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A BS/IS 0 

(:) Slugga 4 4+ 3/4 
X Chappa 4 3+ 4/5 

ABILITIES 

KOMMANDOt, ORK. <CLAN>, KOMMANDO BOY 

A BS/IS 0 

4 3+ 2/5 
4 3+ 4/5 

Dat All You Got?: Each time after this operative fights in combat, if 

it lost any wounds in that combat but was not incapacitated, you 

can roll one D6: on a 4+, the enemy operative that fought it in that 

combat suffers 2 mortal wounds. 

KOMMANDOt. ORK. <CLAN>, SLASHA BOY 

Rnge 

UNIQUE ACTIONS 

SR 

Rng e, Silent 
Relentless 

UNIQUE ACTIONS 



NAME A BS/IS D 
�-----�-

<) Slugga 
X Breacha ram 

ABILITIES 
---

4 4+ 3/4 
3 3+ 5/5 

Bull Charge: Each time this operative fights in combat, if it made 
a charge move during that activation, it's breacha ram gains the 
Stun critical hit rule for that combat. 

Breach: Each time this operative performs a Normal Move, 
Dash or Charge action, it can move through parts of terrain 
features that are no more than • thick as if they were not there. 

KOMMANDOI, ORK, <CLAN>, BREACHA BOY 

NIIE 
----------

<:} Scoped big shoota 
X Fists 

IBIUTIES 

KOMMANDOI, ORK, <CLAN>, SNIPA BOY 

I BS/IS D 

6 3+ 2/2 
3 3+ 3/4 

Rng• 
    Stun-Bull charge

SR 

MW2 

'Av it! (2AP): Perform a free Shoot action with this operative using 
its scoped big shoota. After making the shooting attack against the 
target, this operative can make a shooting attack against each other 
valid target within O of the original target. Each time this operative 
makes a shooting attack for this action, subtract 2 from the Attacks 
characteristic of its scoped big shoota for that shooting attack. 

Da Best Spot (2AP): Perform a free Shoot action with 
this operative using its scoped big shoota, even if it has a 
Conceal order. 
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<:> Oakka shoota 
X Fists 

ABILITIES 

A BS/IS D 

5 

3 

4+ 
3+ 

3/4 

3/4 

*Unload Slugs: Each time this operative makes a shooting attack 
with this weapon, in the Roll Attack Dice step of that shooting 
attack, if the target is within• of it, you can re-roll any or all of
your attack dice.

KOMMANDOI, ORK, <CLAN>, DAKKA BOY 

NAME A BS/IS D 

SR 

Unload Slugs* 

UNIQUE ACTIONS 

Dakka Dash (1AP): Perform a free Shoot action and free Dash

action with this operative in any order.
You can only select a dakka shoota for this action’s shooting 
attack

SR 
------ -��--- �----

<:> Shokka pistol 
X Fists 

ABIUTIES 

6 

3 

4+ 
3+ 

1/1 

3/4 

I Got a Plan, Ladz: Once per Turning Point, during this operative's 
activation, it can perform a mission or Pick Up action for one less 
AP (to a minimum of OAP). 

KOMMANDOI, ORK, <CLAN>, COMMS BOY 

Ang• Stun, MW2 

UNIQUE ACTIONS 

Listen In (1AP): Select one friendly KOMMANDOI operative within 
• of and Visible to this operative. Add 1 to its APL. This operative
cannot perform this action if it is within Engagement Range of an
enemy operative.



KOMMANDOI, ORK, <CLAN>, BURNA BOY 

<:> Rokkit launcha 
.X. Fists 

ABILITIIS 

I BS/WS 0 

5 2+ 2/2 

3 3+ 3/4 

A BS/WS D 

5 

3 

4+ 4/5 

3+ 3/4 

Boom Boy: Each time this operative performs a Shoot action 
during its activation, in the Roll Attack Dice step of that action's 

shooting attack, if it has not moved during that activation, you can 

re-roll any or all of your attack dice. 

