e,
o,

e




ORK AIRCRAFT UPGRADES

Belching Smoke +1 point

The aircraft billows and belches thick clouds of black
oily smoke, making it very difficult to target. Once per
game, if the aircraft is hit by a weapon with an Ammo
characteristic of 1, 2 or 3, roll a Dé. On a &, the hit
becomes a miss.

Fly Boss +5 points

The best of the best, the big boss of the squadron! This
upgrade may only be taken by one aircraft within a
force. Once per game, this aircraft may choose to re-
roll a dice roll. However, all of the dice rolled must be
re-rolled and the player must accept the result of the
second roll, even if it is worse.

Wazmek Speshul +2 points
Wazmek is reportedly the greatest Ork Mek alive, and
his jet engines demand a high price! Increase both
the Max Speed and Min Speed characteristics of this
aircraft by 1, up to a maximum of §.
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DAKKAJET

+ CLASS FIGHTER

STRUCTURE [
TRANSPORT |
FUEL =
B

ROTTLE

™
ACE MAMOEUVRES @&

HANDLING £ 2

Extra Armour +2 points

Extra armour plates have been welded onto this aircraft.
When this aircraft suffers a damaging hit from enemy
fire, roll a Dé. On a 6, the damage is ignored and the
Structure points that would have been lost as a result
of the Damage dice are not lost. However, as a result

of the extra armour bolted on, the aircraft's Max Speed
characteristic is reduced by 1.

Kustom Big Shootas +3 points

This aircraft has had extra Big Shootas bolted beneath
its wings. Any Ork aircraft with this upgrade gains the
following Primary weapon, but the number of additional
weapons the aircraft can take is reduced by one:

WEAPON FIRE ARC  FPR DMG AMMO SPECIAL
Kustom Big
Shootas Front 2.2.0 g+ UL -

MIN SPEED
MAX SPEED -
MAX ALTITUDE §&J

WEAPON FIRE ARC FPR DMG AMMO SPECIAL
Chuzd Big Shiootas Front Ba0 5+ LIL. -
4 &
[ Pt [ Crew i
ADDITIONAL WEAPONRY
A Dakkajet may be equipped with two additional weapons, chosen from the following list at 2 points each.
WEAPON FIRE ARC FPR DMG AMMO SPECIAL
ﬁ Pair of Rokkits Front 3-2-1 3+ 1 -
' Ground Attack,
w Pair of Wing Bombs Rear 4-0-0 24 £ Hmia o)
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FIGHTA BOMMER

/. CLASS: FIGHMTER
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_H% STRUCTURE [ THROTTLE @ MIMN SPEED ]
o TRAMSPORT SN ACE MAMOEUVRES BB MAX SPEED gr)
¢ FLEL = HAMDLING ¥ MaAX ALTITUDE &8

WEAPDHN FIRE ARC FPR DMG AMMO SPECIAL
Cusd Big Shootas Frot 40  5& L -
Turred Biig Shootas  Rear, Right Side, 310 5+ L Tall Gunmer, Aerial Attack
Lat Side, Up |
Tail Gun Raar 1040 6+ LIL Tail Gurer, Aerial Attack |
b Pkt Craw o

EAVY BOMMER

.. CLASS: BOMBER

s i
STRUCTURE ] THROTTLE g MIMN SPEED 4 h

! TRANSPORT -3 ACE MANOEUVRES i B MAX SPEED &3 B,
FUEL e HAMNDLING B-T7 MAX ALTITUDE ) £

Al WEAPOM FIRE ARC FPR DMG AMMO SPECIAL

Mosa Turet Froot 420 Gs LIL -
Drorsal Thrrt Al R, Up 320 5+ LiL Aarial Aftack
Fort Big Shootas  Left Side, Down 630 5+ LI - |
Starboard Big Shootes Fight Side, Doven 6340 G L -
il Bornbs Faar 4040 Re 1 Ground Ak, Butra Darnoge (54]

ADDITIONAL WEAPONRY
Fighta and ‘Eavy Bommers may be equipped with
three additional weapons, chosen from the following list at 2 poi £ each

FIRE ARC FFR
m Pair of Rokkits Front 3=2-1 I+ 1 -
Ground Attack,
DED vt ot oo o Somiek

Additicrally, a Fighta and ‘Eavy Bomimer may be equipped with up to two additional weapons chosen from the
followang list at £ points each, for a total of four additional weapons.

