Siegeworld:

Orks: Gargant Big Mob

Introduction

Big, Loud, and Stompy


Orks don’t use the fixed organization of other races, yet they do have groups which get formed, at least in Imperial eyes, when a large number of a particular type of machine comes together.  These ad hoc formations often vary widely and can have huge individual variation.  Because of this, trying to write up army lists for the orks proved very difficult. 


To deal with the problem, The Ork Gargant formation has been provided with much more flexibility.  Ork units are rarely provided with a single option and show a huge amount of variation.  Instead of having relatively fixed weapon fits, weapons may be selected and altered as desired so long as the model accurately shows what it represents.


Gargant construction in both fluff, and actual play, results in a massively wide variety of different forces and constructions.  To try and add some overarching rules to the force, there are therefore classes of gargants which include size and the types of weapons that they may select.  As the gargants get bigger, their options grow.  To field a gargant big mob, there is also no need to keep track of particular squadrons or the likes.  


To provide the structure there are the basic classes of gargants listed below.  One should pick the class that best corresponds to their models, and go from there.  It’s that easy.  Note that the terms Stompa and Gargant are fairly interchangeable herein.

Force Organization

The Ork Gargant Big Mob force organization is quite a bit different from most other forces because their principle units are war machines and there can be a variety of machines mixed in virtually any order. To recognize this, the Gargant Big Mob simply requires a warboss to lead it, and a single mob of Gargants or stompas which total within the range of available structure points.

New Rules

Bash Attack:  All titans have a weapon skill, but most don’t have any attacks because they don’t have any close combat weapons.  Because of its size and design, a titan can always strike in close combat, even if it does not have any close combat weapons.  These attacks are made by smashing its ranged weapons, kicking, or even ramming its carapace into an enemy.

To represent this all titans may use bash attacks.  A titan always has two bash attacks for its two arms.  This is increased by +1 for charging in a normal manner.  The attacks are strength 10 and count as power weapon attacks but may only be made against a target with structure or mass points (smaller targets cannot be hit).

Some weapon systems are too short or simply too fragile to bash with.  These have listed in their rules that they deny a bash attack.  Assault weapons, on the other hand are built for attacking and improve the ability to attack.  Regardless of which item is taken in an arm mount, the bash attack is either removed, or replaced by the special attack depending on weapon.

If a titan which carried an assault weapon looses both its arm weapons to damage, it still has a single attack, but looses the special ability of its assault weapon, if a titan without an assault weapon looses all its attacks for any reason, it is reduced to zero attacks (but may still get one when charging).  This means that a close combat titan can lock a titan not built for close combat into close combat.  Two titans having only bash attacks, however, will break off at the end of the assault phase

Note:  Orks live for close combat, so all gargants have 1 base attack and do not use bash attacks, although they still utilize the rule.  
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The only required selection for a gargant big mob is that the mob has a warboss.  The warboss will ride in the largest gargant in the force, unless that gargant has been commandeered by an ork Big boss from the Universal high command list.  The warboss acts as the leader of the big mob and is considered an upgrade for the gargant to which he is attached.

SPECIAL RULES

No Command Required:  While it is generally the case that big mobs will be led by a warboss, it is not required.  A gargant big mob may consist of troops only. 

Troops

1 Gargant Big Mob
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Mob                  varies


The Mob of gargants following a warboss can only grow to a certain size before it will splinter.  Therefore the big mob is not dictated by its number of vehicles, but by the total number of structure points in it.  In this way a mob can be a so called- stompa mob comprising only smaller stompas, but having a large number of them, or may have the gigantic war machines, but will comprise far fewer. 

A gargant mob may comprise anywhere from 2 to 32 total structure points.  Any more than this and a second gargant mob will be formed.

Please note that gargant big mobs do not include any non war engine vehicles and may not include vehicles, infantry, or war machines not on this list.

Ork Gargants

Stompa

Stompa



  


          Armor



  Points     
Front
Side
Rear
WS
 BS
A

Stompa
    280
    
12
 11
 10
  4 
 2      
1



Type: Walker (even if tracked), agile (treat movement as an Imperial Warhound).

