
in close combat within the same turm. Burmas

roll - 2060 instead of 1D6 for armour
penelration against vehicles.
Range  Sir AP MNoles
Template 4 5 Aszault 1




Cybork Body

Critically injured Orks may survive to fight
again afler an extensive rebuild at the Mad
Dok's, An Ork with & Cybork body can
survive termible injuries and so gains a 5+
imvulngrable saving throw.

Dok's Tools

A Mad Dok wilh Dok's tools can have a go at
fixin' one wounded Ork in the mob he is in
each tum at the end of his enemy’s shooting
phase, even Orks reduced lo zero wounds
can be saved... perhaps! If several Orks have
been wounded the Mad Dok can choose
which fo assist. Roll a D6 for his effaris and
look up the résult below,

D&  Result
1 Aaargh! The Ork suffers 1 wound.

reduced to zero wounmds, remove
the Ork as a casually.
2-5 Da patient is restin'..., The Dok

achigves preciscly nothing this time, |f
the Ork had been reduced to rero
wounds remove il as a casualty.

& Jeb's a good 'un! The ik regains
1 wound, up to the maximum 0t
stared the game with.

'Eavy Armour

Ok "eavy armouwr is made up of thick armeur
plales shaped to fit an Ok (S0 of) and cover
up its few vulnerable spois. This gives the
Ok wearing it a 4+ armour save.

Grabba Stik

Grabba stiks are long catchpoles lhat
Slaverz use to calch wayward Grots, In close
combal a Slaver armed with & grabba slik
can make its full number of attacks even if it
is 2° away from an enemy model, The stik's
effects may not be combined with any other
special close combat weapons or attacks.

Grot Orderly

Mad Doks often have a small gaggle of
Grelchin slaves that help fetch and camry,
stitch wounds, elc. Each ardery in base-to-
base contact with a Mad Dok gives him a +1
bonus on the dice roll for using Dok’s tools,
up @ max of £3. However the Grols
enlhusiasm often exceeds its capabilities so
a rall of 1 belore bonuses always fails and
inflicts a wound on the unlortunate patient.

WSBS S T W | A Ld Sy
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Grot Oiler

Mekboyz use Grot slaves to cany their tools,
hold stufi in place, bash in extra nails, ate,
Each Grot ofler in base-lo-base contact with
a Mekboy gives them a +1 bonus to the dice
rofl for using their Mek's tools, up to a
maximum' of +3. Grot cilers sometimes gel
under the Mek's feet and pull the wrong wires
oul 50 a rofl of 1 always lails.

WEBS 5 T W |
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Kannon

Kannon are heavy guns mounted on
wheeled carmiages and crowed by Gretchin
They can firg either a big bore frag round for
blasting infantry or a solid shell for punching
through fanks. They are appallingly
inaccurate but make very, very big holes
when they hitl

Kannon may use frag or shell rounds: choose
which yau are firing with befare rolling to hit.
Frag rounds are resolved in the same way as
ordnance bul usa the small Blast marker —
place the marker (within range and line of
sight) and redl the Scatter dice and a D&, The
marker mowves D& in the direction indicated if
an arrow is rolled. |f a ‘hit’ is rolied the shot
lands cn target but it 2 6 is rofled on the D& a
hit is scored and one of the Gretchin krew is
killed in a nasty firing accidenl. Kannons
firing shells roll to hit as normal and have a
BS of 2

Against vehicles shells count as an ordnance
hit, so roll 206 for armour penetration and
pick the highest results. Any penetrating hits
rall for damage on the Ordnance Damage
table, for glancing hits use the Glancing Hits
table a5 nommal. Kannon have the following
characisnstics:

Range Str AP Notes
Kannon (Frag) 38 5 5 Heavy 1/Blast
Kannon (Shell) 35 803 Heavy 1
Hombi-Weapons
A Kombi-weapon is  iwo  weapons

nailediwired/wolded together, and gives the
Ork a choica of two weapens to fire with. An
Ork that is armed with a kombi-weapon may
choose o ire one of the weapons during the
shooting phase. The shoola may be fired any
number of times, but the other weapon is
only allowed 1o be fired once per battle, Mole
thal you may not choose o fire both of these
weapons at the same lime. A kombi-weapon
may be upgraded with kustom jobs but the
customising only applies to the shoota part of
the weapon

Rustom Mega-Blasta

A kustom mega-blasta is a mamvel af Ork

technology which works by firing a blast of

energy al the larget. However, if a mega-

blasta rolls a 1 To Hit it scores a wound on

the Qrk carrving il (nomal armosr saves

apply) or scores a glancing hit on the vehicle

carrying if.

Range Str AP
240 T 2

MNotes
Heavy 1/Blastigels hotl

Hustom Force Field

Mekboyz have &n uncanny underatanding of
battiefield technolegy and will sometimes
build or scavenge powerful force field
projectors 10 protect the Boyz on the
battiedisld.

A kustom force field gives all models within 67
a 5+ cover saving throw, vehicles within 6°
are treafed as being hull down, The force
fiekd has no effect in close combat.

Hustom Job: More Dakka

Mekbaoyz spend much of their time tinkering
with weaponry to make it more poweriul of
faster to fire. More Dakka kustomisin' makes
a shoota or slugga Assault 2 instead of rapld
fire or pistol respectively (Mare Dakka
sluggas may sl be used in close combat
fwenver). A Mone Dakka kustom job may b
combined with a Shootier Kustom job to
produce a 55, assault 2 shoota or slugga.

Rustom Job: Shootier

Just as popular as More Dakka kustom jods,
Shoolier weapons use a larger calibre and
heavier ammao to give lhem more punch, A
Shoolier kustom job makes a shoola ar
slugga 55 instead of S4.

Rustom Job: Blasta

A shoota or slugga with the Blasta kustom job
has extra heavy duty armour plercing armma
of is radically allered so that il fires a lethal
energy bolt capable of buming through
ammour. A Blasta kustom job gives a shoota
or slugga AP3 at up to 12" range, increasing
o AP2 il the target is within 6% Bul a shoota
or slugga wilh the Blasta kustom job gets hot
just like a plasma weapon, 50 on a roll of 1 To
Hit the weapon scores a wound on its finer;
normal armour saves apply,

Lobba

These are arillery pieces crewed by
Gretchin, They are called lobbas because
they ‘fob” their paylead in a high anc onto the
enemy. How they go aboul lobbing their
munitions varies. Most look like big maortars
ar howilzers but rockets are popular too and
there have even been reports of medieval-
style catapults and trebuchels being used.
Regardiess of their type all lobbas wark in the
same way as slandard barrage weapons —
guess range and roll for scattar. However if a
'Hit' and a & are rolled together a hil is scored
but one of the Lobba's Gretehin krew is killed
in‘an unforiunate mishap (launched high info
the air, crushed by the Lobba's recoil, atc),

Range Str AP
Gugss 487 5 5

Mega Armour

Mega armour is a suit of massively thick and
heavy armour plates over a powered exo-
skelelon. Though slow mega armour has the
advamniages of giving a 2+ armour save and
includes a shoota and power claw. However,
an Ok in mega amour always moves as if in
difficult terrain (but there’s no exira penalty i
aclually moving through diflicult terrzin), If
you have a unit that includes several Orks
with mega armour just make one roll 1o see
tvov far the ks gat. Mega armour weaponry
may nel be changed for other types (becauss
it's built in) but the shoota may be upgraded
o a kom-shoota andior a kustom shoota.
An Ork in mega armour may not use the
following abilities. equipment or weapons:
Jump packs, bikes, infiltration, bioniks, frag or
krak stixkbombe or tankbusta bombz.

MNotes
Heany. 1/Blast




Mega Boosta

Some mega armoured Orks gel exira power
boost units fitted to thelr suits to ensura that
they don't miss out on any chances for &
fight. If an Ovk in mega armour has a mega
boosta he is allowed to re-roll his dice for the
distance he moves, If a unit of Orks in mega
armour includes some with nmega boosias
and some without only the ones that have
the boostas will gain the benefit of the re-roll,
the others will only move the distance first
rodled;

Mekboy’s Tools

A Mekboy equipped with Meklboy's tools can
attempt to repair a vehicle which has sullered
an ‘Immobilised” or "Weapon destroyed’
damage result, or to fix a big gun which has
been destroyed. In order 1o attempt a repair
the: Mekboy has to reach the vehicle or gun in
his movement phase and may not shoot or
fight in close combat that tum., At the end of
the tum roll a D6 and lock up the rasult on the
table bebow.

O Result

1 Krunch! Oopsa! If it wasn't Droken
before it s nowl No further
repalr attempts can be made on lhe
vehicle unlass it becomes damaged
agakn.

Umm, dis hit goes dere... The
Mekboy makes no progress this tum.
He can keep trying in his next Wm or
give up and go somewhers else.

Job's a good 'unl The waapon/ig
gun is fixed or the vehicle is made
maoblle again.

Skorcha

A skorcha s an Ork vehicle-mounted
flamethrowear which sprays a gout of buming
fuel over the target area, reducing it 1o a
burning shambles in seconds. Some kustam-
kombi shoolas are built to inclede a skorcha
barrel and engugh fuel for one shot. The
skorcha has the ollowing profile:

Range Str AP
Template 5 4

Notes
Asaault 1

Squighound

Squigs are simple creatures genstically
related to Orks that form an essential part of
Ok ecology (or Orkology). Some are trained
as guards and hunters, pariculary by
Slavarz. A Slaver with a squighound in base
contact may re-roll Leadership tests and
Morale checks for the Grot mob or Big Gun
battery he is leading. The Squighound is
represented by a separate model with the
following characterislics:

WSBS 5 T W I
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Super Stikkbombz

Mekboyz can't resist improving something,
even if it makes that something hidecusly
dangerous in the process, Super stikkbombz
are a case in point, each one is a bundle of
krak bombz wired together to make one
almighty bang.

Super stikkbombz work just like krak
stikkbombz but have an armour pensgtration
of 10+2D06. If a double is rolled on the 206
ihe aftack is resolved as normal but the
Mekboy using them s atso caught in lhe
explosion, he suffers a wound automatically
but may alternpl an armour save as normak,

Stikkbomb Chukka

A stikkbomb chiukka allows a8 mega armoured
Ok to use frag stikkbominz so that it can fight
froops in cover simuftaneously instead of
stiking last. A mega amoured Ork which
chooses to use a slikkbomb chuecka must
attack with ils basic Strength instead of wsing
its power claw that tum.

A Ld S5v
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Tankbusta bombz

These bombz are directional explosive
charges the size ol manhole covers. They
are used by Orks against vehicles and
fortifications which krak stikkbombz just
aren't heavy enough 1o break. Tankbusia
bombz are used just like krak grenades 1o
attack wehicles and bunkers. Howsver
Tankbusta bombz double the D6 roll for
penetrating armour, giving them an armour
peneiration of 6+(DEx2).

"Uge Choppa

‘Uge choppas are unsubtie double-handed
hitting implerments easily capable of cleaving
an opponent in bwo. An Ork with an 'uge
choppa always strikes last in close combat
but adds +2 to their Strength and their
opponent's maximum save is reduced 10 4+,
An Orld using an 'ufge choppa may not use
any other close combat weapons at the same
e,

"Urty Syringe

Mad Doks camy all kinds of crude, rusty,
medical paraphemalia. Most of lhe saws,
blades and hammers they camy make perfect
close combatl weapons, but a special
favourite is a huge steel syringe filled with a
toxic goo of the Doks own devising. A Mad
Dok armed with an ‘urty syringe always
wounds on a 4+ regardiess of the victim's
Toughness. "Urty syringes have no effect on
vehicles, Tyranids, Daemons, Eldar
Wraithguard or the Eldar Avatar.

Waaagh! Banner

This banner Is camied by a8 Warboss or his
bodyguard to show how dangercus the
warband s, It iz decorated with glyphs
declaring the warband's invincibility and
mementoes of defeated foes. The banmer
has an almost religious significance to Orks
aned they will fight ferociously in its presence.
Any mob thal has one or more models within
12* of the banner may re-roll their Powsr of
the Waaagh! test when they charge.

Zzap Gun

These guns are powerful, but unpredictable,
energy cannon that are crewed by Gretchin.
The gun aulomatically hits any single moded
within range and lire of sight. Simply pick a
target and roll 206 to determina the strength
of each hit {up 1o S10). If the gun rofls an 11
or 12 for its Strength it overheats, no hit is
scored and one of the Gretchin is killed.
Anainst vehicles the gun rolls its Strength on
2D6 as normal and then acds 2D6 to the
Ammour Pengtration roll.

Range Str AP
245 2D6

MNotes




ORR UEHICLE UPGRADES

Armour Plates

A vehicle with armour plates has
extra protection against hits. Roll a
06 for each glancing or penetrating
hit caused againzt it. On a & the hit is
ignored because it's deflected by the
armour. Armour plates will have no
effect against ordnance hits 'cause
they're just too bigl There are two
costs for armour plates. The cheaper
one is for vehicles worth 50 points or
less (including any other upgrades
they have apart from the armour
plates) the second is for vehicles that
are worth 51 or more points.

Big Grabber/Wrecher Ball/

Reinforced Ram/Boarding Plank

Although these upgrades work in
different ways their effects are the
same. They allow an Ork vehicle to
attack an enemy wvehicle in close
combat. The Ork vehicle must move
into. contact with the target vehicle
during its movement phase but may
not attack if it moved more than 127

The Ork vehicle may shoot in the
shooting phase as normal and then
resolves an attack in the assault
phase. The vehicle has one attack
for each upgrade listed (ie, a vehicle
with a boarding plank, big grabber
and ram would have 3 attacks).
Attacks hit on a 4+ regardless of the
target's speed and are resolved with
a Strength of 6. Walkers, skimmers,
infantry and any other models that
have a W3 characteristic may not be
aftacked as these weapons are too
cumbersome fto be used against
them.

Bult-on Big Shoota (Wartrukks Only)

A bolt-on big shoota can only be
mounted onto a wartrukk. It can be
fired by one of da Boyz cnboard who
is a passenger as long as the
wartrukk itself does not move more
than 12° that turn.

Grot Riggers

An Crk vehicle with Grot riggers on
board which becomes immobilised
will be able to start moving again on
a D6 roll of 4+. You can test 1o see if
the vehicle becomes maobile at the
start of each Ork tum.

Searchlight

Searchlights are only of any use in
missions where the rules for night
fighting are being used, such as the
Might Fight mission. They allow one
enemy unit spotted by the vehicle or
Dreadnought to be fired at by any
other Crk units that are in range and
have a line of fire (the enemy unit
has been illuminated by the vehicle’s
searchlight).

However, a vehicle or Dreadnaught
that uses a searchlight can be fired
on by any enemy units in their mext
turn, as they can see the searchlight
shining out into the darknass.

Spikes 'n’ Blades (nor wartrukhs)
Enamy infantry which fry to attack a
vehicle that has spikes 'n blades in
close combat and miss suffer a S3
hit. Warntrukks may not be fitted with
spikes ‘n' blades because da Boyz
would get skewered by them when
they jumped off!

Stikkbomb Chucha

A vehicle or Dreadnought eguipped
with stikkbomb chuckas can make a
Tank Shock attack even though it
isn't a tank, A vehicle may not move
more than 12* and attempt to tank
shock and a Dreadnought can only
attempt a Tank Shock attack in its
movement phase. In the assault
phase it must move into close
combat instead. if a proper tank is
equipped with stikkbomb chuckas
any tank shock it inflicts has an extra
-1 modifier to the troops Morale
check.

Turbo Boosta

A vehicle with turbo boostas can
trigner them in any of its movement
phases. The turbo boostas add De"
1o its movement, but for shooting and
disambarking troops the vehicle
counts as moving at the speed i
went before the turbo boosters ware
added. The extra D6 movement
must be uzed 1o move in a straight
line and if a 4+ is rolled the vehicle
and any passengers onboard may
mot shool or disembark that tum as
they're too busy hanging on for grim
death.

Red Paint Job

An Qrk vehicle with a red paint job
adds +1° to all of its move distances.
So, for example, a fast Ork vehicle
with a red paint job could move 13°
and still fire one weapon andior
disembark troops or move 25" and
not fire at all.




The big gunz boomed out with
an earthshaking roar and
their deadly cargo screamed
overhead. Boss Grubnatz
sguinted over the shattered wall
at the Space Marines deploying
at the bottom of the hill. They
ware unfolding inte neat ranks
like a well-oiled machine,
apparently oblivious to the
explesions and  shrapnel
scything past. He hawked and
spal a huge glob of green phlem over the wall, There ware
loads of them, almost as many of them as there were
Orks in the ruins.

He ducked back down and looked over his own boyz.
After months of fighting the survivors were gelling bigger
and tougher, their green hides thicker and more gnarled
just like proper Orks. They were all excitedly slapping
magazines into their shootas, cracking knuckles,
sharpening fangs and blades and bragging about how
many Marine-boyz they were going to kill. Grubnatz
decided that he would have to keep an eye on young
Skabsnik — the extra slabs of muscle he was growing and
the truculent look in his eye showed he had started getting
ideas about being Boss. He'd need to be taught a lesson
pretty soon.

Time for that later, thought Grubnatz as he cursed them all
roundly for being slackers and kicked them into a fighting
line, no more than two or three o each gap in the wall.
The last boyz were just in place as Space Marine bolter
fire started blasting lumps out of the wall,

Grubnatz bounded to his feet and started blazing away,
the boyz following suit. Up and down the ruins he could
hear shouts and other mobs firing (though Grubnatz
reckoned he'd got off the first shot). The neise alone was
incredible, it pounded at his ears like a tribe of insane
drummers, Great daggers of flame stabbed out from their
shootas and hot shell casings spewed evarywhere. The
resulting storm of fire whipped across the armoured ranks
and sparks flew as shots ricocheted off the Space
Marines' armour, some of them fell but the line kept
stubbornly advancing.

There was a flash and roar a split second before Grubnalz
found himself hurled to the ground. A series of raucous
explosions followed, rubble and dust flew from the walls
with each concussion. Smoke and flames were snaking
through the ruins as the boyz clambered to their fest.
Several were wounded and some didn't get back up at all,
even when they were Kicked. Skabsnik was incautious
enough to stand up right next to a gap in the wall and was
blown to bits by bolter fire where he stood. Grubnatz felt
vaguely disappointed that he wouldn't get to fight
Skabsnik now thal the slupid zogger had got himself
perished. The Space Marines must be getting close now,
time to back off to the couryard. He led the dazed
remnants of the meb in a crouching run back to the hollow
shells of the buildings on the other side of the courtyard.
Shots snarled and roared over their heads as they ran but
nobody was hit.

There the big gunz were being readied for another shot,
Slavers cracked their whips, eliciting thin shrieks of pain
from the Grots struggling to push the guns into position
and lug more ammo forward. Grubnatz took his boyz to
join up with the remnants of Ruzgob’s mob. Ruzgeb and
his boyz jeered them as they came up but it pul more
heart back in the boyz as they jesred back.

“Got chewed up an’ spat cut?” Ruzgob shouted,
“Dinna see you up there wormfood!” retorted Grubnatz.

“You was too busy runnin' like a runt”, Ruzgob added
emphasis by kicking his ammo runt a good three metras.
It was an impressive kick but Grubnatz wasn't about 0
concede that. At that point armoured figures pushed
through gaps in the outer wall and further exchanges of
wit ware cut short by the big gunz going off again with a
crash that sounded like the end of the world.

The carnage was impressive, what was left of the wall
was painted with bright red blood and armoured bodies
were piled high around it. Ruzgeb and Grubnatz led their
boyz into the open and charged forward, howling and
loosing off shots as they ran. The surviving Space
Marines didn't run for it or even back away, though
Grubnatz had fought Space Marines before so he didnt
really expect them to, instead they levelled their boltars
and started firing. Boyz were blown apart left, right and
centre but they kept going, Grubnalz” boyz weren't going
to be ouldone by Ruzgob's skum. As they were about 1o
barrel into the Space Marines a huge chunk of wall
tumbled inward and the massive, armoured shape of a
Dreadnought lurched through the gap with its cannon
blazing at the charging mobs.

Without pause the Dreadnought plowed into Ruzgob's
mob like a juggernaut and almost disappeared as Orks
hurled themselves at it. The Space Marines charged to
protect their Dreadnought and in an instant the whole
courtyard had dissolved into a sprawling hand-to-hand
combat. This was the time all Orks lived for — the roaring,
blood-pumping, heart-racing mayhem of face-to-face
fighting. Grubnatz brought his choppa down on the helm
of the first Space Marine he reached but it glanced off the
shoulder plate. The Space Marine raised a bolt pistol and
blew a big chunk out of Grubnatz shoulder, which stung
like crazy and made him really mad.

Grubnatz struck back with a roar, hitting at the joints in the
Space Marine's armour; elbows, knees, neck = that was
where they were vulnerable. In a few guick chops the
Space Marine was face down in the mud and Grubnatz
was blasting his slugga into the back of another one his
boyz were having trouble with. Ricochets flaw wildly but
one shot hit something vital and the Space Marine
crumpled. Grubnatz' arm was starting o stiffen up now
from the wound but his blood sang with the joy of violence
too much to take notice. He blazed away with his slugga,
revelling in the solid kick of it each fime it fired. When it
was empty he threw it at the Dreadnought, which was
busy ripping bits off the last of Ruzgolb's boyz, He roared
with laughter and swung his choppa to split the skull of a
Space Marine who was trying to get to his feet — this was
the life!







WARLORD GHAZGHRULL
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An Ork army of at least 2,000 points may be led by Ghazghkull. If you
include him then he counts as a HQ choice for the army. He must be
uged as described below, and may not have any additional equipment
from the Ork Armoury. In addition he may only be used in a battle
where both players have agreed to the use of special characters.

Wargear: Iron gob, bosspole, mega armour, mega boosta, stikkbomb
chucka, Adamantium skull, kustom shoota (S5 Assault 2).

SPECIAL RULES

Adamantium Skull: In some forgotten firefight long age Ghazghkull took a
belter round in the head and was almost killed. He was saved by the ‘skills' of
Orky serjery and his own Ork hardiness.

The adamantium skull plate he now has adds +1 10 his Toughness (as shown on
his profile above). Whan Ghazghkull charges into combat he gets an extra free
head butt attack against one model in base contact with him, The head butt is
resofved as an attack made with an Initiative of 4, roll 1o hit as normal for a close
combat blow and if a hit is scored roll to wound with Ghazghkull's Strength of 5.
A model that suffers a wound from the head butt is stunned for the rest of the
twurn and may not attack in close combat.

Power of the Waaagh!: Ghazghkull has always bean a mighty prophet of the
Waaagh! and is capable of rousing enfire planetary populations of Orks into a
frenzy of conquest and bloodshed. Once, during a batile, Ghazghkull can
unleash the power of the Waaagh! the awesome unconscious psychic energy of
Oirks fighting, This can be summoned at any time including during an opponent’s
turmn. For the remainder of that player's turn and all of the following player's tum
Ghazghkull gains a 2+ Invulnerable save. In addilion, for the duration of the
Waaagh! all Orks pass their Leadership tests and Morale checks automatically
and recover from pinning immediately. Orks fighting in close combat double their
Initiafive just as if they had charged and passed a mob size check this turn. MNote
that Grois never benefit from the power of the Waaagh! (they're just too weedy).

Goff Army: Ghazghkull iz a member of the Goif clan and his amy is shaped by
his prejudices. An army including Ghazghkull must have at least one mob of
Skarboyz but may not include more than ona unit of each of the following troops
or vehicles: Kammandos, Bumna Boyz, Warlraks/Buggies, Warlikes, Big Gunz,
Lootas and Looted vehicles.

Independent Character: Unless accompanied by a bedyguard, Ghazghkull is
an independent character and follows all the independent character rules as
given in the Warhammer 40,000 rulebook.

Bodyguard: Ghazghkull can be accompaniad by a Ork Warboss bodyguard.

&k J'm da hand of Gork and Mork, dey sent me to rouse up da boyz to crush and kill ‘cos da boyz forgot what dere ‘ere for. | woz one of da boyz till
da godz smashed me in da ‘ead an' | ‘membered dat Osks ks meant to conguer and make slaves of everyling they don't kill.

I'm da profit of da Waaagh an’ whode worlds burm in my boot prints. On Armour-Geddern | led da boyz through da fire deserts and smashed da humées'

metal cities to scrap. | fowght Yarik, old one-eye at Tartarus, an' he fought good but we smashed iz city too,

I'm death to anyfing dat walks or crawts, where | go nothin' stands in my way, We crushed da slunties on Golgotha, an' we caught old one-eye when

da speed freeks blew da humsies’ big tanks ta bals. | ket ‘im go 'cause good enemies iz ‘ard ta find, an Orks need good enemies ta fight like they need

meat ta eat an' grog ta drink.

I iz more cunnin® than a Grot an” more Killy dan a dread, da boyz dat follow me can't be beat. On Pissenah we jumped da marine-boyz an’ our

bosspoles was covered in da helmets we 1ook from da dead 'uns. We bumed dere port an' killed dere bosses an® left nothin® bul ruins behind.

I'm Warlord Ghazghkull Mag Uruk Thraka an' [ speak wiv da word of da gods. We iz gonna stomp da ‘coniverse flat an’ kill anyfing that fights back.
We iz gonna do this coz’ we're Orks an' we was made ta fighl an’ win®

Granffiti oy VWiarlard Titan Wreckape found by Dark Angels ai Weslensia, Piscina IV




Mazdreg

An Ork army of at least 2,000 points may be led by Nazdreg. If you
decide to include him then he counts as one of the HQ choices for the
army. He must be used exactly as described below, and may not be
given any additional equipment from the Ork Armoury. In addition he
may only be used in a battle where both players have agreed to the
use of special characters,

Wargear: Bosspole, mega armour, mega boosta, stikkbomb chucka,
Kustom Blast-X.

SPECIAL RULES

Kustom Blasta-¥: Mazdreg ‘persuaded” a Mekboy to build a special
kustom blasta onlo his mega armour. This has the following characteristics:

Rng: 36" Stri¥  AP:2 Type: Assault 1, Blast®
‘Gets hol as par plAsMmE wWeapons.

Kunnin® plans: Mazdreg is renowned for his low cunning and sneaky plans.
To reprezent this cne Elites or Troops mob in Nazdrag's army can use eilher
the Infiltrators or Deep Strike rules, If the option to Deep Strike is chosen,
this may be used regardless of whether the scenario normally uses these
rules, The mob chosen must be on foot and may not number more than
twanty models.

Bad Moon Army: Nazdreg is a member of the Bad Moon clan and his wall-
equipped army will reflact this. If Nazdreg leads an army it may include up
to one extra Heavy Support unit over and above the number shown on the
force arganisation chart, It may not include more than one unit of each of
the following troops or wehicles: Skarboyz, Stormboyz, Kommandos,
Slugga Boyz, Siikk Bommas.

Independent Character: Unless accompanied by a bodyguard, Mazdrag is
an independent character and follows all the independent charactar rules
as given in the Warhammer 40,000 rulebook.

Bodyguard: Mazdreg may be accompanied by an Ork Warboss
hodyquard.
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Thought For The Duys Rethboancn w the kudoce of 1he wec

My investigations isto the recent evests within the Abuus
Sector huve confirmed the reports thut the Ork Warkord
Mapdicg i3 operating in this srex of spuce Certain
sumbers of the citizens libersted from the Ork slave-
world of Chinkis eleven months igo reported seeing 2
hege nd well-fleshed Ok leader in blick and yellow

Jarmour directing the Ovrks there By their stcoust this

leader spoke good Imperial Gothic and wscd roward as
well a5 pumishment 1o cosure incrossed production of
munitions asd _armaments The citizens ivolved have
sobsequently “been placed dnto - penal servitude for their
betrayal of the Emperos in allowing themselves o he
captored. 1 also asked 3 sumber of offscers snd soldiers .
at  Hellaspont and’ | belisve - that. Baadregs warhand
participated s the scking of that. pliner, brisging the
mumber of Imperial workds which this beast has assiled
1o cighteen ;
Evdently dup\it:‘ the destrsetion of Mardregs  hulke
codesamed Seyll in orbital batthes around the fourth
planct of the Piscina system it would now appear that e
cstaped. presumably oa 3 serviving Ork vesssl and Jeft
the systens. | must confess fo no small disippointmeat
that the considershbe farces directed to Piscina have fasfed
to dsstroy either Mizdrep or Ghasghkull cace and for all.
However with the Emperor's blessing their schemes have.
bezn frustrated asd given well keown Ovk rivalries | find
it unlikely that they will act in concert agam.
Crven Mardreg’s past history of rading and piracy 1
suspect he will remain: ax clusive as over. The boss of the
Scylla scems to have Bimited the scope of his veatures
somcwhat asd it may be the case that he is secking
anather space kulk 2= 3 replacement. I this is the case 1
an’ ooly pray that this thom in our sides falls prey to
Centstcalers, rencgades or something warse.

Tour Obds Sdnu{g__?ml:u Mastor
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Zagstruck| 55 4 2 4

Any Ork army may be joined by Zagstruk and his Vulchas and they
count as an Elites choice for the army. He must be used exactly as
described below, and may not be given any additional equipment from
the Ork Armoury. In addition he may only be used in a baittle where
both players have agreed to the use of special characters.

Wargear: Jump pack, choppa, tankbusta bombz, frag stikkbombz,
kustom slugga (S5 Assault 2).

SPECIAL RULES

Da Vulchas: Zagsiruk always leads a mob of hand-picked Stormboyz into
battle. These are chozen from the army list in the normal fashion and cost
the same number of points. The Vulchas all use Zagstruk’s Turbo Swoop
ability on any turn that he does.

Turbo Swoop: Zagstruk and his Vulchas are prepared to push their jump
packs beyond sane limits and swoop down upon their foes at full spead.
When they make an assault the Vulchas may mowve up to 12" The
increased velocity also means that Zagstruk and the Vulchas add +1 to
their Strength when they charge. Howewver, there is always a chance that
the Vulchas have pushed things too far so they must always make a
Difficult Terrain test for landing. Roll a D6 for each model in the unit
(including Zagstruk): on a 2-6 the model landaed alright, on a 1 the model
crashes horribly and is removed as a casualty (no armour saves allowed).
Make tests for landing after all attacks have been resolved (even a crashing
Vulcha can take some of the enemy with them!) but any crash casualties
count towards the close combat results.

“If ya wanna be big an” mean,
« Jf ya wanna be hest an’ green,
If ya wanna get da job done fast,

Da Vulcha skwad iz where:it's ail”

Lift-off chant of the Vilcha Skwad

SPECIAL RULES
Mad!: Mutso, two slices short of a loal, not playing
with a full deck — you get the picture! Because of this
Grotsnik iz completely immune to the effects of
morale and pinning. During the Ork tum Grotsnik will
always mowve straight towards the nearas! enamy
and assaull it if.he is within range.

Grotsnik 96 4 2 4

Any Ork army may joined by Mad
Dok Grotsnik. He counts as an
HQ choice for the army and must

Bad Influence: If Grotsnik is part of a mob his

;'/’.

be used as described here. He
may not be given any additional
equipment from the Ork Armoury.
In addition he may only be used
in a battle where both players
have agreed to the use of special
characters,

Wargear: Fower claw, slugga,
'‘eavy armour, Cybork body,
bionik bonce, bionik arm, Dok's
tools.

crazed enthusiasm for mayhem infects the Boyz as
well. Mot only do they become immune to the effects
of morale and pinning but they also move straight
towards the nearest enemy and assault it if they can
= they follow their Mad Dok in his headlong charge to
glory!

More Machine than Ork: The extensive rabuilding
Mad Dok Grotsnik has underaken increases his
Toughness characteristic by 1.

Independent Character: Mad Dok Grotsnik is an
independent character and follows all the special
rules as given in the Warhammer 40,000 rulebook.
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Provost-Major: You clim that the Orks took you by surprise attack? A race, 1 might add, not noted for their subtlcty of

tactics,

Licutenant Gordo: 1 swear by the Emperor's immortal benevolence! We had pickets at fifty-pace intervals with regolar half-hour
contacts, There were no reports of encmy activity in our segment. The first we knew, the gate was blown and there were greenskins
rupning all over the fort. Some of them must have sneaked in and killed the sentries before the others attacked

P-M: You arc asking us to believe that an Ork unit infiltrated your position. climinating the sentrics. and then set charges to
detonate the main gate?

LG: I did not believe myself, sirs. We saw them for a moment, in the darkness, when the gate was first blown. They were wiry
and sinewy, for Orks, wearing hardly any clothing. The cunning savages had painted camouflage over their skins and their heads
were painted with red warpaint, and all we could clearly see were their red eyes glaring at vs from the shadows My platoon
opened fire on them, but they must have slipped into the darkness before our salvo. none of them fell

P-M: Hall-glimpsed shadows? Orks wearing camouflage? Do you take us for imbeciles? Orks are barbaric and entirely single-
minded. Army dogma, which has served us well for ten thousand years. teaches us this. Orks come on in a great horde, they
do not slink and sneak in the shade Are you saying that our ancestors. the illustrious commanders of the past, are fools?

LG: I'm not saying anything of the sort, sirs! All I'm saying is they never fought these Orks. And I pray I never have to fight
them again...

P-M: Your prayers are answered, Licutenant. Guards! Take the prisoner to the holding cells to await execution for cowardice and
incompetence.,

Extract from transcript of Cosrts Martial investigating the fall of Lathir Outpost.
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Any Ork army may joined by Wazzdakka and he counts as an HQ
choice for the army. He must be used exactly as described below, and
may not be given any additional equipment from the Ork Armoury. In
addition he may only be used in a battle where both players have
agreed to the use of special characters.

first Xirne | mEI im. 'E weren't much olda den
wmesell, and ewasa Mtk toa, bt yarsea,’8
. liked riding da bikez dnd buggiez wot he miéde
L riere dan g liked making dem: In po-time at all
g wanl and joined da Kult of Speed, and den he
startad to-get tealty oulta Band. Even sd; 'e‘might |
| have gut away, wiv it for a bit Ic-quer ‘tausE he |

Wargear: Twin-linked autocannen, kustom blasta, power claw.

* was as fough 'n ‘ardd fighta as, E‘vEr T

and g sean a few +tell ya! - if ‘e adunt gone

{an’ smashed un da Warboss's fleet o brand néw

F wagors wid his warbike. But dat was Gulzmek
ifar ya; e never could resist a dare, ¢

| Anywayz, s wentiand got 'smsell banished, and’
went off te lead the.life of aia Had Otk bikeboy.
Mow: i diin’t wanl o ride ru:.\und_ wid no pack of
dalpdz ('8 always was a bit strange like dat),
and.sofe rode off‘on 15 own after s was
barished, an' disappearsd info da wildemess for
d Hme....and den hé came back on) dis 'uge
_gma.l awarbikel He rampaged 3l muqd OUF CAMD
e l&gel ‘s 0w back on da Boss, for banishing
1o i fikoss = and ther rada off, Hal It was e faff Il

el you. wol wiv da Boss lumpung'up an’ dcmn ¥
“wiv rage. bashing all an] sundny tlrr the noggm |l

«thay came too r.'h:lsﬂ Heppy dayz...

Wol's dat?1? O yaah, whiat happened lo ole
Gutamek nexq‘ Well singe den he's appeared all -
gver da place. Dere’s some I.-.re?t,en.rarr say dai'e
only getz offa 'is bike wl'nt-rf es gofla do some’
fisin dn it, and dat da rasim'r datimaitie just lives

il da saddls, kept Awake Wiv some brew wota, 4
givenito him by.aBad Dok wot el kriows, anri
someolva's say dat Mork an' Gork rnagl,h"‘m
from’ planet to planet so e can fight wiv da Boyz
wot neet Jim da most. | don't know it any of dal's
‘true, but | do know ‘el fight for. any Boss whatTl
pay ‘ina in da spare parts and feef he needs to
keep dat great warbike running, and 'e's still da’
tolighest, meanes!. greemgsl, most fightinest bad
Ok bikeboy: dare.is. taa-uuuhkﬁow yases,
cause'| kru:w i when e was a yoof. .

SPECIAL RULES
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ORK TRIBES AND HIERARCHY

he Basic Ok [ightisg uait is the Warband. an organisation roughly

:qunu]mr to 3 Company in humas military torms.

A warbend tan comprisc aaywhere berwecn rhnr:}' and fwenty thowsand
warriors plus their associated war machines and is commanded by 2 large
and aggressive Ok chieltain, calicd the Warboss.

The Warband = split into 2 number of mobs, with cach mob vswally led
by an Otk nabile. referred o as 3 Boss’ or Nob’ {pronounced knob, not
nobe).

Warbands arc wsually part of a tribc but can be independent. The tribe =
raled over by i puw:[ul Warlord. the most dangerous and ambitious
Wirboss who has [ought his way to dominance over hiz kind

A tribe ¢an comprise anything from several hundred to tens of thousands
of Orks and will cliim control of an cntire contineat or world. More
commonly 2 vagacly habitable Ork world will sustain several Ok tribes
in 2 meorc-or-less chpnml state of war with exch other until they join

in 3 Wiagh! against pon Orks

During 2 Waugh! capeciafly potent Otk Wirlords somefimes succeed in
E""S"“E in empire from their Conguests [though their organisation is more
fendalistic than mmpernal] The largest and  mest stable of these s
undoibtedly the Ok empire of Charsdon. which has survived for several
thausand years upder 3 succession of Warlords Warlords commasdiag
empires wsually select their own title fafter all wha's going to J(SI.I-:']
Henee the cmpite of Chasadon is muled over by the Arch-Arsonist.
Ocrarivs by an Over-Fiend, Jagga by 3 Great Tyrant and so forth

Culling sctoss warhand asd tribal bousdaries are the Ork clins. The Clans
rmhmi:, a philosophy [for want of 2 better term) amoeg Orks, cach clan
emphatising particular clements of Ork cultors above others. For example,
the Gail clin embiaces ‘Hl““‘i“' hardiness and hand-to-hand combat as
trae l::lrk:..' virtues while the Evil Sapr chn i3 dedicated to speed.
lightping attack and having the snarziest vehicles.

Typically 2 wribe and it component warbands will  exhibit the
characterstics of a single clin. Some Orks become ohsessed with clan
ideals and it becomes something akin to 2 religion for them. Where this
is the case the Ok will szek out like-minded individuals and join with
them to create 3 warband which completely cxemplifics the pusest traits
of ‘their’ clan [Sec notes below] However most tribes are less dominated
by the clan ideal. and clin valuss merely serve to mstill 3 snse of wnity

apd make 2 common epemy of tribes which are part of other chins

During an Ork Wasigh! warbands are. destroyed and reformed  from
whatever smrvivers are available lo these times warbands or even whaole
tribes may emerge which comprise members of  many different clins
thrown together by the fortunes of war. In spite of their normal antipathy
ks will fight alopgside each other for the duration of the l";.":ug]ﬂ i
they become caught wp in the tide of Orkich AgRIcssion.

At the conclesion of the Waiaagh! 3 mixed warband or tribe will usually
bresk wp under the pressare of inter—clan sivaley. However warbands
commanded by an cpecally determined  leader  will ﬁluh}mrnijr hang
tegether., sbasdoning their previous clan and tribe affilations to become
Freeboaoters, Orks who [ight for profit asd glory.

CLANS
GOFFS

BAD MOGNS
RLOOD AXES Cunning, trezchery.
DEATH SKULLS Expert dooters and scavengess.

SMNAKE BITES

EVIL SUNE

DOMINANT CLAN CHARACTERISTICS
Feracity, obssision with hand-to-hand combat.

Wealth, expensive weaponry and armour,

Momadic, preference for ‘simple’ weapoory
and 2 mistrust of vehicles and mechinisme

Othsession with vehicles and speed.

TRIBES WITH A
DOMINANT CLAN CHARACTER
GOFFS: Skall Cleavers, White Faogs, Black Sliyess
BADMOONS: Crooked Moca, Yellow  Skulk

Krushers

BLOOD AXES: Bed Enives, Blades, Subber
DEATHSKULLS: Wrockers, Kiliors, Red Eyes
SHAKE MITES: Whitc Spiders, Skorpioas, Kabies,
Chirgers

EVILSUNZ Death Whede, Blstzors, Shuks
FREEBOOTER TRIBES & WARBANDS

Blood Haade (tribcl Green Desh firibe)l Red
Skulls. Assoasmzs. folly Ovk (pirsies])

“"You know not the valowr of the Orks; Ih:}' believe

that the more epemy there are the more glory they will

win and the morc plunder they will secupe”

I.-.r|u-.|r:u Y, of the Ovda Xesos addressing the regimestal
coanmasders at Guadisiol

“The Ouks arc the pinnacle of cecation. For theme the grest stroggle & won They have

evolved a socicty which keows oo stress o asgst, Who are we to pudge them? We Eldar

who have failed. o the Himans, oa the road 1o moin in their turn Asd why? Because we

sought asswers 1o questions thit 38 Ork wouldst even bother to ask! We sce a culture that

is stfong and dr.ﬂ_niw it 15 crade”

Uthan the Pervene




irs, what follows is a report filed by Genetor-Major Lukas Anzion, based upon cbservations conducted in the
Appelor system. | have taken the liberly of abridging this report down to ils fundamental facts — in some areas
Anzion has indulged himself in such a degree of speculalion in the original as fo render it highly suspect.

..lo understand the Orkoid species. one
must first be aware of their, so far, unique
xenological traits. When 1 refer to the
Orkoid species, 1 refer to all aspects of the
green-skinned socizty, from the dominant
“Orks”. through the smaller "Gretchin™,
“Snotlings” and the sub-zpimal "Squags”.
Although physically  and  anatemically
diverse, these different species all share a

common genetic base

Every Ovkoid 15 2 symbiosis of two
biologies within a single structure. As well
i 2 standard gene-spiral [See fig 433/b)
every Orkoid also possesses @ spinal of an
Ilszl.-'rfun.gli base. The standard gtn:t':c
structure of an Orkoid remains essentially
the same a5 that of Man, in that it dictates
the majority of the creatore’s form and
biologizal processes. However, it s the
plant-like secondary structure. which gives
Ovrks their resilience to damage and is the
key to understanding their procreative cycle.

The algal cellular sub-system is comparable
in many ways to the homan bloodstream.
It is their
structure at 2 moleculae level apd works

bound within anatomacal

Oukoid algae - DNA siraed
Gathered from Ok wh
speciss 1

Batch 3

Tested 4571441

ul

fig 483/b

alongside  the  standaed and
biological processes,. The Orkoid  algal

sireciure

genctic

responds 1o damage o
combination with blood clotting and so
forth. This means that even large wounds
will be covered with 3 hard. skin-like layer
within & few hours of the injury cccurring,
15 the algal cells rapidly replicate to repair
the damage.

We found that however serious the injury,
if the Orkoid did net die immedistely
from shock it was unlikely to die from
loss of bleod or organ trawma. This
regencrative process 05 aided by the Orks'
crude medical knowledge - whole limbs
can bz grafted on, organs freely swapped.

wounds stapled shut and so forth with ooly
00023% chance of tissue rejection. The
Orkoid’s ability to withstand such wsually
mortal them such a

wounds  makes

fearsome prospect.

[Mote to Fabricator-General: Please have
our Imperial Commanders  examine  1he
dedication  with  which  we  conduct
battlefizld cleansing techniques. Mo matter
how mortal 2 wound looks, 2 live Oirk
must be dispatched in 2 conclusively lethal
such a5 and

mannes beheading

disembowelling. Ferire Cum Ultio.]

SPORE DISPERSAL - fig 90453/

Prevalens Wind

Primary

Tertiary

Despite the symbiosis of the two ccll
stroctures, each has dts own unique gene-
strand  [See fig 90453/3) The Orkoids’
standard  strand  defines what type it is
[Ork. Creichin ctc] while the algal gene-
strand  femains consistent, whatever sub-
species of Orkoid. This common heritage
is remarkable and lesves me with no other
conclusion  than  that  of  genetic
manipulation and re-structuring some time

in the Orkoids’ distant past.

Anzion  goss  on to

source of this increased resilience. However,
the algal sub-strand is a2 much more
dangerous threat, due to the strange manner
in which Orkeoids procreate.

The algal matter within an Orkoid contains
the genetic make-up of all the Orkeoid
specics, not qust the codes of life for the
specics carrying it Throughout an Orkeid's
life 1t sheds spore-like cells containing the
entire genetic code of the Orkoid races.
These are shed in an wnconscions manner
much as & human replicates skin cells and
sheds  the dead
realising it. These spores are microscopic in

tissue  them without
nature and fullil 2 pumber of functions
Firstly, they can be detected by the aghly
Oirkaids,

conveying @ variety of information such as

scositive pasal organs of the
status. age and so on. It also enables an
Orkoid to locate other Orkoids over quite
2 wide distance [several miles, given wind

strength, direction and so on)

The reproductive
mechanism of an Orkoid. When they settle

spores  are  also  the
in the correct conditions. the spore will
evelve into  the species whose  genetic
steucture it contains, Orkeid spores require
dank, dark locations to activate, much like
other algaes and fungl. Caves and [orests
are the most successlul spawning sites [or
Orkoid spores, but even in the most arid
conditions, 1 proportionate  number  of
spores will still lind within & site switable
The spore grows
downwards first, with tiny rootlets that

for  development.

seek out noteition and mosstuee gust like
Jl'l.:r' “'hcr Fillﬁ HIJ\\-'C'.{I', onie |-I|¢ I!SJJ
established.  Oirkoid

generated in tandem development, and the

stage 18 cells  are

clucidate at some length —
regarding his theory of
Orekends

genet ically

being 1
engincered
“surviver race’, something
I find hard 10 credit in
light  of Maokind's
manifest desting 10 rule
the galaxy.

We have long known directly [0y | Ok embryo
Orkoids 1o be tougher absarbed : 3

L Fibrows
than  humans, we now \ o mbibicals
have the evidence to

Mutrients

ORKOID COCOON

explain  the nature  and




Orkoid literally grows like any vegetative
tumour. It's an amazing process ta observel
It takes quite a long time for an Ok 10
Brow, while the smaller SQEUIHH. Sn;_11||ngs
and so forth take 2 proportionatcly shorter
length of time to develop.

Orkoids do not emerge singly once they
reached  the
maturity. Due to the natore of the spore
hundreds  of
Orkoids will emerge within 2 shert space

have required  degree  of

Prodfess, dozens of even

of time. The Orkoid algal cells contain the
Orkend
specics, and so 2 single type of Orkoid can

scn:-ﬂ!f:nﬂ.‘- far  the  diverse
still propagate an entire community on its
own. Gretchin, Orks, Sootlings and Squigs
can zll be generated from the same source,
settle 10 the same area and grow
proportionstely. The Squigs emerge first
and breed faster, creating 2 substantial food
scurce, followed quickly by Snotlings who
can start to prepare the area Then the
Gretchin artive and pave the way for the
establish 2
thriving Community. Perhaps within a year
of the spores landing the Orkoids will be
thriving quite easily. Unus Creare Omais.

cmerging ks 1o whole

Liboratory tests show that lone spores,
even il they lLind within an agreeable
environment, generally will only evelve into
2 simple fungus. The rare few that evalve
into ope of the highee Orkoid forms and
manages o hatch S‘Enl::rl.i]'!.' wither and dic
within 2 very short period of time [a
matter of hours rather than days] and show
much regressed  development  compared
with 2 newly emerging Orkoid amongst its
own kind. Our stedies of Orkoid growth
and migration also prove that spores which
land close to an existing settlement also
suffer this fare

We can find no decisive physical reason for
this pattern T-;;Enh:r with some of my
collaagues, | have formulated the Anzion
Thearem of Psychic-Physical Growth of
Orkoids_..

.In essence Anzion speculates that some
sort of psychic resonance limits spore
growth in proximity to established Ork
seftlements, ensuring an even spread of
While
may lead him to conclude this he is the

colonisation. Anzion's observations
first to admit this 5 baseless conjecture,
Anzion gocs on 1o discuss the gn:n.l;nl!iun
of spores, concluding that Orkeids generatc
a greater number of spores in the latter
stages of their lile span. with a final mass
death. I correct  this

release  alter

observation means that old battleficlds and
liberated Orks  arc
exceedingly vulnerable to re-infestation at a

worlds fram  the
later stage. It is also possible that ships
could wnwittingly transport spores [rom
world to world. Anrion gets rather carried
sway with this concept and contemplates
the dangers of infestation of Maes or Hely
Teres by Orkoid spores - a farcical idea,
I.i'lht!ll.s]l. I have a]w:j.'.-‘ heen Pu.:.r]:d h_'!.'
reports of Orks Killed in the lower reaches
of Hive

Tarsulas_..

citics on  MNecromunda  and

[Mote to Fabricator General: Please inform
our Imperizl Commanders that Orkeid
bodies burnt,
disintegrated or dumped into the cther]

must - be  thoroughly
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To make matters worse, the dormapt

Orkaids are almest undetectable with only
a patch of commeon fungus or algal growth
ta indicate Rllln:llﬂng 1% aMmiss EI!L:]’S'iﬂg
O¢koids are almost a1 their most mature
state. almost fully grown. much like a
human adolescent. Within a short period,
the Orkoid will have all the characteristics
of 2 full adult, including the facility of
speech a5 well a5 understanding  fairly
complex  mechanics  and  awtomotive
processes. Skills seem 1o be genetically
Cnsiﬂt:!’l:'.'{ nte Oirkords. Their P|11I.'.\|<.1:m.
scientists and other specialists have ther
knowledge inherent in them. Think of the
possibilitics for training our own fighting
forces if we could alter their genetic make
up so that they instinctively knew how to
strip and clean 1 weapon, fight in close
melee 2nd hed 2 rudimentary knowledge of
strategy  and  tactics. Even  with the
gcnc[:l:zl[}' :ngln:c:cd .-%l‘]:[:l!uﬁ Astartes, 1
takes almast fen years of intensive 1|1:r1}:-:,-'
and physical alteration to perfect what an

Ork koows anstinctively! Bellator Natus,

Lastly, by fighting Orks we make them
stronger. As insane as it may sound. the
Orkoids [Orks more than other sub
species] literally thrive on warfare. Most
Orks have similar  physical dimensions
when they have fully matured. However,

the more belligerent and  aggressive the
Ork is. the larger it grows. Duz 1o the way
the Orks' hicrarchy is structused, with
fighting to determine rinking, the most
highly rinking Orks are the largest. This
is not because they are better at fighting
but that 2 ]":-I:“iﬂl:l:l:ﬂl. agpressive Ok - one
'“']I.I'I FIJW .I:IEJ‘ICFI Ell\ I:)FIFI]]]{l'ﬂ - ul]] FLI.I on
scveral pounds of additional moescle tissue
over the pext two to three weeks Orks
preparing to challenge 2 superior will alse
put on weight as their psyche develops the
mecessary  aggression, and so the higher
ranking Ork will be able 1o detect this and
fight the wsueper before it has reached full
development. Over cxtended fighting, the
average size of fighting Orks has been
koown to increase by several inches in
height and almeost a stone in solid musculzar
fissue.

It is oot within my purposs to speculate
on wiys to combat these beasts, but 1o
provide infermation to those who must. [
mysell am most alarmed by these findings,
and mever again will T mock our green-
skinned adversaries no matter how crude
and scemingly stupid they arc [note. there
i mo evidence to suggest an Ork possesses
an intelligenee any less than 2 heman

cultural mare

styles  merely dictate a

straightforward  approach  to  problem
solving and a lack of theoretical aspect and

conceptualising until completion].
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It has long becn’ known dhar ihc
peychalogical aspects of 4 human
P their
geoctic heritige, Certiiz gepo-types

part. deregmined h,'
are disposed towards pre-determined
personality  fraits which, i turn.
informs the process of learnmg and

Orks  this

predeterminateon 15 also

aptitede. In genetic
prescal.
though in 2 dilferest a2d cven more
pronounced fashion It appears that
not oaly 15 aptiteds towards cerlain
aspects of the culture present in the
skills  and

genc-structore,  actwl

In.'m}uluigr afe slso encoded gnto the -

genetic strand

The best znalogy cee can thisk of &
to compare this keowledge with the
bassc metor skills preseet in 2 human
child A buman’ chidd does oot have
to be tasght how to brathe, how to
mazke is heart beat or how 1o
employ the many thossazds of other

biologscal functioas that arc: already

opersting 3t the time of birth In 2
semalap Wi, n Ok ?r:duspauri
towards  science  and mechamics
[Meks] has sn encoded knowledge of
basic

engincening theory.  However,  this

physics and  mechanical
knowledge 1= as ssbeosstious o the
babys ahality to breathe at is an
snconstious tompetcnce inwhatcver
field the sndividual 1= created for. In
the same way tha a child cao dearn
1o alter their bacathing,  hald  thei
breath, or, through exertise. improve
the capacity of their luogs  and
vascular system, so oo’ can an Chk
build wpoa these akills
|h1ru,|5h the  podmsel presess of
leareing. The two mapor skill groaps

isnats

created’ o this fashion are the castes
knowa as Doks and Meks.

Doks  arc  the Orkoid
cxperts, who have a rough and ready
knowledge of Ohkoid xeoological

compositeon. Due 10 the hardiness of

medital

Ork physiogeamy. (rk surgical and
medical techniques are a5 crade but
cifective  as the rest of  their
techoology, Wounds can be cusily
stitched |:i3h1 with wire ar a.np'l:d.
while beoken boaes peed litile in the
way of setting to speed the Bealing
process. Internal inpurics are samilasly
treated, and the multiple redundancy
of many Ok orgass also provides
phesty of transplant dosors for thesc
in nocd of sech. meoasures falthough
the dosstion. i3 =0t akways made
volustarily, patticularly  where  the
caswalty i ap impodient . member of
the  socicry]l Orks  arc  penerally
loathe 1o enderpo medical treatment,

This is - for two reasops  Firstly,

many Orks coasider such an activiry
a5 3 sign of weakness, and) there = 2
strong compulsion throughout Ok
society [or nateral schection 1o take
its cowrsc - the wak most dic om
so that the sporcs of the strooger
may thrive and. grow into stroager

ks, Sceoadly. the

determination of Doks imbues them

[

with a2 highly  acuve
couplkd with i callons distegard for
the well-being: of those they treat
Masy  Doks  sce
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cugiosiry.

surgery  and
mesns - for
tscp::im;ul:nmn Upoa their j‘u!itl":l.
and ‘often Orks undergo horreadous
and - emtirely  unnecessary  surgical
Dok’s
inquistiveness or as 2 tral for 3 new

Such

1csted o any

procedures 1o stisfy  the
procedure - of  prosthenic
ircaimcols arc oo
belore . their
cmployment asd  hornbly  disabling
from  such

scicntific - manscr

impogics  cam  reseli
procedues

Meks  ane diiven 1o
expeimeatstion, shhough in the ficld
of  mechanical

similarly

rather  thin  medical
sciepce. Much of the weaponry, aad
wargear nsed by the Orks, as well s
more mundane artefacts, are designed
azd built by the Mcks As much of
therr koowledge &5 subconscios the
vast magority of Meks npever truly
understand what they are creating. o
the cxacn fusctives of bow they
wark. As Ogks aic poor ratiosalists,
this can led ot roher o wnlikely
COmVE B S,

For example, 1t 15 widely belseved by
Orics that machises painted s 2 red
coloar operate [aster. Thes could bave
come

abost by the [ollowing

situation. A Mck builds rwo vehicles

which. s far a3 it i3 aware al.

afe
cxactly the mame cxcept for the fact
thal anc is painted eed and the ciher
yellow. However. due to some usseea
vatiation in [ucl lebsication, or some
other fscror. the red wehicle in [act
travels fxsger. To the Ork: the caly
conceivable explinstion for this s
that the wehicle travels Faster becauss
i ois ged

However, 15 disturbiog x5 it sounds,
these "facts’ become trse. Red Ok
vehicles do travel “perceptibly [aster
than those of othor colowrs, cven
when all other design aspetes arc
sominally the same Similarly. many
captufed Ovk weapoas and items of
cquipment  shoold oo work.  and
indeed do not work wnless wiclded
by an Chk 1 belicve rhis is linked
1o the stnag p{:rl:f'.i-\.' T IT]
w:r{.u.n:iin:{ il Oikopds amd  hawe
developed the Anzion Thearem of
Ohrknid
Kinctics. | theorise that many Ork
Chrks
themselves thisk that they shousld

Mechsmorphic  Resonast

izventioas work because the

work. The strong telckinctic abilstics
of the Chks soblonscions somchow
cnsure  that  the  machisery  or

woapoary functions a3 desired.

As astoundieg &5 i may be owe

caneod make any other oy
comclusion based on the @\
evidents 1o hand

* Orkses is never beaten-in batle. If we uﬁn_m
-'win, it we die we die so it don’t countas -

beat. If we runs for it we don't die neither, so-
we can always come bach for anuvver g0, see!

- Amon