- Ground Attack,
m Pair of Big Bombs Rear 6-0-0 2+ 1 Extra Damage (¢)
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MEGA BOER

. CLASS: BOMBER

STRUCTURE BI1] THROTTLE B! ~ MIN SPEED i
. TRANSPORT KB ACE MANOEUVRES [B I MAX SPEED {5
.~ . FUEL S . HANDLING % MAX ALTITUDE 5

WEAPON FIRE ARC FPR DMG AMMO SPECIAL
MNose-mounted Big Shoota  Front 420 5+ UL -
Dossalmounted g o 1)
Flak Cannon Up 842 5+ UL Aerial Attack
Nose Turret Front 2-1-0 4+ UL Aerial Attack
Port Wing Turret  Left Side, Up  2-1-0 4+ UL Aerial Attack
Starboard Wing Turret Right Side, Up ~ 2-1-0 4+ UL Aerial Attack
Port Big Shoota  Left Side, Down  1-10 5+ UL -
BE‘..‘E"’"’”'“":'S, ! RightSde,Down 110 5+ UL
Tail Big Shoota Rear 1-1-0 5+ ) B %
Mega Bomb Rear 10:00 2+ 1 Ground Attack, Extra Damage (4+)
TR AR e b S e 1 )
ADDITIONAL WEAPONRY

Mega Bommers may be equipped with up to four additional weapons chosen from the following
list at 4 points each.

WEAPON FIREARC FPR DMG AMMO  SPECIAL

NGES

l" Big Bﬂn"!h- Rear 6_D_ﬂ E+ ] Grﬂlmd lﬂlttﬂc I'L

Extra Damage (4+)

Additionally, Mega Bornmers may be equipped with up to two additional weapons chosen from
the following list at 2 points each.

ﬁ Pair of Rokkits Front 3-2-1 3+ 1 =




'GROT BOMMER

. CLASS: BOMBER

1] THROTTLE @8 MIN 5PEED & |
LB ACE MANOEUVRES I8 B MAX SPEED I 1
- HANDLING g3 MAX ALTITUDE & |

WEAPDM FIRE ARC FFR DMG AMMO SPECIAL

Cuad Big Shootas Frond B40D 5s LL -

Port Turmet Lot Side.Up 210 5e LL -
Sewboard Trret  Fughi Side, Up 210 5+ LL -

Gt Broarens Lh Sice - Front, - 2+ 2 Auttonormous Waapon,

g Front, Right Side - Front Extra Danrosge (3+) &
| Pt Crowr |
ADDITIONAL WEAPONRY

A Grot Bommer may double itz payload of Grot Bomms (increasing Ammo from 2 to 4) for 8 Poinis.

WEAPON FIRE ARC FPR DMG AMMO SPECIAL

Front, = -
Grot Bomms Left Side - Front, - 24 ) utonomous Weapon,
Right Side - Front Extra Damage (4+)

GROUND DEFENCES

. ay

S -

GROUND DEFENCE
‘EAVY FLAK KANNON FLAK PLATFORM

STRUCTURE FPR DMG ' et 0 B sucues  Fem’ DMG : . SPECIAL
Effective Altitude (4),
9 221 4+ Ground-to-Alr Fira, 2 842 S+ E’fm‘“*““ﬂgﬁl
Extra Damage (6+) GroundHo-Air