A Stompa should be between 5 and 7 inches tall.

Structure:  2

Crew: None, controlled by operator

Shields:  Stompas are too small to carry Ork power fields

Transport:  A Stompa cannot transport models

Fire Points:  The Stompa has no fire points

Access Points:  A Stompa has no access points

Weapons:

A Stompa must select at least one and as many as three of the following primary weapon systems as either shoulder or belly guns.  The Stompa is heavy and stable and all weapons may be fired on the move.
Lobba:  
+30 points
Gatling Big Shoota:


+35 points

Zzap Gun: 
+30 points
Twin-Linked Kannon:


+55 points

Kannon:
+35 points
Stompa Close Combat Weapon:
+60 points

Stompa close combat weapon:  Generally a gigantic power weapon (generally in the form of a chainsaw or hammer) designed to eviscerate armored vehicles.  The counts as a dreadnought close combat weapon with S:10, +2D6 to penetrate armor and adds +1 attack (for two total).  The Stompa close combat weapon includes an integral weapon system (counts as the same weapon for damage purposes) which is either a twin linked rokket launcha, twin linked big shoota, or a skorcha.

A Stompa may have up to three auxiliary weapons mounted in addition to the primary weapon systems above for the points listed below.

Big Shoota:  
+15 points
Rokket Launcha:
+15 points

Skorcha:
+15 points
Kustom Mega-Blasta:
+20 points

A Stompa may select any upgrades from Codex: Orks available to walkers.

SPECIAL RULES

Large:  A Stompa is larger than most vehicles, but not nearly the size of a full gargant.  A Stompa may re-roll difficult and dangerous terrain effects.  

Supa-Stompa

Supa-stompa



  


          Armor



  Points     
Front
Side
Rear
WS
BS
A

Supa-Stompa       410
    
  13
 12
 11
  4
2      
1


Type: Walker (even if tracked), agile (treat movement as an Imperial Warhound).  A Supa-Stompa should be between 7 and 10 inches tall

Structure:  3

Crew: unknown

Shields:  A Supa-Stompa is too small to carry ork power fields unless upgraded as discussed below.

Transport:  A Supa-Stompa cannot transport models

Fire Points:  The Supa-Stompa has no fire points

Access Points:  A Supa-Stompa has no access points

Weapons:

A Supa-Stompa must select at least one and as many as three of the following primary weapon systems as either shoulder or belly guns.  The Supa-Stompa is heavy and stable and all weapons may be fired on the move

Big Lobba:  

+40 points
Gatling Big Shoota:


+35 points

Supa Zzap Gun: 
+50 points


Kustom Kannon:
+45 points
Mega Choppa (max 1):

+60 points

Big Lobba


Range

Str

AP

Special





 G56”

  6

 4     
        
Ordnance 1

Supa Zzap Gun


Range

Str

AP

Special





   36”
           2D6

 2     
        
Heavy 1, Titan Killer D3

The Supa Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Kustom Kannon


Range

Str

AP

Special




(Frag)
   48”

 5

 5     
        
Ordnance 1

(Krak)
   48”

 9

 2

Heavy 1

When firing krak shells roll 2D6 for armor penetration and roll on the ordnance damage table for penetrating hits.

Mega Choppa: The Mega Choppa is a gigantic power weapon (generally in the form of a chainsaw or hammer) designed to eviscerate armored vehicles.  The counts as a titan close combat weapon with S:10, +2D6 to penetrate armor, D3 structure damage, and adds +1 attack (for two total).  The Mega Choppa includes an integral weapon system (counts as the same weapon for damage purposes) which is either a twin linked rokket launcha, twin linked big shoota, or a skorcha.

A Supa-Stompa may have up to three auxiliary weapons mounted in addition to the primary weapon systems above for the points listed below.

Big Shoota:  
+15 points
Rokket Launcha:
+15 points

Skorcha:
+15 points
Kustom Mega-Blasta:
+20 points

A Supa-Stompa may select any upgrades from Codex: Orks available to walkers.

SPECIAL RULES

Massive:  The Sup-Stompa is a massive vehicle, and will crush everything in its path.  A Supa-Stompa ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Supa-Stompa is effectively a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, and Titan Stomp! rules from Imperial Armor Update as well as the Bash Attacks special rule here.

