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ULTIMATE WARLORD
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o M his long been said that, should the Orks ever unify, they would erush all of the

As the y‘llhl\\'h‘ i i s winklibie puie

goccalled civilised peaples of the galavy, Naw, as i

Tin the A lst Mallesivioin, and throughionit all Wistory, (e

banital Ohhs Bave abten been underestiimmted by i Ol

While all hisve lesrned 1o

feat the destrocuive maght of the greenskisg

A PR raees in o the gl
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crnsades, these are soen A8 tEIporary events, 1 e
] S\ J

woross o few systeins belore stadbing, thelr tide of advance
chbing and altimately vecoding so thint they b conne bl

tmore than a lootaote in the history of some other e

However, the Waaagh! Ted by Ghvzghbol) Thraka is

difterent, Tor this Warboss s the miost chngerons Ork alive

Fhis sdghty green crusade I no e panet ceusher, bt
an bnvasion that will shiake the toundutions o the galaxy in
a war tor total domitnntion

As i race, Ovks ave non bound by history thiey nett her

revere the past, nor vecore 3o any manner, Greenskin

are creatures that hve o, and Tor, the here and now, What
makes the Ok whoxe full oaine s Ghazghkoll Mag Urok
Phraka so dangerons, s that hie has vision = not just o

T [rese nt, but Tor the | AN, ained maost 4||||ur11.|||lh, lor the
Fotuee, Alter all, he s noomerve Ovle, bat cather the living
prophet of the Ork gods Gork and Mok, Ghazghkull is

thetr mighty instrunment ol destroction made manifest

When the galaxysspanning Imperiam of Mankind first
encountered Ghazghkull, its leaders presumed he was

ke all the other Ok Warlords belore him, Perhaps he
was larger and stronger than most, but no more than

that, Alter several battles, they begrudgingly granted

that Ghazghkull !1(1\‘-('k‘-l'li more beast-like cunning than
was exliibited by the other leaders ol his savage race,

but they still gave him little eredence, A very lew ol his
Buman antagonists started 1o grasp the magnitude ol
Ghazghkull's ambition, but only by the time ol the Third
Battle for Armageddon did they realise thad this was an
Ork Warlord beyond any they had previously encountered.
['hose opponents who have underestimated Ghazghkull
only do so once, for they rarely survive contact with the
Warlord. The few fortunate enough to escape speak of raw

power and armies beyond count all guided by the same

grand vision,

Unlike other Orks, Ghazghkull has shown u remarkable

ability to learn from his failures = with eac h fight, he
prows stronger and more ¢ pnning Ove the vears, he has
vefined his tactics, devising new strategies hased on his

ttles, More ominous still for his

observations in |Jll‘\'inl|.*i 1y
ability to expertment

foes, Ghazghkull has developed the
L0 LSt OUL new concepts in order to better hone them.
Whether the voices Ghazghkull he
those of Gork and Mork is unknown, What cannot be
wainsaid, however, is that the canny ( wk appeirs o have
Iime and again, the Ork Warlord
right time,

ars in his head are truly

some prescient ability,
appears in exactly the vight place and at the

hour grows dark
e 3 b (, that doomsday draw *ar i Wery ¢ *hi
of his great metal boots, Ol Waeloed Cehinaghilull Thvaka strides « IuaI MLIF o & (ru“(h".g oy

| B

€1 Lo realising that dread prediction.

Chaeghkull has proven to be a master strategist, the
greatest ol his kind, He ontmanocuyres his enemies,
stesmrolling over their assaults and sidestepping thei
carefully laid traps as if anticipating them in advance,

In his lengthy campaigns, Ghazghkull has shown to be

a musterful organiser whose prepared assaults rival the
meticulous battle plans of the Astra Militarum. However,
there is nothing of the hidebound tactician in Ghazghkull,
for he is an innovator and a cunning opportunist, ever
ready to shift his troops to exploit any sudden weakness an
Opponent lm:.‘lhl present, And there are no llgilh'l"\ maore
brutal = more joyous in the act of crushing their foes — than

the raucous, battle-loving warriors of Waaagh! Ghazghkull.

As some of the Imperium’s foremost tactical minds have
alveady learned, Ghazghkull is their strategic maich — or
more. But the news grows worse for those that would
oppose the oncoming green wave, Ghazghkull's hordes are
growing in number and skill, and he is gathering under his
sway not just mindless followers, eager to do his bidding,
but also mighty Warlords who would not bow before any
other Ork’s dominion save for Ghazghkull's.

Confident in his own matchless superiority, Ghazghkull

has avoided a common pitfall amongst his green-skinned
kind — that of attempting to do everything himself.

Other Warlords feel they must always lead from the front,
spearheading all attacks, while keeping as watchful an eye
on their own lieutenants as they do upon the enemy: after
all, it is a personal disaster for a Warlord to be surpassed in
deeds by any of his underlings. By contrast, Ghazghkull’s
authority is so absolute that he need not display such
caution. Instead, he cunningly deploys his forces to where
their talents are best used, exemplifying his age-old maxim:
‘Don't send a Speed Freek to do a Dread Mob's job.’

Due to Ghazghkull's strategic prowess, his ability to adapt,
and the sheer force of his character, he now leads the
largest force of greenskins seen in millennia. This Waaagh!
is poised not just to ravage a few planets or trample a star
system or two; it is on a course to conquer the entire galaxy!

st WarLorp Grazenkuit Mac Uruk THRAKA AN T sPEAK
DA WORD OF DA GODZ. I'M DA PROPHET OF DA WasacH! AN"
WHOLE WORLDS BURN IN MY BOOT PRINTS.

wiv

- Ghazghkull Thraka
—
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1 the close of the
another Ork wardior sloggging it out on s backwater world,

At the very edge of Segmentum Solar Hes o now Trosen orh

4
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thiant was once the sporadically |u-|-l|1.|ll o Ok planet ol
Uk, Tis history has been largely forgotien, buried beneath

successive invasions, bt it was st named Urokleas, atten

4

it was founded by an ¢ \tillll ation Heet e hed Proim
Perra during the Dark Age of Technology. It was part

-

ol the Zornan star system, and the tdes of the Warp
Mowed strongly to that point, making it an excellent hub
Humanity prospered on Urakleas, tor it was o world rich
i minerals, and within o few hundred vears the colonies
had grown to thriving clties and busy SPaceporLs It was,
undoubredly, the lights and activity that deew the Orks

Ihey swept across Urokleas like wildiire, They razed @t

o the ground before disappearing aboard their great

]IIIIL fleet, Illllll}; the Wi P tides to seek other l‘\||||l|l\

As s their way, though, the greenskins unwittingly left
behind traces of their spores, and one day they would rise
again, Due o the flow of the Warp, it was inevitable tha
spacedaring races would again find the habitable Zornian
system. Between barren periods, the world became an
Eldar outpost, the home ol a cluster ol Spinedorians, and a
Hrud warren. At times, the long-dormant Ork spores would
erupt, and swarms of greensking would develop in some
secretive corner of the planet

It was not until the time of the Great Crusade that
Mankind returned again in force, It was the Dark Angels
Space Marine Leglon who cleared the planet of its life
forms and again planted the fag of Humanity upon i,
Once more, the planet was dubbed Urokleas. For over iwo
thousand years, Mankind mined there, building hive cities
and tethering spaceports to its twin moons. Minor xenos
ralds occurred, but it wasn't until near the middle of M32
that a great greenskin Waaagh! swept the system, 1t was
the largest recorded Ork attack upon the Imperium, with
dozens of invasions blazing across all five segmentums,
Soon the Zornian System fell into Ork hands. As Urokleas
wius overwhelmed by greenskins, the last survivors of that
world boarded the vast star freighter Dominion and escaped
Into the suddenly shifting Warp.

The tides of the Warp had altered, making the Zornian
et no longer casily accessible, Thus began a long
-_.‘.__ :‘Wmon oy the Orks, For nearly elght
and years Urokleas, renamed Urk, was « battleground
_ eenakin tribes. At first (they tought over the
the hiy Citles, clashing over the best loot These
Wved, as did the piles of plunder they fought
illennia ground on, the wars continued. No
J Shaugh w gather more than a handful

RISE TO POWER

A 1xt Millenabui, the name of Ghaeghioll is spoken in fearful whispers in many alien In.nguagu.. name

synonymous with dread across the galaxy. Tt was not niways w0 - the greatest Ork Wihord Degeie S S = tnfamy s just

" ™

A STRANGE PATH TO GREATNESS i
I i curions twist of fate, the Imperium of Mankind Mmay H
have had an unsuspecting hand in ereating the mog :

formidable Ok of his era, and perhaps of all time,

\ter years of [ghting Orks and monitoring their Presence
in outlying systems, the Imperium had learned that, undey
the right conditions, even sporadic Ork populations cottld
multiply with startling speed. The rise of a strong Warlord
could unite the feuding clans, triggering a mass release of
spores. Should this gathering grow large enough, it would
act as a beacon to Orks on nearby planets - drawing them
into w swarming migration that built with frightening
intensity, In less than a Terran decade, Orks could g0 from
being a minor nuisance to the world’s dominant species,

I'he Imperium has found that if a rising Waaagh! can

be detected and countered early enough, the Orks can

be broken and dispersed at little cost. Thus, in systems
known to be plagued with greenskins, various watchposts
are deployed. In the Zornian System the Dark Angels had
established a range of monitoring stations coordinated bya
command sanctum in a barren mountainous region of Urk,
This hub routinely fed scans and other information back 1o
the nearest Dark Angels vessels. In this way, the greenskin
numbers were regularly checked and the Dark Angels could
also keep track of the feral human populations of that
system = for they were always searching for new recruiting
planets from which they could draw battle-tested wartiors.
Ironically, it was this very monitoring station that set §
Ghazghkull on his journey to greatness.

o ———

I'he stripling warrior Ghazghkull was a trooper in a Goff
warband that took part in a raid upon the Space Marines’
command sanctum. Although it was hidden atop a remote
mountain crag on Urk, it was not safe from the Orks.
Always seeking scrap, the greenskins discovered the hidden
base and sought to dismantle it, triggering the base's auto-
defence system. During the initial rush to claim the base,
Ghazghkull was hit in the head by a bolter shell - a shot
that pulverised a large section of his cranium and tumed 3
sizable portion of his brain to absolute mush.

It was quite possible that the young and Prﬂr“’eh’ bleeding
Ghazghkull might have been left for dead then and there
but for two circumstances. Ghazghkull got back w© his fRCS
= 8ign of toughness and grit that any Goff respected. AR

It was widely known that a particularly addled Deathshulls
Painboy was paying those who brought him fresh materst
1o work with. The carrion birds did not feed on Ghamghs
that day, as his own mob guided him onwards. He was
a stumbling wreck and had to hold his bleeding brais
in with both hands, but they eventually reached the
Deathskulls outpost of There, his own
traded Ghazghkull to Mad Dok Grotsnik for th
of three teef and a new choppa. 3

[



r MAD DOK GROTSNIK
SO his home world of Urk, ‘Mad’ Dok Grotsnik had gamned
quaile 1t reputation. Like all Painboyz, he had a fascination

7. e was S0 anxious

with getting his hands dirty. Howev

to expreriment that he was loath to wait for willing patients

I was well known that the Mad Dok would pay to hauve
unwitting or unconscious patients delivered to him. So long

nek

ws he gol a cul of the actron, Grotsmik’s Warlord, Direc

the leader of the region’s Deathskulls — turned a blind eve
to Cirotsnik’s habil of taking in these operations from ‘out
of clan’. This was for two reasons. Firstly, a great many of
Crrofsnik's feeltenls camé down wnth a nasty case of death,
so his work ravely helped out any other clan. Secondly, and
ost importantly, Dregmek’s bionik optics (i

perliafis m

o

by Corant t himself) did not work. This meant the Warl

waas blind tn one eye and often missed out on key details. So it

wiias that Mad Dok Grotsnk weas unobserved while he e

sohkull

an a badly wounded young Goff warrior named Gh

Afier two gove-splattered hours, the deed was done. Whether
it wes Crrotsnik’s tinkering around with f.'.l"ar.':_'_{f.’f-:rfl".'"\ brain,
the acerdental inclusion of a foreign object in his bratnpan, or

sheer coincidence, after his operation Ghazghhkull was never

the same again. Later, when it became clear that Ghazghkull
was hurtling along the path to greatness, the Painboy was
more than willing to take complete credit. In truth, when word
ol ot that Ghazghkull could channel the divine wishes of
the Ovk gods, Grotsnik had long queues of the richest Nobz
aailing oulside his tent, asking for the ‘Ghazghkull special’.

ol —

IHE GREAT GREEN VISIONS

Ghazghkull came out of his haze immediately after Mad
Dok Grotsnik performed his pivotal operation. That he
awoke was a surprise to both parties, for Grotsnik had
replaced part of the Goff warrior’s skull and brain with
hionics, wires, and squig sinew = holding it all in place by
riveting on adamantium plates. More amazement followed.

Ghazghkull could see more clearly than he ever had before.
This had little to do with his eyesight or new bionik eye —
which truthfully was always a bit out of focus. Rather, for
the first time in his short life, Ghazghkull awoke with a
brand new vision — it was his destiny to rally all of Orkdom
and to lead them on the greatest Waaagh! of all time. It was
now his belief that he was in direct contact with Gork and
Mork, the Great Green Gods of the Orks, and Ghazghkull
realised he had been chosen as the living embodiment

of their divine wishes. They wanted him to lead the way
towards the greatest battles in the galaxy.

I'he first to fall beneath Ghazghkull's ironshod heel was
the Deathskulls Warlord, Dregmek. Ghazghkull had just
emerged from Mad Dok Grotsnik's grimy tent and was still
rubbing his shiny adamantinm-plated pate when Dregmek
approached. Striding down the street that ran between

the corrugated shacks of the derelict Deathskulls outpost,
Dregmek demanded to know what a Goff was doing

within the boundaries of Rustspike. Behind Dregmek, his
I'Illt(llll.'lgt' of Nobz guffawed, anticipating a bit of sport.
Undaunted by the massive cobbled-together kombi-weapon
”."-IT the Deathskulls Warlord was waving in his direction,
Ghazghkull advanced, knobby fists clenched.

Dregmek, expecting exactly such a move from a Golt,
opened fire. Every barrel of his kustom weapon began 1o
blaze — the air was filled with flying projectiles and the
flashing of half a dozen gun muzzles emitted blinding
strobes of light. Perhaps it was a sign from Gork (or possibly
Mork), a stroke of divine intervention to save their prophet,
as although explosions blossomed at his feet and bullets

stitched patterns alongside him, Ghazghkull advanced
untouched. The only sounds were the last of the spent
shells clattering to the ground, the spinning whir of empty
ammo hoppers, a few desperate trigger clicks, the heavy
tread of iron boots and finally a rusty squeak as Dregmek's
iron jaw fell open. So savage was the pummelling that

Ghazghkull delivered with his bare hands that Dregmek's
Nobz cheered despite themselves. The headbuut, delivered
from Ghazghkull's newly armoured skull, finished the job
with a resounding clang,

Straddling the pulped body of his foe, Ghazghkull
announced that this was only the beginning. He bellowed
to the gaping onlookers that he was the Prophet of Gork
and Mork, and, furthermore, his bull-voice roared that if
anyone was looking for some of the devastation he had just
delivered to their former Warlord, then they could step up
one at a time or rush altogether - he cared not.

After another hour of solid fighting — a battle in which
Ghazghkull did not himself take any more damage than a
scratch — he had taken over as rightful ruler of Rustspike,
Though it was hard to see much with their bruised
and battered faces, it seemed to his new followers that
Ghazghkull grew larger before their eyes.
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territory ol the Bad M
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snazzdakka. and none ——"

and mobility that was | ) _
brigade. When Snazzdakk {

marching across |

and the tents co psed

throttle n wavward g hie

runnming skirmishes that fo 5 X
bove were alwavs i ‘:
hordes before driving off out of ra
Chazghkull had already proven :
skills by overpowering, bludgeonis and

all who dared challenge or def

wits engaged moa battle of wits ar He

the up-and-coming Warlord wo

SUperiority but the kind of brutal showmanship tl k
t}l}.'\‘illlllhl!ltll fists into the air and raise ra

Within days, Ghazghkull unleashed a number

countermeasures — any one of which

wottld hive

oo much for the Bad Moons to overcome. He |

sabotage the supply dumps where Snazzdakka refuelled
his Battlewagons. Ghazghkull then gauged the wind and
ordered several shantytowns put o the flame. The thick
acrid smoke drifted over the cracked plains, hic g th
exact whereabouts of his troops movemenits and makin

it |]|1l)|1\\1h||' for the Bad Moons to (lee until Ghaz rhkull
infantry was right on top of them. Most impressively
Ghazghkull had coerced the fastest Ork on Urk to join
him by out-racing him in a one-on-one duel of speed, All
who saw it agreed that only the divine might of Gork and
Mork could have allowed the now hulking Goff Warlord o
outpace Grand Speedboss Shazirag of the Evil Sungz

EFach and every one ol Ghazghkull's tactics worked wearing
down the Bad Moons so that their deleat was inevitable \s

the humbled Snazzdakka watched, Ghazghkull ordered the

Bad Moon Meks to fashion an enormous power klaw from

the rubble of their ruined tanks, So did all the Bad Moons
on the planet fall into line,

So large had Ghazghkull's horde grown th

: at no warband
on Urk could hope o stand before

his sweeping onslaugl
. | aughit.
Only the foolish or the stubborn even attempted to stand

apart from the meteoric rise of this great greenskin

i !
realisati - . .
hen the s (Ticke
the p— 'y : :
that had a it the planet of Lid . ik
I . it 1 Ok g
f LI i £
ohenome b
- and once more, its rays blinke
In his booming voice Ghazgl assured the qua 1L
greenskins thar this was a from Gork and '\.‘ A e
telling them that it was tme to leave Urk bel ¥
was tme lor the galaxy 1o feel the maght of tl £
Waaagh!. Even as the Warlord spoke. a Jone be of green”

tunted light illuminated the Prophet of the Great (srocn
Gods. He told his followers to sto kpile all the arms and
ammunition they could, for they were leaving within the
week. As there were few operating aircraft upon Urk and
the Meks had anly just started 1o construct more, SOME
greensking wondered how this might happen. A singlc giar®
from Ghazghkull, however, was enough to silence their
quesuons and instil in them, if not confidence. then at loast
a fear of asking how any such thing might be accomplis hed
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In this case, however, it was
behaviour of Urk's sun. The
11 revertng o patterns

e of ( y As the tides of the '\\.lli-‘-'ll|!'i,|

[ L Al CHONINnoLs \il:ll'
th the conglomerate craft
,- drifted in Urk's orbi
0 cRern
i D
dd m Urk’s
vick d i le
ET-ncavy -i..:".!"!
k: ¢ IV ble spacecraft were equipped
fired these off to tether
L (¥} rs s Tw I maoons. l"l[
} *d — but all knew it
er G ghkull's orders, the
L iiF LIk hed 1o assist the Meks. Thev worked
wde transport ships as they
pnerhaps one hundred constructions
N e ( d s P vhile other craft were built to
complete only ingle journey. There were many hundreds
0 el cke cach incapable of being steered,
ca h Orks ipment wedged into every hold
an space. Boarding the largest of this crude fleet,
f;:!J.-/;_'. leed the great exodus from the ]Jf.lnt'l Lo se1ze
the . With exhaust flashes and more than their
share of premature detonations and mid-air collisions, the

& crafe filled the sky.

departin

Some ships struck the space hulk’s outer decks and
detonated to blow gaping holes into the superstructure.

A few rockets ploughed deep into the hulk to deposit

their Ork cargo, while the most sturdily constructed ships
actually had the wherewithal to fly about the vast space
hulk 10 seek out landing sites — or, at the least, to enter the
vast bulk through the massive holes blown into it by the less

fortunate rockets.

AN ABODE OF DAEMONS
Alas, as is s0 often the case, the space hulk was not
Unoccupied. As soon as the first wave of Orks landed they
Were attacked by daemonic entities. Burna Boyz, cutting
their way through bulkheads, had 1o suddenly shift from
slicing metal 1o defending themselves against a tide of
Daemons. Gouts of dir ty orange flame were met in kind
by arcane blue jets, as the Burna Boyz traded scorching
death with prancing Pink Horrors. Before their ships had
£ven settled, Speed Freeks launched themselves from cargo
ramps, racing down cavernous corridors, guns blazing. L.ess
lhan half of the Ork spacecraft were able o lift off once
agamn, but these disengaged in order to go back to Urk’s

1 surface 1 ferry more greenskins into the battle.

I'he fighting took weeks, during which time billions
of greenskins were airlifted off Urk to join the fray
Ghazghkull himself led the spearhead that fought its way

to the centre of the space hulk. There, at the black heart

of the jumbled amalgamation, was an ancient cratt — none

craft became lost in the Warp, its ter

fic creatures that dwelled there

attracting the horrif

Dominion had returned home, but where its Warp en =

had once been located there was now a huge Warp rift—a

darksome hole from which the energies of the Immateriun

‘monic Nosts pelore

poured forth. Having driven the d:
him, Ghazeghkull ordered the massed firepower of nis

] 3 3 realin hi
entourage to be turned against the tear in reality. To his

frustration, this did nothing to it. With a besual
i = - e t 110l
and leaking raw green energy from his reconstructed

skull, Ghaz ull charged the rent. To further anger the

Warlord, his power klaw }I]H\t'Li equally ineffectunal and,

4

with an almighw challenge, Ghazghkull unleashed the

thunder of his best headbutt There was a flash of gre
an audible pop, and, at last, the rift collapsed upon itsell
Whether it was the force of that blow, or the latent psychic
energy within Ghazghkull, it was done, and the Daemon

threat ended — at least for a time.

['he space hulk, which Ghazghkull named Wi 2, Was
now in Ork control. Just as super-heated gas ¢ louds swept

over Urk, Wurld Killa shifted back into the Warp.

" GORE-SPLASHED BOARDING ACTION

The fight to take over the Daemon-held space hulk was a bitter

battle through ever-changing confines. Neither side showed
mercy, hacking at each other in the narrow cornidors and
turning vast cargo bays into slaughter-pits where entire armies
crashed headlong. Now and again, newcomers would join the
fight — a fresh tide of Daemons sweeping from the space hulk’s
centre, or an Ork rocket crashing through to deliver its living
payload. Slowly, the Orks drove the Daemon host back, but at
every junction lay an ambush and casualties were high.

It was Mad Dok Grotsnik who led a charge to win the landing
bays of what must have been an old Imperial transport.

The landing craft berthed within were still occupied by the
skeletons of their long-dead pilots. The few :'m{}; that were still
operational were commandeered to aid the :‘rr:;i\\pr_:rr efforts.

It was Ugrak’s Uglies — the Goff Nobz Mob — that fought their
way into the asteroid embedded rf.-'r‘f: within the space hulk.
There, in magma-worn tunnels, they pitted power klaws
against hellblades, and in the end only Ugrak’s kombi-skorcha
swept the path clear. In the larger holds, Battlewagons lowered
their deff rollas to mash all opposition, before being countered
by Soul Grinders — hulking Daemon Engines whose metal
claws shredded the Ork vehicles. Soon, Ork Tankbustas were
hunting the Soul Grinders, crawling through air vents to
send rokkits corkscrewing into their unnatural Joes, blowing
them apart sprays of flame and ichor. Behind the front waves
fighting came the Meks, welding over patches, re-sealing
icks and repairing their battered engines of war.
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With gutlurching suddenness, Warld Kl e bl
IO 1% ,1|\|~_\.. What had been an ¢ iy VI WHs 1
filled with the massive space hulk, Aboare the spraw g
vessel, klaxons blaved and Ghazghkull's voice bovmed o
ol «;Iu-_|}-\g1-. and down corvidors, telling all to prepare fo
battle. Like a tidal wave, the momentoon of Warld Killa sem
the space hulk crashing torward, I smashed aside defeni
stations while panicked picketships aceelerated o gel ol

of the path of the hurtling wall of space junk



e C)rks had eaner gea af the edge of a star system vital

W the bmpenuim, heading steaight tor the core plunet

Botore them sprawled the imimensity that was Armageddon

an wndostrad gt of Mankind's vealm, The planet lay
ppughily ten thousand light years (o the galacue northeast
of Terra. It was a vital node of navigational channels, and

ML 1§

aulactorams supphed munitons 1o Astra

awri eginents tiroughout the sector and hevond

could now Stop Wurld Killa Irom

cpash danding onto Armageddon, Guided by his visions.
Chagzghiudl did not wish to halt his flight; rather, he
wellcoaned (he headlong plunge wowards the world below
Phe acceleraton buplt, and he bellowed joyous war cries

s thie bkl tazed with tire and the hulk thundered down
b Armageddon's sky like a se rap=tron avalanche, 1 P

il s ponndt, Ghazghkull had only made a name ton
Wisedt on Urk = a litde known and soon-ta-he dead star
systen. saon, however, his name would send H|:|r1|-~ ol lean
woross hundieds of thousands of worlds, Now, Ghazghkull
Wab On g cothision course with greatness

WORLDSHAKING ARRIVAL

Surrounding lmperial fleets, long-ranged missiles and the
plasiet’s orbital defence lasers did their best 1o stave off the
wevitable, Theis fuepower managed o shear away a few
chunks of the oncoming space hulk, but they could not
slop the wrmingl dive of Wurld Killa, nor could they alter
s course, Although shorn of 1 good deal of its mass by
the desperate salvoes, the enormous space hulk plunged
theough Armageddon's polluted atmosphere 1o erash-land

upon s dargest continent, Armageddon Prime,

Phe deep impact of the landing shook the entire world,
aid ats blast wave caused unwld devasiation. A eloud of
debyris shyouded the sun. Hundreds of thousands of Orks
wete dpstanty immolated by the cataclysmic contact of

the landing. Their losses, however, were but a tiny fraction
of thewr number, As the shock faded, a few of the Orks
teahised that they should all have died in that epic crash,
Ehazghbull claimed it was the protection of the gods,
wthough the torce field projector absorbing the brunt of
thiat bnpact doubilessly helped. Regardless, the Orks roared
thelr upproyal at being alive after the exhilarating ride,
]"-.q.gri Ly pelease their pent-up .Iggu‘hsiull, |Iu-y ]mlllml ot
b i ranps o simply blasted new exit holes through the
shieady wrn and rent ruins of the remaining hulls,

Labiszghikull divided his iollowers into five distinet hordes,
swch vnder gne of his most powerful Warlords, These were
leaders Chazghkull had subdued upon Lirk, feraocious Orks
At add dewrned by fighting alongside him, Under the dust
MO s durkiess, the wowering Waaagh! overlord pointed
s i divection each of his sub-commanders should

Kb Wity i wave of his power Klaw, Ghizghkull launched
Sasdlens columps of Ork war mwachines and living seas of
Mkaniry. With one voice, many millions bellowed,

VICTORIES PILED ATOP VICTORIES
Thie detienders of Armugeddon were not ready for what

K B Baesn, Vhe Asiss Miliarum and the planetury defence
'- A ddon may have been wellequipped, but

THE FIRST WAR FOR ARMAGEDDON

(:h

hkull’s assault on Armageddon was not the first

tnvasion of that hrve world

tis repressed workers K

worid and conds

Chaos Space Marines and mutanis — a fors

by none other than Angron, the Daemon Prin )
World Eaters. Half of Armageddon’s PDF turned traitor,

mallions were bulchered, and loyalist troops fell back before

the enslaughi. In the nick of time, Logan Grimnar arrives
at the head of his Great Company of Space Wolves. This, and
a tull in the Warp storms that fed the daemonic presence,
ensured the shift in the momentum of the invasion. Angron,

his fury undimmed, began to single-handedly wrest it back,
'

pressing the Imperium to breaking point. Even as Img

lies cracked, thetr secret weapon arrived. A brotherhood of

Grey Knights — the secret order of Daemon slayers — had been

summoned; they teleported straight into the fray, taking the
battle to Angron, They banished the Daemon Primarch back to
the Warp, and with their leader gone, the Chaos atiack faltered
and crumbled. The suffering was not over, however, for the
entire population was lguidated by the Inquisition so that no
@int could spread. Armageddon would be re-colonised within
pdecade by people ignorant of what had transpired there.

e —

they were wholly unprepared for the waves of violence

that swept over their armies. It was clear that the humans
underestimated the strategic ability of their foes. They had
fought Orks before, but these greenskins were different;
this was not some petty Warlord’s formulaic assault — this
was Waaagh! Ghazghkull.

Although none of his sub-commanders displaved the sheer
audacity and cunning of their master, Ghazghkull had beat
enough into their skulls about tactics for some of it to stick.
They easily overwhelmed the PDF legions that advanced
out of the hives to contain them. First, the Orks launched
assaults to pin the foe in place on the flat ash wastes, while
biker mobs and Battlewagon brigades raced around to
encircle their foes, cutting off their supply lines. Then the
greenskins tightened the noose, They set up their Mek Gun
batteries to pummel the panicked defenders left in the
ever-shrinking cauldron, Desperate attempts to break out
were met by gunlines, Mercilessly, the Orks mowed down
anything that moved, guffawing at the lines of "umies that
advanced to meet only death, aping their final curses as
they twitched their last upon the bloodstained ash.

With the plains cleared, the Orks advanced on the hive
cities und there they were astounded. Built atop sprawling
ashblown desert wastes, the hives rose up taller than
mountains. These were the great factory-cities of the
Imperium, the lifeblood of its non=stop war efforts. This
wits industrial might on a scale never before seen by the
Orks, The Meks gazed at the hives with joy, imagining how
they could repurpose such works, what they could build
with such colossal hoards of materiel,




rined citizens, A long series of trenches and redoubts

Lencircled each vast walled complex. Ghazghkull took one
look at Hive Volcanus before vowing boldly that it would
fall in two days’ time. Although his hordes were numerous
{'I]t}ll[:}i to overwhelm the gates, (rh;i/;.'JlLll” did not want
to waste his strength. He had yet to unleash the full terror
of his Gargant Big Mobs, but he thought that prodigious
firepower should be saved for when it was truly required.
Instead, his |;|.|n to take the enormous fac ilJI'\'—('iI_\'
reflected his cunning. It was simple, it just needed flawless
execution and seamless cooperation — a tall order for a
typical Waaagh!-leader, but not so for Ghazghkull.

Fhe outer barriers were targeted by Blitz Brigades —
armoured wedges of Battlewagons. The first wave bore
rams, and it was their duty to break open the outer walls,
using their tracks to carry them over the rubble, The
second group of attackers followed in the wake of the
smoke-churning Ork Battlewagons; these were the mobile
inkantry = mostly Gotf Boyz, with mobs of Burna Boyz
amongst them. The third wave was composed of Skorchas
= their orders were to drive through the breaches and to
clear any defences with sweeping flame.

Trakior beams would target the gates as the Battlewagons
cleared the last trench. Timed correctly, the loaded wagons
would be at top speed just as the doors were ripped off

. COMMISSAR YARRICK
- Being somewhal soft, it is extraordinary for 'umies to gain
Jespect from Orks — especially greenskins led by a stoic and
battle-hungry Goff like Ghazghhull. Although Space Marines
are regarded with esteem for their skills in battle — none
more so than Commander Dante of the Blood Angels — it
was an lmperial Commissar that drew the most admiration
Jrom the Orks. Here was an uncompromising warrior — as
eager to shoot his own ladz as the foe, if that's what it took
lo gain victory. Commissar Yarrick was certainly a thorn in
Ghazghleull's side, for the greenskins reckon that it was he
alone that willed the defenders of Hades Hive to hold on for
8o long. The Orks gradually learned from their captives that
the defenders of Hades had grown to fear Yarrick as much as
they dreaded the fury of Ghazghkull. To the Orks, this was the
land of leader they could respect. The fact that he wore Goff
colowrs — black with red trim — boosted his esteem even Surther.
Mis said that of all Ghazghhull’s foes, Yarrick was the only
one that he ever cursed — high praise indeed. Those Orks that
came face-to-face with the infamous ‘Umie Boss’ often expressed
| disappointment. In person, Yarrick was only human-sized,
although this was lessened somewhat because he did at least
| wear an Ork power klaw and bear an evil eye. Amongst the
it was said that those Orks that recognised who they were
gainst were always slain - for they stood in Lape-jawed
at Yarvick's insulting puniness and so left 1

; kem sgjy'lgg\:-
hblow, The wily the value

their hinges. Secondary plans included a Stormboy,
airdrop and Stompas with wrecking balls opening up
at strategic points. When the waves of infantry were fina]
released, they could enter Volcanus at will, /

The plan worked almost too well. The hive would have
fallen in a single day were it not for its fierce resistance,
Within the narrow confines of the hive's underwaysl
desperate humans resorted to all manner of traps and
ambushes. Despite their heroics, hundreds of thousangs
of Orks swept into Hive Volcanus, and its population Was
massacred or enslaved. After Hive Volcanus was Captured,
the remaining hives of Armageddon Prime soon followed,
Columns of human refugees stretched past the horizon,
All of Armageddon Prime lay under the massive meta] I
heel of Ghazghkull. What were once manufactorums Were I
converted to workshops swarming with Orks. Slaves were
worked to death stripping their own cities of every scrap of
resource that the Meks could use to fuel the greenskin war
machine. The Waaagh! proceeded southwards towards the
heavily populated continent of Armageddon Secundus.

THE REAL BATTLE BEGINS

When Armageddon’s Season of Shadows set in - the
cyclical time when the planet’s yoleanic mountains erupted
— the turbulent skies were permanently crimson-hued. To
the Orks, this was another sign of their impending victory.

To get to Armageddon Secundus the Orks had to cross a
swathe of equatorial jungle considered impenetrable by
the humans. The foetid swamp region was a morass of
mudpits that could submerge armies at a time, and it was
filled with ferocious wild beasts. The greenskins revelled
in it, attacking the flora and fauna while the Meks erected
pontoon bridges or projected force fields across the sinking
bogs. By their drive and cobbled ingenuity, the Ork hordes
pressed through faster than Imperial armies could march.

Infantry, armoured columns, Stompa Mobs and towering
Gargants crossed the crude bridges and emerged on the
far side of the jungles. Once again the Orks caught the
humans unprepared and smashed through their defensive
positions. As the Orks raced across the ash deserts
towards the hive cities, the towering god-engines and tank
companies of Mankind advanced out into the barrens 10
meet them. From that point on, the battles were more
fiercely fought, and Ork casualties began to mount.

First was the clash on the parched desert known as the
Death Barrens. While the colossal war engines of the hoth
Skulls Titan Legion duelled with the Gargants, the mwed
enemy tanks began to blow great holes in the Ork .hord_e_ﬁl-'-
The greenskins did not waver, but continued to advance:
albeit more slowly, into that thunderous barrage. The S8
energies of the Waaagh! might have been drained ther
there were it not for the Dread Mobs.

Clanking forward, these iron-plated tank_-_kiﬂf?ﬂf iE
through the shellstorm. A land armada of Deff
Killa Kans and hulking Morkanauts lurched
enemy armour formations. Explosions lit v
power klaws wrenched off turrets. Buzzsaw
in to savage the exposed crew, and the



viscerated victims were music to the Orks' ears. With the become an obsession, Prophet though he was, in the red

luced to 1y 131 A 1 or . - . . -
tanks redu o smoking wreckage, the Stompas haze of h.rlllr-_fx!;.\/-_;lul.llil||r:|-|u_;-t'| heard any calling save
1) Dhrea 15¢t 1 ||;.!..-..,-..|-;..|_I[_.|I:.-\. ales r-\_::'mrl!'l,l\l:m-,|um|~.|4;;n;| those who had dared defy
the evenly tched duel between the Gargants and him i'l1!:|||l\_(r[!.l;’ﬁ]ll\.-l]l\u'\'.“]'-II“‘."JH‘./!ilr-F\l'f[tl\\l!l]ll'
i I I
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I Clouds rose from the last blast door. With the inner gates now open, f,},.i,1;|t|.\”“

| ) I ns, and the concussive blasts of threw everything at the hive city, unleashing his final
e IO Mew many Urks, but when the shoe kwaves rampage [?|c'\|1.||<'\!.||1i1:'\.1r'||'.r'l!IrmJ.|I¢'I'U~<I‘-= Hacdes
1 ticle | vt oy S 5
el W LIC enormous craters Hive, and those inside were massacred nearly to a man

With his numbers depleted and widely scattered.,

Ghazghkull cor

nanded the last of his reinforcements to
\rmageddon war 1o besiege Tartarus Hive. The fate of the planet hung in the
" \ humans knew what 1 1 v - . i A
By now the humans knew what lav balance, but the Space Marines were quick to redeploy. A
FCSISTANCe

Ifened. The Orks Drop Pod assault struck the Orks even as Gorkanauts and

Axes struck a deal with atomyg

vas smashed down the hive'’s gates. Blindsided again,

ey could not break thy

the greenskins were pushed back and on the verge of

s or Helsreach. In desperation, breaking when Ghazghkull arrived. His counter-attack was
mched virus bombs - wicked and just beginning to wrest the initiative back when Ghazghkull
| from their distant past. Hundreds of

and his bodyguard disappeared altogether. Rumours thar

but still they pressed on, battering their illustrious Warboss had fallen spread like wildfire

ve cities for little gain, With his

amongst the Orks, and they wavered and broke.

...... ilers Hummoxed on how to break through,
( hikull was forced to direct the assaults himself. With this, the Imperium thought they had driven the Orks
from Armageddon. It was not so. Many fought their way
{ led many ploys: lightning assaults, feints. into the ash wastes and escaped, eventually reaching the
( I wave attacks and massed bombardments,

depths of the equatorial jungles. Moreover, Ghazghkull
was not slain. Some say the hand of Gork reached down 1o
extricate his chosen one. Ghazghkull’s few Ork detractors
claimed he had fled, but however it happened, the Warboss
escaped off-planet.

stormboyz attacked from the skies while the
v were infiltrated by the craftiest Kommandos.
t Helsreach, these stratagems paid off, each offensive
idvancing more deeply into that seaport hive, With the
ed with blood, Ghazghkull's final tactic — to gather
Verrdboyz together so thein Waaagh!-addled minds
led forth a psychic storm - worked perfectly. Paralysed
dness, the defenders were over: un.

in Hades, each of Ghazghkull's moves was parried. The
rmboyz were ripped from the skies by anti-aireraft
the Kommandos were met by tunnel-fighters in a

unning battle that stymied the underground advance.

engines were sabotaged and suicide teams took down
Gargants. The defence of Hades Hive was masterminded by
Commissar Yarrick, who was destined to become the most

respected "umie that Waaagh! Ghazghkull ever met.

THE UNEXPECTED COUNTERSTRIKE

As Ghazghkull fixated on tearing Hades Hive apart, on his
command another Ork army was set to overwhelm the hive
city of Acheron. But that was before the sky exploded.

Orbital bombardment blasted craters amongst the
Ork hordes, Even as they gaped skyward, they saw
Fhunderhawks peel out of the cloud cover, the roar of their
Ehgines audible over the concussive shockwave of their
bombing runs, The Space Marines — the finest warriors in
the Emperor's service - had arrived. The Blood Angels, the
Ultramarines and the Salamanders attacked, and the Orks

tasted the bitterness of o1 ushing defeat for the first time.

AL th
I'Ju-

at moment, if Ghazghkull had turned his attention to

situation, it is likely he could have rallied
his armies and dy ven off the Space Marine counter-attack,
Had he done 50, Armageddon would likely have fallen.
However, thy completion of the siege of Hades Hive had

I’!' . ati
berioy aling
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Da Goreboyz
Ulk (Nob)
20 Bovyz

Bulzak’s Destroyaz
Bulzak ( Warboss)
Bullzeyes (30 Boyz)
Hornhelmz (30 Boyz)
Furk’s Trukk Boyz
(10 Boyz in Trukk)
Ripkill (Deff Dread)

the Goff clan are identified by their preference lor black
and their symbol, the Horned Bull, Golls are

nd grim; they eschew flashy colours, but do go for
and check patterns. Unlike other clans,
of the tools of their trade — their weapons. Being a GofT himself,

Ghazghkull preferred to use hattle-hardened mobs of Gotls whenever

Gitstomp (Gorkanaut)

moh! Churohlol A i o iblv laree, but during his first invasion of Armageddon, the Lr”,““h"“"
ITimari)
m Usk and it Charel 11} sune the varied tribes to his own vision of rampant destrueti Y tame
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ize and relati threat of greenskin ine e
Mob: Ork equivalent of a squad
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{ { fork ¢ ‘ s ecadership of a Warboss
Warhorde: many warbands grouped together undes
the overall leade r'~||I|',r of a Warlord
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Goffs take care

Grand Warlord
Ghulg's Warhorde
Ghulg (Warboss)
Krim’s
(200 infantry)

Bloody Choppaz

(150 infantry)
Steelheadz (100 infaniry)
Durk's Dreads

(Dread Mob)

Godkrakka (Stompa)

Krumpaz
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DREAD MOBYZ
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wonal Goff, Gha rghikull places a greater value on brutal close g

¢ wrlon other Ork clan, This being the case, it is no
ts the "ardest of da ‘ard’. A profusion ol
)y S | ] ¢ kers can be found I;'-_‘_||(11|-__'| Hongside

nonstrosities clank along amidst the

experience (if not the whispered leadings

s Killa Kans and Deff Dreads together into
units that can stomp down enemsy
wugh Ghazghkull will find a place in

Maobs’, he wvours those

t Goffs despise lowlv Grerc hin,

1dgrudging respect tor those

1 Killa Kan. In these hulking
the Gretchin are not scrawny
it death-dealing bruisers ¢ apable of

: blast

8: stomping and mauling

tishable pulpy mass. For this

Kanz are readily accepted into Goff
s as well as the formidable Dread Mobs.
possible that manv Goff B W2z <imp]\

t there is a grot inside such an

Krud’s Kans Dread Mob
Krud (Big Mek

Gulgrob (Painboy

3 Deff Dreads

3 Killa Kan mobs

2 Morkanauts

| Blackhornz Dread Mob

Snarga Luenutz | Big Mek

ok (Painbay)
eff Dreads
3 Killa Kan mobs
2 Gorkanauts

Stompy Deff Dread Mob
Gurk (Big Mek)

Dok Morgrod (Painbeoy)

3 Deff Dreads

3 Killa Kan mobs
Gorkanaut

Morkanaut
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After leaving Armageddon, Ghazghkull was not idle, He
pecessary stumble that was part of a larger journd
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was ultimately conquered by the
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VISIONS OF THE PROPHET

did not look upon that campaign as a defeat,

but more as 3

v, for a master plan had been revealed to Ghazghkull by Gork and

rlv that Armageddon was not the end, it was only the beginning...

I'hus began decades of long rebuilding. Carefil

Cihazehkull balanced m ||'-h.|”=|.\-_'_ the Zrowing n

army and the exponential Waaagh! energy alongsid
LAl

the need to keep a low ;n--1.\|- tor the time be Ing

Caeark v
o Mork had advised him that he did not want 1 dr
isicde attention upon himself just vet. Never before had
1 Waaagh!-leader tried to limit the numbers of Orks he I
witracted. but it was all part of thi plan, Before combd

| ¢ re1om i i
it next step toward ultimate victory Ghasghkgh

would need more than just an enormous ;

necd to have his new tactics perfected and his new

working properly. He knew that if his i

too quickly, the plan would not yet have grown rig

Sull, Ghazghkull launched raids across Ultima Se

ind bevond. Some were small, consisting of a few m«

others were massed assaults capable of overrur

planet I'he attacks hit Imperial outposts or wreaked haw

amongst shipping lanes; the Orks also ventures

space to smash colonies, or attacked other Ork 1en
Ghazghkull led some expeditions, while for others s
g ,I

new corps of sub-commanders 1o the test. Bevond the value

of plunder or even winning the engagements, the raids

were done to train new leaders and test his latest strate

"ORKS ARE NEVER BEATEN IN BATTLE... WE CAN ALWAYS COME

BACK FOR ANNUVER GO..."

ELLYPORTA TECHNOLOGY

= - —— L]
I the Imperium had collected and analvsed their scui
5 = L 7]
data files, they would have been alarmed by how ma
vy
recorded attacks Ghazghkull, or armies bearing his
.
insigma, had made. From 945 to 996 M4 1 there was &
4 frn
escalating pattern ol violence, with many tho "J:‘l:‘“_ i (Y]
raids. But the Irufnltllnl was sprawling, burcaucrate, &
! - o
beset by more obvious threats, Only the aged Yarmek, ™ -

iy

had never eeased in his pursuit of his nemeses, stall =i

about any impending Waaagh! directed by Ghazghis

Nasdiek

In the year 997 M41 Ghazghkull allied with the
intamous Bad Moon Warlord in many millenn
Ug Urdgrub. The two leaders fleld-tested innosale

tellyporta’ technology = the ability to send mcabs 08

vehioles, anmld wltimately, even the mountaimous Ls

]h;"’

.
tr Lt
tested on the !u;jn rial planet of Piscina V. Oniy

v v

o a bar distant space hulk down onio a [Il-l""

Angels saved that wodld from beitg overTua st
W
there was et Ghagghkull's real goal. His l'"rl"””

s TN
he was ready 10 unbeash his full JOFcE -

mak g

s ONes

lmpernum. exern wing a plan hifty yean in the
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WAAAGH! GHAZGHKULL

RETURNS TO ARMAGEDDON
EYYYYYYVVYVYVYYYYYY!

