	DEATHDEALA UNIQUE ORK BATTLESHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 12
	20cm
	45º
	2
	6+ Front / 5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gunz Battery
	45cm
	D6+6
	Front

	Prow Bombardment Cannon 
	30cm
	6
	Front

	Dorsal Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D3+1 Squadrons
	-

	Port Gunz
	30cm
	D6+4
	Left

	Port Heavy Gunz
	15cm
	6
	Left

	Starboard Gunz
	30cm
	D6+4
	Right

	Starboard Heavy Gunz
	15cm
	6
	Right

	Note: Deathdeala may not use the Come To A New Heading Special Order.  For +40pts, it may carry Torpedo Bombers.  After rolling for leadership, Deathdeala may swap leadership with a Kill Kroozer or Terror Ship.  Deathdeala rolls 4D6 for All Ahead Full.


	GORBAG’S REVENGE UNIQUE ORK BATTLESHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 12
	20cm
	45º
	2
	6+ Front / 5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gunz Battery
	45cm
	D6+6
	Front

	Prow Torpedo Launcha
	30cm
	D6+2
	Front

	Dorsal Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D3+1 Squadrons
	-

	Port Gunz
	30cm
	D6+2
	Left

	Port Heavy Gunz
	15cm
	6
	Left

	Port Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	2 Squadrons
	-

	Starboard Gunz
	30cm
	D6+2
	Right

	Starboard Heavy Gunz
	15cm
	6
	Right

	Starboard Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	2 Squadrons
	-

	Note: May not use Come To A New Heading.  May take strength D6+2 speed 20cm Boarding Torpedoes for +5pts.  May take Torpedo Bombers for +80pts.  After rolling for leadership, Gorbag’s Revenge may swap leadership with a Kill Kroozer or Terror Ship.


	SLAMBLASTA UNIQUE ORK BATTLESHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 12
	20cm
	45º
	2
	6+ Front / 5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gunz Battery
	45cm
	D6+6
	Front

	Prow Lances
	45cm
	2
	Front

	Dorsal Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D3+1 Squadrons
	-

	Port Gunz
	30cm
	D6+6
	Left

	Port Heavy Gunz
	15cm
	6
	Left

	Starboard Gunz
	30cm
	D6+6
	Right

	Starboard Heavy Gunz
	15cm
	6
	Right

	Note: Slamblasta may not use the Come To A New Heading Special Order.  It may be equipped with Torpedo Bommerz for +40pts.  After rolling for leadership, Slamblasta may swap leadership with a Kill Kroozer or Terror Ship.


	KROOLBOY UNIQUE ORK BATTLESHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 12
	20cm
	45º
	2
	6+ Front / 5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gunz Battery
	45cm
	D6+6
	Front

	Prow Heavy Gunz 
	15cm
	6
	Front

	Dorsal Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D3+1 Squadrons
	-

	Port Gunz
	30cm
	D6+2
	Left

	Port Heavy Gunz
	15cm
	6
	Left

	Starboard Gunz
	30cm
	D6+2
	Right

	Starboard Heavy Gunz
	15cm
	6
	Right

	Note: Kroolboy may not use the Come To A New Heading Special Order.  For +40pts, Kroolboy may carry Torpedo Bommerz.  After rolling for leadership, Kroolboy may swap leadership with a Kill Kroozer or Terror Ship.  Kroolboy rolls 4D6 for All Ahead Full.


	ORK HAMMER CLASS BATTLEKROOZER

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Kroozer / 10
	20cm
	45º
	2
	6+ Front / 5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gunz Battery
	45cm
	D6+6
	Front

	Prow Bombardment Cannon

OR Prow Torpedo Launcha
	30cm

30cm
	6

D6+2
	Front

Front

	Dorsal Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D3+1 Squadrons
	-

	Port Gunz
	30cm
	D6+2
	Left

	Port Heavy Gunz
	15cm
	6
	Left

	Starboard Gunz
	30cm
	D6+2
	Right

	Starboard Heavy Gunz
	15cm
	6
	Right

	Note: A Hammer class Battlekroozer may not use the Come To A New Heading Special Order.  It can upgrade its turrets to 3 for +10pts.  It may be equipped with speed 20cm strength D6+2 boarding torpedoes for +5pts.  It may also carry Torpedo Bombers for +40pts.  After rolling for leadership, a Hammer class Battlekroozer may swap leadership with a Kill Kroozer or Terror Ship.  The Prow Torpedo Launchas may only be fired if the launchas are loaded with a Reload Ordnance special order.  The Bombardment Cannons do not need the launchas to be loaded.  You may only fire one of the two, not both!


	ORK KILL KROOZER

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Kroozer / 10
	20cm
	45º
	1
	6+ Front / 5+Sides/

4+Rear
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Heavy Gunz
	15cm
	4
	Left

	Port Gunz
	30cm
	D6
	Left

	Starboard Heavy Gunz
	15cm
	4
	Right

	Starboard Gunz
	30cm
	D6
	Right

	Prow Heavy Gunz
	15cm
	6
	Front

	Prow Gunz 
	30cm
	D6+2
	Front

	Note: An Ork Kill Kroozer may replace its Prow Heavy Gunz with a Torpedo Launcha, Speed 30cm, Strength D6+2 for no additional cost.  If it does so, it may carry boarding torpedoes (Speed 20cm, Strength D6+2) for +5pts.


	ORK TERROR SHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Kroozer / 10
	20cm
	45º
	1
	6+ Front / 5+Sides/

4+Rear
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Gunz
	30cm
	D6
	Left

	Port Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	2 Squadrons
	-

	Starboard Gunz
	30cm
	D6
	Right

	Starboard Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	2 Squadrons
	-

	Prow Gunz 
	45cm
	D6+2
	Front

	Prow Heavy Gunz
	15cm
	6
	Front

	Note: An Ork Terror Ship may replace its Prow Heavy Gunz with a Torpedo Launcha, Speed 30cm, Strength D6+2 for no additional cost.  If it does so, it may carry boarding torpedoes (Speed 20cm, Strength D6+2) for +5pts.  Terror Ships may have Torpedo Bombers for +40pts.


	ORK ROK

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 8
	10cm
	Special
	1
	5+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Heavy Gunz Battery
	15cm
	4
	All Around

	Gunz Battery
	45cm
	D6+6
	All Around

	Torpedo Launcha
	30cm
	D6
	All Around


	ORK GRUNT ASSAULT SHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	25cm
	90º
	1
	6+ Front / 5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Gunz Battery
	30cm
	2
	Left / Front / Right

	Note: Grunts count as having 2 damage points when boarding, and roll 2D6 when ramming.  Grunts must be modeled as Brute Ram Ships on large bases.  Grunts cannot use Come to a New Heading.


	ORK BRUTE RAM SHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	25cm
	90º
	1
	6+ Front / 4+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Gunz Battery
	30cm
	2
	Left / Front / Right

	Note: Brute Ram Ships roll 4 dice to damage an opponent when ramming.


	ORK RAVAGER ATTACK SHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	20cm
	45º
	1
	6+ Front / 4+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Torpedo Launcha
	30cm
	D6
	Front

	Gunz Battery
	30cm
	2
	Front


	ORK ONSLAUGHT ATTACK SHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	20cm
	45º
	1
	6+ Front / 4+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Gunz Battery
	30cm
	D6
	Front


	ORK SAVAGE GUNSHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	25cm
	45º
	1
	6+ Front / 4+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Heavy Gunz Battery
	15cm
	4
	Front


	ORK SPACE HULK

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 40
	10cm
	Special
	3
	4+
	6

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gunz Battery
	45cm
	2D6+6
	Front

	Prow Torpedo Launcha 
	30cm
	2D6
	Front

	Prow Heavy Gunz Battery
	15cm
	8
	Front

	Dorsal Lances
	60cm
	4
	All Around

	Starboard Gunz Battery
	45cm
	2D6+6
	Right

	Starboard Torpedo Launcha
	30cm
	2D6
	Right

	Starboard Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D6+2 Squadrons
	-

	Port Gunz Battery
	45cm
	2D6+6
	Left

	Port Torpedo Launcha
	30cm
	2D6
	Left

	Port Launch Bays
	Fighta Bommas: 25cm

Assault Boats: 30cm
	D6+2 Squadrons
	-

	Aft Gunz Battery
	45cm
	2D6+6
	Rear


Special Rules for Ork Fleets

1. Orks subtract 1 from the randomly generated leadership table.

2. Ork ships do not need to pass a check to go on All Ahead Full Special Orders.  However, they only move +2D6cm.  This is subject to all other restrictions, so if an Ork ship fails a check for Special Orders, no other ships may go on All Ahead Full, even though they require no test.
3. Orks get +1 to boarding actions.

4. Torpedo Launchas have a random strength, determined by a die roll.  Each ship rolls individually.  Ork ships in squadrons may not combine torpedoes into larger salvoes.

5. Gunz roll randomly for strength.

6. Heavy Gunz roll to hit like normal batteries, but ignore range modifiers.  Each hit caused by Heavy Gunz causes TWO DAMAGE!

7. Orks use Fighta Bommas which combine the effects of a fighter and a bomber.  They function normally as fighters, but may attack ships as a bomber.  When attacking a ship, they roll only D3 attacks.  Fighta Bommas count as both Fighters and Bombers against ships for purposes of turret suppression.
8. Ork Torpedo Bombers are not fighters.

9. Orks cannot purchase Unactivated Blackstone Fortresses.

Ork Roks

1. Ork Roks move 10cm in the direction they are currently moving. Roks may not use Burn Retros or Come To A New Heading special orders.
2. When Roks successfully go on All Ahead Full orders, they move 10cm in the direction they are currently moving, and then 2D6cm in any direction.  If this result is 10cm or more, the direction that it moves for the additional movement is its new direction.  If not, the Rok moves the additional movement and will be moving in its original direction next turn.

3. Roks which are crippled or moving through Blast Markers do not decrease their speed.

4. Roks in a gravity well may make free 45° turns as a ship, or go into a lower orbit.

5. Roks receiving Critical Hits do not roll on the table, but take an additional point of damage.  When a Rok is reduced to 0 damage, do not roll on the Catastrophic Damage table, and replace it with four Blast Markers.
6. Roks may be bought as stationary defences, following all rules for defences.  Roll 2D6 for each.  On a 12, move the Rok 2D6cm towards the nearest celestial phenomena.  If it contacts an asteroid belt or planet it is destroyed!
Third Armageddon War Ork WAAAAGH! Fleet List
WARLORD

You may include 1 or more Warlord in your fleet, each of whom must be assigned to a ship or squadron.  If a fleet is worth 500pts or more, a Warlord must be included.  Ork fleets may have a max of 1 Warlord for every 500pts or part thereof in the fleet.

Ork Warlord
40pts

Warlords have one re-roll.  They may purchase additional re-rolls.


One extra Re-Roll
20pts


Two extra Re-Rolls
40pts

A Vessel with a Warlord doubles its boarding value, and may purchase one of the following upgrades:


Maniac Gunners
35pts

The ship may re-roll the dice to for the firepower of gunz.


Mad Meks
25pts

The ship may re-roll dice for Damage control.


Extra Power Fields
25pts

The ship gains an additional shield.


Mega-Armoured Boarding Parties
15pts

+1 modifier for boarding.


Looted Torpedoes
20pts

The ship may re-roll the dice to for the strength of torpedoes.
SPACE HULKS

You may include 1 Space Hulk for every 1500pts in your fleet.


Ork Space Hulk
600pts

BATTLESHIPS & BATTLEKROOZERS
For every two Kroozers, you may include one ship from this list.  All Ork Capital Ships may improve their turrets by 2 for +20pts.

Gorbag’s Revenge*
310pts


Slamblasta*
295pts


Deathdeala*
275pts


Kroolboy*
270pts


Hammer Class Battlekroozer
245pts

*These ships are unique; you may only include one of each.

KROOZERS
You may include up to six Kroozers in your fleet.  All Ork Capital Ships may improve their turrets by 2 for +20pts.

Ork Kill Kroozer
155pts


Ork Terror Ship
185pts
ESCORTS


Ork Ravager Attack Ship
40pts


Ork Onslaught Attack Ship
35pts


Ork Savage Gunship
30pts


Ork Grunt Assault Ship
30pts


Ork Brute Ramship
25pts
ORK ROKS


Ork Rok
80pts

Ork Roks may also be purchased with points for Planetary Defences.  In this case, they are stationary and count as Leadership 7, subject to all restrictions of Defences.  Ork Roks may squadron with each other in groups of up to four, but with no other vessels. 
ORDNANCE
Ork ships with Launch Bays carry Fighta Bommaz and Assault Boats, and can take Torpedo Bombers for +10pts per launch bay based on the maximum possible result for a launch bay.  All Ork ships with torpedoes have torpedoes, and can Boarding Torpedoes for +5pts, (+15pts for a Space Hulk) regardless of whether that is an option or not.  All Ork Capital Ships with launch bays may replace their attack craft with Orbital Mines for +5pts per launch bay based on the maximum possible result, except for battleships and Space Hulks.  

Special Rules for Ork Space Hulks

1. Space Hulks are ALWAYS Leadership 6.

2. Having an Ork Warlord aboard a Space Hulk does not double its boarding value.

a. Looted Torpedoes and Maniac Gunners can only affect one weapons system per turn, and you must nominate the weapons system BEFORE rolling.

b. Extra Powerfields cost +50 pts instead of +25 pts.

c. Mad Meks cause the Hulk to ignore a Critical Effect on a  D6 roll of 6.

3. Space Hulks may not use Come to a New Heading or Burn Retros special orders.

4. Space Hulks receive no extra distance from All Ahead Full special orders, but may perform rams.  Space Hulks are Defences. 

5. Space Hulks “never run out of ordnance” which means that they add twice their remaining launch bay capacity to the total amount of ordnance markers that the fleet is allowed to launch.

6. Space Hulks MUST move 10cm in a straight line each turn, no more, no less.

7. Space Hulks may turn up to 45° every other movement phase at the end of their 10cm movement.

8. If the Space Hulk is within the Gravity Well of a planet, it may make a 45° turn toward the planet at the end of its movement regardless of whether it turned last turn.
9. Space Hulks generate their own 5cm Gravity Well from their base.  Ships, Roks, etc. can take up stationary orbit around the Hulk and are moved along with it.  Other ships are affected by this Gravity Well as normal. 

10. Space Hulks are never crippled.

11. When a Hulk is reduced to 0 damage, roll on the Catastrophic Damage Table as normal.  Drifting and Blazing Hulk results are unchanged.  For a Plasma Drive Overload, no nearby ships take damage; instead replace the Hulk with an asteroid field D6 x 5 wide and long.  For a Warp Drive Implosion, the Hulk is replaced with a Warp Rift; all ships caught in the rift are affected immediately.  

12. Space Hulks roll on a separate Critical Hit Table (see below).  The player that inflicted the critical hit rolls.  Hulks may not repair critical hits.
13. For missions that allow the purchase of defences, Ork players may take a stationary Space Hulk as a Defence.

14. In a campaign, Space Hulks may be substituted for a planet or base for free. 

15. Space Hulks may never be upgraded to have Orbital Mines.
	Space Hulk Critical Hits Table

	D6
	Effect

	1-2
	Target High Energy Systems!  Roll D6 and reduce the affected system by 1.

	
	1-2
	-1 Dorsal Lance

	
	3-4
	-1 Shield Value

	
	5-6
	-1 Turret Strength

	3-4
	Target Weapons Clusters!  Roll a D6, affecting the quadrant the attack came from.

	
	1-2
	-1 Launch Bay (except Prow and Aft)

	
	3-4
	-1 Torpedo Strength (except Aft)

	
	5-6
	-2 Weapons Battery Firepower

	5-6
	Target Thruster Assemblies!  The hulk must roll a D6 and get a number higher than the number of the times this critical effect is received, or else it may not turn. 

	Damage rolled that does not apply for any reason immediately assumes the next higher level damage on the table. Space Hulks cannot repair any critical damage in the course of a battle.


	ZUKOV’S KLAW KUSTOM ASSAULT KROOZER

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Kroozer / 10
	20cm
	45º
	1
	6+ Front / 5+Sides/

4+Rear
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Gunz
	30cm
	D6
	Left

	Port Launch Bays
	Assault Boats: 30cm
	2 Squadrons
	-

	Starboard Gunz
	30cm
	D6
	Right

	Starboard Launch Bays
	Assault Boats: 30cm
	2 Squadrons
	-

	Prow Gunz 
	45cm
	D6+2
	Front

	Prow Torpedoes
	30cm
	D6+2
	Front

	Note: Zukov’s Klaw counts as a Terror Ship.  It is of the Goff Clan, and receives all benefits listed for Goff ships in the Clanz rules.  It has the Assault Karrier, Klaws, and Traktor Field upgrades from the Gubbins list.  These are in addition to any upgrades bought by an embarked Warlord.  Zukov’s Klaw must be mounted on a Large Flying Base and cannot use Come to a New Heading special orders.


	ORK LITE KROOZER

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Kroozer / 6
	20cm
	45º
	1
	6+ Front / 5+Sides/

4+Rear
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Gunz
	30cm
	D3+1
	Left

	Starboard Gunz
	30cm
	D3+1
	Right

	Prow Gunz 
	30cm
	2
	Front

	Prow Heavy Gunz
	15cm
	4
	Front

	Note: May exchange Prow Heavy Gunz for strength D6 speed 30cm torpedoes, OR for D6 additional Gunz (total D6+2) for no additional cost.


Da Ork Clanz Fleet List
WARLORD

Ork Clanz fleets receive one Warlord free for each 500pts or part thereof in the fleet list, no more, no less.


Ork Warlord
Free

Warlords add +2 to ONE Boarding die roll per game.  Warlords have one re-roll.  They may purchase additional re-rolls.


One extra Re-Roll
20pts


Two extra Re-Rolls
40pts

A Warlord may choose for his ship or escort skwadron one upgrade from the Gubbins list for every Re-Roll he has, but must pay its listed cost.  He must be embarked under the most expensive ship in his command (not the whole fleet) even if it is an escort.  Annotate which escort holds the Warlord.  A Warlord’s re-rolls can only be used for the ships he commands, not the whole fleet.
SKWADRONS

The Warlord must be in command of at least one Tiddla Skwadron with at least three escorts AND one other Skwadron for EACH Re-Roll he has.  He may swap leadership with any Skwadron under his command.
‘UGE SHIP SKWADRON
One Battleship or Battlekroozer from the following list.  No single Warlord may have more than one ‘Uge Ship Skwadron.  No more than one ‘Uge Ship may be in the fleet for every two Kroozers.  All Ork Capital Ships may improve their turrets by 2 for +20pts.

Gorbag’s Revenge*
310pts


Slamblasta*
295pts


Deathdeala*
275pts


Kroolboy*
270pts


Hammer Class Battlekroozer
245pts
*denotes unique vessels which can only be taken once in any fleet

BIG SHIP SKWADRON

1-2 Kroozers from the following list.  All Ork Capital Ships may improve their turrets by 2 for +20pts.

Zukov’s Klaw*
210pts


Ork Terror Ship
185pts


Ork Kill Kroozer
155pts

Ork Lite Kroozer
90pts
TIDDLA SKWADRON
3-10 Escorts from the following list:

Ork Ravager Attack Ship
40pts


Ork Onslaught Attack Ship
35pts


Ork Savage Gunship
30pts


Ork Grunt Assault Ship
30pts


Ork Brute Ramship
25pts
SPACE HULK
An Ork Clanz fleet may include one Space Hulk if it contains at least three Warlords.  A Warlord must be aboard the Space Hulk, which counts as all of the ships he is required to command regardless of how many Re-Rolls he has, including Tiddla Skwadrons.  Warlords do not need to purchase extra Re-Rolls to command a Space Hulk.  Space Hulks can take upgrades from the Gubbins list at double cost, except for upgrades to speed or boarding value which may not be taken.

Ork Space Hulk
600pts

ROK SKWADRON

1-4 Roks per squadron.

Ork Rok
80pts

ORDNANCE

Ork ships with Launch Bays carry Fighta Bommaz and Assault Boats, and can take Torpedo Bombers for +10pts per launch bay based on the maximum possible result for a launch bay.  All Ork ships with torpedoes have torpedoes, and can have Boarding Torpedoes for +5pts, (+15pts for a Space Hulk). All Ork Capital Ships with launch bays may replace their attack craft with Orbital Mines for +5pts per launch bay based on the maximum possible result, except for battleships and Space Hulks.
CAMPAIGNS
In a Campaign, choose one Warlord to be your Fleet Commander.  He may purchase up to one extra re-roll.  He must command at least one Tiddla Skwadron and 1-2 other Skwadrons.  Fleet re-rolls may only be used by ships under his command.  He may not earn more re-rolls than the maximum allowed by the Ork Promotions table in the campaign rules.  If any ship changes its Gubbins two or more times, the first refit for the fleet is free (does not add 10%).
CLANZ

Each Warlord may be of one of the following Clanz.  Warlords of different Clanz may be in the same fleet.  All ships commanded by a Warlord are from his Clan.  Ships with Clanz upgrades MUST be painted in the colors of their Clan, and escorts must have every escort be at least 50% that color.  Clan upgrades may be in addition to Gubbinz.  Capital ships pay the points cost for each ship, Tiddla Skwadrons pay once for the whole Skwadron, regardless of size.  

NOTE: Skwadrons under the command of a Warboss with a Clan MUST be of that Clan (with colors) but are NOT REQUIRED to take the Clan upgrade.  Ork Skwadrons painted with the colors below that are commanded by a Warlord that is not of a Clan (i.e. a Freebooter) are not obligated to take the upgrade.


Goffs (black)
+20pts

All Goff ships including Tiddla Skwadrons gain +1 to the die roll for Boarding Actions and +1Ld when Ramming.


Evil Sunz (red)
+20pts

+5cm speed.


Bad Moonz (yellow)
+30pts

Gains the Maniac Gunners upgrade from the Gubbins list.


Deathskullz (blue)
+30pts

Gains the Looted Torpedoes and Looted Lances upgrades from the Gubbins list where appropriate.


Blood Axes (green)
Free

The Warlord’s ship may take a refit from the Imperial Navy refit table, rolled randomly.  A Blood Axe Tiddla Skwadron of at least six escorts may include up to three Imperial or Chaos escorts taken from any of those lists for the points listed there.  These Escorts must have a paint scheme that matches the Ork fleet.


Snakebites (brown)
Free

Snakebite capital ship Skwadrons may only be Space Hulks or Rok Skwadrons.  Snakebites receive +1Ld when attempting to Brace for Impact.
GUBBINS
Skwadrons led by a Warlord may have a number of Gubbin upgrades equal to his number of Re-Rolls.  Ships pay individually, but Tiddla Skwadrons pay one price for the whole Skwadron, regardless of size.  All escorts in a Tiddla Skwadron must take the same Gubbins.


Soopa Boosters
+25pts

+5cm speed, roll 4D6 on All Ahead Full.


Extra Power Fields
+25pts

+1 Shield.  Escorts may not take this.


Extra Turrets
+20pts

Capital ships gain +2 turrets.  Escorts gain +1 turret.


Maniac Turrets
+10pts

Each ship’s turret value is replaced with D3 turrets.  This cannot be combined with Extra Turrets above.


Looted Lances
+30pts

Any Heavy Gunz battery on the ship can be replaced with a strength 2 range 30cm Lance.  Escorts are only range 15cm.


Looted Torpedoes
+20pts

The ship may re-roll the dice to for the strength of torpedoes.

Mad Meks
+25pts

The ship may re-roll dice for Damage control.  Not for escorts.

Maniac Gunners
+30pts

The ship may re-roll the dice to for the firepower of gunz.


Mega-Armoured Boarding Parties
+15pts

+1 modifier for boarding and Hit and Run attacks. Not for escorts.


Ram Prow
+10pts

+1 Ld when Ramming, +1 damage on a successful ram.  Not for escorts.

Tellyporta
+30pts
Teleport attacks may be made up to 30cm.  Not for escorts.

MORE GUBBINS
Items from the More Gubbins list cannot be taken by Escorts, except where indicated.


Klaws
+10pts

Escorts may not take this, except the Brute which must pay +5pts PER ESCORT, not for the Skwadron.  Klaws are unaffected by special orders, but cannot be used if a capital ship is crippled.  Ork ships with Klaws roll 2D6 when they make contact with an enemy vessel, each of which causes a hit on a 4+.  This ignores shields but not Holofields.  If 0-1 of these attacks hit, the Ork ship may continue moving, but if both hit the ship stays and will not let go until one of the ships is destroyed.  If the enemy is the same class vessel or smaller, then neither ship may move.  If the enemy is larger, it may continue to move but a half the normal rate.  Determine size the same way for ramming, so defence > battleship > cruiser > escort.  Both ships may fire at half the normal rate, and Nova Cannons and other special weapons cannot fire at all.  The Ork Ship rolls another 2D6 in each End Phase, hitting on a 4+.  If both attacks hit after a ship has been successfully grappled it takes a third hit.  Either ship may make boarding actions.  Klaws can cause critical hits as normal.  NOTE: Ork ships with Klaws can make Klaw attacks against only one enemy ship per turn.

Shokk-Attack Lance
Free

Escorts may not take this.  A ship’s prow Heavy Gunz can be replaced with a Shokk-Attack Lance, which cannot fire if the ship is crippled or braced.  It is only effective against ships with shields down similar to a Teleport Attack.  Shokk-Attack Lances have a range of 30cm and hit on a 4+.  If it misses, place a blast marker in base contact with the target, even though all of its shields are down.  If it hits a capital ship, the target suffers D3+1 Snotling Horde critical effects.  Ships with at least one Snotling Horde critical effect must roll an additional D6 for all Leadership rolls.  Every Leadership roll (even failed) reduces the Snotling Hordes by one, and they can be repaired normally like other critical effects.  If it hits an escort squadron, roll a D6.  On a 4+ the closest escort receives a blast marker.  On a 1-3 the closest escort with no shields is destroyed.  Brace for Impact saves against this.


Traktor Fields
Free

Escorts may not take this, except the Grunt which already has it.  Base the ship on a Large Flying Base.  The ship may not use Come to a New Heading special orders.


Assault Karrier
Free

Not for escorts.  Ships must have launch bays and torpedo bays to take this.  They may only launch Assault Boats, but receive Boarding Torpedoes for free.  It may launch +1 Assault Boat, unless it is both crippled AND braced.
Additional Special Rules for Ork Clanz

Mob Rule

Tiddla Skwadrons receive a +1 modifier to Leadership if their Skwadron has more than five escorts.

Young Gunz

Tiddla Skwadrons that have a Leadership of 5 or 6 AFTER all Leadership swaps have been made gain an additional escort for free!  This escort must be less than or equal to the points cost of the most expensive escort, and may not take the Skwadron above ten models.  Young Gunz is applied BEFORE Mob Rule.

Launch Capacity

At the end of the Ordnance Phase, total the Launch Capacity for the fleet (roll for random Launch Bays).  If the number of Ork Ordnance Markers exceeds this number, remove any excess.

	
	Ork Refits Tables

	1-2 Engine Refit
	D6
	Engine Refit

	
	1
	Improved Engines: +2D6 on All Ahead Full

	
	2
	A BIGGER Red Button:  Once per game, double the Die roll result for All Ahead Full.  You must go this whole distance.

	
	3
	More Thrusters: The Ship may turn a second time after moving the minimum distance.

	
	4
	Silent Running: +2 Leadership when Disengaging.

	
	5
	Kustom Force Field: Ignore reduction in speed due to Blast Markers and Gas/Dust Clouds.

	
	6
	Painted Red: +5cm Speed.  Ship MUST be painted Red to gain this effect.

	
	
	

	3-4 Ship Refit
	D6
	Ship Refit

	
	1
	Improved Tellyportaz: +1 to Teleport Hit-and Run attacks.

	
	2
	Extra Armour Plating: Increase Hull Points by 25%, but reduce Speed by 5cm.

	
	3
	Fire Grotz: Fires are repaired on a 5 or 6 during damage control.  All other damage repaired normally.

	
	4
	More Shields: +1 Shield

	
	5
	Ram Spike: +1 Leadership when rolling to Ram.

	
	6
	Overload Shield Generators: For every hit that lowers a shield, roll a D6.  On a 6, the Blast Marker is not placed.  On a 1, roll another D6.  On a 6 for this second D6, the ship suffers a roll on the Critical Effects table.

	
	
	

	5-6 Weapons Refit
	D6
	Weapons Refit

	
	1
	Weirdboy Tower: Ship gains a strength 1 range 15cm all around Lance.

	
	2
	Kans: +1Ld for Reload Ordnance, re-roll if the ship has no ordnance.

	
	3
	Dakka Central: Weapons only reduced by 25% for any Special Order.

	
	4
	Mad Bombers: Fighta-Bommaz from this ship may roll D6 attacks instead of D3.

	
	5
	Grot Targeters: Left shift before all other modifiers are applied.

	
	6
	More Dakka: +1 Turrets


	Ork Crew Skill Table

	D6
	Skill

	1
	Shooty Boyz: Roll 3D6 and discard the highest when using Lock On.

	2
	Bigger Hammers: Capital ships may automatically fix one fixable critical effect during damage control.  Escorts re-roll this.

	3
	Well Trained Grots: Roll 3D6 and discard the highest when using Reload Ordnance.  Ships without ordnance re-roll this.

	4
	Asteroid Pilots: When traveling through asteroid fields on All Ahead Full roll 3D6 and pick the two lowest.  Escort squadrons may re-roll as normal.  If you fail, take D6+1 hits that IGNORE SHIELDS.

	5
	Loyal Krew: Once per battle, re-roll a failed Leadership or Command check.

	6
	Loudhailer and Big Stick: Once per battle, automatically pass a Leadership or Command check before rolling.


	Power of the WAAAGH! Table

	D6
	Effect

	2
	Look wot I did Boss – changed your Kroozer!: Flagship is changed into a randomly decided other Kroozer.  All refits are retained, and you gain a new one!  However you are at -1 leadership for the next game.

	3
	Pillagin’: You may add one new Kroozer or squadron of Escorts to your Fleet Roster by degrading a system you control.  Forge Worlds can be reduced to Mining, Civilized to Agri and any others to uninhabited.

	4
	Lootin’: For each Hulk you captured last game, one Kroozer may gain Looted Torpedoes or Extra Power Fields.

	5
	Oddboyz: For each civilized or Hive world you control, you may give one Kroozer any Warlord upgrade except Looted Torpedoes or Extra Power Fields.

	6
	Dis is my ship!: Add a Warlord to your Fleet Registry.

	7
	Take us wiv’ ya: Add +1 to the Boarding Action rolls for one ship in your fleet for the rest of the campaign.

	8
	We iz gonna protect ya: Your flagship gains an additional +2 to Boarding Actions.

	9
	‘Ere we go, ‘ere we go, ‘ere we go!: Add +1 to the Boarding rolls for two ships in your fleet for the rest of the campaign.

	10
	We iz da best!: You win any tied roll during the next Campaign Turn and battle.

	11
	We iz gonna live ‘ere: One uninhabited system you control becomes an Agri-world.

	12
	WAAAAGH!: The next time you are an Attacker, you can nominate two enemy systems.  If you win, you can claim both systems.  If your opponent wins, they can claim one neutral system.


Ork Pirates of the Cyclops Cluster Fleet List

WARLORD
You may include 1 or more Warlord in your fleet, each of whom must be assigned to a ship or squadron.  If a fleet is worth 500pts or more, a Warlord must be included.  Ork fleets may have a max of 1 Warlord for every 500pts or part thereof in the fleet.  Warlords may take any upgrades from the Third Armageddon War Ork WAAAAGH! Fleet List at the points cost listed there.


Ork Warlord
40pts

Warlords have one re-roll.  They may purchase additional re-rolls from the Ork Third Armageddon WAAAAGH! Fleet List.
*All Ork Capital Ships may improve their turrets by 2 for +20pts.
KROOZERS
You may include up to six Kroozers in your fleet.  


Ork Kill Kroozer *
155pts


Ork Terror Ship *
185pts
ESCORTS


Ork Ravager Attack Ship
40pts


Ork Onslaught Attack Ship
35pts


Ork Savage Gunship
30pts


Ork Grunt Assault Ship
30pts


Ork Brute Ramship
25pts
ORDNANCE

See rules for Third Armageddon War Ork WAAGH! Fleet List.
