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Guritz 105 pts 

Guritz Orc Hero - 4/- - - - 2 4 3

Epic Actions 
• Epic Cowardice 

• Epic Rage 

• Epic Barrage  
 
Epic Barrage: Guritz may call an Epic Barrage in the Shooting Phase. 
If he does so his formation may reroll all failed To Hit rolls for shooting 
attacks until the end of the turn (note this does apply to Artillery as 
well) 
 
 

Special Rules 
If he is with 12" of Gothmog, Guritz's formation automatically passes 
all Courage Rolls and is Steadfast on a 4+. 

Epic Hero 



 

 

 Great Beast of Gorgoroth 
 There are many creatures that roam the 
Great Plateau of Gorgoroth, though 
none quite so large as the Great Beast. 
These huge, lumbering creatures are not 
inherently evil, though over countless 
decades they have been pressed into 
service by the armies of Sauron - used as 
beasts of burden for pulling war 
machines and as fighting platforms for 
their Orcish oppressors. Such barbaric 
treatment has, over the years, taken its 
toll on these creatures and they've 
become brutal and aggressive, the 
perfect temperament for a monster of 
Mordor. In battle, they are generally 
used as a battle platform for a mob of 
Orcs, who will use its armoured hide as 
a shield against attack, launching their 
own black-fletched arrows back at the 
enemy when it is safe to do so. 
Meanwhile, the Great Beast beneath 
them will rampage through the enemy 
army, causing horrendous casualties as 
it flattens all those in its path. 
 

 
Great Beast of Gorgoroth  150 pts 

Great Beast  G. B. Monster  8 4/- 7 7 3 2 2 - 

Orc Crew Orc - - 3/5+ - - 10 1 2 -

Wargear  
The Great Beast counts as armed with a hand weapon. The Orc Crew 
have hand weapons and bows. 
 

Special Rules 
Terror, Very Hard to Kill! 
 
Trample: If the controller wishes, the Great Beast may elect to 
trample during the move phase. If it does so, its move value is 
increased to 20” until the end of the turn and it cannot charge. Move 
the Great Beast in a straight line, all enemy formations moved over 
suffer D3+1 Strength 7 hits per company that was moved over. If it 
lands on a formation, the formation must make a Fall Back move. 
 
The Crew: The Crew may fire in the Shoot phase has made a full move 
and/or trampled. If the beast has not trampled, the Crew’s shooting 
attack does not prevent the Great Beast from charging.

Rare 
Formation  

Source: https://www.games-workshop.com/Great-Beast-of-
Gorgoroth?_requestid=2481232 
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