0-1 Mekboy Gargant

Mekboy Gargant



  


          Armor



  Points     
Front
Side
Rear
WS
BS
A

Supa-Stompa       450
    
  13
 13
 11
  4
3      
1


Selection:  You may only select a Mekboy Gargant to be in the force if there is at least one other gargant in the force with more starting structure points which the warboss is riding in.  A Mekboy Gargant should be between 9 and 14 inches tall

Type: Walker (even if tracked), Normal

Structure:  4

Crew: unknown

Shields:  The Mekboy Gargant carries a Kustom Force Field.

Transport:  None

Fire Points:  None

Access Points:  None

Weapons:


Primary Weapons

A Mekboy Gargant must select at least two and up to four of the following primary weapon systems as arm, shoulder, or belly guns.  The Mekboy Gargant is heavy and stable and all weapons may be fired on the move

Big Lobba:  

+40 points
Supa Zzap Gun: 

+50 points


Supa Lifta Droppa
+250 points 
Buzz Saw arm (max 1):
+160 points  

Krusher Arm (max 1):
+160 points
Deluxe Kustom Cannon:
+165 points

Big Lobba


Range

Str

AP

Special





 G56”

  6

 4     
        
Ordnance 1

Supa Zzap Gun


Range

Str

AP

Special





   36”
           2D6

 2     
        
Heavy 1, Titan Killer D3

The Supa Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Supa Lifta Droppa

Range

Str

AP

Special



   36”

  *

 *
           See Below


The Supa Lifta may not fire if the Mekboy Gargant moved.

The Supa Lifta Droppa may only be targeted at a non-flyer vehicle or war machine. If the target is hit, roll 1D3, if the die roll exceeds the remaining structure points for the vehicle or war machine, the vehicle is picked up (A vehicle without structure is picked up on a roll of 2+).  Roll 1D6 for each point that the D3 roll exceeded structure points.  The target vehicle or war machine may be moved this number of inches in any direction (it may not be rotated by the ork player).  The target is then dropped.  The dropped object is destroyed; any object touched by the dropped object takes the following:  

Infantry – strength 10 AP 1 hit (roll to wound still required), Invulnerable saves may be taken as normal.

Vehicle or war machine – strength 10 +D6 equal to the number of structure points the dropped vehicle had remaining hit on the top (rear) armor.  No shields or war gear may reduce the number of dice rolled in this test.

Buzz Saw Arm: A Buzz Saw Arm is designed to make a mockery of armor, a Buzz Saw Arm is strength 10 and rolls an extra 2D6 when rolling to penetrate armor, and still does D3 structure damage when it glances or penetrates.

Krusher Arm: A Krusher Arm is basically a specially designed powerfist designed to grab and crush.  A Krusher Arm is strength 10 and does D3 structure damage, and gets +2 to any and every roll on the glancing or penetrating hit table.
Deluxe Kustom Kannon


Range

Str

AP

Special





  60”

 9

 2

Heavy 1, Blast

When firing krak shells roll 2D6 for armor penetration and roll on the ordnance damage table for penetrating hits.


Secondary Weapons

A Mekboy Gargant uses no secondary weapons systems.

Auxiliary Weapons

A Mekboy Gargant may have up to four auxiliary weapons mounted in addition to the primary weapon systems above for the points listed below.

Big Shoota:  
+15 points
Rokket Launcha:
+15 points

Skorcha:
+15 points
Kustom Mega-Blasta:
+20 points

A Mekboy Gargant may select any upgrades from Codex: Orks available to walkers.

SPECIAL RULES

Kustom Force Field.  This acts like a standard ork power field, however it is quite a bit more resilient, but also more dangerous.  Instead of automatically collapsing when hit, roll 1D6, on a roll of 6, the shield resists the blast and holds without collapsing.  On a roll of 2, 3, 4, or 5 the shield holds fast but begins to generate feedback which can be damaging to the gargant, give the gargant a feedback counter.  Roll 1D6 prior to the movement phase, if the roll is below the number of feedback counters the gargant has, the shield overloads in explosive feedback.  The shield collapses and the gargant automatically suffers a hit.  Roll on the penetrating hit table to determine the damage.  If a 1 is rolled, the shield can take no more and simply collapses.