KOMMANDOI, ORK, <CLAN>, ROKKIT BOY 

SR 

Rng e, Torrent 0 

UNIQUI ACTIONS 

SR 
APl Splash 1 

UNIQUI ACTIONS 
-------------� 
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 Can only be selected once per battle
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KDMMANDD 
SPIC DPS RULIS 
Over the following pages you will find a selection 

of rules for Spec Ops campaigns in which you have 

selected KOMMANDOI as your faction keyword. 

BATTLI HONOURS 
Each time a KOMMANDOI operative gains a 

Battle Honour, instead of determining one from its 

specialism, you can instead determine one from the 

Kommando Specialist table below. You can either roll 

one 06 to randomly determine the Battle Honour 

(re-rolling if it isn't suitable), or you can select an 

appropriate one. As with any Battle Honour, an 

operative cannot have the same one more than 

once (if a duplicate result is rolled, roll again until a 

different result is rolled). 

Skinna: Each time this operative fights in combat, when you would retain 

attack dice for that combat, you can select one of your results of 5+ to be 

retained as a critical hit. 

Irritable: While this operative has lost any wounds, add 1 to both Damage 

characteristics of its melee weapons. �--�......:.• .. 

Destructive: Each time this operative performs a Fight action, if it 

made a Charge action during that activation, its melee weapons gain the 

Relentless special rule for that combat. 

Shifty: Each time this operative is the target of a shooting attack, before 

rolling defence dice for that shooting attack, if it is in Cover and either has 

a Conceal order or is Ready, you can retain two dice as successful normal 

saves as a result of cover (instead of one). 

Thievin' Git: Before the battle, when selecting equipment from your stash, 

you can select one item of equipment to equip this operative with for 1 less 

EP (to a minimum of 0). 

Ambusher: Once per battle, at start or end of this operative's activation, 

you can change its order. 
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RARE EQUIPMENT 
Each time you would determine an item of rare equipment to add to your stash, if your faction is KOMMANDOI, you 
can determine one from the table below instead of determining one from another source. To do so, you can either roll 
one 06 to randomly determine the rare equipment (re-rolling if it isn't suitable), or you can select an appropriate one. 
As with any item of rare equipment, your stash cannot include more than one of each item (if a duplicate result is 
rolled, roll again until a different result is rolled). 

1. SHINY SLUGZ [2/3EP]

Select a slugga, dakka shoota or scoped big shoota 
the operative is equipped with. That weapon gains 
the APl special rule for the battle. If you selected a 
slugga, this rare equipment costs 2EP; otherwise, it 
costs 3EP 

2. MORK'S EYEBALL [1/3EP]

Select a slugga, dakka shoota, scoped big shoota or 
rokkit launcha the operative is equipped with. Improve 
the Ballistic Skill characteristic of that weapon by 1 for 
the battle. If you selected a slugga, that weapon loses 
the Rng • special rule for the battle and this rare 
equipment costs 1 EP; otherwise, it costs 3EP 

3. DEVIL'S WHISPA [2EP]

A slugga the operative is equipped with gains the 
following improvements for the battle:. 

• Lethal 4+ special rule
• Silent special rule

4. SKR AGA'S CHOPPA [2EP]

A choppa, big choppa or twin choppas the operative 
is equipped with gains the Lethal 5+ special rule for 
the battle. 

5. FUNGAL BREW [2EP]

The operative gains the following abilities for 
the battle: 

• Before the battle, remove one Battle Scar the
operative has .

• During the battle, the operative cannot be injured.
• After the battle, the operative passes its

Casualty test.

6. KLEVER KAP [2EP]

Gain 1 CP for the battle. 



ASSETS 
Each time you would add a strategic asset to your base of operations, if your faction is KOMMANDOI, you can 
select one from the list below instead of selecting one from another source. As with any strategic asset, you can 
never have more than one of each. 

TERRITORIAL GlYPHS 
The Orks mark their territory and honour Cork and 

Mork with crude glyphs, splatters of paint and 

battlefleld trophies. 

At the start of the Set Up Operatives step of the 
mission sequence, you can place a Glyph Token within 
• of your drop zone. If both players have this asset,
the Attacker sets up their token first.

• Unless they are being set up wholly within their
drop zone, enemy operatives cannot be set up
within • of that token.

• While a friendly KOMMANDOI operative is within
• of that token, each time it fights in a combat in
the Roll Attack Dice step of that combat, you can
re-roll one of your attack dice. 

lOOT HOARD 
The Orks of this kill team have piled their bases high 

with loot they've taken from all manner of battlefields. 

This gives them great advantage when going to 

war, as they can take the weapon best suited for 

the mission - which is very often the biggest they 

can grab. 

In the Select Equipment step of each mission 
sequence, select one of the following: 

• During this battle, friendly KOMMANDOI

operatives can perform Stun Grenade and Smoke

Grenade actions twice, rather than once.
• During this battle, stikkbombs and dynamite that 

friendly KOMMANDOI operatives are equipped
with can be selected for use twice as a result of the 
Limited special rule, instead of only once. 

• For this game, you can equip friendly KOMMANDOI

operatives with sluggas and choppas for 1 EP, rather 
than 2 EP.

EXPLOSIVES STASH 
To Orks, explosions are as enjoyable as they are 

effective. The kill team has a vast collection of 

explosives in its base of operations and goes on every 

mission laden with them. 

Friendly KOMMANDOI operatives (excluding BOMB

SQUIG operatives) can perform the following action: 

LAY EXPLOSIVES 2AP 

An operative can perform this action while within.._ 
of a terrain feature that includes 9_ny parts with the 
Heavy trait. An operative cannot perform this action if 
it is Visible to and within O of an enemy operative. 

Each time a friendly operative performs a Blow It Up! 

(see page 41 ), Sabotage (see Sabotage Tac Op) or 
lay Explosives action, that terrain feature has been 
wrecked. While a terrain feature is wrecked, any parts 
of that terrain feature with the Heavy trait are treated 
as Light terrain instead. 
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REQUISITIONS 
In a Spec Ops campaign, if your faction is KOMMANDOI, you can use the following Requisitions in addition to 

those presented in other publications. 

ORKY CONSTITUTION 1RP 

Orks are remarkably tough, capable of shrugging off 

most wounds. 

Purchase this Requisition after taking a Casualty 

test, Recovery test, or determining a Battle Scar for a 

friendly KOMMANDOI operative. You can re-roll that 

test, or roll again when determining that Battle Scar. 

GRAB DA LOOT ORP 

Many Orks pick battlefields clean of anything they 

perceive to be valuable, whether that be weapons, 

armour or anything shiny that catches their eye. 

Purchase this Requisition after a game in which you 

scored maximum victory points from the mission 

objectives. Gain D3 RPs. You can only use this 

Requisition once after each battle. 

FEARSOME REPUTATION 1RP 

Orks are brutal creatures who thrive on violence. For 

them might makes right, and Orks who can kill a lot of 

enemies swiftly earn a reputation amongst their tribes. 

Purchase this Requisition in the Update Dataslates 

step of the mission sequence, when updating 

experience for a friendly KOMMANDOI operative . 

If that operative incapacitated three or more enemy 

operatives during the battle, or incapacitated two or 

more enemy operatives including an enemy LEADER 

in the battle, it gains 3 XP. This is not affected by a 

passed Casualty test. You can only use this Requisition 

once after each battle . 
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THE BALANCE DATASLATE
Q4 2023

•	 �New Core Rule: Some rules allow you to activate 
operatives in succession before your opponent can activate. 
Regardless of such rules, you can never activate more 
than two operatives in the same Turning Point before your 
opponent has had a turn to activate a ready operative or 
perform Overwatch.

•	 �New Core Rule: The Movement characteristic cannot be 
modified to less than 2  (even if injured).

This document contains the collected Q4 updates to the rules for game balance improvements. 
New updates can be identified by the presence of an asterisk (*) bullet point.

CORE RULES
•	 �You can only select each equipment with the Indirect special 

rule (e.g. dynamite, krak grenade, fusion grenade) once 
per battle. If a friendly operative already equipped with 
such equipment is selected for deployment (e.g. ASSAULT 
GRENADIER PATHFINDER operative), this counts as 
your selection.