LOOTE

;. CLASS: FIGHTE

sAn Ork force may have
1 Looted aircraft per 5 i . N
Ork aircraft (example:- 1 - gttt -
total 6/12/18). '- B L1 :?‘_

e
—

—_—

slooted aircraft may be f.". _
g TRAMSPORT I ACE MAMNOEUWRES 8.
elooted aircraftmoy NOT (B . . FuEL i HANDLING JEN
have Imperial Mavy aircraft =~ WEAPON FIRE ARC FPR DMG AMMO
upgrades. 260 4+ UL =

Thatn Lascannon Front 021 2+ UL Extra Damace {5+)

i St Pt Crew

= B3
LOOTED

;. CLASS: BOMBER

LR '_., Loy - al e .. '.I e - - r.::
STRUCTURE 13 THROTTLE [§! - MIN speeD [FIR
. TRANSPORT BRI ACE MANOEUVRES BB MAX SPEED SR
i . FUEL = HANDLING I MAX ALTITUDE SR

WEAPON FIRE ARC G
Lascannon Frong 021 2+ LIL Extra Dasmage i) :
Diorsad Turmet Al Roond, Ui 3240 5e LI Aarrial Abiach {
Raar Turret Roar 320 S LI Tadl G, Marrial Aliack I'
e Bomb Bay Rear BOO 3+ 3 Ground Attack, E
._;r. Extra Damage (5+]
A ey e L 11 Crew e i
ADDITIONAL WEAPONRY

A Looted Imperial Thunderbolt or Marauder Bomber may be equipped with upto TWO additional weapons
chosen from the following list or 2 points each.

WEAPON FIRE ARC FPR DMG AMMO SPECIAL

m Pair of Rokkits Front 3=2-1 14 1 -
5 Ground Attack,
DEE oo e goo w1 Somtie

Additionally, a Looted Marauder Bomber may be equipped with up to FOUR additional weapons
chosen from the following list for 4 points each

: ; Ground Attack,
m Pair of Big Bombs Rear G-0-0 24 1 Exira Dama_ge (a4)




STRUCTURE [P THROTILE [ MIN SPEED [E3 E
TRANSPORT I ACE MANOEUVRSS maX speeD
Gy - HANDLING JE2 max ALnTupe IR

FIREARC  FPR DMG AMMO SPECIAL
Quiad Big Shootas Front 840 5+ UL -

Fighle'r Ace: When targeting an

anemy aircraft with Air-to-Air fire, Pilat
this sircraft may re-roll any of the
tEar dice (hat rell & . S0 Vulture may take additional weaponry as described for Dakkajets,

but may not take any other crew or Aircraft upgrades.

You may only include 1 Vulture in your airforce, and must be piloted by
Da Black Barun, Point cost already included.

/BIG BURNA'

, AIRCRAFT: FIGHTA BOMMER  CLASS: FIGHTER

STRUCTURE !
- TRAMSPORT =
FLIEL [

Quiad Big Shocdas Front 8B40 5+ (b B -
Turret Bag Shootas  Rear, Right Side, 310 5+ LL Tail Camnnar, Aarvial Attack
; _ i Lkt Side, Up
B A ettt et 1o o Posr 100 & L Tl Camunar, Acwial Abincly
Strategic Bomber: Once per gama,
when making a Bombing Run, you Prlod
may add a +1 modifier to each of tha —
Firepower dice when rolling to hit. Big Burna may take additional weaponry as described for Fighta Bommer,

but may not take any other crew or Aircraft upgrades.

You may only include 1 Big Burna, in your airforce, and must be piloted by
Sky Boss ToofKraker, Point cost already included.
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— SPECIAL RULES

The following special rules are common to several
different types of alrcraft:

ROCKET BOOSTERS

In the 41= Millennium, some aircraft are capable of
operating beyond 4 planst’s stmodphére in the void of
space - such aircraft are noted in the Squadron Lists
section as having the Rocket Boosters special rule. An
aircraft with Rocket Boosters can choose to disengage
from the Anea of Engagement from any polnt, rather
than just the table edge (se¢ page 31} To do 5o, the
abreraft must be travelling at Altitude 5. Once it has
completed its Ace Manoeuvre during the Mowe and
Manoeuvre step of the Movement phase, declare that
the alrcraft bs using its Rocket Boosters to climb once
more and disengage.