Clhasghladll's new Wanagh! attacked Armageddon in a fiery and destructive fashion. In

L

addition to the new tactics arel

]_llr,—w
wleashiod by Ghasghlaill, he also used specially composed shock assault forces to assail his foes, .
[re _— - e ——— e e ————— e ——
¥ 1 1 ™ 1 o 1
SPEED FREEKS
A " | 4 - = L8
— - —
N 1 roups of Oyl ..nI.lnruIn.\[...-d When they g..h.n.n,‘\Jn-rrlf'rr-rkn-i-mr-rm-mm-fl,nupb',,”p,,h.q_
Wa ks or anvihing that can get them to the battle Fast During his second invasion of Armagededey,
1 wshalled and el

ased his Speed Freeks to ereate maximum havoe amaongst his foes. Whether fie'l:l,

n larger formations, Speed Freeks combine quick mobility with hard-hitting offensive ¢ ifsal

i

el in

ilities,

"A SWARM OF MECHANISED LOGUSTS SWEEPING OVER THE

LAND, STRIPPING IT BARE OF RESOURCES, BRINGING NEATH
AND DESTRUCTION TO ANYTHING THAT STANDS IN 118 PATH
EMPEROR PRESERVE US AGAINST THE FREDATIONS (1 THESE

SO-CALLED Orkisn CULTs OF Sreen.’

Cardinal Nomura af the Conelaie uf Hesien

Speedboyvs

Badzag (Warboss on warbike) 8
Badeag's Riderz (6 Nobz on warbikes) *
Red Defl (10 Warbikers)

Fastsunz

Sneg Bloodsplat (Warboss)
Red Raiderz (15 Warbikers)
Fug’s Riderz (10 Warbikers)
Thwoppa Defl (2 Deffkoptas)
Axl's Bove (Jo Boys in Trukk)
Lagnuty Hunta (I dakkajet)

d Warlord Gurtak's Go Fasta Warhorde
and Warlord Gurtak ( Warboss)
It of Speed warbands
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i ARALLI Kaomnmnnelon i
I Axes Clin = those sneal
| Favonni oo lige and elaborate
| i I il el Ceoll winrbancds, as
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Phe Bhoe pondd whinte checked wirriors ol
\ 1) vl the pgerstriped IMoodtngz v
\ wne reputation Dghving for Waaaght
(1) ol O ol ihve Wonmnnenvanclo maolks l-h.|!;'_||l||“
....... I, none have garnered more fame than
11 i vl T e Skoll Konnmandos, To this

R AT

hdlows ol Avmageddon

Bulrag’s Fightin® Fifth
Bulrag (Boss Nob)

4 Kommandos

Kragga's Kamo-Boyz
2 Kommando mobs
| Deffl Dread

Red Skull Kommandos
Boss Snikrot
4 Kommando mobs

SHALF-GLIMPSED SHADOWS? ORKS WEARING
CAMOUFLAGE? DO YOU TAKE US FOR IMBECILES?
ORKS ARE BARBARIC AND ENTIRELY SINGLE-

MINDED, ARMY DOCTRINE, 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.

Extract from transeript of Court Martial
investigating the fall of Lathir Outpost

23
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VI b el oF deating

1s iHEH tHEGeh ehellbiiral v claimed Space
ME HE Bt e e Vil iphiy rack. Gha ghkull could leel
P o ite Witlding Beliined i wlamantinm plate. He
| i | testhibr vigiom and. it th pain i his
Lt i Y 1l atieg . & 1S g 1oy e a monine ntal
1 18 e tiiie h te Fiehie (il thkull returned to his
A FHET |.,[. Kill Wieeka. arniil "l"-"=’."-' 1 f'i“l-":’r"f
Fluiuly Wit re Filling 1t patehwork mind

Ay HTGHER AND LOUDER CALLING

e i ab Gk and Motk had never been so strident,
PHERE BeHonvtng still i hesinig in Gsharghkull's head. Yet, no
AL H piaiiy Litnes e e |.||n-..1-riInnl|||nll'la,’]'-illaln
Db thein spaing the bilwark af the ship, Ghazghkull
EOte sk Clear lig Headd o et ipher what the Euttural
tACEs oF the gods were saviog to him, The pain of the
L 18 exericiating and his good eve bulged as he
PO e T Bty Any other Ork wotlld consider a good

Qg Wt Arrmageddon o victory in itse I1, but they lacked

el fied know exactly what he was looking for, and grasped
oty Fhatt hie wontld not find it on Armageddon Irusting
tHat the voices wouldl become clear i time, he ordered
t haietbol of eraft from the fleet that still surrounded

Settgeddon like voltires to gather around Kill Wrecka.

Cihaghikad] Tett the battle for Armageddon knowing his
st tedd Hewtenants wounld commarned in his stead as he
hatd apddesed, The greatest Ok Warlord of his era looked
bite b vigaein thie "'l'"”\' shrinking orh ol .‘\TTFI}IH!‘(i[IUI’l.
atie] hig torily 1e gret was that he doubted he would be back
biekerre hits wneletlings conguered everything in his name.

Aa the Heet gathered speed, Ghazghkull turned from the
prirt bl ariel deseked about the bridge. On his orders, a herd
l ol Weirdboy Warpheads had been gathered, It was his
bespse thint the deranged Ork mystics could aid his visions
> it o waty stimilie Lo how their strange gifts seemed to help
‘ atedt the best contrse onee o space hulk entered the Warp,
. I hieis e, beswever, all the Weirdboyz had done was annoy
gt e hulking Warlord watched the drooling
Wit phieels tetter abiout the bridge, bumping into each
. ethied Bike bserys inoa Fungus beer stapor, In truth, such

wiithe s winggered Ghazghikull = the old Goft in him resolved
frestiblien o wenbiguiities with o simple punch to the face,

bk st to Ghazghkull, however, his departure from
At ivrmgereledenny eled ot gier dnmmar ke,

trld drag the most dangerous Ork Warlord away from the battle that raged across A

p ; i . k : v Z = m

Btk With the geent gieen vistons starting to overwhelm him, Ghazghkull knew it was time to move on That baty
. ; i ; i e

It pet petitatiing, and he was needed to spread the ripples of Waaagh! energy until they washed the galaxy in bjg

thithiibies, Ciliazghikilll, Blessed with his COngqueror’s visions,

DA GREAT WAAAGH!

\

Ageddoy,

“'&snw
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PURSUIT AND EVASION
Imperial augur-stations observed the Ork flotilla leaving

the system, identifyving the vessel known as Kill Wreckq,
the capital ship favoured by Ghazghkull, High Commang
was notified, and within davs the pursuit was underway,
Commissar Yarrick headed one fleet and High Marshal
Helbrecht of the Black Templars led the other, They had
allowed Ghazghkull to escape once and it cost them dearly,

a mistake, Yarrick vowed, that would not be repeated,

Using a pincer approach, the faster, more efficient Imperia|
warships converged upon the Ork fleet several weeks

after leaving Armageddon. Outnumbered in the midst of
a barren space known as the Haunted Gulf, Ghazghkull
realised he could not outrun his foes. With nowhere to
hide, he ordered the fleet to steer directly into the midst
of their enemies. By the weight of their broadsides the Ork
flotilla might yet be able to blast a path to freedom.

Despite Yarrick's warning that such a desperate manoeuvre
was not jusi possible, but likely, the forces of the Imperium
were still surprised by the unorthodox gambit. Several
battle cruisers were left crippled by the Ork ploy, little
more than drifting hulks. However, the return fire ripped
the scrapfleet apart, destroying ships one alter another. Kill
Wiecka was left listing badly, its steering wrecked. As Yarrick
and Helbrecht prepared to board the Ork vessel in order
to personally ensure Ghazghkull's demise, Kill Wrecka was
wreathed in a blaze of green energy.

THE GREAT GREEN BEYOND

Kill Wrecka vocked back and forth from the lance strikes
that penetrated its lower decks. The resulting explosions
blasted concussive forces through the ship, making the
entire craft lurch vielently and sending everyone on the
command deck sprawling. Ghazghkull toppled over hard.
his adamantium-clad skull denting the steel deckplates with
a clang. Furious, he pushed out of the pile of Weirdboyz
that had shifted on top of him and bellowed orders. It

was then, his head still ringing from the impact, tl?ul an
overwhelming force possessed Ghazghkull. An arcing
crown of green lightning exploded outward, washing
everyone in a strange, green light.

at sot off
nergies was a spark that set @

I'he sudden explosion of ¢ :
; asms that

the Warpheads, each convulsing in rhythmic sp g
grew in intensity, Engulfed in green flames, the "r;lttr
Ork psykers howled as their skin sizzled and raw P"::r
burst forth from their eyes and gushed forth from € ‘okc
jaws. In voices like rolling thunder. the V\’:il'[)ht'aflslsf:l

as one, the same almighty roar of Gork and Mﬂfl‘g;::—sl
Ghazghkull had been hearing. Now, at last, he un g
whitt he needed to do, The voice of the gods cor'lll‘flli:.c o0
Ghazghkull to unite the Orks and make the galaxy

the sound of the Great Wanagh!.
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cful voice spoke again, saying that only unending
B Id call the final Ragnarork, bringing forth

h.'”lh “.”:]\LI.:;L themselves. With their role in delivering
Gork an¢ o done, the War pheadz exploded in a vast

the MESSAR .

[ energy, drenching all those on the command

youring < - L 3 )
Imll. . th wet viscera and luminescent green energy.
deck with wel

[t was this surge of green powel that rolled outwards,
«piking the enemy fleet like a tidal wave. With their
ships cstems ensnared by strange energies, Yars ick and
Hl‘!llm'- ht could only watch in frustration as Kill Wrecka
blinked once and was gone T'he only evidence that it had

ver been there was a trail of debris floating where the
ever W .

hip had once been. Yarric k slumped, for he knew that
ship

Ghazghkull’s escape boded ill tor the galaxy.

THE PATH OF CONQUEST

Kill Wreeka was hurled into the Warp, its course and
destination unknown. Every greenskin on board endured
an unsettling journey in which the echoes of that mighty
voice still boomed in their minds. How long they travelled,
or where they spun towards, none could say. Then, with

a feeling similar 1o a punch in the gut, they halted,
reappearing suddenly in realspace. The Orks staggered

to the portholes, looking out and gasping in amazement.

They were completely surrounded by space ships of all sizes,

but there could be no mistaking the make of such crude,
rust-bucket like craft. Kill Wrecka had materialised precisely
in the middle of an Ork fleet.

Only recently, Kill Wrecka had been an imposing vessel,
its hulls protected by overlapping slabs of iron plate
and bristhing with turrets, gun decks and all manner of
ordnance. However, after the Imperial fleet had punched
a number of holes through the craft’s belly, internal
explosions had done the rest. Ghazghkull's Meks began to
swarm over the ship, repairing breaches to the inner hull
and patching up the pipes which vented gases into the
corridors. The Orks under Warlord Urgok Da Slayer — for
that wa‘l\\ whose fleet they had appeared amidst — éitmhlluss
ok Kilt Wrecka for space junk, thinking that some
Schpmongering Deathskulls or salvage-crazed Meks were
simply cutting up pieces of old wreckage.
:i:l:];Z"(::dt’l}:i’g:::ﬂ:: ::;:.Iltld less about the hull repairs,
While they hu-;ri-[l ib eks :o .ﬁ‘x the damaged tcl]l\'por‘la.
and Mork .prc I;.-l -‘ i. I(?lll L 11:1? tasks, I:htl' Prophet of Gork
Ol where pared his boarding parties. It was easy to pick
: ‘ere the biggest Ork would be, for j bove tl
in the centre of iy d be, for just above them
¢elwas a monstrous space hulk, So

much work k- =
0. Ork for had gone into that vessel that it now looked like
Tlress ﬂoaling in space,

!'tll:u\ving his advantage v
= 40d teleporeq blin

ufuhi(s;“Tk o Moy

4s surprise, Ghazghkull trusted to

I:i.]As if guided by the great green

; themselves, Ghazghkull and a

flah :?1(’\(:?:[1 Nobz - his Bullyboyz — appeared in a

Bt folloyeq o O"d Urgok’s command room. The action
hthe May ]as Swilt and bloody, the deck soon covered

'I : oin ?htd €orpses of the slain, Before they could

b1 Gl 1Ok, MOSE of Urgok’s bodyguard were
en b, am-.K kull hag Pulled Urgok off his throne and

s 0 started a new Waaagh!.

GHAZGHKULL'S NEW FLEE]
Urgok's fleet was substantial in size befure Cohasghh ull wrrived,
but it grew exponentially when the Prophel of Cotrrk cireed Mork
ook over. Like all Ork-made creations, i was an anarchi
J.liu.'er'. Moust of the "‘”r'f” wiere whaolly bl ol of cast irﬂ
flotsam scavenged from the ends of the golaxy; others had
once been the vessels of some other race, buit fiaadd beent selvaged
and “JJI.’J_:;.imr’r.rf' by the Ovks. They came [rom all carners of
the galaxy, some even [rom distant eras, having been found
drifting in the Warp. Fven ships of the same lype i the same
squadron were rarely comparable, for vach had gone through
many impromptu builds and refits, vach using whatever scrap
could be found. It was not the greenshin way o repaiy things
either, so much as patch over them. And 7o Mek was ever fully
satisfied, but thought he could add another gun deck, missile

stlo, hu_!n-.f."-',- tihe or other shooty wotrnalz here or there.,

Within that ramshackle armada was a pair of heavy-prowed
Hammer Battlekroozers that had stood keel to keel with

Imperial battleships and come out the victors, Some half dozen
Kill Kvoozers and Terror Sh s rounded oul the larger craft

Before them came a tide of lesser vessels, some litile more than
rustbuckets with thruster engines, yet they were deadly desjnte
their worn and decrepit apprearance, The pride of the fleet was
Urgok's space hulk — a colossus of a starcraft, with fi refiouer o
st equal that of an entive Imperial battlefleet,

BUILDING A NEW WAAAGH!

Warlord Urgok’s empire had grown so large that it took
weeks for Ghazghkull to work his way through it, Most
Jjoined the Prophet of Gork and Mork willingly, but some
stubborn cases needed to be shown a few messy examples
before they too saw the wisdom of aligning themselves
under Ghazghkull. When he regained consciousness,
Urgok Da Slayer himself became a leader within
Ghazghkull’s throng, and this made recr uiting the rest of
his armies easier. If the galaxy was going to be set ablaze
with Waaagh! energy, many more Orks were needed.