To avoid feedback, the mekboy may shut down the shield at the start of any turn prior to rolling to see if there is feedback.  Once the Kustom force field has collapsed (whether voluntarily or not) it may not be raised again.
Massive:  The Mekboy Gargant is a massive vehicle, and will crush everything in its path.  A Mekboy Gargant ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Mekboy Gargant is effectively a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, and Titan Stomp! rules from Imperial Armor Update as well as the Bash Attacks special rule here.

Slasha Gargant

Slasha Gargant



  


          Armor



  Points     
Front
Side
Rear
WS
BS
A

Slasha Gargant    800
    
  14
 13
 12
  4
2      
1


Type: Walker (even if tracked), Normal, A Slasha Gargant should be between 11 and 16 inches tall

Structure:  5

Crew: unknown

Shields:  D3+1

Transport:  None

Fire Points:  None

Access Points:  None

Weapons:


Primary Weapons

A Slasha Gargant carries a Buzz Saw arm and a Mega Zzap gun 

Buzz Saw Arm: A Buzz Saw Arm is designed to make a mockery of armor, a Buzz Saw Arm is strength 10 and rolls an extra 2D6 when rolling to penetrate armor, and still does D3 structure damage when it glances or penetrates.

Mega Zzap Gun


Range

Str

AP

Special





  60”
           2D6

 1     
        
Ordnance 1, Titan Killer D3

The Mega Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Secondary Weapons

A Slasha Gargant may select up to two of the following weapon systems as either shoulder or belly guns.  

Big Lobba:  

+40 points
Gatling Big Shoota:


+35 points

Supa Zzap Gun: 
+50 points


Kustom Kannon:
+45 points
 

Big Lobba


Range

Str

AP

Special





 G56”

  6

 4     
        
Ordnance 1

Supa Zzap Gun


Range

Str

AP

Special





   36”
           2D6

 2     
        
Heavy 1, Titan Killer D3

The Supa Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Kustom Kannon


Range

Str

AP

Special




(Frag)
   48”

 5

 5     
        
Ordnance 1

(Krak)
   48”

 9

 2

Heavy 1

When firing krak shells roll 2D6 for armor penetration and roll on the ordnance damage table for penetrating hits.


Auxiliary Weapons

A Slasha Gargant may have up to four auxiliary weapons mounted in addition to the primary weapon systems above for the points listed below.

Big Shoota:  
+15 points
Rokket Launcha:
+15 points

Skorcha:
+15 points
Kustom Mega-Blasta:
+20 points

A Slasha Gargant may select any upgrades from Codex: Orks available to walkers.

SPECIAL RULES

Massive:  The Slasha is a massive vehicle, and will crush everything in its path.  A Slasha ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Slasha is effectively a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, and Titan Stomp! rules from Imperial Armor Update as well as the Bash Attacks special rule here.

Gargant

Gargant



  


          Armor



  Points     
Front
Side
Rear
WS
BS
A

Gargant 
    1100    
   14
 14
 13
  4
2
1


Type: Walker (even if tracked), Normal, A Gargant should be between 13 and 18 inches tall

Structure:  6

Crew: unknown

Shields:  D3+3

Transport:  None

Fire Points:  None

Access Points:  None

Weapons:


Primary Weapons
A Gargant must carry at least two and may carry up to three of the following weapon systems.

0-1 Belly Gun (+350 points):  The Belly gun of a gargant is not quite as powerful as that on a Great Gargant, but is still a formidable weapon.  A belly gun may only be mounted if the Gargant carries three primary weapons:

Range

Str

AP

Special



   72”

10

 1
            Blast 1, Titan Hunter D3

or
   72”

 6

 4

Massive Blast 1.

The belly gun generates massive recoil, and may only be fired if the Gargant did not move.

Supa Mega Choppa (+145 points): A Supa Mega Choppa is designed to make a mockery of armor, a Supa Mega Choppa is strength 10 and rolls an extra 2D6 when rolling to penetrate armor, and still does D3+1 structure damage when it glances or penetrates.

Supa Lifta Droppa (+350 points)

Range

Str

AP

Special



   36”

  *

 *
           See Below


The Supa Lifta may not fire if the Gargant moved.

The Supa Lifta Droppa may only be targeted at a non-flyer vehicle or war machine. If the target is hit, roll 1D3, if the die roll exceeds the remaining structure points for the vehicle or war machine, the vehicle is picked up (A vehicle without structure is picked up on a roll of 2+).  Roll 1D6 for each point that the D3 roll exceeded structure points.  The target vehicle or war machine may be moved this number of inches in any direction (it may not be rotated by the ork player).  The target is then dropped.  The dropped object is destroyed; any object touched by the dropped object takes the following:  

Infantry – strength 10 AP 1 hit (roll to wound still required), Invulnerable saves may be taken as normal.

Vehicle or war machine – strength 10 +D6 equal to the number of structure points the dropped vehicle had remaining hit on the top (rear) armor.  No shields or war gear may reduce the number of dice rolled in this test.
Supa Lobba (+225 points)


Range

Str

AP

Special





 G72”

  6

 4     
        
Massive Blast 1

Mega Zzap Gun (+225 points)


Range

Str

AP

Special





  60”
           2D6

 1     
        
Ordnance 1, Titan Killer D3

The Mega Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Secondary Weapons

A Gargant may select as many as thee of the following secondary weapon systems 

Big Lobba:  

+40 points
Gatling Big Shoota:


+35 points

Supa Zzap Gun: 
+50 points
Boyz Tower 



+100 points

Kustom Kannon:
+45 points


Big Lobba


Range

Str

AP

Special





 G56”

  6

 4     
        
Ordnance 1

Supa Zzap Gun


Range

Str

AP

Special





   36”
           2D6

 2     
        
Heavy 1, Titan Killer D3

The Supa Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Kustom Kannon


Range

Str

AP

Special




(Frag)
   48”

 5

 5     
        
Ordnance 1

(Krak)
   48”

 9

 2

Heavy 1

When firing krak shells roll 2D6 for armor penetration and roll on the ordnance damage table for penetrating hits.

Boyz Tower


The Gargant carries a mob of 20 shoota or slugga boyz which treat the Gargant as their transport.  The Gargant is also a siege tower.

Auxiliary Weapons

A Gargant may have up to six auxiliary weapons mounted in addition to the primary weapon systems above for the points listed below.

Big Shoota:  
+15 points
Rokket Launcha:
+15 points

Skorcha:
+15 points
Kustom Mega-Blasta:
+20 points

A Gargant may select any upgrades from Codex: Orks available to walkers.

SPECIAL RULES

Massive:  The Gargant is a massive vehicle, and will crush everything in its path.  A Gargant ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Gargant is effectively a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, and Titan Stomp! rules from Imperial Armor Update as well as the Bash Attacks special rule here.

Armorcast:  While the original Armorcast model was supposed to be a Great Gargant, it is too small and is therefore only treated as a Gargant.  The Armorcast model, unless converted carries a supa lifta droppa, supa lobba, and belly gun as primary weapon systems and a boyz tower as a secondary weapon system.

Great Gargant

Great Gargant



  


          Armor



  Points     
Front
Side
Rear
WS
BS
A

Gargant 
   2000
    
  14
 14
 14
  4
2      
1


Type: Walker (even if tracked), Normal,  A Great Gargant should be between 16 and 22 inches tall

Structure:  9

Crew: unknown

Shields:  D6+6

Transport:  None

Fire Points:  None

Access Points:  None

Weapons:


Primary Weapons

A Great Gargant carries a Gutbuster Kannon and must select 

2 weapons from the following list (arm):

Mega Lifta Droppa



+400 points

Twin-Linked Mega Zzap Gun:

+300 points

Mega Lobba




+225 points

Gutbuster Kannon


Range

Str

AP


Special



 
  96”

10

 1
      Ordnance 1, Titan Hunter D3, Tank 

Hunter Blast 

 or
  96”

 6

 4                    Superheavy Ordnance 1

The gutbuster kannon generates massive recoil and may only fire if the gargant did not move.

Twin-Linked Mega Zzap Gun


Range

Str

AP

Special





  60”
           2D6

 1     
Ordnance 1, Titan Killer D3, Twin 









Linked

The Mega Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  
Mega Lobba

Range

Str

AP


Special

  G96”

 6

 4
 
Superheavy barrage 1

Mega Lifta Droppa

Range

Str

AP

Special


 
  
  60”

  *

 *
           See Below

The Mega Lifta Droppa may only be targeted at a non-flyer vehicle or war machine. If the target is hit, roll 1D6, if the die roll exceeds the remaining structure points for the vehicle or war machine, the vehicle is picked up (A vehicle without structure is picked up on a roll of 2+).  Roll 1D6 for each point that the D6 roll exceeded the structure points.  The target vehicle or war machine may be moved this number of inches in any direction (it may not be rotated by the ork player).  The target is then dropped.  The dropped object is destroyed; any object touched by the dropped object takes the following:  

Infantry – strength 10 AP 1 hit (roll to wound still required), Invulnerable saves may be taken as normal.

Vehicle or war machine – strength 10 +D6 equal to the number of structure points the dropped vehicle had remaining hit on the top (rear) armor.  No shields or war gear may reduce the number of dice rolled in this test.


Secondary Weapons

A Great Gargant must select at least 2 and no more than 3 weapons from the following list (shoulders) 

Big Lobba:  

+40 points
Gatling Big Shoota:


+35 points

Supa Zzap Gun: 
+50 points
Boyz Tower



+100 points

Kustom Kannon:
+45 points
 

Big Lobba


Range

Str

AP

Special





 G56”

  6

 4     
        
Ordnance 1

Supa Zzap Gun


Range

Str

AP

Special





   36”
           2D6

 2     
        
Heavy 1, Titan Killer D3

The Supa Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Kustom Kannon


Range

Str

AP

Special




(Frag)
   48”

 5

 5     
        
Ordnance 1

(Krak)
   48”

 9

 2

Heavy 1

When firing krak shells roll 2D6 for armor penetration and roll on the ordnance damage table for penetrating hits.

Boyz Tower


The Great Gargant carries a mob of 20 shoota or slugga boyz which treat the Great Gargant as their transport.  The Great Gargant is also a siege tower.


Auxiliary Weapons

A Great Gargant may have as many auxiliary weapons mounted in addition to the primary weapon systems above for the points listed below as are shown on the model.

Big Shoota:  
+15 points
Rokket Launcha:
+15 points

Skorcha:
+15 points
Kustom Mega-Blasta:
+20 points

A Great Gargant may select any upgrades from Codex: Orks available to walkers.

SPECIAL RULES

Massive:  The Great Gargant is a massive vehicle, and will crush everything in its path.  A Great Gargant ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Great Gargant is effectively a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, and Titan Stomp! rules from Imperial Armor Update 2005 as well as the Bash Attacks special rule here.

Inspiring: Because of the morale effect of a Great Gargant, any Great Gargant within 12 inches of a unit of Orks may add its remaining structure as additional models for the unit of Orks for purposes of the mob rule.  E.g. a unit of three Orks within 12” of an undamaged Great Gargant is effectively unbreakable.

Mega Gargant
Mega Gargant



  


          Armor



  Points     
Front
Side
Rear 
WS
BS
A

Mega Gargant
   5400
    
  14
 14
 14
  4
2       
1


Type: Walker, Lumbering, a Mega Gargant should be at least 24 inches tall.

Structure:  16 points.

Crew: unknown

Void Shields:  2D6+6

Transport:  The Mega Gargant carries 4 squads of 20 Boyz (any combination of shoota and slugga) These troops are already included in the point cost and may be configured however the player wants.  These units may dismount at any time and the Mega Gargant counts as a Siege Tower.  Further, so long as at least 2 squads have not dismounted, a Mega Gargant hit by a Corvus Assault Pod will stop the effect of the troops on a roll of 1-3.

Fire Points:  10 fire points.