TRAMNSPORT AIRCRAFT

Some alrcraft have a Transport characteristic shown
a% & number rather than . This represents the cargo
of troops, wehicles, etc., the aircraft can deliver into

2 landing zone. To deliver this cargo, a transport
aircraft must land (s¢e page 19). Landing zones will be
designated by the scenario, which will also state how
many Victory points are won for delivering this cargo
into a landing rone.

For example, an aircraft with a Trensport characteristic

of 2 may eam 2 Victory points for kanding safely ina
landing zone.

A player whose mission irvolves landing troops into
a landing zone should keep a tally of Victory points
scored in this way, Note that an aircraft can only
deliver its Transport characteristic once, Le., once it
has delivered its cargo into a landing zone, an alreraft
cannot deliver another cargo during the same game.

STEALTH [-X)

Be it due to their small size, high speed, or advanced
cloaking systems, some alrcraft can appear almost
inwisible to Ground Defences. Such aircraft can prowve
difficult, even almost impossibie, wo track, let slone 1o
target, rendering even the most sophisticated defence
systems ineffective against them.

Any weapon with the Ground-to-Air Fire special rule
targeting an aircraft with this special rule must reduce
{ts Effective Altitude (X) by the number shown in
brackets next to the name of this special rule on the
aircraft's profile.

VALUABLE CARGO

Some transport craft are not designed for combat.
Their role s instead to deliver valuable personnel
with & degree of comfon not considered necessary for
the average combatant. Such aircraft are only lightly
armid, I they are evin drmdd it 3ll. Condequently,
they must rely on the close suppont and protection of
assault craft to land safely. Once their cargo has been
delivered, they will rapidily exit the combat zone.

Once this atrcraft has deployed its cango, it may
Voluntarily Disengage in any turn a5 i it were the
Disengagement turm.

JUMP TROOPS

Some transport aircraft can deliver their cargoes of
troops without landing. The troops inside can leap
from the aircraft and drop to the ground using jump
packs, grav<hutes or fet packs. In the Squadron
Lists, some aircraft with Transport capacity will have
the option Lo upgrade their cargoes of roops to
Jump Troops.

Instead of Landing in a landing rone, a transport
aircraft with Jump Troops can drop them from altitude
as it passes over. Todrop its Jump Troops, the aircraft
must pass directly over the landing zone during the
Move and Manoecuvre step of the Movement phase.
Once the afrcraft has completed its movement, before
adjusting Altitude roll a D& for each point of Transport
capacity being dropped. If the result of the roll s
higher than the aircraft’s current Altitude and Speed
added together, the Jump Troops land safely within the
landing zone and Victory points are soored. If however
the result of the rofl is equal to or lower than the
alreraft’s current Speed and Altitude added together,
the troops are scattered, injured or killed and no
Victory points are scored.

For examjple, an aircraft traveliing af Altitude 2 and
Speed 2 wnll need o roll @ 5 or a 6 ko land ity cargo

of Jump Troops safely, whereas o hovering aircroft at
Alrstude 1 el only fail to land them safely on the roll of
al

JINK
Whether it is due to the superior artifice of the Adeptus

Mechanicus, or heretical xenos technology, there are
some aircraft that are undeniably more manoeuvrable
than others. Able o alter their Night paths seemingly at
will, and in defiance of the Laws of physics, such aircraft
can prove almost impossible to pin down with weapons
fire, whilst showing an almost preternatural ability to
be in just the right place at just the right time.

When this alrcraft s chosen to fire during the Firing
phase; before step 1: Targeting, it may immediately
meowe one hex in any direction. Note, however, that the
aircraft may not change its facing, Altitude or Speed
after making this move. Nor may this movement take

the aireraft into an occupled hex 7





