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REGELN & KEYWORDS KURZ
Leader Before the battle, in the Muster Armies step, for each
leader and support unit in your army, you can select one
friendly bodyguard unit that unit can lead.
Waaagh! Friendly ORKS with this ability can: - Re-roll
advance rolls.

AUFSTELLUNG
1x Big Mek
Ausrüstung: Kustom mega-blasta, Traktor Blasta, Drilla,
Power Klaw
▪ This model can replace its Drilla with Power Klaw.
▪ This model can replace its Kustom mega-blasta with
Traktor Blasta.

Anführer
This model can be attached to the following units:
- BOYZ
- BREAKA BOYZ
- FLASH GITZ
- MEK GUNZ
- NOBZ
- TANKBUSTAS

KEYWORDS Infantry, Character, Big Mek, Leader, Explosives  ·  FRAKTION Orks
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Shokk-boosta
In your Movement
phase, when this unit is
selected to make an
advance move, you can
use this ability. If you do:
- This unit can change
that advance roll to a 6.
- This unit can move
through all types of
model.
- When this unit ends
that advance move,
make a hazard roll for
each model in this unit.
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More Dakka
This unit's ranged attacks have:
- [IGNORES COVER].
- If this unit is riled up, [SUSTAINED HITS 1].
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