Orks are a prolific race and can be found throughout the
entire galaxy. It would be the work of a million lifetimes
to seek out every greenskin-held ter ritory, to travel to

the innumerable places where greenskins gathered in
dominating numbers — countless moons, planets, asteroid
fields, or space hulks drifting in the void between the stars.
As Ghazghkull knew, such travel was not needed. for all
Orks were called by the power of the Waaagh!. Urgok’s wars
had been drawing in a steady stream of greenskins, new
recruits rising to the call of fighting, space travel and the
promise of greater battles. Under Ghazghkull, this rivulet
became a cascading downpour s floods of greenskins
rushed to join the fleet. Now they needed purpose.

With agitated Ork hordes raring for battle, Ghazghkull
steered the fleet towards Ork territory. The remnants of his
Waaagh!-tuned brain had felt the distant ripples of green
energies that came from distant Octarius. Rumours had
come of a new leader of that realm, and it was Ghazghkull's
intent to wrest the title ‘Overfiend of Octarius’ for himself,
However, what he found when he got there was even better.
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winilil gave Lhie i rualactic aliens sonnie thing new (o chew
oy, I anything, this fight looked 1o by bigrger than the one
on Artageddon, Already the skies began 1o darken as a
huge, brooding shadow covered the stars above, 1ok ing

s, Ghazghkall bared his fang-like teef in as close to a grin

as he could manage. This Waaagh! was only getting staried

FURTHER VISIONS OF GREATNESS
Sinee leaving A rageddon, the visions that temporarily
Jilled Chazghhull's surgically refrsired brain had become maore
Jruguent. Some of these were stromg convulsions that toprpled
the big Ol vuser, causing lum lo writhe in howling agony.
Other vistons were less obtrisive, and thess Chazghkull

wias slowly gaining control over, T hey showed him brief
sriippets of the action back on Armageddon; € shazghkull saw
Laghoss Skargrim learing i up on his warbike, or watched
Kommandant Klank lead his Boyz to another victory. Even
in the dream-like visions, the sight of Orks ma rching in rows
like human troops was infuriating, but he could not argue
with the Blood Axe Warlord's baltle record, © shazghbkull knew g
that these weren't dreams; he knew he was watchin ¢ real

cvents unfold, Despite the vast distance, sometimes, when

e tssued commands or lactical advice during particularly
gripping visions, Ghazghkull swore his voice carried and his
subordinates heard his every bellow. This thought amused
him; he heeded the voices 1n his head, and his Leutenants were
lihewse tormented. As for Ghazghkull’s oun voices - they were

Py

already warning him that once the battle on Octaria got going,
it would be time to leave. He had a destiny to meet, e only
needed three or four more sectors raging with battle to swell the
(irk ‘fmfmlﬂﬁnn to eritical mass. In his vision, Ghazghkull
was stompring across the galaxy. His strides spanned stars
beyond count and each of his mighty footfrints wrrf swathes
( planets aflame with war - Armageddon, Octaria... he was
anxious for the start of the next one.
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After |1-;1\-i|1[1 the greater portion ol his army behind him on As e tlelisi Clhinzghiloul) Iu-}_:.u; a if’“‘“'.}. 4cross the

Balaxy
spread the Waaagh!. A core of his hardest supporters remained with the Prophet of Gork and Mork, but soon DEW moky

warbands and warhordes were joining the vightful cause

- = — - s = - e — o = ‘-‘___1____-\—--

|

DA GOFF GUARD |

| e EE - = R |

Battle-scarred and grim only the hardest of the hard have what it takes 1o join the Goff Guard. Some of the Orks in Da ‘
Golf Guard came from Urk and have tuck by their Warlord through all his many travels, Where ver (,I:,N_‘_f},'._i,-i]._-;[, be
tound, it's rare if Da Goff Gu irdd aren't close to hand, Rightfully [Jr-rll-| tar be associated with ‘da Greatest {--'I"f','J"r:n ta
live n' breathe', there are a profusion of back banners, Goll symbols and the Ghazehkull horn stlhouettes amongst Da

Ceolt Guard,

‘Ardshells
Gurk (Nob)

30 Boyz in ‘eavy armour

Where Chazghkull leads, da Goff Guard
follow, When Ghazghlwll smashed deown
the final blast door and charged the last
defences of Hades Hive, it was the Goff
Guard that jollowed, When the Proghet
of Gork and Mork cut deefs into the

Urk’s Own

10 Meganobz with bosspoles
Iyranids on Octaria, il was the black
Ghazghkull’s Head-bashas

Ugrak, Durg Redklaw, Surk, da Mighty
Bulg, Urgok da Slayer (5 Warbosses)
3 Nobz mobs

armoured might of the Goff Guard that |
f}”);ﬂ"fﬂ‘(f therr weay behind him. During
hs first invasion of Armageddon the

Goff Guard took so many baners '

3 Meganobz mobs
Stompa Mob
Dread Mob

and aquila-topiped standards from
the Astra Militarum and 'i!f"__f‘)!‘a"
Astartes that they piled them and
made a bonfire visible from

orbit — that last bit may be a

tall tale they spread around
the camps, but who is going
to disprute the bagpest
and baddest Orks who
also happen lo hat# :
the favour of the |
mightiest of them all -
Ghazghkull himself?

Black Thunda
Ghazghkull's Super-'eavy
Battlewagon

Kulg’s Krushas
4 warbands
4 Gorkanauts

The biggest and baddest Orks in a tribe often gain some type

of moniker — ‘Ard Boyz, Skarboyz, Da Big "Unz, and so on. As

the largest and most ferocious of their kind, they ‘konfuscate’
the best wargear and weapons for themselves.
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key battles has begun...

998.M41 THE THIRD WAR FOR ARMAGEDDON
After five decades of planning and preparation,
Ghazghkull returns 1o Armageddon at the head of a
massive Waaagh!. He plunges Armageddon and its
enure sector into a vast and bloody war. Only by the
tremendous build-up of their defensive fortifications
and the expenditure of millions upon millions of
their troops has the Imperium been able to hold back
the green tide. Although he may not have known it
at the time, the grinding stalemate is exactly what
serves Ghazghkull's purpose best. For now, War Zone
Armageddon is a bloodv war of attrition — a fact
that drains the Imperium dry, while doing quite the
opposite for the greenskins. The brutal conflict and
the powerful Waaagh! energy that emanates from
Armageddon is uniting greenskins from far away and
countless waves of Orks flood to join the war. Unless
something alters the cycle of endless battle, it is a war
that ultimately only the Orks can win.

990998.M41 A GREATER PURPOSE
The Battle for Armageddon is at its height of ferocity.
Greenskins from thousands of light years away are
hearkening the call of the Waaagh! and more arrive
daily. Despite this success, Ghazghkull’s visions lead
him off-world. It slowly dawns on the Prophet of Gork
and Mork that this battle is but one of many. The next
stage of his Grand Plan is made clear — he must kindle
the spirit of Waaagh! Ghazghkull elsewhere in the
galaxy. With a small fleet, headed by his kapital ship Kill
Wrecka, Ghazghkull leaves the Armageddon Sector.

189999.M41 BATTLE OF HAUNTED GULF

In a barren zone of space known as the Haunted Gulf,

Ghazghkull’s fleet is caught by Imperial pursuers. Twin

flects converge upon the greenskins, one led by the

‘aging Commissar Yarrick and another by High Marshal

Helbrecht of the Black Templars. The Orks turn to fight

‘and manage to cripple several Imperial battleships, but

Ghazghkull's fleet is badly mauled. With Kill Wrecka

ed, the forces of the Imperium prepare for

' g action when a wave of green energy issues

h from the listing Ork craft and locks down all

ems aboard the Imperial ships. They can do nothing
vain as the strange force contracts into Kill

ears, leaving behind no clues.

TRACKING THE
GREAT WAAAGH!

According to Ghazghkull, the Prophet of Gork and Mork, the Great Waaagh! has begun, Greenskiy
legends have always spoken of the Ragnarork, the time when the Orks rise up to conquer the
series of apocalyptic battles. Orks everywhere are gripped by mass agitation, and their migra

galax,- ing

IiOl‘l {M

C.189999.M41 ANOTHER PERILOUS Wupjo._-““
The crippled Kill Wrecka enters the Warp, although 4
is impossible to track how long its journey lasts. Some
attempts are made to repair Kill Wrecka before alj hands
are needed to drive off a Daemon attack, It could be
that the breaches in the hull gave the Warp denizens
access, but Ghazghkull is convinced that the Chaos
forces are trying to halt his inevitable progress.

694999 .M41 URGOK JOINS THE WAAAGH!

The badly damaged Kill Wrecka drops out of the Warp
in the middle of the sprawling territory ruled by Ork
Warlord Urgok. At that moment, Urgok has been
gathering his fleet, preparing to attack a Tau force that
has dared to place a colony within the boundaries of
his realm. With the damaged Kill Wrecka taken to be
little more than floating wreck, Ghazghkull gets close
enough to Da Ironfoot, Urgok’s space hulk fortress, to
dare an attack by tellyporta. Before the crew even know
what hit them, Ghazghkull and his Bullyboyz have
taken over the control room and knocked their t'nc@\ L
leader out cold. When Urgok awakens, he woozily joins
Waaagh! Ghazghkull.

704999.M41 Tau BASE CRUSHED

Ghazghkull continues with Urgok's plan to illln’ll-'kb

a nearby Tau colony on the planet known as Fangs
World, This proves to be another way to further unite
Urgok’s army beneath him, and also a chance FD see
firsthand what these new warriors and leaders i his
Waaagh! can do. The red-armoured alien warrmrfl’
have had much experience fighting Orks, but the}
are not prepared for the onslaught that erupts WT:“
Ghazghkull and his Bullyboyz arrive to tip the bee
in favour of the greenskins.

C.709999.M41 GREEN AMONGST THE STARS
After smashing apart several of the largest red R
battlesuits of the Tau, Ghazghkull notices somel -
peculiar. He learns that if he concentrates eutl?lui{ o
after banging his adamantium-reinforced skt et
better sense concentrations of greenskins. “(f)w fiend
strong pull towards the regions ruled by the x
of Octarius. Realising that this must be 4 SIg? o fleet
Gork and Mork themselves, Ghazghkull ord;"‘: will
to leave, although he has no doubt that the ¥
return. He knows that the Orks will too-

730999.M41 THE MADDEST Smxsu‘l‘l‘sm"‘.; eﬂﬂ"‘
As the fleet prepares to embark upen the mé v
towards Octarius, Ghazghkull has an ieSP g
to visit a verdant planct in a nearby M‘___ ;

the jungle world of Kongajaro, home m..lﬂ__ :
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: the primal Orks greet Ghazghkull
; f (] ‘..'.l"in'rr!|!|||I_I!|<
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~a099.M41 THE FLEET GETS LARGER
v

the galactie southeast. the

hed in the Black Kraken Nebula by Ork

urg da Redklaw, who

murk is impossible to see through

the readines of the few SCNSOrs carried

aimg actions
oy ) slan ring will decide the outcome liis

is stace th Ledklaw realises whose forces he is

casclire. Pleased with the way he

aurht. G hikull welcomes him to the Waaagh!

T95999.M41 THE OCTARIAN SYSTEM OVERRUN

nter the Octarian System, the Orks notice

that something isn't right. It was not uncommon Lo see
debris Hoating in greenskin territory but anything
that could prove -.-m'lmlnlr.|\~.11.|p\mxn|1|nk|\

their Heet passed by now though was

avevard of broken Ork spacecraft

he ships have had their hulls shattered or

doused in steel-eating acid. A few

poresships are sighted and many of the Orks

who have

met Tyranids before advise Ghazghkull about
what they

are sure to find ahead
836999.M41 PLANETSTRIKE OCTARIA
Io reach orbit over the planet of Octaria the Ork fleet

ced to shoot their way through a blockade of bio-
ships. Strang

15 [or

¢ purplish clouds cover the orb, as Tyranid
Spores infest the upj

eratmosphere. Sending forth
his f

ew dropships, ( shazghkull also releases his Roks —

Scatlering the . ;
llering them across the mega-continent. He himself
19108 the battle via relly porta

851999 M4 THE OVERFIEND DELIVERED
:-\Iu-ruuuh hard fighting, the
15 deemed lear of Tyranids.
Overfiend of Octarius, decla
Ghazghkun Alre
bevond

0f Waa

planet of Octaria

Zog Steeltooth, the

res his allegiance to

ady, Orks from all over the realm and
ATe pouring in, dr

awn to the massive build-up
agh! ehergy,

851999.p41 p

Alt ATCHED Ur By MAD Dok GROTSNIK
! 11;ng|1 he ¢

Chazgng Il loesn't show it in front of the Boyz,
- ull’s % =
Nishing p,: SBight with the Mawloc had come close to
E him off P e
$Ustain e If. He suffered the worst injuries he had

dsince a;
lak L =
U iy s g a Leman Russ battle cannon

armgy u_“dn”.- Acid burns h
Snnk. : .suiurmg his “l'sh. “,m_“__
i Twould i

ad eaten away at his
still, a large spine of
4ve 10 be removed — it had pierced

and Penetrated his body. Harder than

“CNOrmeyg Spike

Mg, will not come out no matter
srotsnik has helping to pull

Dok brings in Orkimedes,

gy "__' Nob; Mad Dok
ash of Benius the

who suggesis removing the spike via traktor beam.

Ihis does not draw out the object, but does vacuum
Up a good portion of Ghazghkull's guts temporarily
which have to be hastily reversed before he notices. At
long last, with the aid of a buzzsaw and a Defl Dread
with magni-claw grips, they manage to removed the
enormous spike. To evervone's amazement Jdaeghkull

takes it easy’ for at least an hour or two before growling

orders in his normal ferocious tone, Later that day,
when he headbutts a Squiggoth that will not et ont of

s way, everyone knows their Warlord is recovered

852999.M41 GALACTIC GREEN WAVE
Itisa dangerous thing for war-crazed Orks to gather

in excited frenzy without immediate battle to release

their pent-up aggression. So many Orks gather upon
Octaria = migrating from all over towards the siren
call of Waaagh! Ghazghkull = that thes overpower

Ghazghkull's Madbovz Mob with the overflow ol
psvchic energies. In turn, the power-drunk Madboyz
vomit forth a great green wave of force that ripples
outwards to the far ends of the galaxy and back, This
phenomenon registers with every Wan p-sensitive soul
in the Imperium, echoing in the Immaterium and
sending shivers of fear through all who recognise its
signihcance. The largest Waaagh! seen in over eight
thousand years of the Imperium’s history is getting
bigger. Now that it is growing from different points in
the galaxy it is attracting Orks from an unbelievably

wide range of territories

865999.M41 THE TYRANIDS RETURN

Just like Ghazghkull Thraka, the Hive Mind is

known for learning from past battles. New tactics
and creatures had been evolved and at this time they
were unleashed. As the Ork fleet and bio-ships clash
in space, the assault rains down upon Octaria. The
Iyranid attack waves are of an intensity that has never
been seen before. Once more the planet shakes to the
sounds of unending battle

S86999.M41 MESSAGES TO ARMAGEDDON

In between leading attacks into the Tyvranid masses,
Ghazghkull checks on his ladz back on Armageddon
Shifting his mind to the Great Green, Ghazghkull
witnesses Zagboss Skargrim carve another notch on
the barrel of his Warbike's dakkaguns to mark another
Astra Militarum battalion ridden down and destroved
In his most threatening voice, Ghazghkull warns
Zagboss that it is the Space Marines that he needs o
\.0‘1 ry about. and if he really wants to earn his favour,
he'd better start hunting them. Pleased with the look
of awe and admiration on the Evil Sunz Warlord’s
face, Ghazghkull briefly visits each of his ruling
commanders, dispensing tactical advice, dropping in a
im, and admonishing

few grunts of well-deserved accl
lhns}‘ that were not driving their troops as hard as they
ought. Orkimedes believes he will soon per In.': the
tellyporta so that Ghazghkull can transport himself

all the way back to Armageddon as quick as you could _
stomp a grot. Naturally, Ghazghkull does not 1(-‘[I ‘u;\‘ui
his subordinates this news. If they thought hearing his
voice was awe-inspiring — just wait until he turned up
beside them barking orders...
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Omn these pages you will find additional special rules, Warlord Tralts, Relies, a Detachment and Formu
o l'i n amf fighting stvle of Waaagh! Ghasghkull, You can add the Detachment and Formations {

compositig £ X i i : . =

existing army, or use them to field an army from Waaagh! Ghasghkull iselt,

WARLORD TRAITS

When genervating his Warlord Traiis

WAAAGH! GHAZG RULES

HRKULL SPECIAL
s of the Great Waaagh!
Detachment in this book. the following “-"F'[':"'.'“ ital

Special rules appiv o all of the units they contatin
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This special rule only applics to a Wartord chosen as part

Pl

of a Detachment or Formation presented m this book. 1
your Warlord has this special rule, he must alwavs issue
and accept a challenge whenever possible. I vou have maote
than one model in a combat with a special vule to this
effect, you can choose which model Isstes o accepts the
challenge. If a Warlord with this special pule Kills an enemy
character in a ¢ hallenge, he can re-roll all failed To Wonnd
rolls in close combat for the rest of the game

Da Boss 1z Warcuy'

The Orks of Wanagh! Ghazghkull are Rnosen for thetr wnnsuad
levels of discipline, instilled i not by Ghauhkull himself, thew by hix
subordinates. These canny leaders have been subpectod toy, o have
wninessed, enough of the Big &m’-'bﬂ\n:n‘u\ o ko bettor than fo
let the lad: get too carvied away, and wnll
keep them in line.

erick Readys even harder o

Units with the Mob Rule special rule (see Cudess (k)
that include at least one model from this
Formarion gain a +2 modificr to any

table. However, should any of these u
the Breaking Heads or Squabble results on the Mob Rule
table, they will suffer D343 Strength 4 AP hits instead of
D6 Strength 4 AP- hirs.
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Uhe Warlovd has a Ballistic SKill value of 8
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GREAT WAAAGH!
DETACHMENT

1! details a unique Detac hment - the Great Waaagh! Detachment - that reflects the fightin
i . o '

& Sty ||~ of

o 5‘-.-. ka's horde. This follows all the Detachment rules presented in Warhammer 40,000: The Rules,

e ——— iy
e —— et

——— RESTRICTIONS
pr— All units in this Detachment except fortificatio,
O | have the Orks Faction ik s
| |
1 (LT - ! = \
\ - | : e, A\ A

| ] " )
| :

olle

s

COMMAND BENEFITS

| N i Biggest an' da Best (pg 48), Da Boss iz Watchin'

. e
L — Da Right Boss for da Plan: If this Detachment is c}
as your Primary Detachment, you can re-roll 1}
( SORY OPTIONAL when rolling on the Waaagh! Ghazghkull Warlord Trais
) HQ 3 Heavy Support table (pg 48
» Troops | Fortification
{ Elites 1 Lords of War | Tellyporta Strike: Before deployment, roll a D6 for ea
» Fast Auack non-Flver unit in this Detachment. adding +! to th
if the unit’s Battlefield Role is [roops. On a result

- that unit has the Deep Strike special rule
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L b Crand Warlord himself commands his armies, wn-,-;,,-.lamfﬂd by utr ."_n ner cirele of Big Bosse
Chazehkull’s greenskin hordes , This motley band of Orks is none other than Ghazghkull’s infamous Coungil
| ; ! ”. in the galaxy, for not even mighty Ghazghkull could command such Vast iy
, sl 1 Ork Warlords in the council, Ghazehkull's 'Leftenunts’ are .Tml'ru! :mrh‘ hm.\mg bl the
et Mo Gork and Mork, and their individual skills and knowledge lend Ghazghhull’s ﬂhmd)- Prodigion
! J. I. . ir physical and hsye JH”'“,L’?.* al ..'m‘};m'f on the filL{lrf.'?flq hes been ft;.l.\.‘f)f;,.‘)r;bb-_
]

—

‘ * Boss Mob: All models in this Formation must be deployed

as a single unit. Models with the Independent Charaeter
special rule cannot choose to leave or join the unit.

* M -:I:.u Grotsnil ' Banner of da Great Waaagh!: As long as the bearer of the
{ o2 ) .. -f i Waaagh! banner is still alive, all models in the same unit
* | Big Mc} ' have the Fearless special rule and add 1 to the Weapon
. ol Nobz Skill characteristic on their profile. In addition, all friendi
\ B units with the Orks Faction within 12" re-roll failed Morle

and Pinning checks.
RESTRICTIONS:

The Nobz unit must be equipped with a Ghazghkull's Leftenuntz: Both of the Ork Warbosses
Waaagh! banner,

the Formation have +1 WS on their profile.

|

: : ¢ deployment
Furthermore, at the start of each battle, before ‘kp,‘ll, yL
: : I
make two rolls on the Waaagh! Ghazghkull Warlord 4
: ik both 0
table (pg 48), re-rolling duplicates, and apply both

i5 .- a
results to Ghazghkull Thraka in addition to hisstand
Warlord Trait.

SPECIAL RULES

B o EF g a Bes r 4 i
'BEesL an’ da Best (py 48). Da Boss iz Watchin'

pg 48).
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IAZGHKULL'S BULLYBOYZ gy] I

4 el S

If Ghazehleull nee 7 )

e : s ;{::ﬂ;::;;t;j:j:i:;;i :I;r::} a}r;j.f:’. :j; it storming a heavily defended fortress gate, or quelling a bust-aup between two vival Ork clan

favee to be rechoned with ,a;r.,.:‘, e f; J.l;yi IH ACCAsion, IJU'IN'HII'I lead them prer sonally, |’n"rru.|’l_l_h4.l Cheazghlbull's meanest and hardest Nolz are a

A ;.rm f.h -‘(u.f.wr.rn'l of Hn'flr illustrious leader. The sight of these brutally powerful Orks, clad from head to toe

Bullybovz storm s ”,Irh:; "T”;“”;t? [rom f_h.-!,-”.;,_--”'m Mek z:-.rn!.'ﬂ'm[.‘!_ is an inttmidating prospect for friend and foe althe. In battle, the

lear g I{’.!Hrjr’}l] Roleins tiss .”. 'l'l‘ thick of the f{ﬂhhu;_{. where they {ﬂ_\' about themselves with daw, saw and the occasiomal vicrous headlatt to
¢ enemy lines for the vest of the Orks lo pour through.

—

SPECIAL RULES:

Biggest an’ da Best (pg 48), Da Boss iz Watchin® (pg 45)

Fear, Fearless.

FORMATION:

* Junits of Meganobyz

Bullyboyz: All models in this Formation add 1 to th
Weapon Skill characteristic on their profil

A RES'IRIC'I’IONS
All units must include at least 5 models.

e




ine Secomd and Third Wars for Armageddon, Ghazghk

wll made regular use of hard-hitting formations of Stormboyz, known as

: yom atod the
gh-flying Ork kargo kraft, Stormer Mobs proved to be h ighly effective at clearing defenders from atof

. sl Wicha
. The most successful of these aerial raids were those orchestrated by Boss Zagstruk and his infamous Vule

nsure that the most daring of these raids were led by the [erocious Stormboy Kommander, where his o

day. Unlike the other Stormer Mobs of Waaagh! Ghazghkwll, Zagstruk’s Vilcha Skwad would

bs, but a single mass of airborne greenskins that left only death and ruin in its wake.

SPECIAL RULES: - N
Biggest an’ da Best (pg 48), Da Boss iz Watchin' (pg +°"

Dead on Target... ish: All units from this Rormatiel i.“'_k"“
the game in Reserves, and must arrive via Deep wlt\it n
However, units from this Formation only scatter D6" wh¢
arriving via Deep Strike.
‘Ard "Itterz: Hammer of Wrath attacks made by .tlil\-”ill the
Stormboy models in a unit joined by Boss Z?‘g“m.k g
Shred special rule, as long as he is part of that unit-

ing plae!
Vulcha Skwad: During deployment, the t't’llf""l_ln:ji:s b
can choose to form Boss Zagstruk and all of 1.1“_ ',\\n as ¥
Stormboyz in this Formation into a single unit Lll;: Vulchd
Vulcha Skwad. Zagstruk cannot leave this unit. s i LS
Skwad counts as 3 units for Victory Points purposes
completely destroyed.
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FET]

arming the enemy will have of its approach is the distant rumble of numerous tank

" owd
o

v compmising a large number of Battlewagons, and was a commen sight em the dist-choked

eSS

1 - J ¥ - j 4 - /
Wioments later, the Blitz Brigade will be upon the foe, its ;‘:n.?ffaf.f::n:_!rm s ramming or smashing

1 defences alike beneath their massive bulk. The initial weaves are sometimes laden with

pportunity, but the role of a Blitz Brigade is primarily to destroy, not to deploy. Foen

drvastating assaull of a Blitz Brigade has broken many an enemy battle line wide ohen

— ——— ———

SPECIAL RULES:
Biggest an’ da Best (pg 4¥),
Da Boss iz Watchin' (pg 48), Scout.

Know Yer Limitz: Infantry units that begin the game

embarked upon a Battlewagon from this Formation cannot
charge on the first turn if their Battlewagon made a
Scout redeployment.




DREAD MOB

A0 the Coronid Wanaph! galleved fuice, provifs of Meks massed in frrevioling workshop shanties ¢

L s biekvidiedd sicithors fo R T glihindl s hosreley tnidor beattl

......... sl
bued wwwre all dlesigeniedl sith one, solidery frarfrose in i — the utter destruction o) i foes. W Vaaag B
first veasehed Avmageddon, the sndless waves of Ovls, vehicles and aireraft were ind D \l
stomnfrinige comiabiiicds viviker the command of o Hig Mek. Bristling unth arrays of g { ki I
| drcdes Kl thick af the eniemiy battle Bine sl they wndevish carnage aned death on a scale that o trudy termble |
Pro— - SR S — —— e - ——
SPECIAL RULES !
Biggest an’ da Best (pg 45), Da Boss iz Watchin' (pg ¥
FORMATION:
® | Big Mok 'Ere We Go!: I every model in a unit has e S i
& Puinndhiewy the unit can re-roll a single dice when delte 5
O 2 (ot hannianitn eor Mot kavimntn Cony wnny e onmmbiration ) Charge rangs
05 et T headd [ |
&%t o Killa Kanin Wiall of Steel: All models in this Formatiol
' Hammer of Wrath special rule inflict D3 hits

sl 1
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FORMATION:

SPECIAL RULES:

a Best (pg 48), Da Boss iz Watchin' (pg 48)

Biggest an’ d
Sneaky Gitz: Boss Snikrot must join one of the units in this
Formation, and the whole Formation m
es. When rolling 1o Reserves, ma
1is Formation.
\ble edge when they
| enter from the same table
ye¢ where they

5. Furthermore,

is, any unit in this

4 ust be held back as
Resery ke a single Reserve
Roll for all the units in th
nove on from any ¥

All units in this

Formation I arrive
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Strike from da$
their Srealth spec
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start of (heir next !
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¥V ARG T .
GREEN TIDE

{ Jr his PYSaTY. 1 ar and violent. with a resili S PR
hanwever, for when they go to battle they do so in cou e Y P I ‘
o f 1l hordes af Ok mmfanitry to overwvhelm enemy Posttrons through sheer weight af rumi ! e '
’ ’ / amberiess thirongs as Green Tudes - hu e mobs of Orks gathered in numbers s st 1)
! Ware afte TLié { {2k wocerrionrs wwonld ri \ { own onto their bosttions aite .".'.’r'r...'.f'\ a graen. bide that 4 o o
{ bwfore 1l
The close proximut of so many Orks, all ( ght up the fervour of battle, creates an eneryy that s almaost pall (k W
harness this fearsome force i ta drive the greenskins to new heights of boodlust. [t starts as a lou
el 1t swells to a booming crescendo: Waaagh! Waaagh!, Waaagh!. It is a sound that has filled foes with f
Lhe pmimal battle cry of a savage race, it is a noise that has caused even stout-hearted de feriders (o fles 1
sound comes the brutal crest of the onrushing preen tids

L I
-
Bl pounding, legs churnung, the Orks raced across the ash wastes. For Cenertok of the Coreen Fist Mol ) ' N
exhularating feeling he had ever knouwn. His mob had joined others, which had melded with more undil } /
numberiess hovde. Where they might othenuise posture or fight for position, now there we ' he rau ' !
Waaagh!. Different banners, tribes, clan i dud not matter. They were Ovks, and they were charvis 1) '
wnth the gods of brutality and war. |he power of Gork and Mork filled Gurtok so that he was bursting with vitaling A I
imeancible in that momen I he world was his to de ",{""{. and the stars would folle He needed only 1o consacrale 1A 1[
make of veal FHe could do so by su ingang his -.r‘uy.f};.{. into the foe, by cracking skulls and prinds niz bones beneath his
miuil reiich the enemy Jaster ~ 1k wiss his only desire surpassing any other need, ever. So overwhelming was that feeling that r i
conild do to heep up with his comrades, s recaming past the capacity of his lungs, bellowi ng a single warcry ~ the same shou hal
Jrumm cach of the Ovks around him. In all of the galaxy there was only one word, and that word was Waaagh'
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SPECIAL RULES:

Biggest an’ da Best (pg 48), Da Boss iz Watchin' (pg 48).

FORMATION:

Green Tide: All of the units of Bovz and the Warboss form

* | Warboss a single unit known as the Green Tide. The Warboss cannot
g

® 10 units of Boyz leave this unit. The Green Tide counts as 11 units for

Victory Points purposes if it is completely destroved. If the
Green Tide ever rolls a Breaking Heads or Squabble resul
RESTRICTIONS: on the Mob Rule table, any resulting hits are allocated by
. The entire Formation must fight on foot - no

- Dedicated Transports can be taken as upgrades, and

the Warboss cannot be equipped with a Warbike.

the Formation's controlling player,

Waaagh! Horde: Models in the Green Tide gain the
Hammer of Wrath special rule in any Assault phase in

which they successfully charge an enemy unit and the
dice rolled for their charge range is 10 or more (before
modifiers). Note that the unit does not need to move the

full distance rolled to gain this effect.

Stampede: If the Formation’s Warboss is your Warlord, he

faa: ! ¢l b i (=3 wery turn after
can use the Waaagh! special rule each and every t

the first.

e ——







This book includes « ight new missions which are themed
around the Orks of Wanagh! Ghazghkull and the way they

hight. This gves you a chance to discover more abouot the

Strategies used by these barbaric aliens, and then to enact
them on the table top with vour own army, It also mean
that the composition of the army vou command can aflect

rhc-ulnx-.rh_n:h vour are hkely wo Gight, This is haghly
Appropriats alter all ~.u||u--||1-|'-.|n|l tor Pt o very
different sort of battle as an Ork Warboss than von would

as any other commander

[!Il' massions in this hook Al \]r!ll Ito two sechions At

t of War missions and Echoes of War missions

ALTAR OF WAR MISSIONS

I'he three Altar of War missions (pg 64 1o 69) iHustrate
the different sorts of strategies used by Waaagh!
Ghazghkull and provide new tests of your tactical ability as

a commander

It is very straightforward to use an Altar of War mission

— these can be selected at The Mission step desc ibed in
Preparing for Battle in Warkammer 40,000: The Rules. Like
the missions presented there, Altar of War missions are
‘pick up and play’ missions — it IS not necessary to know
which of these missions you will be playing before selecting

an army, only the agreed points value of the two armies.

If you (or your opponent) have a Warlord w ith the Orks

Faction, vou can select one of these missions just as you
would any other, as explained in the Preparing for Battle
section in Warhammer 40,000: The Rules.

How 10 UsE ALTAR OF WAR MISSIONS

If either you or your opponent wish to use an Altar of War
mission, then you must make a roll-off at the start of The
Mission step of Preparing for Battle in Warkammer 40,000:
The Rules.

The winner of the roll-off can choose either to roll on the
Erernal War or Maelstrom of War mission tables, or instead
roll on the Altar of War mission table for their army. Other
supplements also have new types of mission tables, and the
winner of the dice roll-off could choose 1o roll on one of
those, if they prefer and are allowed to do so. These rolls
determine which mission is used for the battle. Note
L each set of Altar of War missions is linked 1o a specific
on; in order 1o use Altar of War missions, your army’s
d must have the appropriate Faction. In the case of

of War: Waaagh! Ghazghkull, the player rolling on the

MISSIONS

e s WE BN NI B R» o

% 4 ‘ .
]
i

e ey
he playes that won the volbolt and volled .

Wi pinbssbioony tabale s kovown as "t Wianagh

|r] wver” b the vl i i issbons that tollo
Gppenen i Known as "'the enenm plaver”. Nite 1
plaves Pht loses the vallolT conmes us “the « om B

even H they have a Waanagh! Ghasghkoll arose

ALTAR OF WAR:
WAAAGH! GHAZGHKULL
MISSION TABLE

D3 MISSION

on table must choose a Warlord with the Orks Faction.

| Might Makes Right
- Winagh!

3 A Kunmin® Plan

SELECTED BATTLE MISSIONS

As an alternative to rolling on a mission table, the

players can agree to choose the mission they wish

to fight. Picking missions is a great way to try out a
particular mission you haven't fought before or 1o
hone your skills at missions you have fought previoushs.

ECHOES OF WAR MISSIONS

After the Altar of War missions, you will find a selection
of Echoes of War missions (pg 70 10 79) inspired by the
battles fought by Waaagh! Ghazghkull. The Armies section
of each of these missions provides guidance on the forees

present so that you can replay the pivotal events usiig the
any of

armies and characters described in this book. M
picts the

the Echoes of War missions include a map that de
battleficld on which the conflicts were fought.
For those with a mind to historical accuracy, you'l| nobee
certain restrictions and rules that we use (o l"i"hﬂ.lcl;:.
conditions of the battle in question. However, "‘h‘l_’_t
Echoes of War missions have been inspired by specifi€
events, with a little imagination they can casily Iu‘_m
repurposed to recreate battles of your owi ‘mﬂ;:‘lhﬂ‘
you choose to go down this route, you can modify HE
missions so that they can be fought using any ¢

of forces and terrain in your collection.
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ALTAR OF WAR:

® { than them, or rivals who get in their way. In order to maintain their position in the chain of command, Nohsg and
Warbosses alike must constantly strive to prove their superiority to the Orks that follow them, lest any of thejp
| underlings start developing ambitions to usurp them and rise from the ranks. The most effective way of doing g iy to
¥

defeat the champions of an enemy army in a good, old-fashioned bust-up.

THE ARMIES

Choose armies as described in Warhammer 40,000; The
Rules, The Waaagh! Ghazghkull player's Warlord must
have the Orks Faction.

THE BATTLEFIELD

Use the deployment map included with this mission. Set
up terrain as described in Warkammer 40,000: The Rules.

Players should first roll for Warlord Traits and then

deploy their armies as described in Warhammer 40,000:
The Rules.

‘i DEPLOYMENT
!

FIRST TURN

The player that deployed first has the first turn unless

their opponent can Seize the Initiative as described in
Warhammer 40,000: The Rules.

| (.

| GAME LENGTH

- The mission uses Variable Game Length as described in
mmer 40,000: The Rules.

Y CONDITIONS
of the game, the Player who has scored the

Pmntsmns the game. If players have the
°r of Victory Points, the game is a draw.

MIGHT MAKES RIGHT

The axiom ‘might makes right’ is an integral part of Ork culture. The biggest, meanest and "ardest Orky inv
rise to positions of authority by no other virtue than their ability to deliver a savage beating to anyone small

arluhl}.
er

PRrRIMARY OBJECTIVES

At the end of the game, each player receives | Victory
Point for each enemy unit that has been t‘nmplctuly
destroyed. Units that are Falling Back at the end of the
game, and units that are not on the board at the end of the
game, count as destroyed for the purposes of this mission,
Remember that Independent Characters and Dedicated
Transports are individual units and award Victory Points

if they are destroyed. Furthermore, both players earn
additional Victory Points as follows:

* Every time you slay an enemy character in a challenge, you
score | Victory Point.

* Every time you slay an enemy Independent Character in a
challenge, vou score 2 Victory Points.

* If you slay the enemy Warlord in a challenge, you instead
score 3 Victory Points.

¢ If your Warlord slays the enemy Warlord in a challenge, you
instead score 5 Victory Points,

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord®.

* Players do not achieve this Secondary Objective if they
killed the enemy Warlord in a challenge (see above).

MISSION SPECIAL RULES
Night Fighting, Reserves.

cters
Boss Fights: All characters and Independent Ccl:zar:lﬁ ;
with the Orks Faction must always issuc¢ and ac . :Jnd_g]sl“
challenge whenever possible. If you have wwmca-ﬂ choosé
a combat with a special rule to this effect: YOU o
which model issues or accepts the challenge
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LTAR OF WAR: WAAAGH!

¥ . - o T, ¥ a
When the Orks of W aaagh! Ghazghkull encounter an enemy force deployed in a desperate attempt tg
; ST¥Mie (he;

. advance, only one solution traditionally presents itself to any self-respecting greenskin — charge! T""-'mgh t]
d - - - e e - ) H ; ) g is
means always the most effective solution, as such a gung-ho approach often leads to heavy casualties, j1 ; by
] «itis
\

& something of a staple Ork tactic. After all, if the first wave of Orks is wiped out, there are always plenty S
and willing to have their turn. Ghazghkull himself will often lead these reckless charges, despi;e his.mt! e Teady
subtle tactics, if only to remind his fellow Goffs that he may well be the Prophet of G;)rk and Mork, b a“ﬂT. Tty
how to fight like a true Ork! ' Tor Duthe still kngy,
I'HE ARMIES GAME LENGTH
Choose armies as described in Warkammer 40,000: The The mission uses Variable Game Length as describo
\ Rules. The Waaagh! Ghazghkull player’s Warlord must Warhammer 40,000: The Rules. = bl
N have the Orks Faction.
| "B Sy VICTORY CONDITIONS
B : TH E BATTLEFIELD At the end of the game, the player who has scored the
£ Use the deployment map included with this mission. Set most Victory Points wins the game. If players have the
k - up terrain as described in Warhammer 40,000: The Rules. same number of Victory Points, the game: is a draw,
¥ PRIMARY OBJECTIVES
()lﬁ[l“.(i’l‘l\'lﬂ MARKERS At the end of the game, each Objective Marker is worth 8
y/ After setting up the terrain, the enemy player places Victory Points to the player that controls it. .
. 3 Objective Markers anywhere within his deployment
v zone. No objective can be placed within 6" of any SECONDARY OBJECTIVES
battlefield edge or 12" of another objective. First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Sustained Attack: Each time a unit of Ork Boyz from the
Waaagh! Ghazghkull plaver's army is completels destroved,
remove it from play and place it into Ongoing Reserves,
where it will be available to return to the battle at the start
of the enemy plaver’s next turn. These units enter plav
from any point along the Waaagh! Ghazghkull player's
table edge, as depicted on the deployment map.

DEPLOYMENT
Players should first roll for Warlord Traits and then
deploy their armies as described in Warkammer 40,000:

pponent can Seize the Initiative as described in
40,000: The Rules.
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ALTAR OF WAR: A

BAAMAAAAALALA

& 4l

OF all the greensking that the Impe

rium has fought over the millennia, Ghazghleull oy
ol all. His threat to M

ankind is not merely physical, though he has proven to he
tactical genius is undoubtedly his gre

PEOVEN to ke jhya oy,
L]

nigh Unstoppable iy ity

. downfall uf he i
he combination of Gha zghkull’s visionary strategies and Orkimedes' technical inovations hsve o i,

. . Ip .
of the Great Waaagh! an edge that those seeking to stop them have learnt to fear - fo b B &kl

atest weapon, and may yet prove to he the

llvpm-ln atril
. . ) Strikes, My
Ghazghkull has lured an enemy into att po

acking a seemingly vulnerable Ork warband, only to telly pisit v _7 e
numbers into the fray as the battle unfolds, turning the tide enormously in Favour of (e fgreenking rwhﬂmhl
'HE ARMIES MISSION SPECIAL RULES
i’

Choose armies as described in Warhammer 40,000, 'I'he Mysterious Objectives, Nighi l"igh!iug Bo
Rules, The Waaagh! Ghazghkull player's Warlord must
have the Orks Faction.

8erves,

Tellyporta Strike: Befope Deployment, the Win
Ghazghkull player volls a 16 for e

!

ovtinit withy pha Uths

THE BATTI EFIELD Faction in his army, acleling 1 1o (e rewli [RTT
| T MW . J

Battlefield role is l'rllu,m_ On a result of 64, gy i1 fige

the Deep Strike special vule, I the Wasia
player's army includes the Cireat W

Use the deployment map included with this mission. Set

| ! Glasgghibly
tp terrain as described in Warkammer 40,000: The Rules.

aaaph! Dot Hitent, 4ii
units from that Detachiment receive o Hirther o]

triesedifieg
to this dice roll,

OBIECTIVE MARKERS

Miter setting up the terrain, the players take it in turns
to place a total of 3 Objective Markers anywhere on the
battlefield, No objective can be placed within 6" of any
battlefield edge or 12" of another objective,

DEPLOYMENT

Players should first roll for Warlord Traits and then
deploy their armies as described in Warhammer 40.000):
The Rules,

FIRST TURN

The player that deployed first has the first turn unless
their opponent can Seize the Initiative as described in
Weerhammer 40,000; The Rules.

g CGAME LENGTH
The mission uses Variable Game Length as described in
8 Warhammer 40,000; The Rules.

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game, If players have the
same number of Victory Points, the game is a draw.

Privary Onjecrive
At the end of the game, cach Objective Marker is worth
B Victory Points to the player that controls it







CHOES OF WAR:
UNITING THE CLANS

I Ome of Ghazghkulls first tasks as the selfstvied Prophet of Gork and Mork was to
i
3

- : : unite the dj .
of Urk under his leadership: ) . ot y TPatate Or

Ships only then could he set forth to drown the galaxy b tribey
YIEaons p!\u!:‘.it"d. Ht‘ g ‘ N“‘alh ey Of g"!tm'kil“ 81

met with much success at first, and soon huge swathes of Urk
83 st, : 3 S v and ¢
were his (o he clans thay dwelleq
her

. command. It was only when Ghaszghkull's ds of the
Snarsdakka that be first met his match. Snarsdakka’ cet of nmt;nny .
Shackle

at their disposal, enabling them to outmanoe
: . E gfﬂﬂldmin Gof
e:u:: t::n In arder 1o ghkull would I'!tm |::-”

: beneath the pall of Mhe.n

budding empire expanded into the lan
s wealthy Bad Moon clan had a large f1
uvre Ghazghkull's hordes - largely comprisin
defeat Snazedakka and win the allegiance of the Bad Moons, Ghaz
nnin’ if he was to succeed, setting a local shanty town ablaze to cover his advance

THE ARMIES

LEROOST AaTINes as descrtbed in Wisskammer 4 Nk Th

GAME LENGTH

The mission uses Variable Game

Length as dese ribed ;
Mk mavy ondyv ineludde sin ith the Ol g ] > : "
s may ondy include units with the Orks Warkammer 40,000: The Rules

wms. The Waaagh! Ghasghkall

Lincinde Ghazghkull Thraka in his army to

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game. If players have the
same number of Victory Points, the game is a draw,

The encon plaves t include an Ork Warboss in his

army 1o be his Warlord (representing Snazzdakka). The PRIMARY (_)Ii_ll-.(.‘ll\ ES
enemy player must include at least five Ork vehicles At the end of the game, each player receives | Vietory
Point for each enemy unit that has been completely
Transport, Flyer. In addition, he may upgrade each of destroyed. However, for each enemy vehicle that he
his vehicles with options worth up to 25 points for free; completely destroys, the Waaagh! Ghazghkull player
any additional options that he chooses to take must be receives 2 Victory Points instead. Units that are Falling

paid for as normal Back at the end of the game, and units that are not on the

with one or more of the following unit n pes: Fast,

board at the end of the game count as destroyed for the
purposes of this mission. Remember that Independem
Characters and Dedicated Transports are individual units
and award Victory Points if they are destroyed,

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord®*.

* If Ghazghkull slavs Snazzdakka in a challenge, or

THE BATTLEFIELD Snazzdakka slays Ghazghkull in a challenge, the game
; - . . = %
Set up terrain as described in Warkammer 40,000: The ends immediately. The controlling player of the victonon
Rules, using the deployment map opposite. Warlord wins the game automatically.
§ DEPLOYMENT MISSION SPECIAL RULES
'I Before any models are deployed, the enemy player Reserves.

should roll to determine his Warlord Trait. k : _ .
-I Ghazghkull's Goff Horde: Each time a unit of Boyz .

. ~ is com| C
The Waaagh! Ghazghkull player deploys first, placing belonging to the Waaagh! Ghazghkull plifi't;; :; 5
‘all of his units in the deployment zone depicted on the destroyed, remove it from play and pla:l:m o the baile
i :'w- The enemy plaver then deploys his units anywhere Reserves, where it will be available to ;I i et
in his dqioyme.:m zone. at the start of the Waaagh! Ghazghkull p! " slong the
; turn. These units enter play from any poin depicted o7 the
Waaagh! Ghazghkull player’s table edge, a5
"TURN deployment map.
Ghazghkull player has the first turn : o are in effet
: can Seize the Initiative as Smoke Screen: The rules for Night Fighting

for the entire battle.
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'ECHOES OF WAR: THE SECOND
WAR FOR ARMAGEDDON -

( THE FALL OF HIVE VOLCANUS
LiAMAAAMAAAAAAAALAAAGA

J T z t's hz ] e
Waaagh'! Ghazghkull has descended on Armageddon in full force. Fhe planet’s h“ple"“" defenders are no Mmatch for
the unsioppable tide of greenskins, and the battle-hungry Orks swarm all across t.hc Pl""eh’demrnymg &'V@”)'lhinﬂ'
their path. Ghazghkull himself oversees the assault on Hive Volcanus, and after his bold claim that the 1oy

£ F 4 ﬂringm
will fall within two davs, forms a kunnin’ strategy that he is confident will secure a swift and brutal victory, Y
I'HE ARMIES GAME LENGTH
Lhoose armies as described in Warkammer 40,000: The The mission uses Variable Game Length as des ribed jy
Waaagh! Ghazghkull player’s army may only Warhammer 40,000: The Rules.
the Orks Faction and fortifications.

I he enemy plaver's army may only include units with :
he Ants 'b'l tarum Faction and fortifications. \II(;T()R‘Y, (:OI\'I)]TI(]NS
At the end of the game, the player who has scored the
Chazghkull plaver must include a Blitz most Victory Points wins the game. If players have the
srigade Formation .i- .;rn.: In addition to his same number of Victory Points, the game is a draw,

Wasagh! Ghazghkull player should ensure
he has some spare Boyz or Burna Bovz as well as PRIMARY OBJECTIVE
Kk or two for potential reinforcements (see the At the end of the game, each Objective Marker is worth 3
- tal rule below). The enemy player can Victory Points to the player that controls it.
artyes Imperial Defence Network (see
Warkammer 40,000: Stronghold Assault) anywhere within SECONDARY (.qul-‘.t.'['l\-'lis

’ s deployment zone. He does not pay any points for First Blood, Linebreaker, Slay the Warlord.
’

Warve s

(
y aa Y
prace a Wall of M:

s Fortilication Network, and it does not take up a slot

o0 any Detachment’s Foree Organisation Chart
MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.
THE BATTLEFIELD
St up terrain as described in Warkammer 40,000; The Anuva’ Wave:

[ 7 sing i}

Each time a Battlewagon from a Blitz
% the deployment AP opposite

Brigade Formation is completely destroyed, the Waaagh!
Ghazghkull player can add a unit of 10-12 Boyz, or Burna
Boyz, in a Trukk to Ongoing Reserves, This unit will arrive
at the beginning of the Waaagh! Ghazghkull player’s next
turn from any point along his table edge, as depicted on
the deployment map,

Oprcrve MARKE RS
AdLer setting up the tervain, the enemy player places
2 Obyective Markers anvwher within his rh-pln_\ et
zomse, Mo objective can b placed within 6" of any

Ratthetiodd cdge or 12" of another objective

DEPLOYMEN]

Betdone anpy ssdels are oo ployed, the players
80 detersaine theisr Warlord Iraits

should roll

The enew Phayer deploys firm, Placing all of his units
W e dephoyment zone de prcted on the map, The

Fm‘ ‘?qug’akull Player then deploys his units
Anywtiere o b deployment zone

Chiazghkull player hay the first turn
s SPponent can Selze the Initiative i
Y8000 The Rules,







F:(:l IOES OF WAR:
WAR ON PISCINA IV
YT Yy YYYYYYYYYYETY

B preparation for Bix vetien (o Armageddon, Ghasghkull inulignlf‘n a short but brutal conflje welg
Piaving 1V to Held text Orkimedes’ tellyporta technology, Joining forces with the rl‘_'nr(:ll Bad Moon wﬂﬂm'd, Nang "
Cilmrghbontl sends forih his newest ally on o number of devastating raids m.l the planet’s surface, It is not lyy e
the Bmpecinm's vetalintion avelves in the form of the mighty Dark Angels Chapter, who have long bee

'O the Mg weus

W planet an o potential recraitment world, Unbowed by the presence of the Angels of Death,
Niedveg's fovees once more, almed ihis thme o the very heart of the Dark Angels powe
ARCient Favtress that the Chapter utilises as their command centre on Piscina 1V,

DESIGNER'S NOTE

he Witr i

Pyvctnen IV 03 a0 Planeistrike mission, To flay
AR iaxiion vou will wewd o ooy of the Planetstrike rudes
v—
FHE ARMIES

Choose armibes as described (i Warliamme 10,0060 The

Fwden The Wiagh! Glyeghkall player must inchude a

Sompa i thelr army, and may only include units with
the Oks Faction in theli army, As Nazdlreg commands
the Stompa pessonally, this model is the Wiaaagh!

Cihvarg ikl plaver's Warlord

Uhe enemy plaver's army may only mclude units with
I the Dk Angels Faction and fortifi

ations, The enemy
pPlaver musi place 4 Fortiess ol HI"II'I'IIII”I‘“ anvwhere
o the table ax one of the free lortitications he is
allowed 1o wet up (see helow)

FHE BATTLEFIELD

he enemy plaver can place any number of
frtiBications anywhere on the table, He does not pay
WOY psnts for these Tortili attons, and none start the

pame dilapidated. Al buildings start the T

ames claimed
by ihe enemy ol

aver. Omee all fortifications have been
Placed, the enemy plaver can then ser up

any othey
Brmin om the table in o m

anner of his choosing,

Onrcrmve Mankr ks
Alter setting up the torain, (he enemy player must

Pace three Objective Markers anywhere on
L the bactbefivkd.

P MENT

‘ S wny models are deployed, (he enemy player
il to determine his Wartord Trait, The

BAL Eshirgh bl player’s Warlord automatic ully has
. Wnﬁwd::—nll (P A5). Both players
i Planetstrike Stratagems, Each player
Puints,

m his foece anywhere on the

KM, wheievs o, donter e

These units cannot charge on the same turn they

n inte

hazghkull
v base on the planet - an

he placed on the battlefield, Each part of g "“llliplr-m“

building counts as a separate lulilt[iug All of the “"aﬂgh'

Ghazghkull player's units start the game in Resepye

FIRST TURN

Ihe Waaagh! Ghazghkull plaver has the firs turm,

GAME LENGTH
The mission uses Variable Game Length as deseribed

n
Warhammer 40,000 The Rules.

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game. If players have the
same number of Victory Points, the game is a draw.

PRIMARY OBJECTIVE
At the end of the game, each Objective Marker is worth 3§
Victory Points to the plaver that controls it.

SECONDARY OBJECTIVE
First Blood, Slay the Warlord®.

* I Nazdreg's Stompa is destroyed, the enemy plaver soores
5 Victory Points for achieving this Secondary Objective

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, Reserves.

Planetstrike: This mission also uses the following ‘P‘“‘l
rules from the Planetstrike rules; Firestorm®, Planetary
Assault, Shock Assault, Scramble!,

* The Wanagh! Ghazghkull player rolls o D6 and adds
the number of buildings and gun emplacements that
are on the table o the result. Each part ol 4 mull'::l" .
part building counts as a separate building The
I8 the number of Firestorm Attacks that the
Ghazghkull player makes.

“.
Tellyporta Testing: All units with the Orks Faction (M
do not already have the Deep Strike special rule, 8
Deep Strike special rule, including Nazdregs ""'"w'

g o N







ECHOES OF
WAR FOR AR

A i ine i - i
Chapters to the planet’s surface, ind luding such lur

\ngels and Black Templars, Amid the dense pipe ne
Bav, a massed assault of Ghazghkull's a
Dreadnounghts dr

for supremacy

THE ARMIES

1 ) is y W0 Th
Choose armices as deseribed in Warka y 40,000: The

Rudes. The Waaagh! Ghazghkull player’s army may only

include units with the Orks Faction and torthicatnons

| . t
he enemy pliver's army may anly include units with

the Bload Angels, Space Marines and Space Wolves

Factions and torufications

I'he Waaagh! Ghazghkull plaver must include a Dread
Mob Formation in their Primary Detachment. The

enemy player must include a minimum of five Walkers

in their Primary Detachment. However, any Walkers

selected by either plaver do not use up any slots on then
Detachment’s Foree Organisation Chart. Furthermore,
instead of taking an Allied Detachment, the enemy
plaver can include any Walkers in any combination
Irom whichever two Factions he didn’t choose for }Il.\
Warlord, For example, the enemy player could choose

4 Warlord with the Blood Angels Faction, but could
include any Walkers with the Space Marines and Space
Wolves Factions in their army.

THE BATTLEFIELD
Set up terrain as described in Warhammer 40,000: The
Rules, using the deployment map opposite. To represent
the cramped conditions in the Ghattana Bay complex,

4 vou should use lots of terrain.

DEPLOYMENT
Players should first roll for Warlord Traits and then

delpoy their armies as described in Warha mmer 40,000:
The Rules.

FIRST TURN

Tlu-e player that deployed first has the fi rst turn unless
their opponent can Seize the Initiative

as described i
Warkammer 40,000 The Rules, Fras Rt

ME LENGTH
‘ mixsim) uses Variable Game e
mmer 40,000: The Rues.

ngth as described in

AR: THE THIRD
‘R]/IAGEDDON -

THE BATTLE OF GHATTANA BAy

IEYYYYYYYYYYYYY VY YYY

Id erupt once more into total war. Heroes rige and fall 4y
L]

tworks and relays of the water processing plant of ¢
rmoured walkers is only blunted by the combined efforis of Spac
it from many different Chapters. The ground shakes as dozens of deadly fixhling n
aw { an?

amid the ruins of the vast Ghattana Bay complex.

' - ’ : mageddon sces the wor :
Ghasghkull’s return to Armagec ¥ 8. et ) e :
N  tho | «st fighting seen in many centurics draws forces from no fewer than twe My Four Sa0e Mari.
and some ol the hercest g i inaries as the Space Wolves, White Scars, %a'm”am‘” i
i
3

vty
% PBlogg
f}m"afw

“‘ "‘lxrl‘m
athines i

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game, [f players haye the
same number of Virlory Points, the game is 5 draw,

PriMARY OBJECTIVES

At the end of the game, each player receives | ?fc,u”’,
Point for each enemy unit that has been l‘ﬂmp]gu}'
destroyed. Units that are Falling Back at the etiel of the
game, and units that are not on the board a1 thie etid of the
game count as destroyed for the purposes of this TS
Remember that Independent Characters and Dedicated
Iransports are individual units and award Vie tory Vointe
if they are destroyed. Furthermore, both plavers can exn
additional Victory Points as follows:

* Every time you completely destroy an enerny Walker with %o
1 Hull Points on its |}I'ul'|ir'_ you instead score 2 Viciony Poisl
¢ Every time you completely destroy an eneny Walker with
5 or more Hull Points on its profile, you instead score %

Victory Points,

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting, Reserves,

Dread Aces: All Walkers gain the character unit type.
one of your Walkers can be nominated as your “’a:i’ﬂ"i-
Furthermore, each time one of your Walkers mmpif-‘f"?'
destroys an enemy Walker in a challenge, roll on i!ﬂ' 2
below to discover what perk or special rule your Walket .
gains. Any characteristic modifiers are cumukative il “":’
generate a special rule your Walker has gained _‘-'“"’:di
the battle, you can choose a resilt on the table 04

D6 RESULT

Counter-attack

+1 Attack el
+1 WS/41BS (controlling player's choice]
Preferred Enemy (Walkers)
Armourbane (Melee weapons o)
Tank Hunters

o U
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ECHOES OF WAR: THE GREE
BEAST AND THE LEVIATHAN

codless woa of claw and chitin

Hive Fleet Loviathan has come to Octarius. Almost any world in the galaxy would have succumbed
Thranids by mow. but not so the Orks: the greenskins welcomed the arrival of such an invasion as a
or possidiy Mork) himself, and have been reveling in the mutual carnage ever since. Yet just when
Toranids looks st to finally sweep away the last of the Ork resistance, a series of flashes erupt fro
Waaagh! Ghazghkull has arrvived, and they want in on the action!

DESIGNER'S NOTE

g hayr
- 5

X . Ll

(see the
yav only include

rafwcanons

THE BATTLEFIELD

\) ain as described in Warhammer 40,000: The

e Y

Ruwdes, using the deplovment map opposite

OniecTiveE MARKERS
Afker setting up the terrain, the Waaagh! Ghazghkull
L plaver places 8 Objective Markers anvwhere within his

# deplovment zone. No objective can be placed within 6"
¥ of any battlefickd edge or 127 of another objective,

DEPLOYMENT

Before any models are deploved, the enemy plaver
o should roll 1o determine his Warlord Trait.

The Waaagh! Ghazghkull player deploys first, placing
Ralf of his units (rounding up) in the deployment zone
depicted on the map. Ghazghkull and any remaining
units begin the game in Reserve. The enemy player

- | FIRST TURN
The enemy plaver has the first turn unless the Waaagh!

ull player can Seize the Initiative as described

<
el

-

then deploys his units anywhere in his deployment zone.

10 the varyg o
gift f‘h\m GQI’k
A final way, of
m withiy the

GAME LENGTH
T'he mission uses Variable Game Length

as ‘it\'-‘fl"'il -
Warhammer 40,008 The Rules. ‘rdm

VICTORY CONDITIONS

At the end of the game, the plaver who has scored the
most Victory Points wins the game, If players have the
same number of Victory Points, the game is a draw,

Privary OBJECTIVES

At the end of the game, cach Objective Marker iy worth §
Victory Points to the plaver that controls it -
SECONDARY OBJECTIVES

First Blood, Linebreaker, Slay the Warlord*,

* In this mission, the Slay the Warlord Secondary Objective
is worth 3 Victory Points, 1If vour Warlord slavs the enein
Warlord in a challenge, vou instead score 5 Victory Polns

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Endless Hordes: Each time a brood of Termagants, ]
Hormagaunts or Gargoyles is completely dest royed. n'ﬂ}:‘\
it from play and place it into Ongoing Reserves, “'h‘""h'c
will be available to return to the battle at the start 2 l;m\.
enemy player’s next turn. These units enter play m:::i %
point along the enemy player's table edge, as depie

the deployment map.

w11 Not Die

Queen Beast: The enemy Warlord has the It “\:‘g;j;{ns
and Rampage special rules, Furthermore, the wp
Terror from the Deep attacks have the Instant
special rule.

sewith the
Tellyporta Reinforcements: All non-Flyer Tnui:a :
Orks Faction in the Waaagh! Ghazghk““ P ayfsn-ih' rule
that begin the game in Reserve gain the D:?:h't?
and must deploy via Deep Strike on tha ¥
from Reserve.
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