Over time, certain new army lists will be introduced that are 
designed to replace similar army lists from the Compendium. We 
recommend the newer army list replaces the older one where 
balance is concerned, particularly in an organised play setting 
such as a tournament. These army lists and their replacements 
are as follows:

FORGE WORLD  replaced by HUNTER CLADE

THOUSAND SONS  replaced by WARPCOVEN

TROUPE  replaced by VOID-DANCER TROUPE

EQUIPMENT

REPLACED ARMY LISTS

CRITICAL OPERATIONS 2022
•	 �Each player cannot score more than 16 victory points in total 

from the mission objective during the battle (instead of 12), 
and a maximum of 24 victory points from the game (instead 
of 20).

•	 �Loot mission action: Each objective marker can be looted a 
maximum of four times during the battle (instead of three).
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SEASON ONE

SPACE MARINE  & GREY KNIGHT
•	 �Operative selection: Every fire team except SCOUT 

and TACTICAL MARINE can take 1 additional 
WARRIOR operative.

DEATH GUARD  
•	 Operative selection: PLAGUE MARINE fire team: 

	○ 1 additional WARRIOR operative.
	○ �CHAMPION operative is instead of 1 WARRIOR 
operative, not in addition to.

CRAFTWORLD  
•	 �Operative selection: Every fire team can take 1 additional 

WARRIOR operative.

TOMB WORLD  
•	 �FLAYED ONE operatives: Add 1 to both Damage 

characteristics of flayer claws.
•	 Reanimation Protocols Tactical Ploy: 0CP.

KILL TEAM COMPENDIUM KILL TEAM: OCTARIUS

KOMMANDO
•	 �Operative selection: If you select a BOMB SQUIG operative, 

you can also select a KOMMANDO GROT operative for free 
(or vice versa) for 11 operatives in total (instead of 10).

*	�Sneaky Git Tactical Ploy: You can only use it once per battle, 
and that operative cannot have its order changed in the first 
Turning Point (i.e. from the Infiltrate scouting option).

*	�BOMB SQUIG operative: This operative’s APL characteristic 
cannot be positively modified.
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KOMMANDO

This section collects amendments to the rules. Amended text within 
this errata is highlighted in blue.

KILL TEAM: OCTARIUS
Page 59, Skulk About Strategic Ploy
Change the final part of the sentence to read:
‘you can retain one as a successful normal save without rolling it, 
regardless of any rules that treat the operative as having an Engage 
order (e.g. Vantage Point).’

Page 61, Kommando Breacha Boy, breacha ram
Change the ‘Brutal’ rule from a critical hit rule (!) to a special rule 
(SR).

Page 61, Kommando Breacha Boy, Bull Charge ability
Change to read: 
‘Each time this operative fights in combat, if it made a charge move 
during that activation, its breacha ram gains the Stun critical hit rule 
for that combat.’

Page 62, Kommando Dakka Boy, Dakka Dash unique action
Add the following sentence:  
‘You can only select a dakka shoota for this action’s shooting attack.’

Page 64, Kommando Nob, Keywords
Add the following keyword: 
‘LEADER’

Page 66, Smoke Grenade action
Change the third sentence to read: 
‘Until the end of the Turning Point, an operative is Obscured if every 
Cover line drawn to it crosses an area of smoke.’

CLOSE QUARTERS
Page 41, Blow It Up! Tac Op
This Tac Op is not in use when the Close Quarters rules are in effect.

ERRATA

Kill Team Kommando Update 1.4

UPDATE 1.4
As it’s revised regularly, this document has a version number; where a version number has a letter, e.g. 1.1a, this means it has had a local 
amendment, only in that language, to clarify a translation issue or other minor correction. When this document is revised, the version number 
will be incremented and new updates can be identified by the presence of an asterisk (*).



2Kill Team Kommando Update 1.4

This section presents commentary from game designers to clarify 
and expand on rare and more complex rules.

KILL TEAM: OCTARIUS
Q: Can a BOMB SQUIG score victory points for the Capture Hostage 
and Infiltrate Tac Op when it’s incapacitated as a result of its Bomb 
Squig special rule?
A: No.

*Q: When a BOMG SQUIG operative is incapacitated as a result of 
its Bomb Squig special rule, do its remaining wounds count as being 
lost, in particular for Tac Ops and mission objectives that require this 
(e.g. Calculated Eradication, HUNTER CLADE )?
A: Yes.

DESIGNER’S COMMENTARY
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