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Gordrakk is the biggest and the baddest Ironjaw boss about, and he claims all greenskins for his Great Waaagh!. With 
his twin axes, Smasha and Kunnin’, he lops off heads and cracks open skulls, while beneath his iron-shod boots, the 
Megaboss’ huge Maw-krusha, Bigteef, crushes enemies to pulp, or bursts their innards with a deafening bellow.

GORDRAKK, THE FIST OF GORK

MISSILE WEAPONS Range Attacks To Hit To Wound Rend Damage

Innard-bursting Bellow 8" 1 2+ 3+ -1 D6
MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Smasha 1" 5 2+ 3+ -1 2
Kunnin’ 1" 5 2+ 3+ - 1

Bigteef’s Mighty Fists 1" 5 ✹ 3+ -2 3
Bigteef’s Bladed Tail 1" 3 4+ 3+ -1 1

DESCRIPTION
Gordrakk, the Fist of Gork, is a single 
model. Gordrakk is armed with two axes, 
one called Smasha and the other Kunnin’. 
He rides into battle on the back of a huge 
Maw-krusha called Bigteef, who batters 
opponents with his Mighty Fists, flattens 
them with his Destructive Bulk, and 
smashes them with his Bladed Tail. Even 
his Innard-bursting Bellow can kill foes!

FLY
Bigteef can fly.

ABILITIES
Smasha: Smasha is filled with the brutal 
power of Gork, making it especially lethal 
to enemy champions. Wound rolls of 6 or 
more inflict D3 mortal wounds if the target 
is a Hero instead of their normal damage.

Kunnin’: Kunnin’ is filled with the kunnin’ 
power of Mork, and it seeks out enemy 
wizards to slay. Wound rolls of 4 or more 
inflict D3 mortal wounds if the target is a 
Wizard instead of their normal damage.

 
Strength from Victory: The more fights a 
Megaboss wins, the stronger they become. 
If Gordrakk makes an attack with Smasha 
or Kunnin’ that slays an enemy Hero, add 
1 to his Wounds characteristic and to the 
Attacks characteristic of the weapon that 
inflicted the killing wound.

Destructive Bulk: After Bigteef completes 
a charge move, pick an enemy unit within 
1" and roll the number of dice shown for 
his Destructive Bulk on the damage table 
above; the enemy unit suffers 1 mortal 
wound for each roll of 4 or more. 

On the Rampage: If the wounds inflicted 
by Bigteef ’s Destructive Bulk attack mean 
that there are no enemy models left within 
3" of him, then he can immediately make 
another charge move (and can make 
another Destructive Bulk attack after the 
move if the charge is successfully carried 
out). Bigteef can make any number of 
charge moves like this in a single turn, 
so long as each one results in all enemy 
models within 3" being slain.

COMMAND ABILITY
Voice of Gork: Gordrakk’s bellow carries 
the elemental force of his brutal god, and 
inspires his forces to surge into the enemy, 
hacking, bludgeoning and stomping with 
abandon. Once per battle, in your hero 
phase, you can pick a Destruction 
unit that is within 20" of Gordrakk. In 
the following charge phase, that unit can 
declare a charge if it is within 18" of the 
enemy, and you can roll three dice to 
determine the distance it can charge. In 
addition, the unit makes 2 extra attacks 
with each of its melee weapons in the 
following combat phase. If the unit you 
chose is part of a warscroll battalion, then 
these benefits also apply to all other units 
from the battalion.
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DAMAGE TABLE

Wounds Suffered Move Mighty Fists Destructive Bulk

0-3 12" 2+ 8 dice
4-6 10" 3+ 7 dice
7-9 8" 4+ 6 dice

10-12 6" 5+ 5 dice

13+ 4" 6+ 4 dice