Access Points:  The entire base of the Mega Gargant is filled with small access points. 

Weapons:  The mega gargant carries a Krooz missile battery, Def Ray, Skullcrusha Mega Kannon, Supa Krusha Klaw, Twin linked Mega Zzap gun, Weirdboy tower, and a weapon battery.

Krooz Missile  Battery:  A Kruz Missile battery is 2 Krooz missiles.  Only one missile may be fired per turn.


Krooz Missile


Range

Str

AP


Special




  480”

10

 1
          Superheavy Ordnance 1, One 









Shot, Titan Killer (D6)




Def Ray:  The Def Ray cuts through the thickest armor with ease.  The Def Ray is a death ray. 

Skullkrusha Mega Kannon


Range

Str

AP


Special



 
 120”

10

 1
           Massive blast 1, titan killer 








 D6, Tank Hunter Blast

Supa Krusha Klaw:  A Supa Krusha klaw is basically a specially designed powerfist designed to grab and crush.  A Supa Krusha Klaw does D6 structure damage, and gets +2 to any and every roll on the glancing or penetrating hit table.

Twin-Linked Mega Zzap Gun


Range

Str

AP

Special





  60”
           2D6

 1     
Ordnance 1, Titan Killer D3, Twin 









Linked

The Mega Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  
Weirdboy Tower

The Weirdboy Tower provides the home of an ork Weirdboy who can summon psychic powers.  The Weirdboy counts as having leadership 8 due to the presence of the Tower and can use the psychic power Green Lightning.  His psychic abilities are also massively enhanced by the Tower itself.  The Tower also acts to harness psychic energy and any damage against the Mega Gargant or a unit within 12 inches of it which requires a psychic test to inflict (even if automatically passed) is completely negated on a D6 roll of 4+

Green Lightning

The power is used in the shooting phase instead of firing a weapon, and has the following profile.


Range

Str

AP

Special






90”
             4

 2     

Ordnance 1 

Orks tiny brains can’t handle a true understanding of the warp.  If an Ork Weirdboy suffers a perils of the warp roll, he simply explodes destroying the Tower.

Weapon Battery

A Mega Gargant must select eight of the following primary weapon systems as its battery.  The Mega Gargant is heavy and stable and all weapons may be fired on the move

Big Lobba:  

+40 points
Gatling Big Shoota:


+35 points

Supa Zzap Gun: 
+50 points


Kustom Kannon:
+45 points
 

Big Lobba


Range

Str

AP

Special





 G56”

  6

 4     
        
Ordnance 1

Supa Zzap Gun


Range

Str

AP

Special





   36”
           2D6

 2     
        
Heavy 1, Titan Killer D3

The Supa Zzap gun has a maximum strength of 10 and rolls 2D6 for armor penetration.  

Kustom Kannon


Range

Str

AP

Special




(Frag)
   48”

 5

 5     
        
Ordnance 1

(Krak)
   48”

 9

 2

Heavy 1

When firing krak shells roll 2D6 for armor penetration and roll on the ordnance damage table for penetrating hits.

SPECIAL RULES

Really Massive:  The Mega Gargant is a massive vehicle, and will crush everything in its path.  A Mega Gargant ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine having at least 10 structure points.   

Titan:  A Mega Gargant is effectively a Titan and uses the Targeting, Titan Tank Shock, and Leg Armor rules from Imperial Armor Update and the Bash Attacks rule from here.

Crush!  A Mega Gargant is too big and lacks legs to effectively kick in the assault phase, but its sheer size allows it to crush most units that would bring it to combat.  If a Mega Gargant tank shocks, assaults, or is assaulted by a non-war machine unit successfully, the unit must roll under its initiative (5 for vehicles without initiative) on 1D6 or is crushed under its massive treads.  The unit may only take invulnerable saves against this damage.

Inspiring: Because of the morale effect of a Mega Gargant, any Mega Gargant within 12 inches of a unit of orks may add its remaining structure as additional models for the unit of orks for purposes of the mob rule.  This effectively makes all units within 12 inches unbreakable so long as the mega gargant is undamaged.  

Mobile Fortress:  A Mega Gargant is a mobile fortress.
