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Beware the Liore of Chats, for it Tnpmws alveadyy the secrets of thy
g soul, and mwaits, whispering hovrdvs in the darkness
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Vanic is dead. 1 have the pleasure to report that the renegade — whose continued (ife has long
the side of our most august college — is no more. 1 took his [ife personally following a battle fust
of Gunnertag between fiis own forces — a mixture of degenerate cultists and duped villagers
he had suborned and corrupted under the alias of a Witchhunter come to rid them of the very
he in truth so willingly served. My army — suc as it was — was formed from a cont ent of
s from the nearby fort at Breganhal am(v suchanercenaries and zealots as 1 could stir up given the time.

The battle itself was hardly the largest 1 have seen, but was bitterly contested and left the locality
 desolate and Gunnertag itself in flames, an outcome perhaps for the best given the vile proclivities of Vanic and
iﬁﬁﬁm The ade {mstezﬂ caught attempting to flee the field after the disciplined fire of Breganhal’s
handgunners fhad fm turned the affair in our é:)‘un and his own untamed ;oguratﬁms turned upon

B
-

him in misrule. It was with some satisfaction that 1 called upon the power of Ulgu to beset him and strangled
fﬁ‘ﬁn to death with the darkness of the very thomn thicket in which he sought to flee.

- Afterwards 1 had his body incinerated under the usual precautionary measures and set about the
. task gf doing the same with his (air, which 1 had discovered in the cellars of tZ profaned shrine to Sigmar
within the e. Here, along with the expected foul paraphernalia of the cult-master, 1 uncovered a number :

of strange and_ manuscripts, wﬁ’i;ﬁ no doubt constituted the Sorcerer’s arcane [ibrary of sorts. Among ¥
- those more widely known blasphemous tracts and tomes such as Von Jhuntz’s Daemonaltria and the Red %
N Fragments of Cha'fam’bre the Mad and others that 1 shall not trouble to name, was a most singular and_
*curious manuscript 1 have not encountered before. Bearing the eponymous title of “Tamurkhan or The Throne
' of Chaos’ this strange work, extensive in range and. stmngre% illuminated takes as its suﬁject the rise and faﬂ' qf
. the great warlord of the Northern Wastes vaguely known to Tmperial scholars as having led a savage invasion
 the Empire’s sou lands nearly a decade ago, to the great sorrow and desolation ﬁVissenlhn?

: The work purports at least to have been perned by one actually within the ranks of the great and
1 J_ﬁm[ host; and as such 1 do not need to stress upon you, honoured masters its rarity or }:otentia[ importance {
~ genuine. The great foe is one whose malevolence we must suffer time and. again, just as the hurricanes [ash B
isles of the western seas, and [ike those great storms to those that cling precariously to life in the sun-lands, G
e d;ﬁat each jresﬁ caﬁlmit'_y could be the end zf us, Yet still we endure, the Empire endures, and ﬁmg =
- may it do so,

S

This stra%e manuscript then could be of supreme mﬁ'cance,for it deals with events and eg:[es in

¢ dark and terrible lands far removed from our own, yet where many of our troubles are born, and we may

earn much from it. Or of course, it may also be no more than a tissue cf (ies and fabrications, spewed from the
tongues of the servants of Chaos to mislead and corrupt. '

Tt is far you, honoured masters, to decide.

Your obedient servant
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| the Yeat of the Crow in the sixth reign of the Black atits summit. Zanbaijin — the Fallen City was older than Man, and
b y the Norscan reckoning, the never-ending had long served as an arena where the Chaos Gods watched their Ao
& tempest that crowns the storm that is known to men as mortal followers vie for their favour in violent conflict, thnthc i“‘ﬁ‘
the Realm of Chaos waxed gibbous and grasping. All Champions and their armies came to battle here éafhh°P°d_tg'piow-‘ X
across the north lands the earth shifted and moaned as if it their worth and the superiority of their patron over all others, and g
0 @ witen sleeper beset by nightmares; battle-graves vomited forth their now would be no exception. A Champion who was avictor here _..,’;__-
X unquiet dead, and she-beast and mortal woman alike were greatly would be marked for greatness, and by ancient tradition become
blessed with the taint of Chaos in their birthings. All men knew master of those they vanquished. The fame of such a warlordwould =~
that a time of great portents was at hand, and rumours spread like spread throughout the Northern Wastes, and many would flack to
grassland fires of sundered prisons and baleful visitations, of great their banner in promise of the glories to come. o
3 monsters bestirred from their slumbers in the caves and mires of the :
; wastes, and of sorceries leaping eager into the minds of those with _ DEATH IN K’'DATHA - . >
E the wit to seize them. War was coming, as it had countless times Eventually three mighty armies came to make war in the shadow of

before and would do so countless times again — red war the likesof - the timeless rwisted pillars of Zanbaijin. First from the west camj'
which every Northman-be they Dolgan, Chi-An or Kharzag feels the the brazen-armoured warriors of Hakka the Aesling, his -men
calling of in their bones and cannot resist. War at the pleasure of the drawn up in brutal column, each accompanied by packs of blooﬂ_c'i;\f
Chaos Gods. crazed Gore-spawn and flayed hounds snapping at their eashes.”
From the east came Sargath the Vain, horse-lord of the Yartsak, ac
With the call to bartle tugging at their minds and souls, some wasted whose bequest the paramours of Slaanesh dmcedj&%ﬂ?:ugh

. no time in falling first upon their own, striving in bloody combat but young in years was already a legend among his peoy

to prove their worth before their tribe and their gods forthe batcles . his marauders and horse-mounted reavcrs,wcréng(,i nin mlmbc:f" 'u ;
to come. Others, tormented by dreams and visions, quested alone, and weighed down with unfiatural appetites that b rered to by
gavelling ever northward to where the world itself was ripped apart. satiated. From the south came the witch-cabal
Of these dark pilgrims, some found paths to bleak and nightmarish Arch-Sorcerer and daémon-priest, at whose bell
; shrines where they came to claim a blessing and pledge their'allegiance rocks themselyes spat forth twisted killing
to one of the Great Powers, while many merely found death. - head vultares whirled on wings of flame. A
: ~ g v . compared to the other greatet forces, th
Fecling the breath of Chaos at their neck and hearing its honeyed it fanatic acolyres and sorcerers
whispers of promises of their ascendancy and destruction in equal * numberincombar.

measure, many exalted champions and would-be warlordsacrass the . . SRS
north lands bestirred themselves for battle. For some the prospect Soon battle was joined and ¢
of fighting familiar foes and setcling ancien feuds was enoughro’ . sword, fanged maw and b
call on their savagery and spur them to action alone, while others,  “  was ed in-pr

superstitions and pious in their dark religion sought the favour ity c
of the gods by divining prophecies and the calling of daemonic
summonings for lore and guidance as to where their blow should
fall. Fickle and contradictory ate the gods of Chaos, and treacherous
their daemon-kin. For éach visiration and augury was a differenc
answer given, and for cach a different path to glory illuminated.
Yet within chis cacophony of maddeninglies, lickspittle-truths an
ing secrets, there were names and whispers that reverber:
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THE DOOM OF THE GREAT KURGAN
It was said that in ancient days, bt_'ﬁn't; even the Great Wall of
the East was raised, or hammer-banded Sigmar rose in the
verdant Lands of the Reik, that there grew in the east, beyond the
Mountains of Mourn, the mighty empire of Kurgan whose cruel
dominion covered the vast steppe lands and ranged wide — an
\ empire of swift horsemen, snarling beasts and dread sorceries that
S  struck dotim its foes swifier than any arrow, and whose warriors’
W . blades were ever-wetted with blood. So mighty was this empire
without fortress or barder that its ruler was known only as the
Great Kurgun, for bis domain was nought but an exterision of his
will. By warand conquest the Great Kurgan gathered all of that
 vast and warlike vace that bore bis name beneath bis yoke. Those
wha opposed him he crushed utterly. Those who threw themselves
prostrate before bis feet he made slaves. Only the mighty did he
deem worthy to recruit into the ranks of bis vast host, and only
before the gods of Chaos did be kneel.

With a never ending hunger for power over the steppe lands and
| their peaple, the Great Kurgan prayed to the winds of the novth,
south, east and west. He prayed to the earth and to the sky and
20 the nain. He prayed to the sun by day, and by night to the
moon andto the black moon that followed in its wake he gave up
many offerings of captives and plunder. The Great Kurgan was
wmighty, but be knew the forces that ruled the insane realms of the
Uttermost North were mighticr yet — and so in pact with them he
82 become bound, and power they had given bim, andin his due be
8 would not  falter: The Greas Kurgan had many wives, but they had
z born bim onky four sons: four brothers
who were fierce rivals for their
Jather’s favour and the glory
of conquest, sons who had
now come of age — sons
promised to the
%' Chaos Gods.

-
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* The tent-city was suddenly filled with the minions of the Dark

- sobebecame all-but-forgotten, afireside legend among the thén of
- the north. # %

k. um ' l'
. sasd that the gods bad other plans for these theiy Playthings, and "

s

One day the Great Kurgan drew bis sons to him saying, ‘My sons; 7
it has pleased the gods to give me dominion of all the lands of the %
Kurgan and far beyond. My realm runs far and my conquests have %3
been many. Mighty armies of Men, Ores and Dwarfs I have driven. § " .
before me, and I have heaped their dead in piles as high as the 7\
mountains to attest to my glory,in.the realms beyond. Never before ™ Iy
have the Kurggan known such greatness, nor such glory in battle,

and our name alone now strikes fear into the hearts of the world.’

The sons of the Great Kurgan cheered for they were eaézfto shed
the blood of their father’s enemies, whoever theylmiglbtﬁe, but at
that moment within the tent-city of the Kurgan a storm erupled,
to quell their Laughter. A harrowing wind assailed tbb"l(w?qﬂ s 53
multitude, bringing with it strange scents of blood, rot, perfume.
and scorching fire. At this omgn all cast themselves upon the . o
ground in obeisantce be they warrior, sorcerer or slave, for the
Chaos Gods were at hand, ; )

In the tent of the Great Kurgan, banners and trophies were cast
contemptuously down and the four sons were struck dumb with
Jear as their father fell to his knees knowing it was time to pay the .
heavy price that had been set by the Chaos Gods for bis gictpl;;eé'; :
Casting a bitter look upon bis precious sons bie saids Bt forenls
bargain, there is a price, and it is the gods’ pleasure to take from a
man what he most treasures, though he might not knowits value
beforeiit is too Late. And now Imust pay nly dues!’

,m"
Gods in all their endless variety. Daemons cante then, cavorting
and savage, daemons of rot and slaughter, daemons of excess indl
transformation, come to collect their due for a bargain paidiin filll~ ¥
The Greater Gods of Chaos took the Great Kurgan'ssons s from bim,

Jour souls screaming as each was transfigured with the stigmata of
each of the Great Kurgan's patrons: Khorne — Gore-clad Lord. of *

Battle, Nurgle — Corrupt Father of Plagues, Slaanesh — Prince
of Fell Pleasures and Tzeentch — the Changer of the Ways.

With his only sons taken the Great Kurgan shed no tears, but
raised up his skull-chalice in thank sgiving to his masters, even
though from that day after every victory would be 2 hollow one for
him and every pleasure would taste of ashes. The bargain complete,
the fickle gods turned their attentions elsewhere, and met the Great
Kurgan’s prayers with cold silence. Although still mighty, an ill-
omened shade now befell the Great Kurgan, andmen whispered
dark things at bis passing and warriors made offerings to the gods -
after bis shadow fell over them to avoid bis curse.

Soon, with no bloodline to follow him, intrigue and murder grew
rife among his chieftains and sorcerers, each vyingfor their oun
glory and power now bis succession was marked s ended. So it was:
that in a handfil of years did the Great Kurgan see bis vaunted
empire fall to ruin, its glory trampled into the dust. And when the
Great Kurgan finally fell, none would speak of his final fate, and /5.

But as for bis four sons, given over to the Winds of Chaos, it

v e
A

in time, each would have a fitting doom of their own.
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from the depths of the Cold Mires ~ hungering Bile Trolls, worm-

men.and hideous, nameless things dripping rot and slime. At the

head of this monstrous horde was a rotted yet living cadaver astride

a mighty Toad Dragon — a huge beast that shook the carth with

each bloated stride it took — a cadaver that called irself Tamurkhan

the Maggot Lord, servant of the God of Pestilence and father of all
 diseases, Nurgle.

THE ONSLAUGHT OF THE MAGGOT LORD
Like the other Chaos warlords, Tamurkhan had been drawn to
Kdatha by the promises of power beyond mortal imagining, Bur
 from the beginning, he amongst the four had been marked for glory
by his patron god. As Tamurkhan had set out from his foetid lair, the
Lord of Decay ~ the great and pestilential god Nurgle himself had
sent forth a dark and noxious storm thar howled and screamed before
the rancid column of beasts and half-men he commanded, carrying
the certain promise of death and ruin to follow. Whilst the moon
5 had dwindled in the night sky the horde of Tamurkhan wound ever
E - westward towards blasted K'darha where battle already raged. Drawn
in his wake were many fierce warriors who owed fealty to the corrupt
Father of Plagues, heedless of loyalry to tribe or warband, so highly
blessed in Father Nurgle’s favour Tamurkhan clearly was. From all the
- domains of the north lands, champions of decay clamoured to the
cavalcade of their new master and soon names already legend for the
desolation they had wrough such as Kayzk the Befouled, master of
anorder of corrupt and rotted Chaos Knights, and the dragon-rider,
Orhbal Vipergur, came to pledge to him their filth-stained blades
, inallegiance. With every great warrior of renown came also 2 host
of lesser fighters, tribesmen and sub-human dregs in profusion, and
in places known for pestilence and corruption so many flocked to
join the horde of Tamurkhan that where they marched the land was
empticd by the cry to war. Most of those who rallied to the ragged
banners of Nurgle u}crc/alrcady marked by the rank favours of their
patron lord, the god of plague and some were 50 corrupted by disease
and disfiguremeh, they were barely recognisable as the broken

semnants of men, yet all were eager to serve in their fashion.

Tamurkhan's coming to blasted K'datha was heralded by dark signs
and portents, and éven as his mouldering host mounted the passes to
the plarcau, the dead of batele that littered fallen Zanbaijin started to
shudder and seethe with unholy life — not though the dark animation
of necromancy, bur with huge, bloated carrion flies that had bred in

. ‘the rorred organs of the dead. The juddering corpses now burst forth

in a hateful, biting swatm to cloud the skies in sickly clouds and £l

the fallen city with their murmurous wing-beats. With this foul omen

iw}d, the witch-cult of Urak Soulban

M1 THE TRIBES OF CHAOS™ =~ :
The vast anddemlate:teppehyzdivid'“ﬂb 7
& north are, despite their bleak and barre pe
‘ol uninhabited. In addition to the scattered tribes
trolls and all manner of strange beasts and uny
they are first and foremost home to ot 2
clans and tribes of humans known chiefly in the Old World
as the Marauders of Chaos. These are afierce, warlike people,
and although there exists marked differences in appearance
and culture between their individual tribes, they are without
exception savage-hearted and touched by Chaos, both in by
soul. Only the strong prosper amongst their kind as war, ;
and the continuous danger of living so close to the literal edge of
Chaos take their toll and winnow out the weak and.  foolish early
on. Raised to survive in this harsh environment, there is ng I;ym
nor woman of the northern tribes that reaches adulthood without
having become inured to violence and horror, and. who is not ¢
Jully prepared and skilled enough to take another’s life, ither for
gain, honour or the glory of the Chaos Gods. To them thefolkof
the southern lands are weak and self-deluded wretches who place
value in petty godlings and follies of stone that they believe will
protect them from the ing storm. The folk of other
lands are to them nothing but snivelling cowards who kneelto
their masters — not to the strong by right of arms — but because
they are little more than cattle, slaves in their souls to theirsoft
“priests and the demands of their grasping liar kings and lords,
and therefore deserve no better than to be crushed by the strong.

T the tribes of the north, be they of the raven-haired Kisrgan, the
pale-skinned Norscans or the lithe Hung, power and might is
and that aman or woman may carve such a legend for themselves
that they may be remembered in story and gain the favour of the
Dark Gods is their greatest desire. Beyond the often tenuous links

of tribal affiliation, family and bloodline, they have little concept
of allegiance to state or nation, and certainly no loyalty save that
which they have given freely to a warlord or champion. .
ties are strengthened only through victory and clear sign e

Savour of the gods, and will swifily evaporate'if they are '
or if their commander shows any sign of weakness.

their own tribal groups, they will often fight to
¥ slights to their honour, petty ins ‘b
§ . — orsimply to test and prove their martial

nomadic people, who care little for borders,
they want from other lands if they
it by longship raids in the case of the
hooves as their tribes ride into battle,
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Here in the north, in the shadowed Lmds that lie within the grasp armies numbering in the thousands and even tens of thousands,
of the Realm of Chaos, the dark and ruinous Gods of ( “haos, and Solding within theiy ranks Giants, Trolls, Ogres and ather beasts
2 * the sanity-blasting, flesh-warping influence of raw magic is as real too singulay and horrific to have a common name. In dping so

)
and accepted 4 force in men’s lives as wind and vain, birth and death they may fovge a force strong enough to clm//mgc theveéry existence qt .
T — they are both undeniable and indefatigable. To live under their of the empires of the Old World. Then they pour down fromthe |

3 . gazeisto know the world remade anew iri nightiare at the whim north ta thyeaten every land and realm, bringing with them raw ’ ,.
i 'pf daemons, and to see all sense of permanency or control swept m.u/ncs:lnnd merciless destruction in dlcatvks some scholars know
aside to satiate the appetites of the Chaos Gods and their myriad ' \as the Great Incursions which occur when the power of Chaos w
petty rivalries and insidious games, played out with Mankind } ‘  Strong. Yet.ven for these fer chosen sons apd daughters the pa
as their favoured and vhicf gaming pieces. Confronted with such | 1 '. \a tho bone, for while cach may dream of gumingtln (,hzws
malign omniporence, the tribes of the north are both fearfil and - Gods’| ulmm}rp and mrcpl‘{gxﬁ —= lmﬂlbftdllly iHthe incarnation
devont, and seékto propitiate and gain the favour of the gods with ofa Daemon iwme % sostwill mccwnhto a gbrmm ﬂeatbm
appropriate sacrifices and deeds carried out in theiy honour, so lmttletzml d«gr}manon‘or boen, W4 LA A
.. 1o gaiy their favour or at least mollify their spite. In doing so, the bétmyrtl by tl)czr l)wn " v !
strength of their belief and emotions complete the circle and sustain
the Chaos Gods in power.

gS= S

| Ihe vast majority of those men and women live and rlxc
undcr the shadow of Chaos worship and revere each qf
the four greater powers: Khorne, Nurgle, Slaanesh and
* Tzeentch in turn, as well as lesser and more numerass
! daemons and spirits of Chaos to whom they have cornmectio
by bloodline, history, pact or place. T busly might a wap'zor
: pr.zy to Khorne the Blood God for prowess and victory in
baitle, offer up sacrifices to Nurgle the Desolate One
in time of famine or plague or to afflict their enemies,*
: Slaanesh the Decadent for plunder and for fulsome
" feasting and celebration in victory, and to Tzeentch for
1 cunning and that the rage of storm and sea might submit
to their will. Every facet of the world and life belongs
in some way to one of the Gods of Chaos, and there
are many among the tribes of the north who account it
suicidal folly to spurn one of the Great Powers their due.
Tbereare however some who claim the patronage of a single
Chaos God, disavowing worship of all others in the name of a
single, supreme master, and in return — and should their hellish
' ) divinity find them worthy — zhey niay be granited the boon of an
: by pact which emp s and harnesses but the merest shiver of
their god’s might and nature, but this alone is enough to set them
- apartfrom other men in strength and unnatriral. abilities. Suchia
- pactis aperilous one for as poweris gwm; s0 100 i great risk, and
ibt dark path of such devotiontan lead to the warrior being entirely
xomumed body and soul, either becoming little move than a hollow
~ extension of Chaos’s immortal will oﬂ;b_)umzlly devolving into a
ﬂ W mmdless spawn; :

o R T i e

and god SWOTN WaArriors

and conquerors whosé burning désire for dominion
i.c ﬁulled and amplified by the mfrwrtal [ frerysis
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' At the height of the battle the skies were rent open and foul,
and caustic rain fell in great sheets, At the tainted rain's
touch the flesh of the dead petrified and ran like melting

wax, and open wounds festered as the vanguards of the three
great warlords met in battle at.the plaza's centre, The proud :
and vu ious steeds of the Yurtsak marauders weré soon mired
and lamed as obscene tendrils of rancid liquid rose up to
drag them to drown within the horrific mass, as the horde of
Tamurkhan smashed into their flank with shattering force:
The embattled combatants turned and gounter-attacked
this new enemy, and pox-scarred madmen screamed their :
misery and joy as they fell while bloated daemons droned
the count of the dead and the dying. Sargath’s-swoin
sorcerers ruxpundvd with twisting enchantments of their -,
own, searing the oncoming plague-beasts with pavaries of
coruscating encrgy, blinding and misleading its warriors with
murderous illusions. But all was in vain as the disordered
lines of Sargath’s marauders and cavalry — caught in place
and robbed of the advantage of mobility — crumbled

before the implacable tide of rot and terror before them;
while Sargath’s most powerful troops. His mutant Forsaken,
were caught between the onslaught of Kayzk the Befouled's
Chaos knights on one side and the frenzied flayed-hounds
of Hakka's forces who had been driven utterly insane by,

the corrosive rain and dwmmng‘ flies, on the other. \LLIHE

the tide of battle turned against him, Sargath, his prid

stung and his rage uncontrollable at the prospéct of defsar,

charged his own bodyguard of Chaos knights at the heart
of Tamurkhan’s forces, calling for the head of the one w lm
had so'insulted him with the ‘presumption’ of the ttdek.oft

Slaanesh’s favoured son.

- I{i'\ '\Vhll‘C Cll.lln(”(d armour \PLIHL’I'CL] W i[h i)i()()d JH\I
lll]ll\k‘lllh)l]dl)‘(‘ “Illh. S.ll'g.’\[h, \\'ht)\L‘ hl‘llilf'ﬁki” was IC‘L"CH(],

hacked and slew his way to face his new enemy. With his

narrow rune-blade — as sharp as sin — slicing through
rusted armour and decayed neck alike, he carved his way to
face Tamurkhan directly. Arrogant and scorning the forces
that sutrounded him, Sargath, Prince of Chaos poured
insults upon the withered figure that slumped bonelessly
atop the vast hulking beast before him. The Toad Dragon
Bubebolos was the size of a tower house, its armoured bulk
already scored and scratched with dozens of wounds that had
d(‘)”k‘ nuthi“g to Sl()[‘ 1ts I"”nl)JgC. W h]IC i[\ gl‘c.l[ Cld\\".\ were
clotted with the crimson gore of scores of victims caught

in its path. The rotted figure atop the monster spat back its
own taunts in reply, and at the slightest gesture of command,
Bubebolos reared up and opened its vast and reeking maw
wide. But even as the Toad Dragon unleashed a blast of
llll\p(.‘.lk.ll\lc l‘()ll]”(‘\\ l‘l()]n l(,\ gdping “\()U(]I. [hC |n])l“n.lnly
liche Sargath leapt from the back of his Chaos steed and high
Into (Il(.' alr, as a mere ill\[‘llll [allCl', hi\ f‘nl‘lncl' mount was
liquefied into screaming, necrotic ooze. Sargath’s leap took
him to the very head of the beast itself, and his once-white
armour rusted in the backwash of Bubebolos’ vile breath, bue
he had found his purchase on the Toad Dragon’s horn. With:
a cry of triumph Sargath swung himself upwards ar the * Toad
Dragon’s rider, and with the speed of a striking serpent sunk
his rune blade deep into Tamurkhan’s heart. Tamurkhan
merely laughed and Sargath’s howl of triumph was ehoked off



as the withered cadaver before him squirmed, bulged and split open
like rotten fruit, and Tamurkhan’s true form was revealed. A child-
sized maggor, streaked with greyish slime, its multifaceted black eyes
glittering, pulsed and leapt at the exposed throat-picce of Sargath’s
- armour, tearing it aside and boring deep into the perfumed flesh

beneath. The maggot’s fatted body writhed and twisted obscenely
as it pushed its way behind Sargath’s rib cage which splintered
and cracked, the maggot-thing devouring and boring ever deeper

" into the living organs within. The Champion of Slaanesh’s body
fell limply into the foetid mire of the battlefield, and when it rose
again, Bubebolos bellowed in deafening exaltation and the servants

" of decay gibbered and capered in bleak joy, as Tamurkhan, newly
ﬂcshcd mounted again his war beast.

The heart ripped from them by their master’s defeat, Sargath’s

. marauders fell into full and panicked retreat and hundreds were

- cut down, caught berween the braying beasts and madmen of
Tamurkhan’s forces, freshly invigorated by their master’s triumph,
and the tireless blades of the Aesling’s blood-worshippers at their
backs. Many hundreds more escaped, calling upon their god for
deliverance, flecing down the crazed and pillared paths of the fallen
city and becoming swallowed up by the labyrinth. Hakka himself,

_ now vastly outnumbered and out matched committed his own soul
and the souls of his followers to Khorne, and hurled himselfand his
bodyguard into the thick of Tamurkhan’s bestial vanguard. At this
sundering charge of savage fury, the battle-line of Nurgle’s children
wavered but did not break, and as the weight of the forces against
them pressed down, Hakka the Aesling was swept apart from those
about him by the tide of battle, and despite the whirlwind fury of his
twin-axes, he was soon torn apart by the grasping claws of Bile Trolls,
his body so shredded and devoured that no part of him could be
found for trophy after the battle. With victory in Tamurkhan’s grasp,
the skies were rent with sickly green lightning and the foul rain fell
in a grear downpour; tainiting the dead stones of Zanbaijin with filth,

. and the sound of the great storm’s thunder carried with it the bleak

' cchou of Father Nurgle’s laughter.

Tamutkhan prodaxmcd his victory to the gods from a mound of
heaped and rotting dead as the banners of the vanquished were
cast down at his feet. Before all he cried our his name and lincage,
W daxmmg to be the twisted son of the Great Kurgan of old returned
tp his savage birthright to slay and conquer. He praised Father
4 ‘Nurglc had brought him his blessings and declared his intention to
claim the Throne of Chaos for his own.
ﬁ:ﬁ?pof conquest, the surviving warband lcadcts arid Chaos
ans vowed him their fealty in battle — so long as he bought
victories they would follow him. Amongst them were many
chis moment, had considered themselves implacable
enemies = rivals for mortal power and divine favour, bitter foes
“5} who would rather pcrlsh than make common cause, Yeteven these
;gwp to fight as one in the name of Tamurkhan the Maggot Lord,
: g to lay their feuds aside for che while at least. News of

Vs great victory spread, and soon the sons of the memuder :

ndering killcrs, unspeakable horrors and power-hungry
an to flock to his banner as hé departed from the charnel-
mxm of ! Zanbal;ln and headed again northward. In this.

horde grew cach day tramped across the steppe
knqw-mppcd Altayan Hllls and

THE GAMBIT OF THE FAITHLESS ONI

By the time that the moon had grown full and eb
horde’s column of march stretched almost fr

and the flies and carrion crows clung abot

Those that wete cleaved close to Tamurkh:

the great horde, while those that kept divine fﬁ}d ies
or kcpt no single god formcd parasite Coluim‘is

Dolgan. The Dolgan were one of the largest and most powctfntof
all the nations of the Kurgan peoples; renowned for their act
nature and insular hatred of other Northmen. Tamurkhan desi
greatly to bring these warriors into his cause, and particularly to ad
to his host the powerful war mammoths they were famed to .
into battle — huge creatures able to trample legions of lesser troop
underfoot and serve as living siege engines should the need arise.

The overlord of the Dolgan tribes at that hour was the infamous
sorcerer Sayl the Faithless, a malformed and treacherous creature
whose many betrayals, murders and atrocities were as famed as his
great powers as a seer and battle-wizard. Sayl had not been deafto
the tales that had already reached the Dolgan lands of'l'amutihans
victory and the favour the Chaos Gods had shown the Maggor
Lord, and the size of the host he had already amassed to hlsbanneg‘
Having foreseen Tamurkhan’s coming in the entrails of sacrifices,
the scheming sorcerer sought not to meet the oncoming hor

-head on, for in that he saw at best a costly victory and mm'c]ﬁely ;
‘bitter defear, but instead to use Tamurkhan's ascendancy to his

own advantage in some way. Despised by much of his own Pcopk,
Sayl’s grip on power among the Dolgan was a tenuous one and

was beset on all sides by-many enemies, both within and without
the Dolgan tribes, Sayl cunningly used his influence to send
many of those who he suspected of disloyalty to harass and delay
Tamurkhan’s horde, and in doing so consigned them to their doom.

£

- Then, instead of meeting the horde in open battle as they ravaged

across the Dolgan heartland, Sayl opted instead to parlay from a

~ position of strength with the full incention of )oxmnghisﬁmmm

those of Tamurkhan, at least as long as it proved expcdx 5
so. Tamurkhan was eager to oblige this ‘alliance; and wh\k&yf, e
pledged no oath of loyalty only comradeship and common c}me;
Tamurkhan was satisfied that his goals¥Were met, and his ‘
notbeen squandered to gain what he wanted. In ﬂ"ushu’gam

ac first confident that he had gotten the better of the bargain, soon:
found himself caught within his own web of scheming, for while
had assumed Tamurkhan’s intention was to lead his ho

_ crashing actack against the southern lands direcely (as |
.. wont of many of the prior incursions of Chaos), thus
-~ toshare in the glory and plunder and return soon in

Dolgan — he soon learned that Tamurklun had oth

plans in mind.
‘ <

and the Empxre, Tamutkhan led his he ndg* -
the tens of thousands with the add :
 pledged to the cause — ever nonh‘”‘

‘harsh climammd ho







gods themselves. Such fears at least proved unfounded when, like
a great serpent coiling in the dust, Tamurkhan turned the column
north-eastwards; and those versed in the dark lore of the Plague God
soon divined where Tamurkhan was headed: a place of nightmare
and legend to rival any in the Cha tes — the Gallows Tree
THE EDGE OF DARKNESS
. The Gallows Tree was a warped and horrific entity in its own right.
Its tangled limbs were coiled and spread as if distorted in pain, and
held high above a rot-strewn swamp of vine-choked thorns, looming
higher than a temple’s steeple above the desolate wastes. Foul and
unutterable things dwelt beneath its canopy and crawled th rough the
filthy loam beneath. The tree was also a living gateway to the horrors
beyond, and it was said that deep within its putrescent depths dwelt
an unclean hag-dacmon, shunned even by her own kind, who would
bestow hidden secrets and dark prophecy.on those who pleased
her. Those however who failed to meet her standards of noisome

devotion to Father Nurgle ended their time as grisly adornments
hanginig from the boughs of the great tree above, food for maggots
and crows alike — after they had been subjected to a fate more
terrible than a sane mind could conceive of by chefag-daemon first.

and insane disciples of Nusgle \x‘vou‘gdr
- Bamuckhan alone thavbraved.che

Gallows Tree and stepped within. Left under the nominal command
of Kayzk the Befouled, the nascent war host arrayed itself across the
plain to await the judgement of the gods, isolating itself into wary
camps, distrusting of their neighbours, even while brought together
in divinely ordained cause, Long days passed, and while the horde
remained encamped in the wastes, with the black and many-hued
nce from the Realm of Chaos rending the distant skies
above them, the host’s numbers continued to swell with warriors
keen ro taste battle and savour the rewards of victory. Some came
from as far away as the lands of the Gharhar in the north and of the
Avags in the east, while dozens of renowned Champions of Chaos

STtorm ras

born of many races, some from far beyond the wastes were led to the
camp by strange visions and whispered promises.

As the days went on Sayl, seeking to establish himself as a power

in the horde, sent parties of Dolgan horsemen roaming the wastes,
gathering together such reinforcements as they could, as well as
stealing the lion’s share of the forage available in the windswept and
desolate land about them. Soon piquet forces needed to be sent out
by the various warlords of the host to guard against attack by the
warlike Dragon Ogres and other creatures that lived in the high
mountains nearby, although sometimes when their parties failed to
recutnythey rightly suspected each other rather than the appetites of
the denizens of the wastes as the cause of their demise. Despite these
privations, overall the horde rested and grew stronger as it awaited
the return of Tamtrkhan. But as its master’s absence dragged on into




the horde grew restive and ever hungrier with nought but erstwhile
allies on which to dine, and both growing acrimony between
disparate factions and other, more mundane dangers threateéned to
undo the horde before it eyersaw a foreign land to ravage. Soon,
what wells could be dug in the barten land had become so foul and
/" exhausted that there threatenied i dgnominiousdeath from thirse for
‘many if the delay carried on.: :

When Tamurkhan at last returned from within the stygian depths of
the Gallows Tree, it was to the immediate rejoicing of the devotees
of Nurgle within the horde, and the wary respect of those who
shared the goal of conquest rather than Tamurkhan's faith. All could
plainly see that the Maggot Lord had been marked by the Chaos
gods such was his transformation.

It is said chat time may flow differently for a mortal who steps foot in
the beyond, that it may rush by like a river in flood, or trickle slowly
like blood from a wound that will not close, and for Tamutkhan it
seemed at least, his sojourn had ravaged Sargaths once handsome
features as if a lifetime of befouled degradation had passéd by. His
eyes were now sunken luminous orbs which shed a sickly, greenish
light, while Sargath’s once glcammt, armour was now a mass of’ pxttc.d
cortosion and was swarming with bloated parasites. Nor had he
returned empty handed for wif
-uponsvhich were graven the tili@hames of dacmons and monstrous

'
L

“near a moon’s passage in time, the monstrous and bestial members of

im he bore rancid scrolls of powel

~~

i
creatutes in shifting, blighted seripr and a huge, filth-stained
amphora in which festered the poisoned waters of Nurgle’s
hellish domain.

Upon his recurn, Tamurkhan ser about gathering together a score. N
of the most powetful champions and sorcerers in the horde in awar
council in order to share with them the revelations he had been given.
and plan the'horde’s march to conquest. Sargath’s honeyed voice fiud
been transfigured to no moré than a guteural rasp since Tamurkhan®
had taken the Chaos princeling fora host but it had lost none of igs?
power, and indeed fired by Tamurkhan's overwhelming : arrogance
and self-belicf, he held his audience of warlords and dark magi all * :
but spellbound for many hours, Tamurkhan declared once more his %l
desire for what the legendsof the wastes referred tdas the Throne of
Chaos’ — dominion over the mortal world upon a heaped mountain
of bodies which if won, would buy such favour from the Chiaos gods
that immortality and ascendancy to the ranks of the archi-dacmons

of Chaos was certain reward. Tamurkhan meant to claifn the Thromne
of Chaos for himself, andso: surpass the deeds of his father, the Grear
Kurgan, in glory and destruction: He declared thar those shar went
with him upon this sacred war would know bactle and renown agin ;
the greatest sagas of the wastés, a thousand, thousand lives pesisiing * %
before their blades in unholy prayer to the Dark Gods and theie ;
names and deeds carved into the skin of the world for the poweRs
lu)un(l to see In the dwdlm;,uhhg hag-daemon he had lmn




he mire of wnspeakable filth sirged and spbettered and from wvithin its vaneid depths ssmething
sfice thongh the compucted moss 8f viteing Limbs, writhing gvave wirms mud pitrescent fidbiess.
A Aguaﬂing chetch f saw-grivoned Nowrglings skittered from their perch as gn’(u—métr?rfcm/ ribeage M
Wit ﬁfiﬂﬁ/{gﬂ{ ﬁy wnu’tfliug which broke free from the filth beneath it. n wrm clad in viusted metal spearved u;) Dty
sindl gining prerchise n an wovrecspnisable cartass. o immense, leprons hand snatched diwn from above snd hasled
Simere which broke free from the sucking filth and st it dywn in the dead briars aling the bk of the mire.

Tmakhan's mind veeled, and he spened his stslen hongs 5 the woxisnes fromes that esnstitsted the wiv-in Noargle's Dleak

Althsugh what he had becsme was firr frim Foeman he wias still morvtal, even as he vide sne stslen body after ansther; and this
smewhere in the Reulm of Cliass itsclf was an anathenss 3 sense sond sanity, sand were he nst ulveady blessed by the Tuther of

e windd hatve been destroyed in meve moments. Even-with all his gifts he had barely srvived the passage t reach this place —this
 purdise 8 9t — where the incessant droning of the tally sf the souls dead 8f plague i the mortul wirld moermered snd veverberuted,
. prnctated by the dull crduking and bellywed screams § Fromumenble lirrsrs. He had fnshts strgsled nnd setfered; time hud sipp
< X fomhim and his flesh had bsiled from fever o feast fior parasites that seamg and pissled in his prctrescent brovin as theyy devirered
{ frim awithin, bt he hatd endored and proved himself worthy, He was here,

A vbice rasped absve Jrim, clstted and thick, cloying and rasping all at-nee. “Hre we readly, my preties? Are we prepared? Ts the
aanddvim f pestilence bbbling? Are the maggsts wriggling? And what s woy derlivg... my fovrite. . my bewetifid big”
[ A gwat shadiy lismed syer him in the somuttral briwn snd grey lisht that dimly cloaked this rean beysnd the mirid sphere.

mather, Ihave come.. vietsry... mine.” Tyokhan managed t work the worfamilinr flesh of his mirth and thriat, sp
le clsdls of ford matter s he did 35 2
V ert%rélmn One’s conilersies mowth, wider than a chirch dosy; split spen in a grin and she langhed, spilling tides 3 3
s her corpulent k. Her mivth jsined from all arind by screcching, prsling daembnic véices,

“Aoud 35 yon howve my dear, and 15 yon have! Sh, it sadldens me t think of my beantifd sne hidden masy in that bag of skin.”

: “‘ﬁt])rl'}!hrgk/ * uwled Toomakhan, almsst driok on ﬁ}rﬁvul VapouTS that emunated fn’m the nifl}m/plrijl} Duemon that
sver his snpine form, * Ty me, ten thonsand sonls have T sent for yoer tally, a hondbred wells  have piissned with fileh,
- champions of those whs world pit themaelyes before yon T have slain.”
- Fush Tannokhn, Insh pestilent sin., Remember,” chided the Greater Daemsn wagsling her finper at the magsst, "Nm‘gic
 She trned abtit and sproad tree-tronk sized arms wide. “Noargle loves all i lieele childvew... liis pretties. . his pets. Snd
Bless yyo all! Bless yon alll” As d'[l(’irfk the whele cavaleade I)rvlq" inth rl'(t)r/u 5f bnsngimg aned mecyin. Lift?( Mﬂglf@*
- wid simpered byer the abyndant bidiy 8f the Daemim, Lapping at the pus thit fliwed from her tpen ssres, while daems
- ayirted wnd wisshayed Plagne Tinds jromped and brayed with mindless enthsiasm. e
“Thave scen...” Tamrkhan swhispered, almsst overeme, *...the mighty city of marble and smike, the shorttered w
utions, the fires sf the Hirmed Dikoness, the throne.... the thrine of Chass.” e
%MM. " the Prc-mother choveled, “...if yonwold claim the thrime, become as s, yn ks whatt yine must:

ctrerge wpin the wirld Timokhun, s onstoppable plage of micsele snd bime yer war-hdit mist be, a sprea
consmmes ll before it with a thiwsnd, thiusand inin tecth and which leaves withing bict fitmine and destruction

be 8, Timerkhan whispered as e wis tenderly athered wp in the st ynzrendws limbs cond leiel b
me yono fiovsr:snd J shall shater the city 4f Magwna the Pions, and all shedl be made desdleate e n




o 1 N

# 4

made real by the will to make it so; he had foreseén a mighty host
of Chaos, as numberless as a locust swarm covering the mountains
and fallen cities of the dead titans like a spreading contagion. He
had scen might); giants bow down before him in homage and the
| fires and hellish forges of Zharr beating out his name. He had seen
the countless dead in their wake as a forest of spitted corpses, and
2 / * gérdant plain and barren waste alike watered in blood, and mighty
' \11‘ | givers dimmed by the bloated carcasses of the fallen — and found it
i leasing, Above all else in his dark communion he had seen a great
ity of iron and marble torn down, its walls crumbling into dust, fire
nu'ming throughvigs streets like water in flood. It would be here that
the skies would open for him, boiling away all that was wholesome
into pus-yellow and cancerous black, and he would be transfigured
in glory. The city'he knew, though he had neverlaid eyesupon it, for

*itlived and breathed in the tales of the Kurgan; it wasa city in the
‘heartof the domain of the old enemy — of thrice-damned Sigmar’s
- empire:Although none of those gathered in the horde — not least of
- all Tamurkhan himself, had ever set foor within the Empire of men;
all knéw of it in story and oft-repeated legend. It had been a place of
2T * greatand glorious battle for many generations, and many a.powerful
warlord had writ his saga there or died in the attempr. Tt was a land
of deep forests and mighty cities, the size and strength of which
could barely-be conceived of by the men of the North to.whom such
things were an anathema given their nomadic, bellicose culture, their
closest point of reference being the ancient ruins, such as Zanbaijin,
sthat lay here and there abour the shifting landscape of the wastes.
“Tamurkhan knew however that mere numbers and warlike strength
" alonc had not been enough to crush the Empire in the past, for it
* wasa realm of steel and wizardry, blasting fire and-bleak castles, They
had long withstood the plethora of enemies that surrounded it and
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* _fecalent warriors band together, shunned by their fellows,

looked upon it with envious eyes. No matter his own arrogance and -
hubris, Tamurkhan judged that to wrest this great prize for the glory
of Chaos, he would need to match Sigmar’s heirs power-for-power,
He would need to counter their strong walls and towering fortresses
with unholy and unstoppable engines of war, and overwhelm their
vaunted black powder and battle wizardry with great bedsts and '
savage daemons to whom such things were a meredistraction. Then
would the suivcrinr martial skill and battle-lust of the scions of Chaos
prove ascendant. Then would the Dark Gods’ will be done and the
Empire would be drowned in a sea 6f its own blood. Tamurkhan’s
plan of attack therefore would be an indirect one. He would not, +

as had so many Chaos lords of the past, assail the Empire from its
north-eastern border, through Kisley and the strongest and most
well-tried defences of the realm. Instead, as his visions foretold, his
host would travel the length of the Mountains of Mourn, crushing
allin their path and lining their way with charnel montiments to the
Chaos Gods. From there they would then cross the Dark Lands and
join with the forces of the Fire Lords of Zharr. They would cross the
mountains and rip up into the Empire from the southy like a dagger
striking at the heart up through the belly where the flesh was s6ft and
weak. The journey would be long, but glorious in souls, battle and
plunder, Tamurkhan promised the warlords gathered before him, the -
weak would perish along the way, and the strong be made stronger;
tempered by battle and blessed by the Dark Gods for their victories-
and the'carnage inflicted in their name. A great'roar of triumph and
anticipation of the glory to come went up from the host, as each

*" tenewed their pledge of fealty to Tamurkhan while the Chaos Gods

favoured him. Only Sayl, withdrawn in the shadows rémainedasilent,
the Faithless One keeping his own council.
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THE CHOSEN OF NURGLE
The warriors and champions of the Lord of Plagues are
dreadful and nightmarish to behold. As well as being
skilled and powerful fighters, Father Nurgle is never
parsimonious in bestowing upon them bis gifis: gifts

of horrific corruption and bodily tornient, aguesand
morbidities, diseases and poxes without number or cure.
Though their flesh may fester and warp, and their bodies
bloatand'splitopen like rotting carcasses left abandoned
under a merciless sun, the chosen of Nurgle live impossibly
on; their agonies sublimated and their broken bodies

invigorated bythe power of their foul god. These foul and

Jorming noisome warbands led by the styongest and most
horrifically blessed among them and seek out the enemies of 0
_their dark god. Their armour, cruelly barbed weapons and
threshing flails are rusted but are as unnatu\mll_y sturdy as

their masters.

Nurgle’s chosen are brutal opponents, uncaring of further
injuries inflicted to bodies already beset with suppurating
wounds and skin, and when this bleak brotherbood takes
to the freld of battle, a foul pestilence and carrion reek goes

with them; foretelling the. doom which they seek to bringto -
allin the service of decay and eternal rot. 2V
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here are more forces which govern the mortal world

than mere intractable nature and reason, for the Winds
of Magic hold dominion over all, and magic is Chaos.
So great was the horde, so dark the souls and bloody
their intent that the invisible breath of magic was drawn to

- them, and found form in their collective desire. Soitw

as that time
5 and distance began to twist and blister in the barren stone lands

where there was no will but the will of the horde, and within a
single moon’s passing, they had devoured a span of many hundreds
of léagues, leaving it desolate and ashen in their wake, scoured of
life and with none bur the rot-glutted carrion vultures that circled
above to witness their passing. Hard by the north-eastern edge of
the Shardback Mountains, where the rust-red hills rose for many
leagues the horde of Tamurkhan faced its first true battle. Here the
feared Orcs of the Withered Eye, frenzied and primitive, tainted
by warpstone dust and shunned even by their own kind for their
wanton savagery, stood before the horde, Unafraid although vastly
outnumbered, thé hulking greenskins streamed from the hills, their
obsidian axes held high, braying and howling in their battle-lust,

The Seonring sf the Stone Lomiin

their malformed boars grunting and snarling in bloodlust while their
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shaman spat curses from behind crude copper masks. The Ore tribe
and Tamurkhan’s Marauder vanguard met in a single greac annihilating 25
clash and all was butchery and bloodshed. Barbed black-iron spears .
pierced Orc-hide, clouds of crude fletched arraws felled rank after. 8
rank of snarling warriors and screaming horses as fu;’); was met with
fury. Torn from the air, Gul Grog, the Ore warboss that was master . G
over the Withered Eye tribe and his ravaged wyvern mounc fell like a ol 3
tatcered comet to the ground, streaming a trail of ichor, rent asunder 55
by the iron claws of Corrasun, the Chaos Dragon of Orhbal Vipergur, ~
and as their leader was smashed apart oni the rocks, the Ores wavered 5
and faltered, just as Tamurkhan led the warriors of the main column
into the fray. Like a storm-tide, the horde washed over the Orcs and
ground them into the stony dust, and they were but the firse of many
armies to be destroyed by the horde of the Maggot Lord. Their battle
won, the horde set upon the bodies of the fallen greenskins, The Ore
flesh was tough and foul, but welcome, and the horde cast down the
rough-hewn idols of the twin Orc gods of Gork and Mork and raised
up huge mounds of clean-picked carcasses in their place, capped
with icons'and symbols dedicating the slaughter to the Dark Gods of
Chaos, and there was much rejoicing in the horde. After the horde’s
passing through the region, Tamurkhan'’s pestilential acolytes poisoned
and tainted the wells with their own flth, thus ensuring death to any
that drank from them in times to come.

5

DOOM AT ASHSHAIR
The great horde carved its scourging path down along the eastern
flank of the great range of mountains, journeying further south
than any within it had ever seen. Laying all before it unto waste,
the horde pressed ever onwards at the urgings of itstainted master
who shouted rasping exhortations to his followers from atop his
colossal mount. Beneath the fabled hanging ruins of many storied
Urgrihe they passed — the rubble of the shattered towers of the
Fortress of the Dawning of the World, circling and crashing together
above their heads, while the cerulean lightning played between
the broken sky-ruins in an endless dance of insane destruction.

. The horde carried on into the thorn-thick foothills of Shem’ash,

where crooked-backed and goatish Beastmen and their grotesque 5
Minotaur kin slunk from the dark places and fell in wich the horde. = =
The Bray-shaman and Gor-chiefs of these twisted children of Chaos, ;,"

long bitter enemies of both the Ogre ‘K\l“dqms of the mountains

THE CHILDREN OF CHAOS ‘
Beastmen’ is a collective term given by the people of the Old
World to several related breeds of bestial mutants that hatnt the
dark places of the wild. Tivisted hybrid mockeries of man and
animal, they are creatures born of Chaos in whose nature all
that is brutal and [ foul is concentrated and. amplified into feral .
savagery. Thick-witted, but cunning, tbdrcnnb, s bo’?dk# )\
and Ibc'y live short, violent and vicious lives as id )
despoilers, gathering together in rough tribes known commonly
as Brayberds or Warberds to plunder and despoil under the
leadership of the strongest amongst Mum ‘ & :
well as including the comm e of Beastmen wa

Gors as they are known.

Minotaurs, massive de-bnngq
the Dark Gods, winged. s st
manner of other




: sﬁu&hﬁ tthg‘td) bﬁ}\cir encmies as
t the gods called to Tamurkhan and
Instead the Beastmen were swept

i gath,
A mc.butjupndion any chance to raid
forcc of the hordc

g\mtht Tow:r of Ashsha:r, awatchtower and
the Stone Lands. Long had Sayl heard
men bcyond the Great Bastion and he

- secrets. Choosing to seck his own ‘path for

wers in an assault against thern.

e T ——nthmgasmuchofmagxégstonc—sat
n d[but unassailable upon a jagged promontory of rock
he ancient Silk Road that lcd fmm the gates of chc

Empcror surveyed r.hc great road and kcpt watch

portents of woe and threats from dlS[a.nt lands, and so

M&mod of the terrors arrayed against them. The
ofdwE:st,oad\ -sworn and stalwart, stood firm behind

the tower, lined as thcy were with snarling-mouthed bronze
and deadly stone-fleshed temple dogs and crow-men, ready
the foe in their granite claws. Wary of the arts and devices
unfamiliar enemy, Sayl's twisted tongue worked upon the
ins of the Beastmen and convinced them to commence the
with a night attack — a tactic at which they were expert and *
ited. The Faithless One’s own forces, notably including a
war mammoths he had worked loose from the main column
dxcamck. he planned to keep in reserve until a gap in the
cs was breached for them to cxplont

n dmbtgmnmgthc atrack went awry for the forces of Chaos, -
the braying, savage tide of Gors and Ungors, Minotaurs and
oS erupted from the darkness, thc skies above them were riven
2 by sxploﬁon‘s of lambent green and fce white light as enchanted
s turned thie night into a rippling phantasm of spectral
es which turned and roared in crazed display. Cannon spat forth
ofbronze javelins which showered through the onrushing
nen, accompanied by wave dfterwave of barbed crossbow bolts
vhich felled hundreds in miere moments. The fury of the Beasts of
s however did nor falter, and within minutes the barbarous
loplng and running with phenomenal speed had reached the
ol wall, and spurred on by the whips and cries of their Beastlords
Br&y Shaman, scores began to scale the high wall of the outer
ton, cheir clawed hands and crude picks finding purchase,
~ﬂ!gthm:cd by.the sudden rampant growth of twisted black vines
tated by the incantations of the shaman. At the outer gate,
18, multi-armed Ghorgon pounded ar the gates with petrified
(s a5 hard as iron, only to fall back maimed and dyingas
—‘Bloodcd Shugeugan hurlgd blasts of white fire and blizzards
urderous lcc-shmﬂs agamst them. Heedless of theit losses,

ors of t:he East stood their ground though
ed, 1 r.heu: cm‘cra.ld green back-banners flickering in
T ir long blades of thousand-folded
1 dance threugh the rough flesh and
ovch oofod ones. But it was not cnough, and

beneath the tower was taken, the Brayherd screaming and |

lts triumph and gorging itself frenziedly on the flesh of thq

Sayl the Faithless watched on from atop his war mammot:h

but no matter the entreatments of his Dolgan chicfrai

Exalted Champions that followed his banner, Saylheld them
and would nét attack. The warriors and marauders muttered an
grew angry at the glory denied them, the victory they were for
watch given to the hands of others — to the Beastmen no less!
they held back yet, for Sayl had promnscd to fegd the souls ofa zny
that defied him to the reapers of the void, and such threats all kn

_ were far from idle in nature, and so the Dolgans kept their phu |
'grudgmgly and did not rush to re-enforce the ]
‘like, and so it was that Sayl felr the twisted skein of magic being

k (- Likeknows

drawn tight and the Ztheric winds, drawn in an ever mtcnafimé
vortex by the blood spilled before him, pulled i intoa d&dly

* pattern by a will other than his own. Suddenly, at the height of the

Beastmen's bloody revelry in the fortress compound at the foot of :
the tower, the glowing phantasms in the skies above were !

* out into deepest black, a black into which a single; bright, bunung

star was born. Screaming aloud, Sayl and the other Chaossorccrcrs 3
present sought frantically to abjure the.doom that was about to.
befall the battlefield, but to no.end. Sayl knowing bitterly that even -
as he tried to disrupt the magics that had been wiclded, he hadhtdc
chance of undoing what had been set in motion. The come fell FT
the heayens like a speeding bolt of blue-white fire, the bummg

« ~of Celestial magic graven upon its flanks in flickering:

with the art to see it. It struck dead-centre on the fomm compouriﬂ. :

. with a roaring blast that shook the earth and a bhndmg flash of

power that caused even the war mammoths to buck and bellow i

pain. Inside the fortress all was carnage, as scores of Beastmen and
Minotaurs were incinerated in an instant, gone to ash and dust with
only their shadows blasted against the walls to mark the sudden
agony of their passing. The surviving Brayherd reeled, blinded an
burned in the wake of the thunderbolt from the heavens, but were 3
given no respite as the baleful counter-atrack was launched. Scrange
creatures of living stone swam down the jade walls of :hc tower and
up through the rocky ground as if it were water, and the Beastmen
became their prey. Encircled and trapped, the Brayherd’s savagery

was soon overwhelmed, and Sayl watched on in grim fascination
with his witch’s sight as great Minotaurs were dragged bellowing*

and helpless into the air by living statues of onyx — neither saven.

nor man in shape — and gutted by glittering talons, while ﬁ:esh
Banncrmcn, their long blades and wickedly curved polca.lms flas
poured from the tower gates and into the ﬁ'ay ‘Bitter and angry that
his prize was so readily slipping from his grip, Sayl raised:
magics of his own and sent hurricane winds and spu:eful
lighting to vex the enemy and blast and scatee

but could do little more than cover the sur

from the walls. With a scornful [

signalled the retreat from the tow:

but cowed by the humc:mestorm

unabated; obcycd hun
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ayl the Tuithless swept ints the uerid, Soome=filled shadsws of the figh-dsmed tent with an uiv move of
ragged-cdaed erimaon clyik awapping belind him impatiently. Trom behind the visor-apertne of s igh-h
Sorcerer awerveyed the nsissme dikness and its inhabitionts with wiary distste. The )vitt/)-ﬁ'gﬁtﬂ?dtﬁ’tﬂtd .
difficwdey in disconing the trie watore of the corupt beimss snd sch-Treman sha pes that skulked sind mensced within, o

setand Tomorkhan's chssen companisns, butthere were sthers present alss — champions snd wir leaders, ull come 5mvmgtk
westilent sbide sf Tammrkhon 15 shore in whit s 6 come, e

Suylilked formward impevisusly ts the tewt’s centrul spen spiace — a civele f greenish half-lishtbefore the thrime 5f bimes sondl by
upsn which the muster sf the Iivde reelined. ;

Thie tatll e goonprensies shpe sf Kok the Befirded vsse before him menacingly, silent sive for the stendy Arip 5f prcs sind the
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o life.” Tamoorkhuon suid with seom of iis . ¢

Syl Livcshed Ul snd mickingly,

A rnctisn of anger Inonmed thringhont the tent, Jongawere besred inthe dirlones, snd mrdersus bugantetiin veadlied, bt Timserbhuen.
did nst stir:

* D¢ s mack me Suyl?” The Mgzt Lird ulmsst whis pered s the promise of desth nong heavy in every syllable.
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thit st i single e s my Dslyons Al in battle ut the Toer of Ashshusir; may they strike me dwn if it is nie 58...” Soayl's viice trailed
and the expectsnt silence was still, for sch suths were not tuben | izhtly, even by the imsane ind twisted.
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THE DARKER ROAD TAKEN

 The great horde of Tamurkhan the Maggot Lord moved ever
onwards, on in to the bleak lands that bordered the darkly-storied
t;ﬁw Fells — ragged uplaxid moors and desolate foothills, many
? leugucs in expanse that-flanked the eastern side of the ancient lands
~ ofthe Giants, and mountains higher and more primordial even than
% the fabled Mountains of Mourn dominated the horizon. These peaks
" or the Sky-Titans' Wrack are known in certain dark texes of Chaos
*lore, although long history has given them many names to wear. It
~ was these lands that Tamurkhan sought to penetrate, there to find
e the tools for his future conquest of the Empire of Men as he had
~foreseenin thé;ﬁhg‘}tkbd visions given him in the Chaos realm. In his
haste and pride i'amﬂ\"khan sought to cross the Ghost Fells to reach
them sooner, rather than venture further south to the vitrified black
+ deserts that separated the southern mountains from Great Cathay
:ﬁ,;.‘yihqt the Ivory Road passes —a realm with its own manifold
. dangers, bur preferred by the wise to walking in the shadows of the
. benighted fells.

' The Ghost Fells themselves proved no small obstacle to pass, for
* these were o0 the remains of empires and dark realms gone asunder
- in ages past; here the dead rested only fitfully in their graves and
the palely glowing murder-grass that rose to bloom i the night
was unnatural poison to all life that it cut with its ghostly fronds. -
Worse still the presence of the great horde thundering and ravaging
its way across the hills seemed to awake every peril and malign will
that slumbered there, and it was as if the very earth beneath their
feet rebelled against them. For the first time was the horde truly
_ slowed, and was forced by the terrain to break up into hundreds of
smaller channels like the eriburaries of a great river. Their passage was
plagued by phantoms and baleful fires upon the road, sucking pits
of corpse-strewn bog that seemed to snap around men and horses
like waiting beasts and splintered, crag-strewn paths that turned
. backupon themselves without warning. Strange cloying mists of
maddening thickness rose up and faded again without rhyme or
- reason and entire warbands and hunting parties, hundreds strong ..
went missing without trace in the mazes of rock. A more mundarie
but no less threatening danger also soon presented itself, and no
*  mearorwater could be found that proved safe to consume in this
»  malign wilderness — even for the disease-churned stomachs of
-+ Nurgle’s followers — threatening starvation for the horde. Soon
: dissent whispered that Tamurkhan had brought them to a place of
- evilsorcery he did not comprehend, and ancient Chaos lore found
i :5 % :cchoesin the stories of hulking shapes lurking in the mist, their
Q “misshapen forms crowned each with a single burning eye. Against
, th:nsmg discord in the host Tamurkhan and his chieftains instilled
- order by the lash and bloody reprisal, the dissenters and the weak
"“RIOViding welcc_;mc provisions for the horde’s many hungry bellies.
nwavering, Tamurkhan pressed them on relentlessly, refusing to be
~ baulkedor stay o give battle to a foe he could neither see nor grasp,
. umntilthe Ghost Fells were at their backs and the mountains loomed

vast al‘ld snow-capped before them. After much travail the ancient
lands of the Giants beckoned.

THE SHUNNED'LANDS R
Beyond the Mountains of Mourn and between the.

trackless steppe lie many forgotten and savage lands
whose names and inhabitants are

1} )_o mamh#", ,
dark myth to the peoples of the Old World. Thisis
a barrén and masterless realm, an expanse of bleak
and fog-shrouded wilderness, spirit-haunted fens and
shattered cities ~ A howling, desolate Place saturated
with the darkest magics, where the mafice of dread |
souls and the whisperings of daemons hold more sivay -
over the land than sanity and mundane geagraphy,
and travellers can bécome unutterably lost ds-thévery
land around them shifis with malignant intelligence -
and entities older than the fall of the Old Ones slumber &
beneath their black sands. It isa place where the winds .
of magic arve drawn to swirl and eddy invisible, and
great and terrible storms of magic rip gnexpectedly into %
being, bringing further literal thaos; sending forests & B
crawling across the landscape like damned souls, and.
upending mountains to drift through the burricane=
p wracked air as reality Bquefies and remakes itselfin * '
twisted new patterns. It is little wonder then that
even the mighty Ogres of thewest and the tréacherous,
Hobgoblin hordes of the east avoid these shunned lands .
where they can, ignovant of their'true nature, but not’
the evil that dwells within them. = «
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A HARVEST OF TITANS

"The horde, a few thousand dark-sworn souls fewer than before it had
stepped into the accursed Ghost Fells, entered the high valleys of the
mountains, battling through sudden rock falls and freezing gales,
and cut into the Ivory Road, deep in the high country. Following
the road it turned south and west into a great rift valley that held the
ruins of one of the fabled cities of the Sky-Titans. Here cyclopean
-pillars of granite soared as high as the mountains about them, once
the foundation-stones of cities that had rowered in the skies above.
Wild and lush growth had long since overcome the cracked paving

and broken rubble that had tumbled down from the fallen skycastles,

and’game, huge and primal — rhinoxen, razortusk, stonehorn and
dire elk — were abundant as was fresh water, and the horde soon
flooded out to despoil all before it and dispel the shadow of hunger
and thirst it had endured. The horde paused for the first time since
the Gallows Tree and made a vast, sprawling series of encampments
in the shadows of the gargantuan ruins, allowing for the first time
a period of rest and recovery, already it had travelled thousands of
leagues in a span of time impossibly short by mere mottal reckoning,
but where the will of Chaos was concerned, such likes counted little.
The weak and the ill-fortuned had fallen by the wayside, and the
chosen, strong and faithful endured. Grear altars were raised up to

- the Chaos Gods, each to its desire and measure, and celebrations
were held of sacrifice, morbidity, slaughter and debauchery as was
pleasing to each fanc’s patron, daemons dancing in the shadows of

the celebrants’ fires.

/  *hearzival of so great a horde, still tens of thousands strong in this
savage and half-forgotten land had not gone unnoticed. Giants
dwelled here still in an abundance not seen elsewhere; man-like
crcatures, Bonegrinders and Foecrushers, colossal in stature, stecple-

, Fall, Onee %ﬁﬁ(ﬁ{{?ﬂ §f the
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tall, slow-witted but bellicose and with a hunger to match cheir size,
Now on the fringes of the horde the Giants gave battle, each the
match of a hundred men, bellowing and smashing marauder and
spawn-beast alike to bloody ruin with chunks ofancient masonry
hurled down from the high crags, or ra.mpaging‘l:hrough‘l’hc;nlik:_al~ 3
maddened boar through a sheep-fold. Legend had it that it had bcen‘*
the Giants’ forebears — mightier in both strength and mind — .
had built the now fallen cities and prospered here long ago when
the world was young and fought with ancient empires now gone to ;ﬁ {
dust, fading first into an isolated echo of their past glories before

the Ogres came from the east and sundered their once unconquered
realm forever. Giants Tamurkhan had of his own, mutated and'
savage, scions of the high crags of the Chaos Wastes, but they were
too few to serve his purpose. Tamurkhan’s order was simpleand

it brooked no disobedience save on pain of death; the attacking
Giants were not to be slain, bur taken alive, subdued either by brute
force or sorcery he cared nor, only that they were gathered before
him. Those he could not gather by force he opted for other means

to ensnare, and so sent (often unwilling) emissaries to tempt and
coerce them — not by threat, for Giants by nature care little for such
things and answer only with violence, but with promises of abundant
meat and strong spirits to slake their thirst, and of battlefields yet ;
to come filled with spoil and plunder. Others were baited with ra
poisoned carcasses tainted with the sickening philtres of Slaaneshi
cultists, which drugged them as helpless as a babe to be taken, while
others heard the bestial song of the Bray-Shaman and so were lost
to the fathomless, black fever-dream of the Brayherd. Withina
moon’ turning, near on a hundred Giants had been taken into the
host; some willingly, others bound in chains of foul sorcery, the g
irreplaceable coin of the arcane binding scrolls gifted to him bythe * <7
unclean hag spent in submitting them to Tamurkhan’s will. :
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TAMURKHAN DENIED
‘Time soon became the enemy, for as powerful as the will and desires
of the horde were, they were as nothing compared to the primordial
- power of the Mountains of Mourn to the west that they must cross,
and now in the dying of the year, already the high mountains sowed
 the signs of a dire and spiteful winter drawing close and even the
plentiful game within the wide valley was thinning at the horde’s
. hunger. The Ivory Road west was the path the great horde would
~ take, and the only pass accessible to so great a number as they
through the mountains. It was also a pass that would sce them walk
_ through the Ogre Kingdoms and through the heart of Greasus
- Goldrooth's realm, Overtyrant of the Ogres. The warriors and Chaos
Champions of the horde were eager to sce battle against so worthy
‘and strong a foe whose fame had reached even to the Northern
- Wastes, and Tamurkhan was content to smash his way through the
+Ogre Kingdoms if needs be, conquering and destroying all for the
" glory of the Dark Gods. Bargaining also that if he could slay the
Overtyrant, many of the Bloodthirsty and mercenary Ogre tribes

2% “would flock to his banner themselves after such a display of strength.

e Stﬁngc fates were instead to play Tamurkhan for a fool, and see his
plans to ruin, when his outriders reported that the road ahead into
the Mountains of Mourn ended in an impassable wall of rock, the
dusty path'simply cut off as if severed by an axe blade. Tamurkhan
mntcd and raged at the folly of his servants, and slew those who

t such news to his flense-skin tent. At his behest he drove the
e on unitil he was forced to confront the truth himself — where
pass had been since time immernorial was now no more
e sheer and crooked crags of the mountainside. So denied he
lieved the feat some illusion wrought of magic, hut his sorcerers
t detect it, let alone undo any such grear spell-craft. Indeed
who sent out their wills on the winds of magic to uncover the
siled 2 at the cold and hungry touch of something older and
ter than mere mortal magic, and Sayl the Faithless whispered in
ar of those that would hear him that rhe spmts of the mountains

Yet there was no other path to take whcre the |
onc. There was no choice, the plan to cr

These were the lands of the Ogres ~— fierce, bfu:ai re:
intolerant of trespassers and long accustomed to pr
intruders into their domains and battling agains the myriad ¢
strange beasts that inhabited the Mountains of Mourn an
would-be invaders human, greenskin and worse. The h].gh

. was under the control of the infamous and intractable Rchis(

one of the strongest Ogre kingdoms in the southern mountains,

in the iron-fisted grip of the Ogre Tyrant Karaka Breakmounta
awarlord whose prodigious strength had seen his fame sprmd
among his own kind and was possessed of a certain low

not commonly found in his dull-witted kin. The Red Fist would not
stand by and allow the horde of Tamurkhan by without aﬁght;;nci,
heavy price in blood would have to be paid.

When the horde’s vanguard reached the defile between two -
mountain peaks that marked the entrance to the ravine pass,the
Kurgan riders found their progress barred by hastily constmctedx
wall of boulders and broken stones. The dry, thorny brush under &
their nount’s hooves was peppered with mantraps and othct\m:lmﬁ
‘snares. As they approached closer to the barrier they were pdted
with rocks and bombarded with huge spears and volleys of scrap |
thrown from the pinnacles above, and were soon thrown back in
disarray. Heavier forces were immediately brought up — the steel-
" sheathed Chaos Warriots of Alvas Hurl, the howling cultists of
the Pox-mantle and even screeching waves of impossibly mutated
war-spawn, driven on by the goads of their flesh masters and sent

into paroxysms of savagery by the hellish pipes of daemons — nome

though could force the passage. Though the horde of Tamurkhan
outnumbered the Ogres that baulked them perhaps ahundred to -
one, the narrowness of the defile made it unpossxble for the Chaos
horde to brmg more than a few score of warriors into battk ata time.

-

~ The ﬁghung raged for several hours withour makmg any appnem
dent in the Ogres’ defences, as cach fresh€harge was met by a v
wall'of hulking muscled flesh and iron. Soon the pass before the.
defile was heaped so high with bodies, that they threatened to
above the deceprively crude barrier.the Ogres had raised, and !
eyed Gnoblars — the degenerate race of greenskins that served the

. Ogres — were soon frantically scouring the corpse piles and
+ armoured bodies and whatever else solid they could find to
~ barrier higher, even whxlc the battle thundered mmndthm

Tamurk,han raged again at thc d:lay. although unlik&he lmpawi‘
mouhtain that had baredhis progress to the north, dus' an
enemy he could get to grips with and des

fighting from a high shelf of rock that o

behind the horde’s line of atcack and learn

~ warriors appeared to buBout t

‘Ogre chieftain, a creat
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~ cleavers — bellowed defiantly and smeared their fists with the blood
* and ichor of their victims. Observing this contemptuous behaviour,
* Tamurkhan vowed that it would be he that slew the Tyrant

personally. Forming up his own warband of decaying and corrupt
Nurgle-sons, he directed the efforts of his sorcerers against the
makeshift fortification closest tq where the Ogre Tyrant stood. Soon
the corresponding portion of the barrier lay int shattered ruins - its.
stones broken and pulverised by sorcerous blasts. The air hung heavy
with smoke and foul fumes, and before the dust cleared Tamurkhan

¢ arged hismighty steed forward — Biibebolos, the greatest of Toad

s .~ Dragons, roared its challenge and charged the wall.

L The mountain shook and the sound of shattering rocks and

: splintercd stone reverberated around the canyon. From the high

i b, pinnacles above a fresh waye of spears and broken blades showered

down against the filth-stained tide that ran headlong towards the

breach, bellowing joyful war-cries in rasping, discase-wracked

voices. Sorccre;s_hurled'their shricking spells and the Ogre Butchers

i _zy?swered with their own guttural incantations until the air boiled

N with the passage of dark magic and the mountains shook with the

? d’.‘“ndff ofa thousand iron-shod feet in deafening clamour. Boulders
dislodged by the bombardment tumbled from the mountainside
and Plunged upon the armies below. Huge stones bounded down
tbe}nz}rrow valley, crushing and burying warriors from both sides

- and'soon the air grew so-thick with dust it hid the sun and cast the

“'f‘“}’;sided defile into near darkness. Near unseen as ghosts in the

. Fhohng dust, the warriors of Tamurkhan the Maggot Lord smashed

s.into the barrier breach in & bli{)d whirlwind of hacking, screaming

~ camnage until the cor]:}se-,gnognts shifted and toppled and the barrier
Crumblcd, In'the confusion both sides smashed and trampled foe

y @d fﬂcpd ahkc underfoor a{xd after minutes that seemed an eternity

4o :’i’;ll;ms Pi_“:‘fda .l'Cleling away from each other, neither yet broken

ke ugh the ravine was now carpeted in the dead and the dying. At
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last the shrieks of magic ceased and the echoes 6f devastation slowly
stilled but for the agonised cries'of the maimed an\d_mutvilai:t:d.l Birtin
In the cloud of dust a vast shape took form and began to lurch
purposcfully forward. From the gloom emerged the warty head of
Bubebolos followed by the'Toad Dragon's vast festering body. The
bloated creature’s rotting scales dripped and spar as he heaved his
gargantuan carcass over the stony ground. Tamurkhan the Maggot
Lord surveyed the spectral scene from his seat high upon the broad
haunches of the gigantic monstrosity. Before his foes knew what was
upon themBubebolos was in their midst. The monster’s enormous
bulk easily pushed aside the few remaining boulders and toppled
what little was left of the Ogres’ crude barrier. The mighty creature
raised its warty head, opened its tusked maw and spewed a vast
liquid cloud of foulness that stripped the bubbling flesh from the
dozen Ogre Bulls caught before it and sent a dozen more stumbling *
over themselves in a panicked flight to escape.

A terrible rank stench rose from Bubebolos’ rancid body and the
dissolving remains of its victims, few if any could stand before such
a terror and even the savage Ogres séemed momentarily stunned.
But Ogres are wont to feast upon the rankest flesh, and they quickly
regrouped to stand their ground: At their head stood the Ogre
chieftain whose broad-headed axe, near a cartwheel’s size in span, had
already slain so many of Tamurkhan’s mightiest warriors that day.
Bigger than his fellows by a head or more, Karaka Breakmountain
raised his blood-drenched axe and bellowed defiantly, his warband
rallying to the Tyrant’s defiance to take up the cry: Soon the whole
Ogre army, which moments before had been all but rcady'to flee,
turned to face their enemy to fight once more. :

Tamurkhan snarled as the Ogre Tyranc hurled insults at him in the
Dark Tongue, and their eyes met with a flicker of unquenchable’ -
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4"4 OF THE OGRES AND THEIR DOMAINS A
Ogres are bulking, brutish creatures, human-like in many ways, but savage beyond what little reason ilvty possess and
[filled with tremendous hunger not easily satiated. Each Ogre warrior — and all of their kind hunt and make war in .
9& some manner, and to them there is little distinction between the two — stands nearly twice the I)engtnfa man and lmyP
' again as broad. Only a fool would take their great girth for soft fat, instead it is hard muscle, tough bide and insulation

Jfood and for the simple joy of battle.

_25 The Ogre Kingdoms lie far to the east of the Old World and the civilized lands of the west, beyond even the desolation
8 of Dark Lands which lie on the other side of the expanse of the Worlds Edge Mountains. Here within the numberless
\ crags and valleys of the foreboding and primal Mountains of Mourn, the tribes of the Ogres have made their homes
since migrating bere after the coming of the Great Maw, their destroyer and god who ravaged their ancestral lands on
the borderlands of far Cathay. It is an immense wild and windswept country, whose climate is harsh and cold, and it
is the abode of all manner of strange and terrible beasts, against which the Ogres happily make war, hunt for food and
o subdue as beasts of battle or burden. At its eastern flanks can be found the shattered and often unquiet ruins of ancient
civilisations and dead realms which even the Ogres believe are best left
undisturbed. Here in the Ogre Kingdoms an Ogre Tyrant often
rules as far as he may see — in practical terms a valley or
high pass — by strength and fear, and while undeniably
savage and brutish, the best (or worst perhaps) of
them possess a certain cunning and intelligence
that sees thent open to extorting tribute and
captives from rivals and trade caravans
alike for ‘protection’ (often from their own
Jfollowers). Many tribes allow the sub-race of
greenskins called Gnoblars to fetch and carry
Jor them and trade with them such baubles
and plunder as they might take, the better to
acquire things they hold in true value, such

hias Shie. dou N TR HiE o L

as weapons and more meat (ie, captives).
Indeed mercenary Ogres are a far from
" uncommon sight in other lands where
they ply their bloody trade for gold and
Jfood. These Ogres, sometimes known
as maneaters, are valued and dreaded
in equal measure, and when the bigh
crags and valleys of the Ogre Kingdoms
become too full withgheir own kind,
they march on other realms to appease .
their bunger and the lands of Men and
Orcsitremble to the footsteps of this
monstrous race on the march.

’%‘ that protects them from the ravages of cold and climate. Their strength is prodigious and they can snap human bones

) :l. like matchwood with little effort and their jaws can crush and devour even stone and metal it is reckoned, although

% F meat, juicy, red and dripping is by far their favoured fare. For Ogres might makes right, and they are dominated by the
o Llrgc:l and most violent among them, forming petty tyrannies and tribes that war and bicker amongst themselvesfor .
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The Ogre stepped forwirds and bellowed a challenge in
. nge al rongue of Chaos, daring Tamurkhan to face
n rather than let the Toad Dragon fight his battles for

might have easily trampled the Ogre into the dirt and
.done with the foe, Tamurkhan knew that the eyes of his own
f‘ﬂdumpions\wemupon him, and that they too had

- Tyrant’s words. Cunning indeed was this Ogre
kind. He would not show weakness “and what was this
pared to the power of one favoured by the rotting blessings of

‘his darkeedged runeblade, Tamurkhan slipped down
Toad Dragon’s back and prepared to meet his enemy’s
ge, while behind him the Chaos host rasped and'bellowed
 “itsapproval. The two armies drew back as Tamurkhan and the Ogre
e y;ant'wmoachcd one another. They began to circle - cach looking
' Roran opeaing to launch its attack. The great Ogre towered above

> . Tamurkhan and the cadaverous Chaos lord in his rusted finery
< %d(mpombly fragile in comparison. Yet not evenan Ogre

. uld fail to recognise the power of Nurgle’s chosen champion, and
2 "jﬂhe(jgmvn; first to serike, hefting a wide swing with hig‘m and |
- Tamurkhan darted out of reach with derisory ease, only:to be caught
almost fatfoored when with unforeseen skill the Ogre reversed

the blow and sent the axe’s brass pommel flying at the centre of
.~ Tamurkhan’ head with murderous force. Tamurkhan barely rolled

- with the impact which sundered his helm and reposted with.a
| - savageseries of sbs against his hulking enemy’s exposed flesh. The -
g - combaranss parted, both sporting wounds, and the battle was joined

¥
- i3

. in camest. The great axe swung in deadly arcs, while Tamurkhan’s
runeblade spat and hummed as it slashed and stabbed at his foe,
and all around them Ogre and Chaos Warrior alike shouted and

: bellowed for their champion’s victory. Minutes passed and both were
: Heedmgznd battered, neither having gained the upper harid, bur

" Tamurkhan saw his opportunity when his foe’s axe blade, striking

- downwards was momentarily caught in the armoured breastplate

. ofafallen Chaos Knight. Screaming prayer to his dark patron,

& Tmurkhan thrust his black blade swift as an arrow straight towards

the Ogre’s eye and sank its point deep into the monster’s head.

X Ogrestaggm'cd back clumsily, dropping his axe and waving

arms jerkily aboue as if fending off an irate wasp, but did not
lndTa.murkhan lunged in to deliver the killing blow. Bur

Saraka Breakmountain was far from dead. Bellowing in rage the

:Iym‘d'm'gcd his enemy with a shocking burst of speed, his great

_llémomtd belly slammed into the Chaos Lord and smashed him

;wilgmd stunned to the ground. Tamurkhan rolled to his lef

5 %lmomfnt later the Tyrant's body slammed into where he had lain.
%umfi‘-d and recling Tamurkhan staggered to his feet, broken bones

dir together inside his withered body but could not escape as

4 _Ogrc caught hold of Tamurkhan by the shoulder and shoved him

upon the ground. A deep moan came from the Chaos host as
 theyaay their master fall.

i

ﬂwogrcscood astride Tamurkhan and, with both hands,
e tuneblade from his hand and snapped it asunder. It
rasped the Chaos Lord‘s{iprajsed arm and'snapped it off ar
- OWasaman ata feastimighe rear the wing from a roasted

: in’s maimed arm waggled back and forth as'ifhe

g 0 fend awal his enemy with a limb that was no
nt madé a breathless noise that mighe have

liquid fountained from Tamurkhan’s severed stump and struck the oot
creature full in the face. The Ogre roared and wiped his eyes but the e
foul liquid was not blood, it was a torrent of writhing grave-worms. -
The Ogre staggered back and clawed at his eyes and mouth, pulling
away great handfuls of the vile worms that even now burrowed into ~
the open wounds in his face. Jerking to his knees like a puppet with
severed strings Tamurkhan tore off his ruined helm and from behind. 5
the mask of flesh, the Maggot Lord’s true form emerged. Behind
him the body of the Chaos Lord he had stolen on the killing fields Ry
of Zanbaijin lay as nothing but a crumpled and empty shell, like the =
sloughed skin of a serpent. The maggot-thing vhcoiled and leaprat’
the thrashing Tyrant and in a second had bored into the soft flesh &
of the Ogre’s exposed throat, the Tyrant toppling backwatds likea
felled tree. ;
The greatest warriors of Chaos are favoured by the gods like no
other race. Such favours often give them néar-diemonic powers
unimaginable to other mortals. Yet even so, the sight of Tamurkhan’s -
destruction and that of his enemy was no common thing. All who
- watched stood in awed silence as the sky above them darkened a
foetid green and the ficld of corpses began to twitch with blooming
rot and steamed with noxious amber vapours. The Tyrant’s huge
body seemed to churn and pulse and the Ogre’s skin rippled back
and forth a while, like waves upon the.sea, then stilled 2s if some
conflict had been won. Tamurkhan the Maggot Lord opened his eyes
and gasped in huge gulps of air, filling the Ogre’s ravaged fungs as =
if for the first time likea new-born beast: He rose up — standingo
broad feet upon squat muscular legs — and stood, a liftle unstea ¥s
For a while he flexed his arms and stretched the huge museles cither
side of his thick neck. Gradually he gained his balance. He took
a step forward and as'he did so there was a2 mighty roar from the—
Chaos host. As for.the Ogres, some had already begun to flee, scaling
the rocks and crags with surprising speed while others fought on bur
soon were overwhelmed. Many of the Red Fist tribe were confused
by this strange turn of events. Was this creature still their leader or
was it now their destroyer? Some were simply awed by the Maggot
Lord’s victory, but in any case they knelt in submission to 2 new and
terrible master.

Tamurkhan then picked up the broken remnants of his blackwar-
blade from the ground — how tiny it seemed in his monstrous
hands. He tossed it aside and instead took up the Tyrancs axeand l_, %
held it aloft as all around him the great horde roared in victolty i3
and he toe bellowed his triumph ina brute yoice that was mow
Tamurkhan’s own. The way to the west ;ygslgis‘: -
: Bt 2
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| hose of the horde that did not share Nurgle’s faith steered
well clear of the noisome encampment of their leader at this
time, and instead roamed the hill country neatby, foraging
and culling the primal beasts that roamed the hills for'mea,
~setting up store for thearduous and bleak lands they knew lay
ad It was testament to the favour that the Dark Gods had shown
Tar utkhan that when the year began to wane they returned once

more t6 his banner when called, although reluctantly for the most part
: t}xe,!u.rc of glory to come still weighed favourably with the Kurgan.

The winter had seen the Chaos host make its way along the grey river
throughleague after league of rolling, barren hills caught between
_ the mountains to the north and the trackless Haunted Forest to the
- south. They had battled their way through téeming Gnoblar swarms,
gigantic black scorpions the size of watchtowers and a score of brutal
Ogretribes which had to be broken, driven off or overmatched in
~ turn. Although given more open battlefields than before, none ever
posed the threat thar the Red Fist tribe had. The battles had been.
glorious and the Ogres a worthy foe, and many of the warriors of*
" Chaoshad seen transfiguration and blessing in the eyesof the Chaos
Gods for their prowess and death toll, while others, dealtafickler
hand by the dark fates, now replenished the ranks of the war-spawn
at thronged around the beast-born shrines to the Chaos Gods at
the centre of the host, By the time the horde of the Maggot Lord

THE CHAOS DWARFS

84 Malign, dark-souled and merciless, the Dwai Zharr or Chaos
 Dwarfsas tbey are known in legend to the other peoples of the

world, are awarrior race of d, iths and crafismen

: slavers and 5rutal killers who dominate the northern reaches of
the Dark Lands and have done  for thousands of years.

" Longsépafmd  from their fading kin of the west, the Chaos
Duwarfs luw&gwm themselves over to their dark master,
and Chaos bas worked subtle changes on their bodies, slowly
muiating even the notoriously resilient Dwarfen physiology,

inflicting twisted terrors on their minds and souls so that they

have become a spite-filled and calculatingly cruelveflection of

what they once were. The most extreme examples of this change

be _fbtmdamong the Sorcerer-prophets and Daemonsmiths
 them, who must pay a heavy price for the power they

; ﬁam their dark god, and the grotesque and; murderaus{y

2 srs, mutated beyond almost all recognition

- Ih: centre qf their power uMmgnl ZharrNaggnmd — the
City of Fire and Desolation. It is a place of unimaginable
wfmngﬁ»r the countless slaves of other races they use to fuel the

r qfﬂm‘r m:eks: industry and to appease the appetites
’ it the Father of Darkness. Their
npire has come 10 encompass the vast fire-scorched wlamic
plain of Zbarrduk at the heart of which Zharr Na
“blb(u d;nmfm ta/dngin countless miles nf

" to the Chaos-worshipping tribes of the northern wastes, but
" the greatest of their creations they have jealously guarded for

- ways of the Grear Plague Father. The change upon them had been

~<Dark Empire of Zharr at the great river crossing over which, like an

its influence and mai; s I major outposts and fortified

citadels in the southern Dark Lands, most notably the Tower pY

of Gorgoth and the Black Fortress, although none could truly - &
“claim dominion over the shifting, desolate landscape qf tbe N

had reached where the grcat e pall
path from north to south, marking the borders
Lands, perhaps alittle more than half o
that had gathered to Tamurkhan's ba; 1¢
Zanbaijin remained. His force though s
thousands, and Beastmen and Gla.nts

It had pleased Tamurkhan to bring those of thc Red Fist tnbe that =
had bowed before him now he wore theirdead Tyrants body close
into his circle, and he assuaged cheir hunger with gifts of the foulcst :
and most decaying and corrupted meat, thus mductmg them into l:hc

profound, and mutation was rife — even these creatuires so usually
resistant to the touch of Chaos could not help but suc;umb 050
concentrated and malignant a corruption. Whole r regiments of Plaguc .
Ogres now fought alongside Tamutkhan, whose own stolen flesh -
had bloomed and rotted in turn, his features no more than a saggmg
ruined mass, while a single twisted and pustulant horn had sprung
from his crown. It was this bloated and decaying figure, mounted
as.ever aback Bubebolos the Toad Dragon, that had confronted the

obsidian dagger thrust into the bummg, smoke-ladened skics, thc
Black Fortress of the Chaos Dwarfs stood sentinel. :

succumbed to the hand of the Chaos Dwznﬁ and it is littered
with the scars of vast open mines, fiery rivers of lava, ash dunes
and stagnant pools of foaming yellow and blood red alchemical
spoil worse than the foulest natural poison. Far from dying

away, the Chaos Dwarf emptre is slawly and steadily expanding

- i

Dark L/mds nor its monstroys inhabitants.

Unlike other Dwarfs the Chaos Dwarfs are deeply learned in
the sorcerous arts, and have become ob. with the control
of bellish forces and the fires of the deep earth, combining the .
dark lore they bave gleaned with an artisanship and skill for

talwork and industry undimmed from their ancient past.
This has produced a bewildering variety of strange and infernal
war-engines, d. bound weapons and deadly tools of waz,
many of which they have long traded for resources and captives

o2

themselves, and so decade after decade their power has grown.
Deepwithin the Dark Lands, shielded by deadly rai
ranges and set amid desolation and the haunts of monstrous
beasts, the empire of the Chaos Dwarfs has faded into legend
to many in the Old World, but those forced to confront their
implacable black-iron clad armies and savage engines know
the truth. Tbedaymay_yawmcwbm&cmmaf&ud

Zharr-Naggrund march j&?‘ ﬁnwm a-mh ﬂnm‘ﬂ

beneath tbeirbeels
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THE SONS OF FIRE

On the opposite bank of the river, across the shallow causew ays that
the only place a force as large and unwieldy as Tamurkhan's

horde might cross into the Dark Lands for many leagues, Lord

Drazhoath the Ashen, master of the Black Fortress had drawn up his

army. Here Tamurkhan’s thousands were matched with rank after
rank of compact regimented figures encased from head to toc in
_thick ornate armour woven from smouldering steel scales and thick
blackened plates; brutal blades and strange ornate weapons beating
a deadly rhythm in unison against brazen shields. All throughout
their lines were batteries of nightmarish war engines, daemon fused
cannon and gaping-mouthed mortars. At the flanks great mobs of
Hobgoblin slave soldiers cowered and fretted under the cruel lashes
of their overseers, ready to be spent as a living shield of blood and

bone for their callous masters.

Tamurkhan knew that he had the power and might to force the
crossing, even against thedegendary wrath of the Chaos Dwarfs
of Zharr Naggrund, th
horde would see to that, but the cost would be high indeed. As for

r fury and monstrous power of the

the commander of the defending force, Drazh
faced a battle of a kind unwitnessed in the
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immemorial and his reason calculated the odds poorly in his fayour,
Yet even in the face of certain defeat Lord Drazhoath was unafraid

~ for he was of a race prouder and more stubborn than. any upon
the face of the world, and thus was his charge and the charge of all
those consigned to garrison the mighty Black Fortress that marked
the boundary of the Chaos Dwarf dominion — to fight and die
with the breath of hatred upon their lips against the foes of Zharr
Naggrund. Though death and destruction were inevitable, hé would
not disgrace the Chaos Dwarfs of Zharr nor sell cheaply the legacy of
Hashut, his Father in T 5. Each perhaps had the echo of some
other outcome of the confrontation than mutual destruction in
mind from the start, but first both pride and the desires of the Dark
Gods must be borne. There would be blood.

For many hours the tide of Chaos crashed upon the army of the
lords of Hashut. In wave after wave it advanced upon the thin line
of Chaos Dwarfs only to be beaten back under a hail of arrows and
gunfire. Strange missiles leapt from the Chaos Dwarf ranks and
fell upon their enemies with great resounding crashes like thunder,
Warriors and beasts were blown into so many pieces of shredded
flash and mangled iron or burned, the flames charring their flesh
even under the waters of the black River Ruin. Yet, like the tide,
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the army of Tamurkhan came on relentlessly. As one warrior fell
another stepped into his place and soon by storm and winged beast
the supply trains of the army of Zharr bcgan to come under attack
from above. Rotting-wing corpse-vultures and dacmon-furies struck
from the skies, while sorgerous lightning arced down to burn and
blast, causing powder kegs to erupt in lethal fireballs incinerating

# all around them. The dragon-rider Orhbal Vipergut led the acrial
assault behind the Chaos Dwarf lines, scattering Hobgoblin caravan
Fguards and butchering screaming slaves bound in their traces and

unable to flee. Soon enough however, the Chaos Dwarfs’ guns slowed
and many were struck silent, their ammunition and powder spent.
)

Slowly the horde tegrotped to renew the attack, and this time the
Dolgan war mammoths were to lead the assault, and behind them
heavily armoured Chaos knights.and warriors were taking up key

positions before the foe. The morning’s battle had simply been a
_ preliminary attempt to draw the enemy' fire. The Chaos Dwarfs

had unknowingly wasted their cannons and powder on the most
expendable parts of the horde: mutated cultists, wild monsters,
savage or mindless spawn, and those so blessed by Chaos’ corrupting
touch they were glad to seck death rather than live another day. Of
course some sacrifice had been necessary: thousands of Kurgan lay

fall to all alike.

déad or dying as well as hundreds of Tamurkhan’s Plague Ogres'. That

the path to glory was awash with blood no one would ever deny.

Drazhoath the Ashen was neither fool, nor inexperienced as a
general, and saw immediately the peril his forces were in. Swiftly he
commanded a detachment of his Infernal Guard to hold the line
until slain and ordered his follow Daemonsmiths to work with fedr
and mind-clotiding magics to hurl the Hobgoblin slave-soldiers at
their command into the teeth of the foe to delay them while the
greater and more valuable Chaos Dwarf force and its engines of war
sought a retreat. The plan however did not survwc the charge of the
ground-shaking war mammoths across the nuquy, and even the
Infernal Guard could not hold back such a wubht of muscle and fury
and the centre of the line on the far bank was shattéted iri the huge
beasts’ first mighty assault. The retreat became a disarrayed rout,

as the weapons of the Kurgan,fell mercilessly upon the Orcs and
Hobgoblins who made up the greatest part of the slave army, and
many more of the cowardly creatures died in the rush fo escape as
the panicked Hobgoblins fought and clawed over each other in their
cagerness to flee. Those not trampled to death by their comsades
Isolated blocks of
Chaos Dwarfs stood their ground rather than face the ignominyof

were simply buried and suffocated in the press

being cut down in flight, bothaat their war machines and in deferisive
squares of steel-shod warriors. They fought savagely and bravely, but
they stood little chance as the horde washed over them. There was
great slaughter on both sides, but soon the victory was Tamurkhan’s,
and Drazhoath, his Daecmonsmiths and the core of his L egion made
good their retreat, covered by greac cloud of ash and bu]phurous
dlrkncss back to the safety of the Black Fortress.

THE BARGAIN STRUCK 3 \

It was Sayl the Faithléss, he of the twisted flesh and serpent’s tofigue,

that was chosen as emissary in Tamurkhan’s stead to deliver his

word to the Chaos Dwarfs, now holed-up in their near-impregnable
fortress — a great hollowed-out and sculpted mountain surroundéd

by cinder-pits where molten magma flowed like water at the whim

of its masters. Sayl, who had by this time become the de-facto — if
untrusted — leader of all within the horde who were not pledged .
to the Plague Lord, was some whispered a far from wise choice, but
from Tamurkhan’s view, no less than a quarrelsome if useful tool,

and ultimately expendable should the Dwai Zharr choose to make a

point of destroying him.
Tamurkhan’s message to the Chaos Dwarf Lord was thus:

“Know that I Tamurkhan, son of the Great Kurgan, Master of Hosts,
Bringer of Desolation, Champion of the Lord of Decay speak:

Waould you Lord Drazhoath, perish knowing that your land will be
(/ﬂﬂ\/’////ﬂ'[[ AI}/([}'UN)1/1))'[7'&’,\'_\' [)/[()lﬂlf)'('[[?

By all witness of the Dark Gods you have fought with honour and
brought glory to thy Master — now yield without shame. Our war is not
with the Lords of Hashut but with the lands of Men. Join us, grant us
the blessing of steel and thy fell arts of war, and the spoils of victory shall

As it has been before between the Kur gan and the sons of Zhar let it be
again and a pact struck betwéen us.”

Drazhoath heard these words and dismissed Tamurkhan’s threat to
the Black Fortress as an idle one, and yet all around the lands he
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had sworn to dominate were scourged, ravaged by the wolf nowat his .
door — a calamity his brethren in distant Mingol Zharr Naggrund
would not forgive. But his wicked heart leapt as he thought of the
legendary riches of the west, of iron and stone and gemstones, of the
plunder of slaves, of gold and flesh and blood. But most of all of the
lore he might glean, For many years now stories had reached the dark
empire of the Chaos Dwarfs of the powerful batele magic and war ™
engines that lad risen in the human lands of the west — tales spoken
of by caravan-masters seeking to curry favour and confessions extorted
under torture from captives and freshly bought slave stock. No doubt
was in Drazhoath’s mind that these purely human creations would
prove inferior to the craftsmanship of the Daembnsmiths of Zharr, *
but there would be great merit in their measuring. Should he lead %
an expedition and match the might of his legion agdinst the-humans
of the west in victory and take their secrets for his own, then among
Hashut's dark priesthood his spar would rise anew, and so the flames
of glory to come were fanned in Drazhoath’s cold and spiteful breast.
None of this reasoning the lord of the Black Fortress allowed to slip
before the baleful Chaos Sorcerer before him, Drazhoath would
ensure the bargaining would prove longand arduous before at lasta
pact was sealed.

DEATH IN PAYMENT OF DEATH

The horde marched south-west under the guidance of Hobgoblin
outriders where the horde encamped for three moonsat a wide, long-
disused mine known as Ghulaktha in the Chaos Dwarf tongue. Here
by bloody battle (as a part of their b.u'gain:'with the Chaos Dywarfs)
they drove out the Black Orc tribe that had infested the:ruins andset
about ranging far and wide with great slaughter along the Séalded”
Delta, sending a steady stream of captives to the dark empire to the
north. In return caravans pulled by strange, ash-blackened beaststand -
steaming; elanking machines the likes of which no Kurgan had ever
seen arrived by night and day at Ghulaktha bearing bushels of weapons
and darkly forged wargear to re-equip the horde. Without mercy or
cease, Z{'ccp within the bowels of the Black Fortress and the distant
Tower of Gorgoth hellish furnaces which burned flesh and souls as
much as coal and tinder, blazed and hammered and resounded with
sacrificial screams as under Drazhoath’s directions preparations were
made for the Legion of Azgorh and its malevolent engines of war to go
west with Tamurkhan’s horde — not as followers, but allies against a
chosen foe. The sworn pact was that for the aid of the Dacmonsmiths’
might in bringing down the great city, the Legion of Azgorh would in
recurn have their pick of prisoners and battlefield plunder, and then
would the bargain be complete. ¥

As preparations were made for the journey west, and in honour of the
bargain struck, Tamurkhan and his warriors joined in battle alongside
the Legion of Azgorh against one of their most terrible and ancient
foes, the Dragon Omdra the Dread. This monster oflegend had stirred
onge more-and soon its dominion carried across the northern Plain of
Bones and its colossal black-winged shadow scattered &l before it in

nightmare and terror. No mere beast — however grea its size — was
Omdra, but an ancient and wicked creature with dark magics to match
even the vaunted Sayl, and ar whose inhuman will gargantuan Maw
Wyrms rose up from the black sands to give bactle alongside packs of
wanton and hungry Crypt Ghouls, to whom the dragon was no less
than a god, and threw themselves with savage picty against the Kurgan.
In this battle were thousands slain, both Kurgan and Chaos Dwarf.
together, and here did the Great Chaos Spawn Garth'grak fall, and
even mighty Bubebolos suffered grievous wounds as the Nightmare
Dragon and its servants ambushed the horde’s main column int the
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dead of night. At great cost in blood and sorcery was the Dragon-
god herself gravely injured and driven away to slumber beneath
the bones of her dead kin, her threat to the Desolation of Azgorh
* broken — at least for a time. In return for this effusion of slaughter
on their behalf, the servants of Hashut honoured Tamurkhan with
the gift of a war-axe fit to his stature, a darkly enchanted blade to
replace the Tyrant’s which had shattered in the granite-hard skull of
. a Maw Worm in battle. Also, at Tamurkhan’s behest, they took the
near hundred Giants that still fought with the horde and worked
their arts of forge-craft and sorcery on them, encasing them in plated
iron and ficting them with great hooked blades and picks, the better
" to scale and sunder the fortifications the horde must face when it
reached its destination.

B D = o
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3 THE STORM APPROACHES
9 .. Soon however, Tamurkhan grew impatient to move onwards, wary
‘ that his horde’s numbers were steadily bleeding away, battle by battle,
3 and conscious too that the omens were beginning to turn against
B him. Dark rumours and whispered words born upon wings of sorcery

from a thousand leagues northward spoke that other forces even now
assailed the Empire, and other mighty champions clamoured for

the Dark Gods’ attention with their great and terrible deeds. Even
within his own ranks, while his might remained unquestioned as

did Tamurkhan’s devotion to the Father of Decay, some spoke of the
changes recently wrought upon his stolen Tyrant’s body, and that they
were perhaps a mark that the Plague God’s judgement — either for
ascension or destruction — was soon to be at hand. Great had'been
Tamurkhan's glory, for he had carved a trail of desolation across half
the world it seemed. He had led the horde where warlords before him
had feared to tread and the number of bodies that lay at his feet could
'mﬂy be counted, bur the city of thrice-cursed Magnus he had
mised the Dark Gods, he had yet to deliver.

- unprepared lgnds of the Border Princes.

At last in a council of war Tamurkhan declared the time had come
to render up a final victory to the Chaos Gods, and the horde of
the Maggor Lord set forth once again westward where they meant
to cross the Worlds Edge Mountains at Death Pass, which was
both the closest route and at that time the least opposed crossmg,
great armies of Orcs and Skaven having fought each other to near =
annihilation in battle to control it in recent years. With the laqu (ofi
the west so close now, and the horde haying slaughtered and'slain
its way so far, fresh impetus and vigour filled the horde as it crossed
the Dark Lands in the shadow of the Ash Ridge Mountains and all
were driven before‘it, Tamurkhan’s savage legend having become
common currency among the misshapen Ghoul-kin, brutal Orcs
and predatory Hobgoblins that lived in the western Dark Lands. ; =
At the entrance to the wide pass they were met by a full thirdof ©
the strength of the Legion of Azgorh, the serried regiments of the - 3
Infernal Guard waiting lockstep for them with Drazhoath himselfat
their command, mounted upon a great burning beast like a winged

bull. With them were drawn up strange iron and bronze engine
caravans, half supply train and half war machine, driven forward by
steam-hissing wheeled carriages they called Iron Daemons. Thcy

were a bizarre and frightening sight to behold.

They drove on to the Death Pass all but unopposed, its denizens
skulking terrified in the shadows at the baleful sight of the
great horde and the smoke belching armoured column that ran -
beside it. So it was that in the dying time of summer in theyear
2510 of the Imperial Reckoning that like the wrath of a terrible
and despoiling god, the horde of Tamurkhan fell upon the
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SUNDERED KINGDOMS
Llfe wlthm the Border Princes is hard and full of danger, and yet
the commg of the Chaos horde of Tamurkhan was a disaster unlike
; a.nyr.hmg these hardscrabble lands had seen for centuries. After
their long travail and the hardships they had endured in the Dark
Lands, the Kurgan, Ogres and foul beasts within it looked upon
‘the rolling green downs and tangled, verdant forests before them
_and had never before seen a land so rich and ripe for despoil, and
thcy fell upon it like starving jackals set loose in a sheepfold. All but
uncontg)llable in their frenzy, the horde broke up almost at once
intoa thousand mdependcnt bands that ravaged all before them
wddﬁrc, drowning one petty kingdom after another in its own
blood and leaving all barren and blasted in their wake, great heaps
of bodies mounded beneath gristly standards where any had the
temerity to stand before them. Vastly outnumbered and outmatched,
«even the largest and most militarily capable alliance of baronies and
prmmpahtles, the so-call ‘Confederationt'of the Eagle’ whose army of -
skilled and veteran mercenaries met the oncoming horde under the
. generalship of Lietpold the Black — an infamous sell-sword general
of great renown — could not slow let alone stop the horde. The
human army, comprised of armoured knights and well-disciplined
pikemen was crushed utterly, and the flecing saviours ridden down
. by death-hungry Kurgan, Lietpold being almost alone in escaping
the field, albeit at the expense of his own troops” horrific demise.

It was only after weeks of slaughter and destruction that Tamurkhan's
outriders; by messages both of command and unveiled threat, were
able to bring back the horde, now in good spirits after the carnage
they had wrought, back to heel and under his control. By the time
this was done, the heart had been torn from the Border Princes and
it had suffered a cataclysm that would not see its population recover

R S A W M

.

THE BORDER PRINCES
The Border Princes are a disparate and ever-shifting
collection of petty kingdoms, rough-hewn territories and
V| principalities that lay to the south of the Empire. Given no
overall state or control, power in these renegade territories
b depends both on the sword and the strength of those that
 wieldit, and the shifting web of alliance and feud between
 its colonies and denizens is all but incomprebensible to’
: outﬂdcrs Altbaugh its hardy inbabitants are primarily
buman, both greenskins as well as darker forces hold sway
. m oliile the threat of rampaging monsters from the
yuntains and Orcraids from the Badlands to the south is
Tht mctmkrshtp and size of any domain within
7 :taunfﬂux. This is held testament to by
land s littered with the wruckagcafﬁllm
avetgrown settlements that have failed,
l{y violence rather than slow decay. Despite the
ips, privations and dangers of life in the Border
Lawless frontier of buman civilisation remains
’ledmwtamanyinthaEnq)im and indeedin, -
Z it‘o_ﬁdftbdam  from oppression,
; crbm'fh;ﬂtm in drlmmland. Thus
e ﬁrdiﬁn’lﬂltfd noblemen,
W‘tmd; tlu bdlkml‘.bom

_ his Dolgans to wreak havoc ever further afield despite prc 1

_and citadels long since abandoned, and the pass itselfwas all

 answered the call keenly but others did not. Many of
- superstitious Kurgan saw the unnatural storm as a

" lay open and ripe for the taking and were yet untou
.

Restoring order in the host costha.murkhb.n nd
valuable time, and meanwhile the Legion of
seen its own rich pickings and already begun

unite them once more.

into sodden quagmires of mud, while the voices of hunéry spiri
in the winds howled between the peel of thunder. Day after day
the storm went on unabated, unnatural and horrific in its int

driving Chimera and other fell creatures down from the heights

reached Tamurkhan that Black Fire Pass was awash with a flood 1
a great cataract and there was no way the land-machines of the Cl
Dwarfs could hope to attempt its crossing, even if hauled:
the great beasts and Giants at the horde’s despoil. Tamurkhan
murderously, lashing out at his own followers and ravmg that he

heard the laughter of the Darks Gods in the storms voice.

It was Lord Drazhoath who unexpectedly provided a solution, in
collating such scorched books and blood-stained parchmentsas.
his forces uncovered from their path of’ destruction, he had learned
of a pass named in some texts as the Winters Teeth. Splmtcrcd :
and inhospitable it was said to have been the site of Dwarf mines

but forgotten, but it offered an alternate route further wese
might allow them to cut up into the belly of the Empire from
unexpected quarter. The unnatural storm lessened in i its intens
the further west it went, and when war parties sent to scou (hqi

pass vowed it all but untouched by the Havoc that rained 33 :
Tam'urkh;m 1mmedxatcly selzed upon it a.nd set the dmmsaf‘ “?

in their suffering of the agues md miasmas that the fo
brought them and inviolate in their faich in the Maggo

Gods' disfavour. Others muttered yet that the lands west

despoiling horde. Those champmns who did not eml
God démanded the omen’s meaning ~ Sayl threw b

prophécy across lattices of bo‘nlmg clf-marrow,
and death, When informed of these omens, Di
coldly and turned away while Tamgrkfwn; )
predictions, his face, his glory
Afterall, Tamu,vkhan a
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ce they had attained the high pass through the Black

! Mountains, the going grew casicr as the pass was far more

level than might have been imagined, and high above them

the peaks and rock faces were crowned with effigies of

ancient Dwarf ancestor gods, heroes and runic inscriptions,
“weathered by time and the fury of the elements, but far from erased.
Setting a brutal pace, by midday the foremost warriors soon found
themselves marching through recently abandoned encampments
andahttcr piles at the open mouths of caves. Foul and unkemprt, they
showed clear signs of Goblin-kind as their makers, and many of the
campfires at their fore still smoked and the stench of charred flesh
hung upon the air. Further on, the Kurgan came across the remains

. of their own kind — those riders that had scouted ahead of the horde
~and not returned. They passed the grisly mutilated bodies of former
comrades staked or hung beside the path where the pitiless greenskins

~ had left them to be found while heat-cracked human and horse bones
littered throughout the campfires spoke of the fate of others. At these
crude barbarities the Kurgan laughed, for they honoured the Dark
Gods and had seen far worse in their time — indeed had done worse

- themselves. The Chaos Dwarfs were indifferent, their demeanour

' neither heightened nor dimmed by the findings, and as for the Ogres,
 the scent of burning flesh merely stirred their famously insatiable
wgcnta and made them only more impatient for battle..

The sun was past its zenith, and the high pass taken in by gathering
shadow when the horde first sighted the enemy. Flitting small

. sometimes taking pot-shots at the passing column with their crude
~ bows, but never dostWlth the horde completely. In response
' their shots were answered by desultory arrow-fire in recurn, but
w{xcncv;ran enraged forcel broke off from the horde to chase them,
shadowy figures melted away, leavmg only the echoes of their -

mocking laughtcr
.RPENT SEVERED

c;vould Brookno dclzys now he was so close to his prey, and
05t o unt thcy had rcaghcd apoint whcrc thc ancnent

Death fr@m the Davlness

*warlord’s banner, and with Sayl yet far behind in the column of

shapes moved along the ridges and Dwarf workings above the pass, ‘

¥ manng in rage, was forced to sound the general attack,dw blari

* air. With the horsemen and hounds m%ﬂ‘wl

upon the flanks and rear ofhls warriors once battl he
Night Goblins were wicked and cowardly creatutcs at wo
have dared to bar his path, even in such n(xmb;?s, unless the
filled warbosses that led them felt assured of some charice
That they believed this was the case now, against somlglty
terrible a force as his host, spoke either of mass msaﬂ.lty on thcu' D
or some dark schcmc he could not yet see.

The Night Goblins did not attack immediately, t but mstcad s,rampcd "
and clashed their weapons, screaming and howlmgtaums fr
across the barren space, cleatly wamng for thc ho:dc to m

joined and warnings of imminent ambush. He summoncéﬂmﬁr 2
the Faithless and Kayzk the Befouled to his side, w}lilq Orhbal flew
high above the horde in an effort to gain the measure of their foc -
and any trickery they had planned. The Kurgan were cager to spill
blood however, and the tainted Ogres more 50, and soon, by order or
not, the horde would make its assault, and would not be held back,
bridling as it was for carnage after long hours of being taunted and
picked at by the Night Goblins hidden in the heights.

No sooner had Kayzk’s pestilent and recking form reached his t

march, did Tamurkhan’s own Plague Ogres break from the mrks s
and tumble headlong at the enemy, bellowing and frothmg in their
rage. At the sight of this a great roar went up from the horde and.
scattered bands of Kurgan Marauders joined the charge, along with
maddened pack of mutant warhounds three-score strong that fou

loose of their kccpcrs and lcapt slavcrmgat the foe, swxﬁ.ly out

_cry of war mammoth-tusk homs  momentarily drowning
“the din of the Kurgans’ war-cries. The mighty drums strucks
their wake pounded a rapid beat and the horde lurched for
hoof beats and thousands of heavy footfalls echoing likea
- peel of thunder and kicking up great clouds of dust

himself led the centre of the advance, surrounded by th
filch spattered ranks of Chaos Warriors an égz\:at y
eternal accompaniment to the armies of Nurgle :
like an angry black cloud, castinga shadowim
- The great mass of the Night Goblin arm:
fear at the sighe of what confronted them,
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THE NIGHT GOBLINS

Goblin-kind bas long spread across ss the - face of the world as a

verminous stain, despoiling and devouring, and [n eying on

anything weaker !]Mﬂ themselves where they can. They are also

highly adaptable creatures and down the ages isolated tribes of
Goblins have diverged into ‘sub-breeds’ (some would say devolved

into them), di.\‘tiuctﬁ‘om their more commonplace scavenging kin.

The most widespread, successful and feared of these subspecies are
Night Goblins. 1hey are strange, spiteful and vicious creatures,

considered insane even by the pitifully low standards of their kind.

Adapied to dwelling in the lightless depths of their underground
lairs, Night Goblins have developed a strong aversion to sunlight
that leads them to babitually wear dark hoods and'cloaks to
keep off the rays of the sun, and all the better to crapl and skulk

wunseenin their subterranean realms. As such they prefer to move

around at night and usually hide away during the (Iay, sometimes
welling up from the deep places under cover of darkness to conduct
brief but brutal raids on the surface, stealing away livestock and
prisoners for their larders — human children being a particular

Javourite as the folklove of many lands such as the Empire and

Bretonnia will attest. Although scrawny and gangrenous looking
things under their stained and blackened robes, Night Goblins
nevertheless can be both sly and quick-footed, and while as
cowardly as the rest of their kind, they find strength in numbers
and can overwhelm more skilled and powerful fighters by
swamping them in combat and dragging them down to be hacked
and stabbed with merciless delight. They are also infamous for the
use of bizarre and strange weaponry and tactics — often fuelled by
the over-use of powerful fungus-brewed poisons and hallucinogens
which their shaman and the petty warlords who lead them use
to instil some spite and fury in their forces. Also counted within
their numbers are infamous drug-frenzied
ball-and-chain wielding fanatics who hurl
themselves at the enemy in a whirling
[frenzy of death. Alongside these fight
weird barely controlled fungus- bexzsta
known as Squigs’ which are used
as suicide weapons and haphazard
mounts along with mutated and
gigantic spiders coaxed up from the
deep caverns. ?
o 4
It would be easy to underestimate
the threat posed by the Night Goblins
to the other peoples of the world,
but the truth bidden in the dark
reaches beneath its surface is that
they swarm and multiply by the tens
of thousands, if not in the millions,
and were they somehow united they
would perbaps soon overwheln the
kingdoms above. For countless years
they bave fought an unending battle
Jor control of the undermountains
and deeps with the Skaven and
the Dwarfs, as well as far worse
denizens of the lightless depths.
This warfare, as well as their own
cutthroat treachery and vampant

infighting, creates a continuous
attrition that bas kept their number:
below epidemic proportions. But
despite the never-ending death-toll’ i
they endure, their domain bas slotql"y
and caricerously spread down fb}‘r
centuries. Alveadymuch of wh
once the great Dwarf realm
along the Worlds Edge Mountains is
now theirs, and their foul nests can
be found dotted from the trackless .
peaksof the Vaults, tothe frozen
rocky wastelands of Norsca, to the
edge of the ash-strewn Darklxmds :
and the borders 0f ffar Kbemrl,

%
hS
'5
L

&K<

onlds ;

'#

i




went up from the Night Goblins, and the carnage in the pass was
doubled, and suddenly intensified as shaman cast spells that began
to crackle and spatter amongst the charging Kurgan. Curious green
lights played upon the Chaos Marauders and many were suddenly
cast to the ground and crushed beneath the invisible weight of
powerful magic. Their forces much thinned by the onslaught,
the Kurgan slammed into the Night Goblin horde and the entire
black-clad mass seemed to shudder and quake as the line of battle
I- quick]y becamme a swirling melee of blood, dust and iron, stabbing
4 ? spear points and hacking axe blades rising and falling in frenzied
i savagery, Insane spinning figures lurched clear of the crush almost
S’ + drunkenly carried along by the momentum of blood-spartered
. weighted balls and chains, Tamurkhan’s own sledgehammer-
column of Nurgle-blessed warriors thundered to the fore and
behind them more and more warriors were pouring into the gap
the charging vanguard had left in their wake — for there were
thousands more cager to do battle in the name of the Chaos Gods
’znd prove themselyes in their dark master’s eycs,

; Bubebolos fell upon the Night Goblins with a eascade of rancid
~ breath that momentarily stunned the greenskins and drove them
* back in terfor, the Maggor Lord spurring his mount onward into
. Tamurkhan’s blade swept out in swooping arcs, cleaving
from bodics u'Bubgbpﬁ»n"}a 5 scized mouthfuls of his
pat out their W@Wodicu. Others the Toad

Dragon simply stepped on and crushed beneath his incomparable
lbulk while Tamurkhan gutted a mountain Giant and yanked out
fistfuls of its innards as bloated carrion flies swarmed into its body;
devouring it from within as it wailed its piteous death cry.

Without warning, the mountains themselves shuddered as strange
green lightning flashed high above thé'Bartle. An instant latera
colossal grinding sound vibrated through the fabric of the world,
momentarily stilling the frenzied battle and causing beast, warrior
and greenskin alike to stumble and fall. High above at the entrance
to the valley and at a dozen other narrow places along the pass, vast
slabs of rock and ancient Dwarf statuary untouched by time slowly
shuddered into motion and began with almost galling slowness

to slip from their foundations and tumble with cataclysmic force
into the pass below, Hundreds were annihilated in the blinking of
an eye and within moments the great serpent of the Chaos horde
had been severed into a dozen pieces, all writhing in shock at what
had been wrought upon them. Vast billowing clouds of choking
dust rolled through the pass and scores of Night Goblins and
brutish Stone Trolls emerged from their concealment in the wake
of the carth-shaking actack and fell upon the horde screeching and
screaming in drug-induced madness and gnawing horror. Where
there had once been a singlésgreat clash, now a dozen smaller - :
battles were joined, split‘%nilc after mile of che snaking pass.
Tamurkhan's horde now faced its most dire erial yet, -
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A THE FEASTERS FROM THE DEPTHS

A\\;‘;yﬁbm the front line Sayl the Faithless had been trapped with

the advance party of the Chaos Dwarf contingent as the mountains

- fell within a narrow stretch of the pass surrounded by the remnants
el Fﬁiéhsided citadels. No sooner had the pall of dust settled and

~the sereams of the crushed and broken died away then the attack

**mﬂ;ﬁawcr of black-flighted arrows flew down from the

* heightsabove, while from the rock walls about the pass, further

< deep rumbles cxﬂanattd: : )

3 ‘P&Ck-busm}nfwlcg and slave bearers shuddered and fell as arrows

- sunk into t‘heiﬂﬁlﬁi\;'ﬁut against the Chaos Dwarf Infernals, who
swiftly fell inml\sgl;rédefcnsive formations, the hail of missiles did
lictle. A few shots inevitably found their mark, but they were few
indeed, for their Chaos Dwarf-made armour was close-fitting with

S , ya chink between overlapping plates.
= A

fp

~ Quickly, from behind the spreading dust, screaming steam like the
~ death-cies of damned souls, an Iron Dacmon engine hove inro
Lview dra:égingbchind ita double carriage train, one of fuel and the
" other a heavy tubular cannon around which a trio of Hellsmiths
were hurriedly chanting and spraying boiling hot blood from golden
“thuribles onto its bell-like casing. The clanking and hissing machine
quickly became the favoured target of the unseen archers in the
heights, and the enemy fired their arrows as hastily as they could,
but the Iron Daemon thundered forward undaunted, shaking clear
of the rubble and debris to take up the rear of a now triangular
formation of Chaos Dwarf warriors, into the centre‘of which Sayl
retreated with his own bodyguard-thing, the chattering Chaos
 Spawn Nightmaw stumbling and rolling along behind him. No
 sooner had Sayl gained the centre of the formation than the import
 of the ominous rumbling noises bore fruit, and ancient stone doors
swung slowly open and here and there in places the stony ground fell
away to reveal wide passageways into the earth. These, like the now
B2ping entrances into the mountainside, were ancient Dwarf works,
urterly undetectable until revealed, and they were now controlled by
g far fouler masters than their creitors. Unfolding like nightmarish,
E- - oversized parodies of men crafted from pallid blue-grey flesh and
4
l

warty scales, Stone Trolls surged from the blackness within the
. mountains. There were scores of the huge creatures, their yellow
- cyesrolling crazily in their lumpen heads and their faces splicting in
7+ moon-wide grins of hunger. Behind them the black-shrouded figures
* " of Night Goblins teamed and swarmed forth like rats, their wicked
. knives flashing in their hands. Gunfire crackled from the Chaos
" Dwarf ranks striking down dozens as they poured forth from their
tunnels, but the ambush was well planned, and the distance between
dgc combatants too close for the assault to be halted in time. In
seconds the battle was joined, and a bloody, chaotic melee ensued,
the lumbering trolls and gibbering Night Goblins surrounding and
engulfing the far outnumbered defenders. With pitiless savagery the
g Chaos Dwarf Infernals cut down their foes, hacking and slashing
through the Night Goblins, smashing them down and crushing
their squealing bodies underfoor. The Infernals trusted o their
; own great resilience and the strength of their hell-forged armour to
-»gQRCt them from the frenzied press of bodies and stabbing blades,
! 4 d #ﬂlough some fell, dagger-points finding eye-slits, carnage was
}'\,Wroqghg on the artackingGoblins by the cruel warriors of the Black
; FOFU-'CSS-THIC Stone Trolls however, offered a far graver threat: The
3 d}lu-“?igtcd but brural creatures wielded crude mauls and double-
jhanded;axes with incredible strength that were able to pulverise even
E@?}lﬁﬁ’lﬂy armoured ChaosDwarfs with a clean strike, while the

- Wounds they received in retun fused close with frightening speed
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B8, into bis soul and corrupted his flesh, Each sought
" their own personal glory and advancement, as well as

THE WARLORDS OF THE HORDE St )
The horde of Tamurkhan the Maggot Lord was, like - 43
many of its kind, made up of not only its master’s W
personal disciples and sworn warriors, but also scores (9
of smaller warbands apd Champions of Chaos drawn ™ Y
to Tarhurkhan’s standard by the Maggot Lord’s ;
strength and the promise of victory. Foremost of these
was the Dolgan, Sayl the Faithless, who men called 1
the Twisted Seer of the Wastes, a sprcerer whose power £9
and skill for treachery'had already niade him a dark
legend in the north long before Tamurkbhan’s horde
was formed, and Kayzk the Befouled, mister of-the
Rot Knights whose slaughters in the namé of their .
patron Nurgle were ipnumerable. In addition to these” 38
most infamous war leaders were others such as the
Dragon Rider Orbbal Vipergut, the insane Gulvah
Crowclaw, false prophet to hundreds of screaming
mutant cultists, and the beast master Hu’ll Dreth,
whom legend had it had once been one of the storied -~ §
Truthseers of Albion before the venom of Chaos seeped

the chance to conquer and destroy in the name of their
Dark Gods; theirloyalty to Tamurkhan holding true
only so long as their ambition Wonld allow and the

Maggot Lord’s strength azz(l  favour in the eyes 'aftb% 5
gods remained strong. o @




s was the gift of their monstrous kind. Where the Stone Trolls unlucky enough to bi

attacked in number, the Infernals’ lines began to buckle and fray, and maglecannogn carnzgzuhﬁtlintdx:s X '
~even though some of the bestial trolls were cut down or hacked apart however as they frantically sought to reloa
‘and dismembered beyond even their abilities of regeneration, Chaos was upon them. The Iron Daemon sh ‘
- Dwarfs lay shattered and slain in their wake and the teeming Night shrill hiss of escaping pressure foretold the
Goblins — still spilling in great number from beneath the earth — to follow as the carriages sud&cﬁly shunted
tushed in to press the advantage. bone-breaking force, and the monster was ui

e . into the gun carriage, there was a grinding claf
urrounded suddenly and fighting for his life, Sayl the Faithless, bronze contraption was overturned and topplc&,
reatly wroth that his vaunted seer-craft had failed him, was cinders scattering into the air. Hellsmiths, lames lic
“ consumed by rage and drew upon the powers of Chaos with wild them, scrambled tobe clear of the vast, slax;':mmg]aw
> don, channelling his sorcerous might into blinding blasts of Iron Daemon itself — one side of its wheels hauled clear of the
incandescent lightning which rippled like a scythe through the ground by the huge weight that had ewisted the carriages

- Night Goblins and turned even the hulking Stone Trolls to charred powerless to move or bring its own weapons to bear. The r
. skeletons despite their legendary resistance to witchery. About the _ Infernals, still besieged on all sides by an enemy whose bl oﬂnse
. Chaos Sorcerer, trailing its own web of smoky shadow capered and had been only heightened by the carnage the monsters had caus
~snapped Nightmaw, its mangled, shifting limbs plucking screaming - were too heavily pressed to mount a counter artack and looked
. greenskins within range of its three greedy maws which snickered to be devoured or crushed one after the other while Sayl knew tha
_ and flashed almost too fast to see, sending up a mist of blackish-red for him to conjure a spell sufficiently powerful to harm, let alone B
blood around it. have a chance to slay the monster would likely kill him too mh:s,
& ; exhausted state. Sayl the Faithless cursed Tamurkhan loudly for
The Iron Daemon ground once more into motion and dragged folly and pride, and prepared to gather the wild vortexes of magic
. unknown numbers of Night Goblins to their deaths beneath its that rippled across the battlefield unseen to mortal eyes to him and
" wheels and against the many barbs and blades that adorned it. The . make an end to this enemy even though it might consume him,
- hellish machine’s cannonades fired, shredding Troll and Night knowing such an action would mark a fitting pyre of destruction
- Goblin apart before it in a welter of gore, and the war machine one such as he. Lightning and storm winds played about thc )
scemed to howl and roar like a living thing at the slaughter it Sorcerer as at last with a tortured shrick of metal, the
wrought. In answer, a weird whistling double cry echoed around couplings snapped, flinging metal explosively in all dn‘c
* the press of the pass, and in hearing it the Night Goblins answered the monstrous thing rolled forward, its vast jaws o
with whoops and shrill cries of their own as from a vast yawning laughed in triumphant madness but before he could loose h
. gateway in the mountainside two freakish and enormous creatures the ground beneath the colossal beast erupted upward in
* halfcrawled, half-bounded into view. Even Sayl the Faithless was sheet of blackness and flame. The blast threw the Chaos
 momentarily struck aghast for he had never before seen their like. off his feet and he fought with every ounce of his twisted body anc
- They were coloss'ameypkin—lii(c things with rubbery fungoid flesh tainted soul to maintain his grip on the powers he had summo
of unwholesome’yellow-flecked scarlet. Their bodies were swollen but to no avail. The power ripped out - of him like 2 ng
' like rotting heads, with slavering slit-mouths filled with sword-length whipcord, smashmg and withering all it touched, and Sayl ,‘ :
. fangs as wide asa tower-gare. Even as Sayl watched he saw the first - voicelessly as he too bumed » 3
- of the hulking monsters throw itself heedlessly into the press of the K o T
~ battle, uncaring whether it crushed friend o foe beneathits bulk, its A TIDE OF BLOOD
: ).mpossﬂ)ly wide mouth working hungrily, devouring fangs dragging Outat the front of the horde; the great battle in thc cndw
 out screaming-rasps of torcured metal as they pierced and severed its valley was beginning to turn. For even though the Nighe
ecl lancd PIey; Bcncath r.hc onslaught of the colossal thmgs, one of numbered in the tens of thousands and had cut off the head of
Tamurkhan’s horde from any help, thql‘n found chat they
wocfully uniderestimated the strength and savagery of the war
of the Northern Wastes. Iron-shod hooves shattered skulls, an
speat-shafts and razor-edged blades of ncvdy—fotg@dhlﬂme#
the furnaces of Zharr cleft shields asunder and hacked ap
- Night Goblins cowering behind them as if they
. ragdolls. Footstep by bloody footstep the Night Goblin
¢ sought rcfugc, putting the smokmpltdng andgore- "_’ - pushed back, the ground thick with bodies as gre:
n Daemon and its camagc train between hun and the * thrust deep into the greenskins' ranks where e C
eath the ca:th R ~ of Chaos, tall and inviolable and sheathed in otl
oaih 4 cont¢niptunusly tore through the gm;mﬁm
‘reapers scything down wheat. Panic and d
chmugh the iablcvshm '
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THE BEASTS BELOW

Beneath the surface of the world lies another realm, a
realm of darkness, horror and blind creatures crawling
eternally in the blackness in search of prey. Aside from the
nameless and numberless monsters'that haunt the depths,
nearer the surface is a vast network of tunnels and caverns
formed both by natural and magical forces and the toil

of twa diametrically opposite species, the Dwarfs whose
ancient empirve, now fallen to ruin, once ran for thousands
of miiles wadér the Worlds Edge Mountains and beyond,
and the insidiosis Skaven whose wicked delving spread ont
from theiraccursed city of Skavenblight through the earth
like cancer through a dying body. Here, sheltered from

the light of day and bidden from the sight of the world,
seurry Goblins in profusion and with them noisome beasts
such as Stone Trolls, weirdly mutated fungus-things and
worse dwell. This is by no means the full extent of terrors
that baunt the depths. Here it is that ancient Dragons

e o O

20 TN

gloat jealously over golden hoards gathered from fallen
Divarf kingdoms amid bones piled higher than hills in

vast caverns lit by an unholy phosphorescent glow. Deeper
yet, legend has it, can be found strange vistas that the men
of the surface world scarce can imagine — sunless seas
where eyeless kraken-kin are worshipped as hungering
gods by twisted half-ghouls that lurk in lost cities that have
never known the touch of a fire’s warmth to vast, formless
horrors of plasm-flesh born of the dark wmds of magic that
have sunk into the bowels of the world moving through
subterranean passageways like a living, all-devouring tide.
It is better then that most that live and war on the surface
remain in ignorance of the bgasts that dwell below, for thg_y
have enemies enough until the day the mghtman.s that
abound in the darkness rise up to make war upon tbe warld
of light above.
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directly into the tightly packed greenskin ranks and great showers of
foul Night Goblin blood burst over the battlefield like rain. Soon the
panic became a rout and those at the front of battle abandoned their

- weapons as they clawed and scrambled over those behind in their
efforts to escape.

Even now as the tide of battle turned, the greenskins were not
entirely without guile or power, for hidden amongst their ranks
were many vile and dangerous creatures as well as shaman whose

o - Y - A S, = i W\ G RS

THE SAGA OF GRISAK THE BLOATED
As with many who followed in the Maggot Lord’s wake,
the story of Grisak began in the harsh and forgiving
Northern Wastes. Ayoung and proud son of the Tolkmar
tribe, Grisak first blooded himself in raids against rival
clans and in brutal conflicts with his kin until the heads e
had taken far outnumbered the winters he had seen. He
travelled to Zanbaijin lured on by the promise of battle and
glory, and after suffering a mortal wound which festered in
the fighting, soon pledged his soul to Nurgle in exchange for
the chance to live. Soon his body bloated and bis strength
increased prodigiously as the god's favours were manifest
upon him as be battled from the Stone Lands to the Plain
of Bones, only to meet bis end in the great ambush in
2 Winters Teeth Pass, where surrounded by the
bodies of the Night Goblins he had slain,
hewas brought down with a bolt burled
from the heights by a spear chukka,
impaling him like a bloody totem to
the ground.
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 Plague-spawn had ripped it free, and bleeding pink ichor from a
' dozen wounds — madeits escape up the sheer rock face; the ancien!

1% lgﬁt’,@}g

spells now began to fizz and spatter amongst the Kurgan i
green lights played upon the Chaos troops and several dense kn
of armoured warriors were suddenly cast to the ground-and erush
to gore-stained pulp beneath the invisible weight of powerful ¢

The horde’s own sorcerers concealed in the ranks frantically wove
their counter-spells, but the magic of the greenskins was sr.rah}geand
clusive, and blasts of verdant energy fell upon the léa’ding'C}_g_a:(_)s" S

warrior bands like hammer blows.

At the head of one grear thrust of Nurgle’s blessed warriors which
punched into the Night Goblin throng was Tamurkhan. As he
hacked and crushed his way forwards, Bubebolos was struck again
and again by sorcerous bolts that caused the beast to roar in pain.
The onslaught of the Night Goblin magic left a strange, bitter tang
in the air that unsettled the great beast and even the fly swarm 2 B
that clustered about them drew high into the air to escape it. 4 sy
Tamurkhan’s warband had almost reached to the very heart of the
Night Goblin army, where beneath a blanket of woven darkness an
ancient and wizened Night Goblin shaman perched malevolendly,
enthroned aback a giant albino spider dredged up from the dark
bowels of the earth and armoured with the bones of a thousand
victims lashed to its carapace with flayed skin fetishes. Around the
great corpse-pale spider flew the banners of the tribes who opposed
Tamurkhan and claimed the Winters Teeth Pass for their own: the
Murda Grinz and the Corpse Cuttaz, the Empty Skulz and the Dead
Moonz. On catching sight of his enemy, Tamurkhan lowered his
great axe and bellowed a challenge, spurring on the decaying and
nightmarish warriors that surrounded him on to greater heightsof
fury and destruction. Coiling fogs of glowing green vapour filled e
the air and drove the Night Goblins into a whirling frenzy, and they:
hurled themselves heedless into their enemies, only to be speared or
beaten down beneath the crushing charge of Kayzk’s Rot Knighs,
or smashed apart by the skull-headed flails of Nurgle’s Chosen.
Sorcerer-acolytes were swift to answer the Night Goblins' fog with
infinitely more lethal magics of their own, and soon bilious yellow-
black fumes descended upon the enemy, spreading baleful contagion
and ugly death wherever they went. In the face of this horrific
onslaught, the Night Goblins’ counter-atrack first began to falter,

“and then failed. :

Sensing that the end had come, the Night Goblin army fled in abject
terror and the Chaos horde pursued. At the head of the fighting,
Tamurkhan’s axe rose and fell, carving aBloody arc through all -
before him as the greenskins scattered like mice before the harvest
siekle. Bubebolos roared with all his might, and his rancid breach -
was a poisoned wind that choked the life out of the panicked Nighe
Goblins. All was mayhem and confusion. In their cagerness fone
held back, but gave full vent to their fury, so that the greenskins were
pressed together into the valley’s narrow exits where their bodies :
were soon piled ten deep and their fellows clambered over them to ‘
‘be free from the wrach of Chaos unleashed. Seill Tamurkhan did

not stop, but drove onas the valley narrowed, pursuing the Night
Goblins through a defile with his decaying disciples and blood-
drenchied Bile Trolls close behind. The great beasts shoved aside

the mound of corpses t8 reach cheir foes, but frustratingly the greac
albino spider — now:short a chitinous leg where one of Tamurkhans

g its back, and disa

shaman clinging despe A
- i darkness. With

%ﬂheﬁed statue and-

“escape, an



_ AFTER THE STORM
. Elsewhere along the many winding miles of Winters Tecth Pass,
#0 battles both great and small were ