GARGANTS



Great Gargant



The Gargant can use two weapons excluding the Gutbuster which is always present. It has also two shoulder mounts for turrets. It can mount one head.



CAF						Move



+15						Advance - May move up to 10 cm in any direction.



Power Fields					Charge - Must move between 11-15 cm toward nearest enemy formation.



The Gargant has 1d6 + 6 power fields.		First Fire - May not move.



						Weapon Fire Arcs



						The Gargant's weapons have a 180 degree firing arc covering the side they are mounted on. Head weapons have a 							360 degree firing arc and the Gutbuster has a 90 degree firing arc straight ahead.



Mekboy Gargant



The Gargant can use two weapons, one arm mount and one crane mount.



CAF						Move



+10						Advance - May move up to 20 cm in any direction.



Power Fields					Charge - Must move between 20-30 cm toward nearest enemy formation.



The Gargant has 1 kustom power field.		First Fire - May not move.



						Weapon Fire Arcs



						All weapons have a firing arc of 180º

�Slasher Gargant



The Gargant can use two weapons excluding the Gutbuster which is always present. It can mount one head.



CAF						Move



+12						Advance - May move up to 12 cm in any direction.



Power Fields					Charge - Must move between 13-18 cm toward nearest enemy formation.



The Gargant has 1d3 + 3 power fields.		First Fire - May not move.



						Weapon Fire Arcs



						The Gargant's weapons have a 180 degree firing arc covering the side they are mounted on. Head weapons have a							360 degree firing arc and the Gutbuster has a 90 degree firing arc straight ahead.



Power Fields



Great and Slasher Gargants are protected by power fields. They absorb one shot and then collapse. They may not be repaired. Roll 1d6 each time a power field is hit. If you roll a 6 the field is not damaged but the shot bypasses the shields and hits the Gargant. The Mekboy Gargant has a kustom power field. This is identical to a fixed 2+ save. On the second turn of use roll 2d6. If you score 10 or over, roll on the power field damage. If the power field generator survived, roll again on the third turn with 3d6, the fourth with 4d6 etc. The field can be shut down at any time but cannot be restarted.

�Weapons



Weapon Type�Range�Attack Dice�To Hit Dice�Target's Save Modify�Notes�Great�Mekboy�Slasher��Battle Cannon Head�75 cm�2�4+�-2�Special rules.�Y�N�N��Battle Cannon Turret�75 cm�1�4+�-2��Y�N�N��Buzz Saw Arm�50 cm�3�5+�-1��N�Y�N��Cluster Buster             Main

                                    Cluster�75 cm

3 cm rad.�1

N/A�4+

5+�-2

-1�Special rules.�N�N�Y��Da Gaze of Gork�50 cm�2�4+�-2�Special rules.�Y�N�Y��Deth Kanon�100 cm�1�3+�-3�+2 damage to Titans.�N�N�Y��Deluxe Kustom Kannon�50 cm�2-10�4+�-2�Uses artillery dice.�N�Y�N��Gatling Cannon�50 cm�8�5+�-1�1 per Gargant only.�Y�N�N��Gutbuster Mega-Cannon

   Ball

   Chain

   High Explosive

   Battle Cannon�

100 cm

75 cm

100 cm

75 cm�

Ball template

1            3+

8 barrage points

3            5+�

-4

None

+1

-2�Special rules.





12 cm barrage template.�Y�N�Y��Krusher Arm�����N�Y�N��Magnum Mega-Cannon

   Armour Piercing

   High Explosive�

100 cm

75 cm�

1            3+

8 barrage points�

-3

0�Special rules.



May not fire indirect.�Y�N�N��Ripper Fist�75 cm�2�4+�-2�Special rules.��N���Scorcher Turret�35 cm�2�3+�0�Ignores cover modifiers.�Y�N���Slasher Attack Gun�50 cm�5�4+�-2�1 per Gargant only.�N�N�Y��Snapper�Steam Template�2+�0�Ignores cover modifers. Special rules.�Y�N�Y��Super LIfta Droppa�75 cm�4+ barrage�-4�Special rules.�Y�Y�N���Weapon Special Rules



Cluster Buster



After firing the main gun put a barrage template over the target regardless of whether the main gun hit or not. All targets under the barrage except the main target are attacked. However, if the main target fills the template roll six attacks on the main target for the cluster guns.



Gargant Heads



Battle Cannon Head



This lowers the head saving throw by one point.



Gork and Mork Head



All orks within 25 cm of a Gork or Mork head pass all morale checks. However, if the head is blown off all orks within 25 cm must take an immediate morale check. The Gork head holds an observation turret, the Mork head a scorcher turret. Gork heads also have the gaze of Gork. Upon hitting with a gaze of Gork roll 1d6 and add +1 if the target has no saving throw. 1-4 the target is immobilised and cannot do anything in the next turn, 5-6 it is destroyed. Void shields do not work against the gaze of Gork but holo-fields do. Titans take their highest save with -2 if they are hit. If a Titan is immobilised its shields work as normal but nothing else does, e.g. it cannot repair shields.



Gutbuster Mega-Cannon



One type of ammunition must be chosen for the Gutbuster at the start of the game. This may not change. The Gutbuster takes one turn to reload. Either the Gutbuster or the Battle Cannon may be fired but the Battle Cannon can be fired while the Gutbuster is reloading.



Ball



The ball has a 3 cm template. Roll for scatter and anything under the template is hit with a -4 save modifier. It will then roll 4d6 cm directly away from the Gargant. Any model in its way is hit with a -4 save modifier. The ball will knock down any void shields and not be stopped. Titans can only be hit in the leg.



Chainshot



This only effects Titans with no void shields. A line of sight is essential. Any Imperial or Eldar Titan hit is hit on the leg (as it covers such a wide area holo-fields do not work). Roll for damage and add +3.



High Explosive



These use 12 cm barrage templates. The saving throw is +1 - models with no saving throw get 6+. Obviously the +1 does affect units with fixed saving throws.



Magnum Mega-Cannon



The Magnum can take two types of ammunition, one must be selected in every orders phase. The high explosive may not be fired indirectly.

�Observation Turret



The Observation Turret adds +1 to all the hit rolls against one target for a turn.



Ripper Fist



The ripper fist adds 1d6 in close combat and +2 damage to all close combat damage rolls. It can be used to attack buildings - the building must make its basic saving throw to survive. It can also be used to make ranged attacks but it may not be used as a close combat and at long range in the same turn.



Snapper



If a Gargant wins a close combat against something with a hit location it can choose to pull a location off instead of rolling for damage. The Gargant with the snapper rolls 1d6 + 2 and the opponent 1d6. If the Gargant with the Snapper's score is higher that location sustains maximum damage, if they are equal roll for damage as normal, or if the Titan without the Snapper is lower it has slipped away and no damage is rolled. The Snapper adds 1d6 cm to a Gargant's move on advance orders and 3d6 cm on charge orders. The Snapper can also make a steam attack using the steam template. It ignores cover modifiers and hits on a 2+ with a save modifier of 0.



Super Lifta Dropper



Place a barrage template on the targets. Each target is hit on 4+ and must make a -4 saving throw. If this is failed it has been picked up. Choose a location within 6 cm to throw the lifted models onto. Centre the barrage template on this and roll for scatter. Anything under the template is hit on 4+ and destroyed if any of the lifted models has a equal or better saving throw than it. The lifted vehicles are destroyed regardless. Titans and buildings are too big to be picked up but can be hit by flying debris. A Titan will lose a shield or if it is unshielded roll for location. If any of the lifted vehicles has an equal or better saving throw than the location it is hit. Roll for damage. A building must make its basic saving throw or collapse.

The Super Lifta Dropper can also be used in close combat. If a Gargant wins a close combat against something with a hit location it can choose to pull a location off instead of rolling for damage. The Gargant with the Lifta Dropper rolls 1d6 + 2 and the opponent 1d6. If the Gargant with the Lifta Dropper's score is higher, that location sustains maximum damage, if they are equal roll for damage as normal, or if the Titan without the Lifta Dropper is lower it has slipped away and no damage is rolled. It can also be used against buildings which are hit automatically and must make a -4 saving throw to survive.
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Belly Gun Damage Table



1d6 Roll�Result��1-2�Some ammunition explodes but the Krew soon douse it down. Add +1 to any future rolls against this location. The battlecannon is destroyed.��3-5�The belly gun is destroyed and the exploding ammunition starts a fire.��6�The belly gun's magazine is destroyed starting 1d3 fires. This destroys the belly gun and hits the boiler; roll on that too. Add up the fires and immediately roll on the Fire Table.��

Boiler Damage Table



1d6 Roll�Result��1-2�The boiler has been damaged. Add +1 to any future rolls against the boiler.��3-4�The boiler has been hit and starts to lose pressure. The Gargant's movement rates are reduced by 50%.��5-6�The boiler has been destroyed. The Gargant may no longer move and a fire is started.��





Foot Damage Table



1d6 Roll�Result��1-3�The foot is damaged but carries on working normally. Add +1 to any future damage rolls against this foot.��4-5�The foot is destroyed. If one foot is destroyed the Gargant may only turn in place, if both feet are destroyed the Gargant may not move or turn.��6�The foot is blown apart in a massive explosion that starts a fire. The Gargant may not move or turn even if the other foot is undamaged.��

�Head Damage Table



1d6 roll�Result��1-2�Several of the bridge crew are injured. Add +1 to any future hit rolls against the head.��3-4�The Kaptin is killed. The Gargant must follow the same orders next turn while the crew 'elects' a new Kaptin.��5-6�The head is blown clean off the Gargant, starting a fire. Obviously, head mounted weapons cannot be used. If it is an idol head all orks within 25 cm must take a morale check. The Gargant must follow the same orders next turn but from then on roll 1d6 before placing the Gargant's orders.



   1-3       May not change orders

   4-6       May change orders��

Hull Damage Table



1d6 roll�Result��1-5�The hull is weakened. Add +1 to any future roll against this location.��6�A massive explosion rips a hole in the hull and starts a fire.��

Magazine Damage Table



1d6 Roll�Result��1-3�Some ammunition explodes starting a fire shooting through the hull. Roll on the fire table immediately.��4-6�The magazine detonates spectacularly, starting 1d3 fires. Roll for damage against the weapon mount as well and add any damage. Then make an immediate roll on the Fire table.��

Weapon Damage Table



1d6 roll�Result��1-2�The weapon is damaged but keeps on functioning. Add +1 to any damage rolls against this weapon.��3-4�The weapon is destroyed.��5-6�The weapon is blown off the Gargant starting a fire. The weapon lands 2d6 cm away in a random direction. Any models hit must make a save with 0 modifier to avoid damage.���Weapon Mount Damage Table



1d6 Roll�Result��1-2�The weapon mount is damaged but carries on functioning. Add +1 damage rolls against this weapon mount.��3-5�The weapon mount is badly damaged. Roll for both the attached weapons on the Weapon Damage Table.��6�The weapon mount is blown off the Gargant, starting a fire. The attached weapons land 2d6 cm away in a random direction. Any models hit are destroyed.��

Fire Table



Roll on this table at the start of the end phase or when required to. Add +1 to the roll for every fire burning in excess of one. Effects 4-7 last until another roll is made.



1d6 roll�Result��1-3�A few scorched Gretchin manage to bring the fire under control and put it out.��4-5�The fire is getting out of control. The Gargant may not move but may fire normally.��6�The fire is out of control. Add +1 to the number of fires already burning. The Gargant may not move or fire its belly gun and all other weapons suffer a -1 to hit penalty because of the clouds of smoke.��7�The fire reaches the magazines! Roll on the Magazine Damage Table for each intact magazine. The Gargant cannot move or fire its belly gun and all other weapons suffer a -1 to hit penalty because of the clouds of smoke.��8�Huge internal explosions wreck the Gargant, destroying it and leaving a smoking, blackened heap. All models within 2d6 cm are hit by flying debris and must make an unmodified save to avoid damage.��9+�A massive explosion rips the Great Gargant apart. Remove the model and replace it with a crater model. All models within 4d6 cm are hit by flying debris and must make an unmodified save to avoid damage.���
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Ammo Damage Table



1d6 Roll�Result��1-3�A large explosion starts a fire and sends flames shooting through the Mekboy Gargant's hull, roll on the fire table immediately.��4-6�The ammo detonates spectacularly, starting 1d3 fires. Each adjacent location must roll for damage on the following table:���1-3�No effect���4-6�Roll on the location's Damage Table���Apply damage normally to each location that is affected. After you have rolled for all of the locations, total up all the fires on the Gargant and make an immediate roll on the fire table.��

Arm Damage Table



1d6 Roll�Result��1-2�The arm is damaged but keeps on functioning. Add +1 to any future damage rolls against this location.��3-4�The arm is damaged and starts to flail around out of control! The Mekboy Gargant staggers 1d6 cm in a random direction and immediately and at the end of each subsequent movement phase. Anything within 1d6 cm in the combat phase will suffer an automatic hit with a 0 save modifier.��5-6�The arm is blown off with a gout of flames and a fire is started.���

Boiler Damage Table



1d6 Roll�Result��1-4�The boiler is hit and starts to lose pressure. The Mekboy Gargant's move rates are reduced by 50% from now on.��5-6�The boiler is destroyed. The Mekboy Gargant may no longer move and a fire is started.��

Foot Damage Table



1d6 Roll�Result��1-3�The foot is damaged but carries working on normally. Add +1 to any future damage roll against this foot.��4-5�The foot is destroyed. If one foot is destroyed the Mekboy Gargant is only allowed to turn in place. If both feet are destroyed the Mekboy Gargant may not move at all.��6�The foot is blown apart in a massive explosion that starts a fire. The Mekboy Gargant may no longer move or turn, even if the other foot is undamaged.���Force Field Damage Table



1d6 Roll�Result��1-2�The Force Field Generator is damaged but keeps on functioning. Add +1 to any future damage rolls against the Force Field generator.��3-4�The Force Field Generator is destroyed and may not be used for the rest of the game.��5-6�The shot hits the Force Field Generator and it detonates with a bright purple flash of energy. Flares of raw power shhot across the Gargant's hull starting 1d3 fire. After you've worked out how many fires are started, make an immediate roll on the fire table. The Force Field Generator is reduced to a pile of junk and may not be used for the rest of the game.��

Head Damage Table



1d6 Roll�Result��1-2�The armour plates on the head are badly buckled and twisted. Add +1 to any future damage rolls against the head.��3-4�The shot ricochets off the head, stunning the Mekboyz temporarily. Without supervision the Gretchin and Snotling krew starts to run wild, pulling levers and opening valves at random while the Mekboyz recover. The Mekboy Gargant must roll 1d6 in the orders phase next turn.���1-2�The Gargant has charge orders.���3�The Gargant has advance orders.���4-5�The Gargant has first fire orders.���6�A very nasty accident sends flames shooting through the Gargant, causing it to blow up. This causes an unmodified hit on everything with 2d6 cm and destroys the Gargant.��5-6�The head is blown clean off the Mekboy Gargant, starting a fire. Roll a 1d6 on the table above in every orders phase of each turn from now on.��

Hull Damage Table



1d6 Roll�Result��1-4�The hull is weakened. Add +1 to any future damage rolls against the hull.��5-6�A massive explosion rips a gaping hole in the hull and starts a fire.���Weapon Damage Table



1d6 Roll�Result��1-2�The weapon is damaged but keeps on functioning. Add +1 to any future damage rolls against this weapon.��3-4�The weapon is destroyed and may not be used for the rest of the game.��5-6�The weapon is blown off the Mekboy Gargant, starting a fire. The weapon lands 2d6 cm away in a random direction - any vehicles or infantry underneath it are destroyed unless they make their basic saving throw.��

Fire Table



Roll on this table as required for damage results and at the start of the end phase if any fires are burning on a Mekboy Gargant. Add +1 to the roll for each fire burning on the Mekboy Gargant above one. Fire effects 2-4 last until the next roll is made on the fire table.



1d6 Roll�Result��1�With a few scorched Gretchin the fires are brought under control and put out.��2�The fire is getting out of control. The Mekboy Gargant may not move, but may fire normally.��3�The fire is out of control! Add +1 to the number of fires already burning on the Mekboy Gargant. The Mekboy Gargant may not move and any weapons are fired on a -1 to hit modifier due to the clouds of smoke.��4�The fire reaches the ammo! Roll on the Ammo Damage Table. The Mekboy Gargant may not move and suffers -1 on firing as 3 above.��5�Huge internal explosions wreak the Mekboy Gargant, destroying it and leaving a smoking blackened heap. Any units within 2d6 cm are hit by flying debris and must make an unmodified save to avoid damage.��6+�A massive explosion rips the Mekboy Gargant apart. Remove the model from the table and replace it with a crater if you've got one. Any units within 3d6 cm are hit by flying debris and must make an unmodified save to avoid damage.���
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