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			The war for Alaric Prime is almost over. The Imperium moves to strike the killing blow. Yet the greenskins of Scrap Peak aren’t going without a fight, and amid the violence two mighty warlords race to claim a vital prize.
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			MISSION

			STREET FIGHT IN SCRAP PEAK
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			The greenskin settlement of Scrap Peak is burning. The wolves are through the walls, howling their fury as they hack their way deeper into the last greenskin bastion on Alaric Prime. Knights stride through the streets, trading destructive salvoes with lumbering Morkanauts. Overhead the night sky is lit with fire as the Orks’ outmatched aircraft dogfight with squadrons of Stormfangs. Explosions blossom, the ground shakes, and the roar of gunfire is everywhere. Amid this madness, two heroes race through the streets to reach Mogrok the Mangler.  Ragnar Blackmane and his Bloodclaws seek revenge and redemption. Kaptin Badrukk and his Flash Gitz are looking to protect their investment, at least until their devious employer coughs up the teef he owes them. Only determination, luck, and a good, healthy dose of violence will determine who reaches the prize first. 

			THE ARMIES

			Choose an army to an agreed points limit. One player commands the Space Wolves army, the other the Ork army. The player’s armies must include the following models:

			SPACE WOLVES ARMY

			Ragnar Blackmane

			Hrothgar Frostborn’s Blood Claws

			ORK ARMY

			Kaptin Badrukk

			Badrukk’s Flash Gitz

			THE BATTLEFIELD

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

			DEPLOYMENT

			The Space Wolves player deploys Ragnar Blackmane and Hrothgar Frostborn’s Blood Claws first, in his deployment zone. All other units in his army must start the game in Reserve. The Ork player deploys Kaptin Badrukk and Badrukk’s Flash Gitz second, in his deployment zone. All other units in his army must start the game in Reserve.

			FIRST TURN

			The Ork player goes first unless the Space Wolves player can Seize the Initiative as described in Warhammer 40,000: The Rules. 

			GAME LENGTH

			The mission continues until either Ragnar Blackmane or Kaptin Badrukk exit the battlefield via the Scrap Peak table edge. The mission will also end at the end of the game turn in which either Ragnar Blackmane or Kaptin Badrukk are slain.

			VICTORY CONDITIONS

			At the end of the game, the Ork player wins if Ragnar Blackmane has been slain or Kaptin Badrukk has exited the Scrap Peak table edge. At the end of the game, the Space Wolves player wins if Kaptin Badrukk has been slain or Ragnar Blackmane has exited the Scrap Peak table edge. If Ragnar Blackmane and Kaptin Badrukk are slain in the same game turn, the game is a draw. 

			MISSION SPECIAL RULES

			Make it to Mogrok: If Ragnar Blackmane or Kaptin Badrukk start their Movement phase within 6” of the Scrap Peak table edge and not within 6” of any enemy model, they can exit the battle. The battle ends immediately when this happens. 

			Utterly Focussed: In this mission, Ragnar Blackmane and Kaptin Badrukk have the Fearless and Feel No Pain special rules.
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			RAGNAR BLACKMANE

			THE YOUNG KING
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			UNIT TYPE:

			Infantry (Character). Fenrisian Wolf is Beast.

			UNIT COMPOSITION:

			1 (Unique)

			WARGEAR:

			
					•	Power armour

					•	Bolt pistol

					•	Frag grenades

					•	Krak grenades

					•	Melta bombs

					•	Belt of Russ

			

			WARLORD TRAIT:

			
					•	Saga of the Warrior Born

			

			SPECIAL RULES:

			
					•	Acute Senses

					•	And They Shall Know No Fear

					•	Counter-attack

					•	Independent Character

					•	Rage

			

			Incredible Reflexes: Ragnar can re-roll a single failed saving throw in each Assault phase.

			Insane Bravado: Ragnar must issue and accept a challenge whenever possible.

			War Howl: Ragnar and all models with the Space Wolves Faction in his unit have the Furious Charge special rule.

			OPTIONS:

			
					•	May take up to two Fenrisian Wolves…8 pts/model
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			RELIC OF THE FANG

			Frostfang: The diamond-hard kraken teeth of this legendary frost sword can chew through even the heaviest armour with consummate ease to leave only ruin in their wake.
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			Ragnar Blackmane is exceptional in every sense of the word. The youngest ever battle-brother to have been promoted to Wolf Lord, Ragnar exudes confidence, skill and athletic ability from every fibre of his whipcord-fast body. It is said that to witness one of his berserk rages is to watch the murderous fury of the hurricane come to life. Ragnar’s is a rage matched equally by skill, and even in his furious assaults upon his foes every blade cut or hack displays a brutal precision unequalled by any other warrior. Indeed, Ragnar’s ferocity in battle is as infectious as it is legendary, his primal fury inspiring his packmates to fight all the harder in his presence. Many believe that Ragnar will eventually succeed Logan Grimnar as Great Wolf, but many Wolf Priests hold that he must first master his anger; though the Blackmane’s temper and capacity for unrestrained fury gives him great power and strength, it makes him impetuous, and may one day prove his downfall. Only time will tell the eventual fate of the renowned Young King.

			
				[image: 12152.jpg]
			

			

			HROTHGAR FROSTBORN’S BLOOD CLAWS
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			UNIT TYPE:

			Infantry. Hrothgar Frostborn is Infantry (Character).

			UNIT COMPOSITION:

			9 Blood Claws
1 Hrothgar Frostborn (Unique)

			WARGEAR:

			
					•	All models in the unit have power armour, frag and krak grenades.

					•	Hrothgar Frostborn has a plasma pistol and frost sword.

					•	1 Blood Claw has a plasma gun and close combat weapon.

					•	8 Blood Claws each have a bolt pistol and chainsword.

			

			SPECIAL RULES:

			
					•	Acute Senses

					•	And They Shall Know No Fear

					•	Counter-attack

					•	Rage

			

			A Score to Settle (Hrothgar Frostborn only): If Hrothgar Frostborn is locked in a close combat with one or more enemy units with the Orks Faction, he must issue or accept a challenge if possible. In addition, whilst Hrothgar Frostborn is locked in a close combat with one or  more units with the Orks Faction he re-rolls all failed To Hit rolls and all failed saving throws.
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			During the Orks’ big push, Frostborn’s Blood Claw pack went over the barricades on Ragnar Blackmane’s very heels. Furiously they hacked their way through the greenskin horde, convinced that the Wolf Lord was leading them to glory. With courage and determination they stood firm at Blackmane’s side as the Orks closed in on all sides, certain that their songs would be sung for centuries to come. Yet with their rescue came shame and censure. Just as Wolf Lord Blackmane knew disgrace for his rash actions, so were his warriors tarred with the same brush. Now, Frostborn and his impetuous, glory-hungry packmates seek only to redeem themselves in the eyes of their betters. Any resentment they feel for having been led into disaster is channelled into maddened aggression and unleashed upon the foe. At their fore, Hrothgar fights harder than any; he blames the filthy greenskins for the stain upon his honour, and seeks to wash it clean with their gushing blood. 
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			DA FREEBOOTA KING
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			UNIT TYPE:

			Infantry (Character).

			UNIT COMPOSITION:

			1 (Unique)

			WARGEAR: 

			
					•	Slugga

					•	Choppa

					•	Stikkbombs

					•	Bosspole 

					•	Gitfinda

			

			WARLORD TRAIT: 

			
					•	Kunnin’ but Brutal

			

			SPECIAL RULES:

			
					•	’Ere We Go!

					•	Furious Charge

					•	Independent Character

					•	Mob Rule

			

			OPTIONS:

			
					•	Take up to 3 ammo runts…3 pts each

			

			
				[image: Black-Stroke.png]
			

			

			GIFTS OF GORK AND MORK

			Goldtoof Armour: Kaptin Badrukk’s priceless war-plate is fashioned from looted power armour, and houses a miniature force field generator. 

			Goldtoof armour confers a 3+ Armour Save and a 5+ invulnerable save.

			Da Rippa: This gun once belonged to the Ogryn bodyguard of a sub-sector governor. The Kaptin has since had it kustomised to fire unstable plasma canisters instead of extreme-calibre bullets.
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			Kaptin Badrukk is the greatest Flash Git there ever was. He is ostentatious in the extreme – his heavily scarred and tattooed head is decorated with medals taken from defeated Imperial admirals whose ships he has ransacked. His teeth, so numerous that Badrukk’s face is permanently split by a hideous rictus grin, are plated with an alloy of adamantium and priceless ur-gold stolen from the Palace of Undying Light. The Kaptin’s gilded armour is polished to a greasy sheen, and his back banners proclaim his supreme abilities as a fighter. A lead-lined greatcoat protects Badrukk from the radiation generated by his beloved weapon, Da Rippa, a gun so dangerous that merely standing near it is tantamount to a death sentence. For an Ork, Badrukk is an excellent strategist, and acts as an advisor for any Warlord rich enough to meet his exorbitant fees. After the battle, Badrukk usually ‘persuades’ his employers to hand over the lion’s share of the booty before departing in Da Blacktoof in search of more carnage. Many Warlords see this as a price well worth paying for the unforgettable sight of Badrukk’s Flash Gitz unleashing their deadly guns upon the foe.
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			UNIT TYPE:

			Infantry.  Furst Mate Grogg is Infantry (Character).

			UNIT COMPOSITION: 

			4 Flash Gitz

			1 Furst Mate Grogg (Unique)

			WARGEAR:

			
					•	Every model in the unit has stikkbombs, a bosspole and a gitfinda.

					•	Every Flash Git has a snazzgun.

					•	Furst Mate Grogg has a choppa and Razgob’s Snazzgun.

			

			SPECIAL RULES:

			
					•	’Ere We Go!

					•	Furious Charge

					•	Mob Rule
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			GIFT OF GORK AND MORK

			Razbog’s Snazzgun: ‘Lucky’ Razbog always did have the best snazzgun, a growling monster of a weapon that fired massive bolts of bright green energy. This explains why Grogg killed his mate and nicked his gun, though there is still some debate about whether it was strictly necessary to eat his corpse afterwards... 

			
				[image: 12615.jpg]
			

			

			
				[image: Black-Stroke.png]
			

			

			
				[image: Black-Stroke.png]
			

			

			‘The Orks plague the galaxy from end to end with their ceaseless warring and strife. They are a race so deeply rooted in war that peace is utterly incomprehensible to them. They cannot be bargained with or bought save with weapons that they will inevitably turn against those who tried to bribe them. I pray with all my faith that some great catastrophe will annihilate them but I fear that ultimately it is they, not we, who shall rule the galaxy.’

			- Xanthius, High Lord of Terra
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			The deluge of fire kicked out by Badrukk’s Flash Gitz teeters on the brink of preposterous. Bullied into line by the ever-reliable Furst Mate Grogg, this gang of piratical mercenaries boasts the very best dakka that Ork-kind can throw together. Badrukk’s fame and riches have ensured that his lads never want for funds, allowing them to afford kustom jobs that even other Flash Gitz can only dream of. Consequently, their absurdly large snazzguns fire everything from hypervelocity plasma-warheads and gravity-disrupting implosive slugs to sheets of highly corrosive electrified flames. Badrukk’s Flash Gits have marauded from one end of the galaxy to the other in their quest for teef and bragging rights, and have gunned down countless species of bizarre or horrifying aliens. Nothing shakes these grizzled guns for hire, except perhaps the threat of not getting paid... 
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			GLOSSARY

			This section of Heroes of the Sanctus Reach details many of the rules referenced earlier, including the Warlord Traits and army special rules used by the Space Wolves and the Orks, along with the weapons and wargear they wield in battle.

			SPACE WOLVES ARMY SPECIAL RULES

			FENRISIAN WOLVES

			Many Space Wolves characters have the option of taking Fenrisian Wolves as upgrades. If taken, they and the character are treated as a single unit. 

			If a Space Wolves character has the Independent Character special rule, he and his wolves are permitted to join other units, in which case both the character and his wolves join the unit. If the Independent Character then leaves the unit, all his surviving wolves also leave the unit, forming a separate unit with him. 

			If the Independent Character is killed whilst part of a unit, his surviving wolves are thereafter part of that unit and cannot leave it; the Independent Character’s unit has been completely destroyed for the purposes of any victory conditions. 

			If the Independent Character is killed while he is not joined to another unit, do not remove any surviving wolves – in this case, the unit is not completely destroyed until all the wolves have been removed as casualties as well. These wolves cannot join other units. Another Independent Character can join the surviving wolves, but as they are not his upgrades, he cannot take them with him if he then joins another unit.

			WARLORD TRAIT

			Saga of the Warrior Born: This hero is a relentless slayer of the Allfather’s enemies. In battle, he embodies the spirit of Russ as the ultimate warrior.

			When fighting in a challenge, the Warlord re-rolls all failed To Hit rolls.

			MELEE WEAPONS

			Rules for the following Melee weapons can be found in Warhammer 40,000: The Rules:

			Chainsword

			Close combat weapons

			FROST SWORD

			Whether it is made from the razor-sharp fangs of an ice kraken or a glacial shard of energised diamond, the bite of a frost blade can carve through armour, flesh and bone with equal indifference.

			Range -

			S - +1

			AP - 3

			Type - Melee

			RANGED WEAPONS

			Rules for the following ranged weapons can be found in Warhammer 40,000: The Rules:

			Bolt pistol

			Plasma gun

			Plasma pistol

			SPECIAL ISSUE WARGEAR

			Rules for the following items can be found in Warhammer 40,000: The Rules:

			Frag grenades*

			Krak grenades

			Melta bombs

			* See assault grenades

			BELT OF RUSS

			Each Great Company has in its reliquary a Belt of Russ, a great gem-studded band worn around the waist. Each belt incorporates a powerful conversion field generator to protect its bearer from harm.

			A Belt of Russ confers a 4+ invulnerable save.

			ARMOUR

			POWER ARMOUR

			A full suit of ceramite plate with electrically motivated fibre bundles that replicate and enhance the movements of the wearer, power armour offers some of the best protection the Imperium can provide.

			Power armour confers a 3+ Armour Save.

			ORK ARMY SPECIAL RULES

			’ERE WE GO!

			Ever eager to get stuck into the fray, Orks will barrel across the battlefield as quick as they can when the foe is in their sights.

			If every model in a unit has this special rule, the unit can re-roll a single dice when determining its charge range.

			MOB RULE

			Orks are simplistic, brutal creatures who love to fight and draw confidence from possessing strength in numbers.

			If every model in a unit has this special rule, and the unit fails a Morale check or Pinning test (after any re-rolls they may have), roll immediately on the following table:
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			WARLORD TRAIT

			Kunnin’ but Brutal: The Warlord knows when to roll with a punch, and can shrug off the hardest blows. 

			The Warlord can re-roll one failed armour or invulnerable saving throw each turn.

			MELEE WEAPONS

			CHOPPA

			Orks use a variety of bladed weapons and chain-blades. The largest hand-held choppas can bisect most foes in a single swing. 

			Range - 

			S - User

			AP - 

			Type - Melee

			RANGED WEAPONS

			SLUGGA

			This ugly and brutish handgun is perfectly designed for its ugly and brutish owner to kill his foes, either by shooting them through the face at point-blank range or by beating them to death with it. 

			Range - 12”

			S - 4

			AP - 6

			Type - Pistol

			SNAZZGUN

			Snazzguns are marvels of Orky know-wotz. Their owners pour countless teef into having additional barrels, drum magazines, and all manner of widgets and gubbinz attached to their prized guns. The resultant weapons have been known to fire clouds of flaming bullets, blasts of plasma or volleys of rocket-propelled grenades. 

			Range - 24”

			S - 5

			AP - D6*

			Type - Assault 3

			* Roll once each time the unit shoots to determine the AP of all the unit’s snazzguns, after the target unit has been chosen.

			RUNTS AND SQUIGS

			Runts and squigs are upgrades that may be taken by certain models in an Ork army. The upgrade is either represented on the model itself, or by a suitable model placed beside the model with the upgrade. Runt and squig models are purely decorative and are always ignored for game purposes – just move them to one side if they get in the way. If the runt or squig model represents a one use only effect, remove the model once it has been used.

			AMMO RUNT

			An ammo runt is a heavily overburdened Gretchin who carries extra ammunition for his master. 

			One use only. A model with an ammo runt can re-roll one To Hit roll when shooting. 

			ORKY KNOW-WOTS

			Rules for the following grenades can be found in Warhammer 40,000: The Rules:

			Stikkbombs*
* See assault grenades

			BOSSPOLE

			Ork Nobz often sport a trophy pole that shows they are not to be messed with. A Nob with a Bosspole often finds it comes in handy when cracking heads to restore some order in the heat of battle.

			Each time a unit that includes at least one model with a Bosspole rolls on the Mob Rule table (see above), you may choose to re-roll any result other than a Breaking Heads result. You must accept the result of the re-roll.

			GITFINDA

			These can be elaborate ocular bionics, monocular head-sets, oversized telescopes, or Mork knows what else. The function of a gitfinda is to improve the accuracy of its user to near-average levels.

			A model with a gitfinda that remained stationary during its Movement phase has Ballistic Skill 3 until the end of its turn.
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Born to Fight: Orks love fighting, and the prospect of a good punch-up will sometimes stop them

from running off.

If the unit is locked in combat, it is treated as if it had passed the Morale check or Pinning test. If the
unit is not locked in combat, it fails the Morale check or Pinning test.

Breaking Heads: The mob’s leader knocks a few heads together until the ladz settle down and get
back in the fight.

If the unit includes one or more Ork characters (including Independent Characters), it suffers D6
Strength 4 AP- hits, and is then treated as if it had passed the Morale check or Pinning test. These hits
are Randomly Allocated, but cannot be allocated to Ork characters (any excess hits are lost). If the unit
does not include any Ork characters, it fails the Morale check or Pinning test.

Squabble: A brawl breaks out as the Orks decide what to do. When the dust settles, nobody can
remember what the trouble was about in the first place.

If the unit has 10 or more models, it suffers D6 Strength 4 AP- hits, and is then treated as if it had
passed the Morale check or Pinning test. The hits are Randomly Allocated. If the unit has fewer than
10 models, it fails the Morale check or Pinning test.
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