SPECIAL RULES





Death Rollers





If a Death Roller moves over an infantry stand it will hit it on 4+ with a saving modifier of 0. If a troop is not squashed a Bonecruncha or Bonebreaka will be forced to enter close combat with that troop stand. This does not apply to Giblet Grinders which can carry on squashing troops even if they fail once.





Dreadnoughts





Dreadnoughts are mobile and use infantry rules for moving. If Dreadnoughts have no command they will choose their own orders. Roll 1d6 for each unit. On 1-2 the unit has first fire orders, on 3-4 advance and on 5-6 charge.





Freebooterz





The Freebooterz are a special card and have their own Kaptin command unit. If the Kaptin is killed all Freebooterz which are not in close combat stop. In the end phase roll a dice for the first model. On a 5 or 6 that stand is the new Kaptin and stop rolling. Otherwise, on a 1 the Orks kill each other in the fight for Kaptincy, remove that stand. Otherwise roll for the next stand and so on until a new Kaptin is found.





Gretchin





Gretchins must be placed within 10 cm of an Ork formation at the start of the game. They will remain within 10 cm of these Orks at all times and if they are killed they will latch onto the nearest Ork formation. They will copy the formation they are latched on to's orders, firing as they fire, moving as they move, etc.





Hop Splat Gun





If a Hop Splat Gun has no orders it immediately goes on first fire and will shoot at the nearest enemy they can see. Hop Splat Guns cannot move and fire. They can be towed by Wartracks or War Buggies. The towing vehicle suffers no movement penalties. They Gun can be 'limbered up' or 'unlimbered' in a turn but not both. To 'limber up' the Gun must be touching a vehicle capable of towing. 'Limbering up' or 'unlimbering' can be done in the middle of a towing vehicle's movement, e.g. a Wartrack moves 20 cm starts to tow a Hot Splat Gun and then moves a further 10 cm.


Hop Splat Guns cannot fire indirectly. After you have placed the first barrage roll the scatter dice and place another barrage 3d6 cm in this direction. Do the same from the second barrage, so you end up with three barrages in different places.




















Madboyz





A Mad Mob cannot be given orders: at the start of every turn roll 1d6. On 1 or 2 the Mob has first fire orders, on 3 or 4 advance and 5 or 6 charge. Every time a casualty is taken up until the break point make a roll on the table below. After that make a roll for every casualty or instead of a morale check. They are far too insane to react to danger so morale checks are never taken as such.








1d6 roll�
Result�
1d6 roll�
Result�
�
2�
The Mob turns tail and runs for it. Remove the entire mob from the table. They count as destroyed and your opponent gets the appropriate victory points.�
8�
The Mob decides that the key to winning the battle is to shoot everything they have at the nearest enemy. If it is out of range the Mob blasts away regardless. If there is an enemy in range the Boyz get an extra shot. If they have already fired they get another shot immediately even if it is out of game sequence or they are involved in close combat.�
�
3�
The Mob is distracted by a small animal. They will do nothing until a new roll is made.�
9�
The Boyz decided that they are invulnerable. Injured Boyz ignore their wounds and pretend that any dead Boyz are "juz pretendin". The Mob gets a 3+ saving throw in respect of their unshakeable believe in their own invulnerability. This last until another roll is made.�
�
4�
A particularly morose member of the Mob convinces the others that they are dead. The Orks lie down and play dead. The impression is so good that nobody can shoot at them or engage them in close combat. Other models can even move through them. They will not move or fire until a new roll is made.�
10�
A fury overtakes the mob and they become savage killers. Movement rates are doubled, CAF is +8 and shooting to hit roll is 2+. This lasts until a new roll is made.�
�
5�
Under the inexplicable conviction that all the pins have fallen out of their grenades the Madboyz start passing them round like hot potatoes until one is foresighted enough to throw the whole lot away as far as he can. Randomly determine one Madboy stand. Now roll 1d6 and add 3. This is how far the grenades travel. Roll a scatter dice for the direction. Place a barrage template with its centre where the grenades landed. Anything under the template is hit for 1d6 barrage points with a save modifier of 0.�
11�
The Boyz decide to go for the enemy tanks. They will head towards the nearest enemy tank, or, if none are visible will make do with bikes, vehicles or artillery pieces. They automatically go on charge orders and their movement rates are doubled. They will try and get the nearest tank into close combat. Their determination leaves the enemy aghast and distracts their fire giving the Boyz a 3+ saving throw. The Boyz won't shoot but their determination doubles their CAF. This lasts until another roll is made.�
�
6�
The Boyz feel exposed and make for the nearest cover and occupy it. If there are already enemies in the cover the Boyz will charge them. They will go for or occupy the terrain until another roll is made.�
12�
The Mob begins a Weirdboy chant which releases their latent psychic energy. If their is a Weirdboy within 25 cm he receives 4d6 extra power points. However, if their is not the Boyz are in big trouble. The energy build up grows so great that they explode destroying themselves and hitting everything within 25 cm. This applies to any infantry or anything with a living crew. Anything hit must make its basic saving throw to survive.�
�
7�
The Boyz argue about "Wot is wrong with the Warbosses's battleplan" and the whole  Mob is reduced to a scrum of squabbling Orks. The Orks can do nothing for the rest of the turn. If they are engaged in close combat their enemies are so confused by the whole affair that neither side fights. Luckily these matters are soon forgotten and the Mob returns to normal in the next turn.�
�
�
�












�
MEKBOY UNITS





Most clans can have one Mekboy support card, but Evil Sunz and Blood Axes can have two and Speed Kultists five. You do not have to have Mekboyz, it is just an option. For every Mekboy support card you can pick two Kustom repair cards at random which you can place on any of the appropriate units in the army. If you get a card which you cannot use it is discarded but still counts towards your quota.





MEKBOY ARTILLERY





Pulsa Rokkit





Pulsa Rokkits can only fire if they are on first fire orders. Only one Pulsa Rokkit can be launched per turn and will fly directly away from its crawler in a straight line. When it is launched choose an amount of fuel for the Rokkit, from 1 to 20. The Rokkit will travel 50 cm + 1-20d6 (the amount of fuel). When you know where it has landed roll for scatter (2d6 cm). When you know the place centre a barrage template on this area and roll on the table below. Unless you roll a 1 the template stays in position and for the second and subsequent rounds will change into a 12 cm barrage.


Only Titans can move through a Pulsa template and they count it as difficult ground. Only Titans and skimmers can see over a Pulsa Template unless the other units are on an elevated position.





1D6 Roll�
Effect�
�
1�
Ka-Boom! The pulsa generator crackles and sparks in a very spectacular fashion, throwing out massive force waves as it runs wild and explodes. Everything under the template except Titans are destroyed. Titans suffer six hits with a -2 save modifier. Anything within 6 cm of the edge of the template suffers a hit on 3+ with a save modifier of -2. Work out the results then remove the template.�
�
2-5�
Hummmmmm. Shock waves radiate out from the generator. Any troop stands under the template are destroyed on 4+. Vehicles, Titans and buildings under the template suffer a number of -2 save modifier hits equal to the number rolled for effect. Any surviving vehicles or troops are pushed to the edge of the template and may not fire that turn. The template remains - roll for its effect at the start of the next combat phase.�
�
6�
Phut! With a feeble spit of flame and a thin trail of smoke the Pulsa Field Generator unleashes a single ripple of force before giving up the ghost. Work out the results for 2-5 above and then remove the template.�
�



Shokk Attack Gun





To fire a Shokk Attack Gun the unit must have first fire orders. Choose a target and roll the scatter dice and 2d6. If you roll a direct hit on the dice and a double on the 2d6 the target is automatically destroyed unless it is a Titan in which case it suffers a hit on a randomly determined location (no save allowed). Void shields are ignored. If you roll a hit on the scatter dice and any other number on the 2d6 the target is hand-to-handed by the Snotlings, the 2d6 number is their close combat roll. Void and power shields are ignored and the unit so attacked cannot shot in that turn, if it has not done already. In addition the unit counts as having fought one close combat already so any other attacks get 3d6. This even applies to Shokk Attack Gun attacks - roll an extra 1d6 if you engage that target in close combat. This bonus can be 2d6, 3d6 etc. if it is engage in more close combat. If you roll an arrow on the scatter dice the Snotlings appear 2d6 cm away from the targeted point and will hand-to-hand the nearest target within 5 cm (friend or foe). If there is nothing within 5 cm the Snotlings run away and hide and do nothing for the rest of the game.





MEKBOY SPEEDSTAS





All Speedstas except the Dragster have a special saving throw. For each unit that attacks the Speedsta roll 1d6. On 1-2 the Speedsta has a 1+ saving throw, on 3-4 a 2+ saving throw and on 5-6 a 3+ saving throw.


Add 2d6 to a Speedsta's normal move on advance and 4d6 on charge.


Bubble Chukka Speedsta





The Bubble Chukka fires at the very start of the combat phase but may not fire if it is on charge orders. Each Bubble Chukka is allotted 3 miss counters and 1 hit counter. When the Chukka fires randomly draw two cards. Place one or two counters upside down next to each unit you want to target. Only vehicles or Titans can be targeted: infantry are too small. Void shields offer no protection but you can only target one weapon on a Titan. Make clear which weapon you are targeting when firing. If the opposing player wants to fire units that have been targeted turn over the counters. If a miss is drawn nothing happens but if a hit is drawn all shots rebound off the force field bubbles and hit the firing unit automatically. Titans gain no protection from their shields and all hit are on the weapon which has been targeted. Roll location dice as normal and the location must make a save. Roll for damage as normal. In the end phase collect all the counters and shuffle them again.





Lifta Droppa Speedsta





If a target is hit by a Lifta Droppa and fails its save it has been latched on to and lifted high into the air. The Ork player can now designate a place with 6 cm for the airborne unit to land on. Roll for deviation like an indirect barrage. The falling unit is destroyed as is any unit hit by the falling unit unless its saving throw is better than the falling unit.


Titans and building are too big to be picked up by Lifta Droppas but can be hit by falling units. A Titan will lose a shield if hit or if it has no shields left suffers a hit. Roll for location as normal. If that location's save is better than the falling model nothing happens, otherwise roll for damage. Buildings can only be hit by things that are super-heavy. If so the building must make its basic save to survive.





Mekboy Dragster





The Dragster projects a shield that covers everything within 6 cm of it - place the 12 cm barrage template on the target to see whether the unit is protected. When ever an enemy tries to shot at something in or behind the shield (including the Dragster itself) roll the scatter dice. On a hit the target intended has been hit roll for hit and saving throws as normal. Otherwise the shot has bounced off from the point at which it hit the field in the direction indicated. The shot then travels on how much range it had left after hitting the field. The first target touched is hit automatically unless it is inside the field in which case it is ignored, carry on tracing the shot. Barrage attacks that are deflected only deflect 4d6 cm. Units can fire out of the shield and indirect barrages can pass over it. Titan sized units cannot be protected as they are too large.





Mekboy Speedsta MK 1 and MK 2





Kustom Destructor Rokkits count as barrage weapons with 2-10 barrage points (use the artillery dice). If you roll a misfire the Rokkits do not fire but the Mekboy jumps out and fixes them by the next turn.


Kustom Kannons fire 2-10 attack dice worth of shots. If you roll a misfire a shell explodes in the breech and causes a hit with a -2 save to the Speedsta. If this is passed the Mekboy jumps out and fixes the Kannon by the next turn.





Ork Boyz





If an ork unit has no chain of command, i.e. one model is not within 10 cm of a command unit, it will go on predetermined orders relating to what clan it is from (including support cards). There are a few exceptions to this and they are mentioned under the respective unit's rules.











Bad Moons





Will not move but will fire in first fire.





Blood Axes





Will move towards nearest table edge at normal rate and shoot at any enemy within 25 cm in advance fire. Blood Axe Nobz cannot give commands to any other clans.





Deathskulls





Will move towards nearest objective at normal rate and will shoot at any enemy within 25 cm in advance fire. Deathskulls may use equipment only allowed to other clans.





Evil Sunz





Will move towards the furthest table edge at between normal and double rate, hand to handing anything in their way. They will not shoot.





Goffs





Must move towards nearest enemy at between normal and maximum rates, entering close combat if possible. If at the start of the turn an enemy is within normal movement of some Goffs they must charge it.





Kult of Speed





Will move at double normal rate in a straight line, the direction chosen by the Ork player. They will use up all of their movement if possible. They will hand to hand anything in their way.





Snakebites





Snakebites may move at normal rate towards nearest enemy unit, this is an option, however. They can enter close combat if you wish.





Snakebite Squiggoth





When a Squiggoth is killed roll the scatter dice. On a hit it crumples up on the spot, on an arrow it rampages 2d6 cm in that direction. Any models that are touched are hit on 4+ with a 0 save modifier.





Squig Katapult





A Squig Katapult fires a barrage but cannot fire at targets it cannot see. Place the Squig template on the target and roll a scatter dice. Scatter is 2d6 cm. Anything under the template is hit with a +1 save modifier. If the Squigs caused any casualties roll 1d6. On a 6 they are still hungry and move 2d6 cm in a random direction. Any units touched by the barrage are automatically hit with a +1 save modifier. The template is then removed. Squigs do not like the taste of Orks or Gretchin and so any of these hit are not effected.


Tinbotz





Tinbotz are not subject to the Ork command rule as they have a Mekboy controller with them. On the first turn of the game you may place orders as normal but each subsequent turn's orders must be placed at the end of the movement phase in the turn before.





Charge: 	The Tinbotz charge 20 cm towards the nearest enemy unit but cannot fire


Advance:	The Tinbotz move 10 cm in a straight line towards nearest enemy unit and fire at them in advance.


First Fire:	The Tinbotz remain stationary and fire at nearest enemy in first fire.


Fall Back:	The Tinbotz move between 10 cm and 20 cm directly away from the nearest enemy unit and may not fire.





Traktor Kannon





Roll to hit and make saves like normal when a Traktor Cannon is fired. If a model fails its save roll 1d6. Add +1 if the target has no basic saving throw. On 1-5 the target is immobilised and on 6+ if is squashed and destroyed. Void shields offer no protection but a Titan always rolls its best saving throw. Immobilised units can do nothing in the following turn. They do not have to stay in formation but must join their unit as soon as possible when the effects wear off. Titans which are immobilised cannot do anything, even repair damage, but their shields still work.





Weirdboy Battletower





Bad Moons only. In the end phase of every turn work out how must psychic energy each Weirdboy has soaked up. For every infantry stand within 25 cm the Weirdboy gets 1 point, every Ork vehicle, bike stand, Dreadnought or artillery piece give him 1/2 point and every Gargant 1d6 points. this is the number of points the Weirdboy can use each turn. If the total reaches 20 or more the psychic energy might be too much for the Weirdboy. Roll 1d6. If it is a 6 the Weirdboy and any troops within 25 cm are destroyed.


If the Weirdboy survives he can use his psychic powers next turn. As he is far off the ground he can shoot over the heads of infantry. If he does not use the power points they dissipate at the end of the turn before you calculate the next's.





Energy Points�
Range�
Attack Dice�
To Hit Roll�
Target's Save Modifier�
�
1-5�
25 cm�
1�
6+�
-1�
�
6-10�
50 cm�
2�
5+�
-2�
�
11-15�
75 cm�
3�
4+�
-3�
�
16-20�
100 cm�
4�
3+�
-4�
�
21-25�
150 cm�
6�
2+�
-5�
�
26+�
200 cm�
8�
2+�
-5�
�



