


Righteous Fury 
 

“We have fought these beasts a thousand times before and we will fight them a 

thousand times again if it means the eradication of the Ork kind!” 
 

-Captain Alexander Vavus  

 

Assailed on both sides by the insidious xenos forces of the Tau and the Tyranids, 

ravaged on all fronts by the Forces of Chaos, the Jericho Reach is a region of constant 

war. Now an age-old menace is growing again, the Orks are massing in the Slinnar 

Drift, preparing for a Waaagh!     

 

WATCH STATION SHEDU 
 
An orbiting bastion of sensors and guns 

that keeps constant vigil over the xenos 

and mutant inhabitants of its namesake 

world below; Watch Station Shedu 

monitors the departure of xenos slaver 

vessels. Most threats are dealt with by the 

crusade‟s navy, with just a handful of 

targets ever warranting the Deathwatch‟s 

full attention.  

 

After decades it has become routine for the 

watch station to send sporadic reports back 

to Erioch of both incoming and outgoing 

space traffic, but when the automated 

Watch Station began sending in multiple 

contacts on an hourly basis then suddenly 

stopped, alarm bells began to ring. Had the 

Watch Station fallen, overpowered by the 

xenos it spied on, and the machine spirit 

activated the self-destruct in a final act of 

defiance? No, it still transmits its silent 

positioning beacon.   

 

GM’s Overview 
 
A powerful Ork Warboss called Zrikgutta 

is claiming to be the Second Coming of 

the Ork deity Gork (or even Mork, he‟s 

not to clear as to which). The word has 

quickly spread, calling for all Orks to join 

him and assemble at Shedu for the coming 

Waaagh! that will sweep Humanity from 

the Jericho Reaches. Motivated by talk of 

a Waaagh! and curious to see if their God 

has in fact come to walk among them, ork 

spacecraft have been flocking to Shedu.  

 

Monitoring the arrival of the Ork 

warships, the Watch Station picked up a 

data fragment that identified several key 

locations pertaining to the plans of 

Warboss Zrikgutta. The Machine Spirit of 

the ancient Watch Station computed that 

the highest probability for its masters to 

get the information was to go silent and 

wait for them to come to it. The only 

problem was the Orks were bound to 

stumble across the orbiting station 

eventually and when they did they would 

turn their massed fire power on it and blast 

its secrets into oblivion. The Machine 

Spirit had but one choice, to shut down its 

cloak, shield and spaceward weapons and 

buy some time by letting the Orks onboard 

to tear at its metal skin, rip out its low 

level cogitators and defile it in every way 

that the techno-brutes could. Meanwhile it 

locked itself away in its inner sanctum. 

 

With reports of multiple xenos vessels 

arriving in the Slinnar Drift and a Watch 

Station mysteriously silent, the Chamber 

of Vigilance called a conference to discuss 

what action should be taken. The 

possibility of a Waaagh! starting up was 

always concerning but in this case the Ork 

forces were rallying in the Slinnar Drift, 

an astrological curiosity with the stability 

of its local Warp-space conditions making 

it well suited for the assembly of Warp-

jump capable craft, especially those that 

lack finesse, in navigating the 

Immaterium.  



Captain Vavus fixes each member of 

the Kill-team with a stony gaze as 

they enter. A servitor that is hovering 

nearby rumbles up on brass casters, 

its limp corpselike torso bobbing as 

it moves. It hands a summarised 

briefing on a data-slate to each 

marine. “Brothers” commences the 

Captain “we are pressed with a 

matter of great urgency. Several 

days ago we lost contact with one of 

our Watch Stations.” He pauses and 

with a command wand illuminates 

the relevant planet on a star chart 

projection. “Watch Station Shedu in 

the Slinnar Drift… in the run up to 

its final transmission we received 

over two hundred reports of Ork 

Warships entering the system. What 

makes this unusual is that though we 

no longer have contact with the 

Watch Station it doesn‟t appear 

destroyed, either at the hands of the 

enemy or by its own intervention”. 

With an indicatory flick from the 

command wand the servitor alters 

the image to show the host of ork 

vessels, “As you can see we are 

looking at the assembly of more than 

just a raiding party, ork gatherings 

like this only happen under extreme 

leadership. Fortunately, they 

disperse just as quickly when that 

leader is removed, but we are yet to 

identify this new Green-skin 

Warboss”. 

 

THUNDER’S WORD 
 

“I command this ship! I do so with the divine authority of he that is enthroned on 

Holly Terra, and by that authority I bring death to enemies of mankind.” 
 

- Venerable Battle-Brother Pellas, Captaining the Thunder‟s Word 

 

The Gladius-class Frigate Thunder‟s 

Word has been tasked with delivering 

of the Kill-team (see page 335 in the 

DEATHWATCH Rulebook for the 

background for Thunder‟s Word); the 

ancient craft is where the Kill-team 

will receive their briefing from their 

Watch Captain Alexander Vavus, who 

has already been summoned before 

Chamber of Vigilance and accepted the 

mission on behalf of his Kill-team.  

 

The Battle-Brothers assemble in one of 

the ship‟s many colloquium chambers 

for their briefing. Star charts and data-

slates litter the table in the centre of the 

room and a servitor adjusts the aperture 

of several brass-edged focussing 

lenses, projecting key bits of 

information on the wall. These include 

maps of a space station of Imperial 

design; some enlarged images of blurry 

spacecraft that appear to be made from 

scrap metal bolted together with no 

given thought to aesthetics; and images 

of green-skinned creatures taken 

straight out of xenology manuals.  

 

Depending on your players‟ familiarity 

with Orks you may need to explain a 

bit about them. As most marine 

chapters have fought wars with Orks 

since the days of their founding the 

characters should be privy to the 

knowledge of what Orks look like, the 

weapons they use and their clan 

culture. This would be a good 

opportunity to flesh out the briefing 

with detailed discussions on Orks 

taken from the many varied 

WARHAMMER 40,000 sources.   

For the Kill-team briefing, read or 

paraphrase the following. 



“The planet known as Shedu is the 

only life sustaining world at the 

edge of a long, drawn-out star 

cluster known as the Slinnar Drift. 

The formation owes its unusual 

qualities, in the form of highly rich 

mineral resources and exotic 

chemical elements, to the hostile 

planets that are found close to the 

system‟s active proto-stars. This 

may also be the source of stability 

for craft translating into real space 

in the area… This is good and bad 

news for us, it means we will be 

able to sneak in very close to the 

target by coming out of warp 

almost in orbit of Shedu its self. 

However it does mean the ork 

forces are growing at an 

unprecedented rate so once we 

insert we are on our own until 

extraction”    

 

 

“Watch Station Shedu is built into 

an asteroid that is locked into a 

stable orbit around its target 

planet. It is normally unmanned, 

run entirely by its blessed machine 

spirit, though it can house a Kill-

team on extended operations and 

contains supplies and weaponry for 

their re-equipping. The 

Techmarines back on Erioch have 

managed to locate its silent running 

beacon, a kind of faint signal that 

lets us know the Station is still 

operational, but strangely no 

reports of cloaking failure or power 

surges that could have overloaded 

the shields... no engagement 

reports from its automated 

armaments… Nothing… it is as if it 

gave up and surrendered in the 

face of the arriving Ork fleets”. The 

servitor operates several cog-like 

control wheels on the pic-enlarging 

equipment and a more detailed map 

of the Drift appears. “As you can 

see this area of space marks the 

border of the Outer Reach, and is 

far from the Crusade‟s many 

warzones, it would be of little 

significance to us if it was not for 

the curious stability of local Warp-

space conditions in the region. The 

Master of the Vigil does not 

believes the Orks can be aware of 

this fact but also does not wish to 

leave it to chance that they are 

ignorant about the area of space 

they are assembling in.”    

 

 

Once you are confident the players 

have an understanding of the foe they 

face and why an Ork Waaagh is such a 

threat, continue: 

 

He pauses for input from the Kill-team 

before continuing. If they do not 

enquire about the stability of local 

Warp-space conditions in the region, 

he elaborates... 

 

 

Captain Vavus answers any questions 

the Kill-team has to the best of his 

knowledge and highlights details 

relating to the forthcoming mission: 

 

 Shedu is a Desert world, since The 

Age of Shadow it has been home to 

mutants and a known Ork domain, 

with much outlaw traffic passing 

through the system and xenos 

slavers using it as a way-station for 

plying their nefarious trade. 

 As well as establishing the details 

of what has happened to the Watch 

Station, the Chamber of Vigilance 

wants a Reconnaissance of the Ork 

situation on the planet‟s surface. 

 The team has a choice for the 

method of its insertion, see box “A 

choice of Transport” 

 The Orks entering the system 

appear to be a myriad collection of 

Warbands and Freebooter Clans. 

Past reports from Shedu have 

shown these to be massed mobs 

supported by small bands with 



A CHOICE OF TRANSPORT 

 

The Kill-team can put their case forward for whatever method of transport to the 

Watch Station they prefer. A drop pod is a one-way ticket and if the team insist on 

this method it by no means leaves them unable to reach the planet below. The Watch 

Station itself can have a Drop Pod fitted into a single launch tube for the evacuation of 

any Kill-team based there. Similarly it could have a Stormraven stored there in a 

secure hanger. For Battle-Brothers of a less hubris disposition capturing an ork craft 

to make the infiltration to the planet below may be an option. Otherwise a Stormraven 

or Thunderhawk will be available from the outset and Captain Vavus will be able to 

pilot either if no character has the skill.  

While a minimally armed Stormraven may be more practical, if the team wishes to 

take a Thunderhawk remember that such a sizable craft will soon be spotted and 

although it has formidable firepower the use of that could bring more orks to its 

attention than it can handle.  

 

 

heavy weapons, but there is no way 

of determining the size of the force 

as a whole. If an Ork force of this 

magnitude is assembling it is likely 

they will be led by heavily armed 

Nobs (Ork officer equivalents) and 

they will undoubtedly possess 

vehicles for surface travel. 

 Vavus suggests subtlety and 

stealth, both for establishing 

contact with the Watch Station and 

any Reconnaissance Work carried 

out on the planet‟s surface. 

 

Once the Kill-team is briefed and any 

questions answered with the limited 

information at hand, Watch Captain 

Vavus sees to their arming.  

 

Arming and Oath-Taking 
 

The Mission‟s Primary objectives 

appear clear during the briefing but 

that is because the Kill-team are 

unaware of the knowledge guarded by 

the Watch Station‟s Machine Spirit. 

This deliberate error has been factored 

in and when the characters learn they 

have a target of opportunity more 

weapons and equipment may become 

available in the form of the stores held 

on the Watch Station. The mission‟s 

suggested Requisition rating is 65 

(rounded up from 64), based on the 

following assumptions: 

  Primary Objective: Discover why 

contact with Watch Station Shedu has 

been lost (Skilled Objective, 16 

Requisition) 

  Primary Objective: Reconnoitre the 

Ork Strength and activities on the 

planet surface (Veteran Objective, 18 

Requisition) 

  Secondary Objective: Eliminate any 

direct threat to the Watch Station 

(Novice Objective, 12 Requisition) 

  Secondary Objective: Discover the 

data that identifies the Ork Warboss 

(Novice Objective, not included in 

calculation) 

Tertiary Objective: Destroy the Vox 

Beacon that is signalling the Orks to 

come for Warboss Zrikgutta‟s 

Waaagh! (Skilled Objective, not 

included in calculation) 

 

You may add or modify these starting 

Objectives, and the associated 

Requisition, based on the Kill-team‟s 

planning session. They may have 

convinced their Watch Captain to 

locate and eliminate the Warboss or 

have worked out he must be 

transmitting a beacon summoning the 

Orks to the area and this must be 

destroyed.  

 

In addition to Requisitioning 

equipment, the Battle-Brothers must 

select their method of deployment and 

then undergo the rites of Oath-taking. 

 

   

 
 

 

 

 

 

 

 



Thousands of Ork vessels dot the cold 

void of space. Some seem to resemble 

little more than scrap metal fashioned 

into ugly fish-like craft, while others 

have clearly once belonged to the 

Imperial Navy. The closest craft drifts 

some hundred kilometres away and 

only through the onboard viewing 

equipment can the Battle-Brothers 

make out the crudely void-suited Orks 

going about external modifications 

and adding numerous glyphs, 

presumably designed to unite the 

different clans.  

 A red warning light bathes the crew 

chamber in a warm but worrying 

glow, as holo-viewers show images of 

an Ork craft approaching. The Battle-

Brothers wait with baited breath as 

the vessel glides past, ignorant of 

their presence or assuming they are 

but another one of their race‟s many 

prize ships. You spot the stony face of 

Captain Vavus indicating that you‟re 

about to land at the target zone. 

 With clank of landing suppressors 

and the yawning creek of the door 

pistons, the cold void is suddenly 

around you. Captain Vavus signals 

for the Kill-Team to proceed: “Move 

out, take the objective. Watch for 

hostiles! Ork Boyz by the main 

Airlock! Engage!”    

 

 

THE BATTLE FOR THE AIRLOCK 
 

“Auto-transcript, intruder alert… Activate protocol Delta seven… Override 

protocol…Delta seven overridden… Intruders in the outer air locks…Defence shields 

reporting deactivated…Macro-cannon batteries powering down. SEAL INNER 

SANCTUM. Inner sanctum blast doors locked, auto turrets online. PROTECT THE 

CORE, IT IS THE WILL OF THE MACHINE SPIRIT.” 
 

-Automated-transcript recorded by Watch Station Shedu‟s Machine Spirit 
 
Read the follow passage as the Kill-

team boards its transport and heads for 

the Watch Station:- 

The airless wastes of the asteroid are 

littered with the ruins of ork Landers, 

abandoned build projects and piles of 

scrap, some of which are the looted 

remains of the Watch Station. As craft 

are coming and going from the asteroid 

with considerable regularity, the 

Battle-Brothers‟ landing went 

undetected, but within moments of 

setting foot on the rocky ground the 

Orks that are milling about, picking up 

scrap, spot the hulking silhouettes of 

their all too familiar enemy and they 

are quick to open fire.   

 

The Orks form a Horde with a 

Magnitude of 30 and they replace their 

normal armour with Looted Void Suits 

and Helmets (Horde 1).   

 

As the Battle–Brothers engage, the 

Orks they will begin falling back to the 

airlock doors of the Watch Station. 

Although Orks are always up for a 

good fight, void combat is not really 

their thing. Once sealed in the Watch 

Station they will rally and be ready to 

hold off the Kill-team. Entering the 

Watch Station at this point will require 

some planning, the orks have restored 

power to operate the airlocks, and have 

a stale but breathable air throughout 

the Station. A Routine (+10) Tech-

Use Tests can be used to override the 

circuitry controlling the airlock doors 

or the marines can opt for simply 

blasting their way in, in which case 

they will turn the inside into an airless 

vacuum environment like the surface 

of the asteroid.   



The state of the Watch Station is a 

mess. The Orks have thoroughly looted 

the place. Bare wires hang down that 

once ran in metal conduits and many 

metal fittings have been removed. Ork 

glyphs showing strange faces, arrows 

and bones have been scrawled on the 

walls and it is almost unrecognisable 

as an imperial installation. The 

unmistakable howls and shouts of the 

Orkish tongue can be heard down the 

passageways. 

 

The Orks will gradually lose their hold 

on the Watch Station and it will not 

take long for any stragglers to be 

hunted down and exterminated. Even if 

the Kill-team blew-out the outer 

airlock doors there are always more 

further into the station that can be 

closed off to create a sealed 

environment in which wounded Battle-

Brothers can be treated.  

 

 

 

 

 

 

 

 

 



POWER OF THE MACHINE SPIRIT 
 
Through whatever means, the Machine 

Spirit will try to lead the Battle-

Brothers to a cogitator that has not yet 

been corrupted and defiled by the 

Orks. The Machine Spirit believes it is 

imperative that it communicates with 

the Kill-team to lead them to its central 

core processor, locked away in its final 

impenetrable vault known as the Inner 

Sanctum. Methods of communication 

it will try are as follows, but the GM 

should feel free to add any others as 

might befit the Kill-team‟s actions. 

 The Machine Spirit will take 

hostile actions against the Orks, 

sucking them out of airlocks, 

plunging them into darkness, 

removing the basic heating so a 

corridor suddenly becomes Void-

cold or turning the giant air 

circulation fans up to full to 

bombard the intruders with pieces 

of metal plating and other scrap. 

However the more times the 

machine spirit enters the systems 

the Orks have corrupted the weaker 

it will become. 

 As the Battle-Brothers walk, the 

corridor‟s overhead lights will 

either blow out or turn off in order 

to leave illuminated the path the 

Machine Spirit wishes the Kill-

team to take. Similarly it will seal 

doors that it does not wish the 

Marines to enter. 

 If a Techmarine or any other 

Battle-Brother with the Tech-Use 

skill, tries to access one of the 

Orks‟ corrupted cogitators, rather 

than the one it wants them to 

access, the Machine Spirit will 

overload it and cause it to explode. 

Likewise it will feed additional 

power into any power line a Battle-

Brother may try use (causing dam 

2d10 E; Pen 0), in an attempt to 

change their plan. 

 Finally as the Kill-team closes in 

on the vault with the cogitator in it, 

the Machine Spirit will rapidly 

open and close the vault‟s 

automated blast doors to make a 

rhythmic clanging sound that 

echoes down the approaching 

corridor. 

 

Once the Battle-Brothers have reached 

the cogitator they may try interfacing 

with it. A Challenging (+0) Tech-Use 

Test with an Auspex will allow a 

Battle-Brother to determine the 

Machine Spirit is still functioning. A 

Routine (+10) Speak Language 

(Techna-Lingua) Test will allow the 

Battle-Brother to talk directly with the 

Machine Spirit and should direct 

contact be made while the Orks are 

still in the Watch Station the Battle-

Brother can ask the Machine Spirit for 

help. Once the Kill-team has 

established that the Machine Spirit is 

hiding in the secure Inner Sanctum a 

secret door will open and allow the 

Battle-Brothers in. 

 

Once the Machine Spirit has given the 

information over to the Kill-team, 

Captain Vavus will instruct that not 

only should the Kill-team conduct a 

Reconnaissance of the Ork forces on 

the planet below, but they must also try 

locating and eliminating Warboss 

Zrikgutta‟s Vox-beacon. You can now 

reveal the Objectives that do not have 

Requisition points calculated for them.  

 

The Machine Spirit will also open the 

other chambers of the sanctum 

revealing a Transport for the Kill-team 

(see insert on choice of transports) and 

the Armoury if the GM feels they need 

more firepower.   

 



The thick slab of the armour-plated door recoils on heavy hydraulics. Where chaos had reigned 

in the outer rings of the Watch Station, in here there is only order. A cool white light bathes the 

Inner Sanctum with an ethereal glow. Gilded statues of raptors jut from every fitting, gripping 

great power lines in their talons. Coils of cables run to a giant Cogitator Altar that is the Watch 

Station‟s mainframe; it blinks cold blue diodes in a rippling effect, like a beast bristling its fur 

with excitement.  

 

Mounted in the centre of the altar rests the cog and skull motif of the Cult Mechanicus, the left-

hand side of the skull bears a cybernetic eye.  As you move around the room the altar slowly 

turns, its gaze fixed upon you.  

 

Attending servo skulls buzz in the high reaches of the vaulted chamber and by the command of 

the Machine Spirit they descend, fetching with them Pic-screens and parchment printouts. They 

arrange themselves to surround the altar and turn the mainframe chamber into a briefing room. 

Images flash up on the screens and charts are pulled taught then paraded before you. The servo 

skulls push their way to the front in a barrage of information that is almost too much for even 

your superior intellect to process.  

 

Finally all the screens display just one clip on a slowly rotating loop. It is the form of a giant 

hulking beast of an Ork, his face criss-crossed with scars and with a giant brass eye that distorts 

his left cheek. As he moves through what must be his command bunker on the planet below, all 

the other Orks in his path appear to shy away from him. 

 

The image, taken from a crude Ork broadcast flickers. At first there is no sound to the beast‟s 

voice, just white noise, then a single discernable sentence is growled, “Zrikgutta of „da Brass 

Eyes!” The Pic-screen freezes on the Ork‟s face…if any Warboss could unite the Greenskins for 

a Waaagh! it was this monster. 

 

  

 

  

 

 

 

  

   

 

 

RECONNAISSANCE IN FORCE 

 

Reconnaissance normally implies the application of stealth, but when that does not fit with the 

Marine Chapter‟s Demeanour, or when it is deemed necessary, then the only way to gather the 

required information is to directly test the metal of the enemy. In this case Reconnaissance in 

Force is the best option, normally involving limited raids against the enemy or the ambushing of 

their more stretched out assets. The important fact to remember is that the aim is to get 

intelligence on the enemy and not to get bogged down in a heavy fight. So once the objective is 

completed “discretion is the better part of valour”.   

 



 Across the dunes can be seen a 

heavier plume of dust mixed with the 

smog of crude, oil-powered engines. 

Half a dozen heavily armed buggies 

are moving in an erratic pattern as 

if searching for something.  

 

The Auspex next detects a 

concentration of life forms. The 

information retrieved is riddled with 

anomalies. There seems to be 

human, mixed Xenos and animal life 

amongst a concentration of Orks. It 

appears to form some kind of crude 

settlement based around a large 

crevasse.  

 

The image soon turns to static; the 

targets have passed out of range, 

only moments before the ominous 

thud of the Kill-team making its 

landing. 

 

 

 

THE ARID WASTELANDS 
 

 

The deserts of Shedu are bleached to a white-gold colour by the ever-burning Proto-

stars of the Drift, even the very sky seems to glow with an unnatural brightness. The 

wastelands are little more than rolling sand dunes or solid rock. So vast is the 

desolation of this world that no one will notice a single Astartes craft landing a Kill-

team. As the Battle-Brothers make their approach they will be able to detect roving 

bands of Orks. Most are scavengers in vehicles roaming the desert for scrap.  

 

As the Kill-team is coming in to land 

they will observe two potential targets. 

 

Ork Scavengers 
 
The scavenger party roams the deserts 

with no pattern. It seams seam they 

have collected little more than scraps 

of metal plating, but their Mek Boy 

leader seams convinced there is 

something of worth out here.  

 

 

 

If the Kill-team chooses to ambush 

them, any Battle-Brother can make a 

Challenging (+0) Awareness Test to 

spot that the scrap on the trailer of the 

Mek Boy‟s Warbuggy is being 

assembled into a massive arm with a 

large cannon mounted in it. The arm is 

of a size that would equal that of an 

Imperial War Hound Titan, but as yet 

the cannon seams to lack ammo feeds 

and recoil suppressors, it is simply a 

barrel at this stage.  

 

Should the Battle-Brothers engage the 

Ork Scavengers they encounter six 

Warbuggies, with one crewmember 

having a Mek Boy profile. If 

successful they can make a 

Challenging (+0) Search Test to find 

crude ork maps leading to the Stompa 

and Vox-Beacon sites. Otherwise they 

can make a Challenging (+0) 

Tracking Test to follow them to either 

site. 

    

The Vox-beacon 
 
Sitting on a rocky plateau is a tall rock 

spire. The ground in all directions is 

open except for some piles of broken 

stone and dust dunes. The Vox-beacon 

Transmitter is located in the top section 

of the spire and is accessible by lift or 

staircase from within or by an 

externally sited landing platform. 

Possible assess could also be gained 

via ascending the cliff sides.  



The Vox-beacon itself is situated at the 

pinnacle of the spire. It is a small 

satellite dish mounted on top of a 

column that contains controls to adjust 

and orientate its position. Power cables 

and data highway trunking run from 

the dish to a cavern below that contains 

a monitoring station. Beneath this, in a 

smaller cavern, is the power generator. 

The Spire has a protective energy 

shield umbrella so can withstand most 

orbital bombardments.  

 

The Spire is guarded by Ork Boyz, a 

mob with a Horde rating of 45 is 

spread throughout the spire. There is 

also a Mek Boy in the monitoring and 

control station and an Ork Nob in 

Mega Armour that is in command. 

Countless Gretchin perform all the 

menial tasks, but these will flee before 

the Battle-Brothers‟ purge. 

 

 A loss of power will render the 

transmitter dish inoperable 

 Damage to the monitoring station 

will make it impossible to send, 

receive and extrapolate any 

information.  

 Damage to the dish will disable the 

sites signalling ability.  

 Loss of power to the shield 

projector will leave the facility 

open to long range and orbital 

attacks. 

 



‘Da PiTz 
 

The concentration of life forms turns 

out to be a scruffy camp with a sign 

above it “‟Da Pitz”.  

 

The camp surrounds a gladiatorial type 

arena sunk into a patch of rocky 

ground with a natural cave system 

running beneath it. Above ground there 

are dirty tents, improvised shacks and a 

multitude of parked up Warbuggies.  

 

Orks mill about the makeshift camp 

going about the hurried business of 

trading slaves, of whom most are local 

mutants but some are off-worlders, 

imperial citizens, crusade soldiers and 

even xenos beings not thought to be in 

this sector. Most are herded off to 

manual labour pens sited away from 

the „Da Pitz, where they are forced to 

construct armour plating, piston 

assemblies and other large pieces of 

machinery by Mek Boy overseers.  

 

Other slaves that look unsuitable for 

manual labour and no match for even a 

Gretchen are dragged off to a large 

blood stained tent. Its‟ entranceway 

could be mistaken for any feral world 

butcher‟s shop, and frightening 

screams emanate from it that could 

turn the guts of even the most stoical 

Battle-Brother.  

 

Those slaves that look hardy enough 

are lined up and roughly dressed in 

crude armour. Little attention is paid to 

who is in the line up: men, mutants, 

ogrins and even an unlucky Eldar 

Corsair are stripped of all but a 

loincloth and some ramshackle armour 

plating.  

 

 

 

 

 

Upon their arrival at the slope that 

descends into „Da Pitz they are 

presented with a random weapon by a 

team of Gretchen and a Mek Boy who 

appears more concerned in making 

side bets with a nearby Nob.     

  

The Kill-team has two real options 

when it comes to entering „Da Pitz and 

its surrounding camp. They can simply 

enter in force (See All Out Attack 

below) or they can enter „Da Pitz as 

combatants.  

 

A Challenging (+0) Awareness Test 

will allow them to spot that favoured 

fighters move around the camp 

unchecked and with almost equal 

respect as some of the lesser Ork Boyz. 

Should they feel any of them could 

stoop low enough to employ this 

disguise then they will first need to 

strip off all Astartes Armour and 

weaponry then slip into the throng of 

slaves waiting for armour and 

weapons.  

 

They will receive plates of armour that 

cover their right arm, a helmet 

fashioned like a growling Ork‟s face 

and two leg-grieves of plate metal and 

leather bindings. All the armour is 

crafted from scavenged starship plates 

and gives armour rating of 4 to all 

above-mentioned locations, it does not 

class as Primitive. They will then be 

presented with a pair of Ork Choppas 

(Dam 1d10+1 R; Pen 2 Tearing, 

Unbalanced) moments before being 

ushered into „Da Pitz. Deciding to turn 

back now would risk being set upon by 

the other slaves desperate to get in the 

arena and earn their freedom and a host 

of angry orks that are waiting to see the 

latest fights.  

 



The din of the crowd is almost too 

much for even an Astartes‟ hearing. 

There are roars, gunshots and the 

clashing of weapons. It is 

disorientating. The ramp leading down 

to the arena floor and the gate that lifts 

up to allow the fighters one by one into 

the Pit itself are topped with sharpened 

metal spikes and razor wire.  

 

It‟s your turn … the gate slams shut 

behind you leaving you staggering 

perplexedly into the centre of the 

arena, gazing up at the riving mass of 

Orks shouting for your blood. Within 

moments you compose yourself and 

begin scanning the great chasm. Cave 

entrances dot the walls and each one 

has an iron grating firmly covering it. 

Turning from grate to grate you watch 

to see which will open and reveal your 

opponent. Then to the sound of 

yawning metal a barred covering 

opens, hauled up on heavy chains by 

an unseen team of slaves. For a 

moment the sun blinds you and all you 

see is a hulking silhouette. Then the 

dark form lunges forward, the fight has 

begun… 

 

 

 

 As the Battle-Brother/s descends into 

„Da Pitz read the following passage. 

 

 

 

Only one fighter will enter the pit at a 

time and face a single opponent. An 

Ork Pit Boy profile is included below 

but you should feel free to exchange 

the Ork for any other opponent you 

feel appropriate, especially if multiple 

players have opted or been forced into 

the arena. If you have multiple Battle-

Brothers going into the arena you may 

wish to keep their individual fates 

secret from each other until they are 

reunited or simply let them watch the 

fight from the spiked gate. 

 

Ork Pit Boy: counts as an Ork Nob 

replacing his weapons for a Choppa 

(Dam 1d10+9 R; Pen 2 Tearing, 

Unbalanced) and Armour for 

Scavenged Armour Plating (Head 4, 

Right Arm 4, Right Leg 4) and Large 

Rectangular Shield (Body 4, Left 

Arms4, Left Leg 2). 

 

Should any of the marines be 

compromised in their plan of disguise 

or captured at the outset then they will 

be interned in one of the many pits and 

forced to endure endless fights till their 

will is suitably broken and compliant. 

Typically prisoners will only be given 

primitive swords (1d10 R; Pen 0; 

Primitive) and no armour for these 

fights.  

 

If given access to the camp the Battle-

Brothers can learn the following 

information: 

 It will soon become apparent that 

the Adeptus Astartes prisoner from 

the White Consuls Chapter is quite 

the talk. He was captured by ork 

freebooters on a raid against a ship 

belonging to his chapter and he has 

been passed from clan to clan as a 

trophy for several months now. 

The Warboss Zrikgutta likes to 

show him off as an example of how 

tough Marines really are and how 

he is convinced they will be soon 

broken, demonstrated by the 

Battle-Brother‟s demise. The other 

Orks merely like seeing an Astartes 

getting a beating even if it does 

result in the death of a few of their 

own. If the Kill-team have 

infiltrated „Da Pitz and won several 

fights they may even be able to get 

an audience with him to size him 

up as a potential opponent. 

 Should any Battle-Brother be 

captured then it will be easy for an 

infiltrating Battle-Brother to hear 

of their fate, they may even watch 

them be subject to a fight. If fate is 



A warrior with the stature of an 

Astartes and the look of a fighter that 

has seen endless wars approaches the 

Battle-Brother and removes his helmet. 

This reveals an ancient war-scared 

face with a hard jaw line and a blood 

blackened eye. “So you find yourselves 

trapped on this forsaken dust-ball as 

well Brothers?” He is boldly over- 

familiar and has clearly recognised the 

unmistakable physiques of Adeptus 

Astartes. “I was sold here by the 

traitor Word Bearer Warband! I have 

endured months of this endless fighting 

that brings no personal honour. What 

Warband do you hail from or are you 

still true to the light of He Enthroned 

on Terra?” 

 

 

 

cruel, they may be pitted against 

their brother and will be forced to 

fight creatively to help their fellow 

Astartes climb his way to freedom  

  At some point, and probably at 

one of the water seller tents where 

the more human gladiators seem to 

gather, a warrior of equal stature to 

the Battle-Brothers will try joining 

them and engaging them in 

conversation. See the passage for 

meeting Ashram Vail below.   

 There will be numerous xenos 

slavers about, most are humans 

with the taint of chaos about them, 

but some are xenos. They have 

used this world as a stop off for 

decades and the rise of the 

Zrikgutta has helped to fund their 

actions. Outside of this it is 

unlikely that even the most liberal 

Battle-Brother will want to discuss 

their slave trade any further with 

them.   

 The blood sports in „Da Pitz 

appears to hold the fragile alliance 

of orks together, both slaking their 

blood lust and allowing rival Ork 

Nobs to settle their differences via 

wagers. This is buying time for 

Zrikgutta to build his effigy of 

Gork, the Stompa, and assemble 

his Waaagh! 

 Zrikgutta‟s Stompa is located not 

far from „Da Pitz, close enough to 

move parts to it from the slave 

camps, but far enough from the 

masses so as not to attract the 

attention of the non Orks. 
 

Meeting Ashram Vail 
 

If the Battle-Brothers encounter 

Ashram Vail then read or paraphrase 

the following passage as appropriate to 

the situation. 

 

 

 

 

His questioning should appear as if he 

is unsure as to whether the Battle-

Brothers are Imperial, or Chaos like 

himself. He will not reveal he is in fact 

a member of the Alpha Legion and will 

even offer to assist the Battle-Brothers 

with any plans they have in order to try 

escape his bondage here. He knows all 

too well that by himself and with the 

weapons to hand he will never defeat 

the Orks and his incarceration has 

proven to him that his desire to live far 

surpasses any oaths he has taken to the 

Dark Gods. He is in personal conflict 

to whether or not encountering the 

Kill-team might be an omen that he is 

to rescind his dark past and return to 

the light. Again he will not discuss this 

with the Battle-Brothers and will just 

tag along with them for as long as they 

allow, use the Chaos Marine profile on 

page 363 of the DEATHWATCH 
Rulebook, but remember he has only 

the same armour and weapons that the 

Battle-Brothers will have been given. 

 



ALL OUT ATTACK 

 

Should the Kill-team decide to attack the 

camp outright, they will be in for quite a 

fight, meeting a mix of all the different 

elements encountered so far. You can 

throw as much or as little at them as you 

feel your adventure requires: large mobs 

of Ork Boyz, Warbuggies, a Nob or two 

and Pitz fighters, including the Khorne 

Berserker if he is still alive. This would 

also be an appropriate time to bring in 

Warboss Zrikgutta for a final showdown.         

    

Vander is slumped in the corner of the 

dark cavern that is his dungeon. His 

arms hang from heavy manacles 

mounted on the wall. Each chain link 

is the thickness of a normal man‟s 

wrist and the shackles that hold him 

are wrought from the plating of a star 

cruiser. He has been allowed to retain 

his armour, one would guess so he 

remains every bit the image of an 

Imperial Space Marine. He is without 

helmet, however, and missing his arm 

armour sections, with only his left 

shoulder pad that still bears his 

chapters heraldry on it still attached.  

“Have you come to gloat at my fate 

heretics?” he will address the Battle-

Brothers without looking up. “You are 

interrupting my prayers to the divine 

Emperor of Mankind for deliverance 

from this place!”                 

 

 

 

The Khorne Beserker 
 
An antithesis to Ashram Vail is a 

brooding Khorne Berserker that lurks 

around. He enjoys his temporary 

position believing liberation is at hand, 

his hand as he is quickly getting the 

confidence of Zrikgutta and is 

whispering promises of an alliance with 

his Warband upon his release, but for 

now Zrikgutta is happy to keep his 

champion in the arena. 

 

Battle-Brother Orpheus Vander  
 
There are several ways the marines can 

meet Brother Vander of the White 

Consuls described above. The most 

likely scenario is that the Battle-

Brothers will at some point either see 

Vander while he is chained up in his 

cell or sneak into the arena to see him. 

The following passage assumes Battle-

Brother Orpheus Vander is still a 

prisoner of the Orks in the „Da Pitz. 

 

 He will appear to be in a worse state 

than his body really is. All the wounds 

he has suffered so far have been 

superficial and although he is caked in 

dry blood much of it is not his own. He 

will be keen to aid the Kill-team and 

will do whatever they ask of him, even 

if it is merely to endure his current 

status a little longer. He treats Ashram 

Vail, whom he regards as having 

submitted himself to the Ork‟s cruel 

games, with distain and says that 

whatever his reasons for not resisting 

with every ounce of his strength like he 

has, he will have to be judged for 

heresy. He will however work 

alongside him should the Battle-

Brothers have made a pact with him.  

 

Should Orpheus Vander ever face one 

of the Battle-Brothers in the arena 

while knowing their identity, he will 

throw the fight and even sacrifice his 

life if it aids in the Kill-team‟s 

deception. If the Kill-team tries to free 

him he will be grateful. However he 

will caution against releasing him 

prematurely as it will simply result it 

Zrikgutta scouring the desert in order 

to find him (a possible tactic for the 

Kill-team to pursue). 

 



The build site swarms with Gretchen 

workers and numerous work gangs 

of Mek Boyz, while heavily armed 

guards look on. Nobs dressed in 

hulking Mega Armour stand in awe 

of the construction, as slaves limp 

past them, dragging the next part 

ready for attaching. Buggies come 

and go, dragging everything from 

armour plating to ornate back-

banner fittings and rockets of all 

sizes, most former imperial 

warheads but some that appear to 

have been created by the Meks 

themselves. Pallets of heavy calibre 

ammunition sit piled up at the 

mechanical ork‟s feet, spilling out of 

their containers in vast waves of 

link-belts 

 

 

THE BELLY OF THE BEAST 
 

Deep in the dunes and hidden under 

sandy tarpaulins that gently flutter with 

the desert breeze is the effigy of the 

Ork Deity Gork: A great steal, iron, 

ceramite and brass war machine 

fashioned to resemble a pot-bellied ork 

with shoulders that sprout dozens of 

guns of all kinds of sizes and origins. 

There are plates holding the bodywork 

together that have been sliced strait off 

captured imperial craft and many still 

bear quite evident parts of the imperial 

eagle emblem. Other plates are so 

worked by the slave labour it is hard to 

tell if they have been welded together 

or cast here by the Mek Boys. 

Crowning the broad shoulders of the 

structure is a massive snarling ork head 

with a giant brass eye and great bull 

like horns. Turrets flank it, protruding 

from its shoulders and these, like the 

many weapon ports mounted in the 

bell-shaped torso, bristle with Big 

Shootas and rockets. 

 

Assaulting the Stompa site 
 
Should Battle-Brothers decide to attack 

the Stompa build site, the exact size of 

the Horde of Ork Boyz is again left up 

to the GM to adjust appropriately 

according to how the adventure is 

playing out. If the Kill-team have 

already attacked „Da Pitz and 

destroyed several very large Hordes 

and a substantial amount of ork 

vehicles then there probably will not be 

that much left in the area to defend the 

Stompa. Likewise if they have killed 

Zrikgutta the Stompa attack may 

become a mopping up action. 

Alternatively the Kill-team may want 

to try sneak up to the Stompa and place 

explosives that they can set off once 

their attack at „Da Pitz commences. 

 

The following factors should be taken 

into consideration when planning the 

attack. 

 The Stompa is armed with ten Big 

Shootas (Range 80m; S /3 /10; 

1d10+6 I; Pen 1; Clip 40†; Rld 1 

Full; Inaccurate; Unreliable)  

 Mounted on the Stompa are three 

Rokkit Launchas (Range 120m; S 

/- /-; 3d10+5 I; Pen 6; Clip 1†; Rld 

Half; Inaccurate; Unreliable)  

 There are two veteran Ork Mobs 

that guard the Stompa, they are a 

mob of four Lootas and a mob of 

six Tank Bustas. 

 The Stompa is immobile as yet; it 

is to be powered by a very large, 

crude boiler mounted in its belly. 

The boiler can be rigged to 

overload by disabling several of its 

key pressure valves, this will 

require a Challenging (+0) Tech-

Use Test to identify the relevant 

valves. Overloading the boiler will 

destroy the Stompa. 



As Thunder‟s Word navigates through what remains of an inter-ork battle, silent explosions fill the 

cold void of space rocking the decking beneath your feet and illuminated green Pic-screens show 

the carnage in your path, Captain Pellas turns to the Kill-team, “It looks like your actions have 

them doing our job for us! I don‟t think the crusade force will need to divert any resources to deal 

with the Orks now. They say you have single-handily stopped what some are calling Waaagh Brass 

Eye!” Another great judder rocks the bridge, but this time it is the plasma drives engaging and 

milliseconds later you feel the subtle shift in gravity that marks the ship‟s translation into the warp.                

 

 

 

 There are considerable stockpiles 

of munitions resting at the 

Stompa‟s base ready for loading 

up. Whilst it is doubtful that any of 

the regular weapons at the Kill-

teams disposal will be able to 

pierce the armour plating of the 

Stompa, detonating the sheer 

quantities of ammunition around 

the site will do untold damage to it, 

definitely resulting in its 

destruction.  

 The stock piles of ammo in the 

Stompa are so vast that although 

the Big Shootas and Rokkit 

Launcha can run out of 

ammunition, they have unlimited 

clips to reload with.  

 

EXIT STRATEGY 
 
Once the Kill-team have completed all 

their objectives they will probably 

want to start thinking about leaving 

Shedu. There is room here for an 

expanded campaign whilst they try to 

cleanse the planet of its xenos taint, but 

that might be a little ambitious for a 

single Kill-team. It will however take a 

few days for the Thunder‟s Word to 

arrive back in orbit. During this time, 

the Battle-brothers can either hold their 

current position, apply escape and 

evasion tactics to hide out in the 

wastelands or return to the Watch 

Station Shedu and begin the clean up 

of in order to repay the Machine Spirit.    

 When the Thunder‟s Word arrives, the 

Kill-team will have to be ready to be 

extracted, as it will not want to hang 

round in still heavily Ork occupied 

space. 

 

Rewards  

 
Table 1-2 shows the value of 

completing each of the Objectives if 

you award experience using the 

detailed mission-based method. 

Furthermore, make estimation on how 

many additional enemy combatants 

where engaged and award between 50 

and 200 XP based on the amount of 

casualties caused. 

 

Every Battle-Brother who completes 

the Mission gains 1 Fate Point. 

 

The Following are worth 1 Renown 

each: 

 Causing massive casualties to the 

Ork forces and their allies 

 Recovering the data from the 

Watch Station‟s Machine Spirit 

 Saving the life of Battle Brother 

Orpheus Vander 

 Defeating the Lootas and Tank 

Busta Mobs 

 Defeating a Nob in Mega Armour 

 Defeating Warboss Zrikgutta is 

worth 2 Renown 

 

The GM should reference page 270 in 

the DEATHWATCH Rulebook to see if the 

Kill-team qualifies for additional 

Renown for completing multiple 

Objectives. As always, he should also 

feel free to further reward clever plans 

and good role-playing.   



Table 1-2: Mission Experience Rewards 
 

Objective Experience Rewarded 

Stopping Waaagh Brass Eye taking place 400 XP 

Killing the Ork Warboss Zrikgutta 250 XP 

Destroying the Stompa 200 XP 

Destroying the Vox Beacon 200 XP 

Defending Watch Station Shedu from aggressive 

incursions 

150 XP 

Discovering data that identifies the Ork Warboss 100 XP 

Reconnoitring the Ork Strength and activities on 

the planet surface 

100 XP 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 
 

 

 

 

 

 

 

 

 

 

 

‘DA BRASS EYE  
 

The Stompa mounts a weapon of extreme power that takes the form of the Brass 

Eye mounted in its head. Once Zrikgutta enters the Stompa, he can make his way 

to the Command Head and fire the Brass Eye. It is unlikely that one of the lesser 

Meks will have the know-how but they may figure it out with a Difficult (-10) 

Tech-Use Test. 

 

Table 1-1 ‘Da Brass Eye 
Range RoF Dmg Pen Clip Rld Special 

500m S/ -/ - 5d10+25 E 15 3† Full Volatile, Blast (5) 

 

†Although the Brass Eye only holds 3 shots it can recharge in the form of 

reloading, but only as long as the boiler is operational. 

  



NPCs, Adversaries and their Vehicles 
 

Ork Boyz Profile 

WS BS S T Ag Int Per WP Fel 
 

37 
 

19 
 

4 
 

6 
(8) 

4 
 

4 
 

  3 
 

0 
 

2 
 

4 
 

3 
 

2 
 

2 
 

6 
 

2 
 

1 

Move: 3 /6 / 9 / 18                       Wounds: 10 

 

Skills: Intimidation (S) 

 

Talents: Basic weapons training (Primitive, SP, Launcher), Bulging Biceps, Crushing 

Blow, Furious Assault, Hardy, Heavy Weapon Training SP), Iron Jaw, Melee Weapon 

Training (Chain, Primitive), Pistol Weapon Training (Primitive, SP), Street Fighting, 

True Grit. 

 

Traits: Brutal Charge, Mob Rule, Sturdy Unnatural Toughness (x2). 

 

Armour: Flack armour, (Body2) 

 

Weapons: Slugga (20m; S /3 /-; 1d10+4 I; Pen 0; Clip 18; Reload Full; Inaccurate, 

Unreliable) or Shoota (60m; S/3/10; 1d10+4 I; Pen 0; Clip 30; Reload Full; 

Inaccurate, Unreliable), Choppa (1d10+5 R; Pen 2; Tearing) 

 

Gear: Weapon Reloads, Teeth, shiny bitz  

 

Horde: Ork Boyz can be used as a Horde - Page 359 of the DEATHWATCH rulebook 

 

Ork Mek Boys: Count as Boyz with the following talents: Trade (Armourer) (Int), 

Trade (Stompa Builder) (Int), Tech-Use (Int) and a Snazzgun (100m; S /2 /-; 2d10+4 I 

or E but not both; Pen 1d10; Clip 20; Reload 2 Full; Inaccurate, Unreliable) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

LOOTAS AND TANK BUSTAS 

Tank Bustas have Thrown Weapons Training and the Wrangling Skill. Lootas and 

Tank Bustas cannot be used as a Horde but otherwise count as normal Ork Boyz. 

They have the following weapons  
 

  Lootas 
Name Range RoF Dmg Pen Clip Rld Special 

Deffgun 90m S /4 /8 1d10+10 I 2 50 2 Full Inaccurate, Unreliable, 
Unwieldy, Storm 

    
Tank Bustas  
Name Range RoF Dmg Pen Clip Rld Special 

Rokkit 

Launcher 

120m S /- /- 3d10+5 I 6 1 Half Inaccurate, Unreliable 

Bomb 

Squig 

3d10m† S /- /- 4d10+5 X 0 - - Accurate, Blast (1d5) 

Stikkbomb SBx3 S /- /- 2d10+5 X 0 - - Blast (1) 

† The Tank Busta uses his Wrangling Skill in place of Thrown Weapon Training when attacking with a Bomb Squig     
 

 



Ork Nobz in Mega Armour Profile 

WS BS S T Ag Int Per WP Fel 
 

46 
 

19 
(14) 

7 
 

9†† 
(8) 

4 
 

7 
 

  3 
 

9 
 

2 
 

9 
 

3 
 

4 
 

3 
 

2 
 

3 
 

4 

Move: 3 /6 / 9 / 18                       Wounds: 21 

 

Skills: Command +10 (Fel), Intimidation +10 (S) 

 

Talents: Air of Authority, Basic weapons training (Primitive, SP, Launcher, Las, 

Flamer), Bulging Biceps, Crushing Blow, Furious Assault, Hardy, Iron Discipline, 

Iron Jaw, Lightning Reflexes, Melee Weapon Training (Chain, Primitive, Power), 

Pistol Weapon Training (Primitive, SP), Street Fighting, True Grit. 

 

Traits: Brutal Charge, Fear 1, Size (Enormous††), Mob Rule, Sturdy, Unnatural 

Strength (x2), Unnatural Toughness (x2). 

††Includes bonuses for Mega Armour 

 

Armour: Mega Armour (Head 6, Arms 1o, Body 14, Legs 10) 

 

Weapons: Kombi-Shoota (60m; S/3/10; 1d10+4 I; Pen 0; Clip 30; Reload Full; 

Inaccurate, Unreliable) with Rokkit Launcha (120m S /- /-; 3d10+5 I; Pen 6 Clip 1; 

Reload half; Inaccurate, Unreliable), Big Choppa (2d10+14 R; Pen 2; Tearing, 

Unbalanced) or Power Klaw (2d10+14 E; Pen 10; Power Field, Tearing, Unwieldy). 

 

Gear: Weapon Reloads, lots of Teeth, shiny bitz  

 

Ork Warbuggy 

Type: Ground Vehicle 

Tactical Speed: 15m 

Cruising Speed: 80kph 

Manoeuvrability: +5 

Structural Integrity: 10 

Size: Hulking 

Armour: Front 18, Side 18, Rear 14 

Crew: Driver†, Gunner† 

Carrying Capacity: None 

 

Weapon:  

Gunner Operated Twin-Linked Rokkit Launcher (120m S /- /-; 3d10+5 I; Pen 6 

Clip 20; Reload half; Inaccurate, Unreliable) 

 

Special Rules 

Ground Vehicle: Follows all rules for ground vehicles. 

Open-Topped: Enemies may target the crew and passengers of the vehicle by using a 

Called Shot Attack Action. 

Kustom Bitz: Armour Plates (Front +3 AP) 

† All crew use the Ork Boyz profile with the Drive (Ground Vehicle) Skill 

 

 

 



Ork Warboss Zrikgutta Profile 

WS BS S T Ag Int Per WP Fel 
 

65 
 

32 
(20) 

10 
 

3†† 
(12) 

6 
 

9 
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4 
 

4 
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2 
 

4 
 

5 
 

3 
 

6 

 

Move: 3 /6 / 9 / 18                       Wounds: 65 

 

Skills: Awareness +10 (Per), Barter (Fel), Carouse (T), Command +20 (Fel), 

Common Lore (Ork) (Int), Common Lore (War) (Int), Common Lore (Slinnar Drift) 

(Int), Intimidation +20 (S), Speak Language (Low Gothic, Ork, Mutant Tongue).  

 

Talents: Air of Authority, Basic weapons training (Primitive, SP, Launcher, Las, 

Flamer), Berserker Charge, Bulging Biceps, Crippling Strike, Crushing Blow, Furious 

Assault, Hardy, Into the Jaws of Hell, Iron Discipline, Iron Jaw, Lightning Attack, 

Lightning Reflexes, Melee Weapon Training (Chain, Primitive, Power), Resistance 

(Cold, Heat Radiation), Talented (Intimidation), Pistol Weapon Training (Primitive, 

SP), Street Fighting, True Grit. 

 

Traits: Brutal Charge, Fear 1, Size (Massive††), Mob Rule, Sturdy, Unnatural 

Strength (x2), Unnatural Toughness (x2). 

 

Armour: Mega Armour and Iron Gob††† (Head 8, Arms 1o, Body 14, Legs 10) 

 

Weapons: Big Choppa (2d10+14 R; Pen 2; Tearing, Unbalanced) and Power Klaw 

(2d10+20 E; Pen 10; Power Field, Tearing, Unwieldy, Sparky Knobz, Shocking). 

 

Gear: Weapon Reloads, the most of Teeth, even more of shiny bitz  

 

††Includes bonuses for Mega Armour 

 

††† +10m to Intimidation tests 

 

ORK SPECIAL RULES  

 

Make It Work: Unreliable Ork weapons are not Unreliable in an Ork‟s hands. 

 

Might Makes Right: Warboss Zrikgutta can use Intimidation whenever he must make 

a Command Test. 

 

Mob Rule: Ork adds +10 to their Willpower for every Ork within 10 metres. 



 

 

Battle-Brother Orpheus Vander of the White Consuls Chapter 

WS BS S T Ag Int Per WP Fel 
 

56 
 

53 
(10) 

4 
 

6 
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3 
 

3 
 

7 
 

5 
 

1 
 

4 
 

6 

Move: 4 /8 / 12 / 24                 Wounds: 22 

 

Skills: Awareness (Per), Barter (Fel), Carouse (T), Charm (Fel), Ciphers (Chapter 

Runes) (Int), Climb (S), Command (Fel), Common Lore (Adeptus Astartes) (Int), 

Common Lore (Imperium) (Int), Common Lore (Imperium Guard) (Int), Common 

Lore (war) (Int), Concealment (Ag), Contortionist (Ag), Deceive (Fel), Disguise (Fel), 

Dodge (Ag), Drive (Ground Vehicles) (Ag), Evaluate (Int), Forbidden Lore (Xenos) 

(Int), Gamble (Int), Inquiry (Fel), Intimidate (S), Literacy (Int), Navigation (Surface) 

(Int), Scholastic Lore  (Codex Astartes) (Int), Scrutiny (Per), Search (Per), Silent 

Move (Ag), Speak Language ( High Gothic, Low Gothic) (Int), Swim (S), Tactics 

(Assault Doctrine) (Int),  Tracking (Int) 

 

Talents/ Traits: Ambidextrous, Astartes Weapon Training, Bulging Biceps, 

Heightened Senses (Hearing, Sight), Killing Strike, Nerves of Steel, Quick Draw, 

Resistance (Psychic Powers), True Grit, Unarmed Master, Unnatural Strength (x2), 

Unnatural Toughness (x2), Bolter Mastery, Rapid Reload and Combat Master. 

 

Armour: Badly Damaged Power Armour (Body 9, Legs 8, Left arm 4) 

 

Weapon: None 

 

Gear: None 

 

Demeanours: Proud, Survive Against All the Odds†††† 

 

††††This Demeanour is one unique to Battle-Brother Orpheus Vander and born out of 

his particular predicament of being held by Warboss Zrikgutta that wants to see him 

destroyed before the eyes of his follows, Brother Vander though has sworn a personal 

oath that he will always survive no mater what. 

 

 

 

 

 

 

 

    

 

 

 



Watch Captain Alexander Vavus 
 

 “As a defender of humanity, one must be the ultimate humanitarian” 
 

-Captain Alexander Vavus 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

It is well known that Captain 

Alexander Vavus, a recent addition to 

the Deathwatch, always takes a 

sympathetic stance towards the 

beleaguered people of the Imperium. 

For him, no matter what foul xenos 

may have touched them, a human can 

always be turned back to the light of 

the Immortal Emperor‟s Love.  

 

His desire to protect is backed up with 

incredible skill. His preferred tactical 

style is daring raids and lightning 

attacks. As a former pilot, his signature 

mission style is to conduct operations 

in which Kill-teams insert by 

Thunderhawk or Stormraven gunships, 

the heavily armed craft circling and 

holding a drop zone till the Battle-

Brothers have hit their Objectives and 

require extraction. 

 

On his introductory tour of the Jericho 

Reach, his first time as Captain, while 

stood on board the observation deck of 

the Spear of Fury, a call for immediate 

evacuation came in from a stricken 

Kill-team. Vavus became aware of the 

delay in the launch of the rescue craft, 

their pilot was refusing to take the 

Stormraven down to the planet that had 

been overrun by Tyranids. He pushed 

himself into the pilot‟s seat, and 

personally flew the craft to a valiant 

rescue, saying he would “fly into the 

jaws of Hive Fleet Dagon itself to save 

the lives of Brother-Marines!” 

 

His outwardly positive persona, belies 

that this golden-haired Captain has the 

troubled soul shared with all of his kin. 

The Blood Angels Chapter and their 

descendents share an ever present 

memory of the Death of their 

Primarch, Sanguineous, that gnaws at 

them and is laced into every genetic 

fibre of their being. His own Chapter, 

the cursed Lamenters are wrought with 

overbearing emotions concerning the 

ongoing plight of humanity. Loss has 

left deep furrows etched in the 

saddened brow of his lean face. 

 

When the Chamber of Vigilance 

convened to watch a space-borne 

nightmare, a giant mass of void twisted 

metal, tumbling out of the warp in the 

system of Beseritor, Watch Captain 

Vavus knew what it was, an Ork 

Onslaught Raider Class-Frigate. With 

Dagon on the advance and the Tau set 

to take Baraban, the crusade‟s navy 

had no resource to handle a single Ork 

pirate vessel. So it was decided, that a 

Deathwatch Kill-team would board and 

sabotage it.  

 



His Kill-team assembled and Vavus 

again took both the role of mission 

commander and pilot. Skilfully putting 

down in the open mouth of the 

Raider‟s fighter bay, the Battle-

Brothers fought their way to the ship‟s 

engines and began placing their 

charges, but as they moved about the 

dark and dank machine room they 

encountered the many cages and pens 

of humans. The Orks where holding 

hundreds, possibly thousands of slaves 

in conditions not even fit for cattle. 

 

It was Vavus‟s Techmarine that was 

the bearer of the first of their bad luck, 

he reported that the engines were too 

vast to be completely destroyed by the 

explosives they had brought, the best 

he could do was place them round 

what he believed to be the Ork‟s 

version of a Gellar Field Generator and 

hope the blast caused a reaction that 

dragged the ship back into the warp. 

The second bad news came from a 

Battle-Brother holding the perimeter, 

who reported hundreds of orks massing 

and they could no longer hold them 

off. With a great weight in his heart, 

and the unscathed population of 

Beseritor‟s freedom in his hands, he 

informed the Techmarine to enact his 

plan and the Kill-team to retreat back 

to their gunship.  

 

Back on Erioch the Ordo Xenos had 

managed to sift through a myriad of 

ancient images and descriptions of the 

many Ork vessels operating in the 

Jericho Reach, they found a match, and 

the name of the Warboss that 

commanded, Zrikgutta.     

 

Though no Battle-Brother would ever 

challenge him on it, a gentle, almost 

mortal sobbing, has since been heard 

across the vastness of the echoing 

vaults of Watch Fortress Erioch, and 

many believe it to be Vavus weeping 

momentarily. 

      

 ADVENTURE SEEDS 
 

 Alexander Vavus took this 

appointment to leave his 

troubled Chapter past behind 

him, but the troubles of the 

galaxy seem to plague the 

Lamenters Chapter like a curse 

and Vavus is not the only one 

of his Brothers to try seek out 

redemption in the Deathwatch. 

There are other Lamenters 

serving in Erioch‟s ranks and 

they may know of Vavus, have 

served with him or have been 

under his command.  

 The Kill-team, or any of the 

Battle-Brothers from it, may be 

the very one that Vavus saved 

from the Tyrannids. They owe 

their life to him and now 

forming a bond so unbreakable 

that they would follow him 

anywhere. Or are they a 

Multifactor that feels cheated 

out of an honourable death by 

him.  

 Vavus has sworn he will track 

down Zrikgutta and act the 

Emperor‟s revenge upon him 

on behalf of the slaves that 

have suffered at this foul Ork‟s 

hands. Did the Kill-team or any 

of its Battle-Brothers make up 

the boarding party that stormed 

Zrikgutta‟s Frigate, have they 

too sworn an Oath of 

vengeance against the Ork. 

 Vavus spends all his spare time 

scouring tactical data 

concerning ork activity in the 

Jericho Reaches in case he can 

locate Zrikgutta‟s ship. Some 

think it is now consuming him 

and others fear it is bringing 

about the curse that blights all 

kin of Sanguineous.       



   

    

Watch Captain Alexander Vavus of the Lamenters Chapter 

WS BS S T Ag Int Per WP Fel 
 

47 
 

44 
(14) 

5 
 

0 
(8) 

4 
 

6 
 

5  
 

4 
 

5 
 

0 
 

4 
 

4 
 

4 
 

3 
 

5 
 

0 

 

Move: 4 / 8 / 12 / 24                  Wounds: 24 

 

Skills: Air of Authority, Awareness +10 (Per), Barter (Fel), Carouse (T), Charm +10 

(Fel), Ciphers (Chapter Runes) +10 (Int), Climb (S), Command +10 (Fel), Common 

Lore (Adeptus Astartes) (Int), Common Lore (Imperium) (Int), Common Lore (Tech) 

+10 (Int), Common Lore (war) +10 (Int), Concealment (Ag), Contortionist (Ag), 

Deceive (Fel), Demolitions (Int), Disguise (Fel), Dodge (Ag), Drive (Ground 

Vehicles) (Ag), Evaluate (Int), Forbidden Lore (Xenos) (Int), Gamble (Int), Inquiry 

(Fel), Intimidate (S), Literacy (Int), Navigation (Stellar) (Int), Navigation (Surface) 

(Int), Pilot (Personal) +10 (Ag), Pilot (Spacecraft) +10 (Ag), Scholastic Lore  (Codex 

Astartes) (Int), Scrutiny (Per), Search (Per), Silent Move (Ag), Speak Language ( 

High Gothic, Low Gothic) (Int), Survival (Int), Swim (S), Tactics (Assault Doctrine) 

(Int),  Tactics (Air-Combat) (Int), Tactics (Void Combat) (Int), Tactics (Orbital Drop 

Procedures) (Int), Tactics (Recon and Stealth) (Int), Tech-Use (Int), Tracking (Int) 

 

Talents/ Traits: Ambidextrous, Astartes Weapon Training, Bulging Biceps, Call to 

Vengeance, Catfall, Counter-Attack, Commanding Presence, Crushing Blow, Hatred 

(Orks), Heightened Senses (Hearing, Sight), Iron Discipline, Killing Strike, Leap Up, 

Mental Rage, Nerves of Steel, Quick Draw, Rapid Reload, Resistance (Psychic 

Powers), Sure Strike, Swift Attack, Sound Constitution (x2), Talented (Pilot 

[Personal]), True Grit, Unarmed Master, Unnatural Strength (x2), Unnatural 

Toughness (x2), Wings of Angels 

 

Armour: Mk 7 “Aquila” Power Armour (Head 8, Arms 8, Body 10, Legs 8) 

 

Weapon: Astartes Bolt Pistol (30m; S / 3/ -; 2d10+5 X; Pen 5; Clip 14; Rld Full; 

Tearing), Astartes Chainsword (1d10+3 R; Pen 4; Balanced Tearing), Astartes 

Combat Knife (1d10+2 R; Pen 2). 

 

Gear: 3 Clips of Astartes Bolt Pistol Ammunition 

 

Demeanours: Pragmatic, Humanist, The Red Thirst 
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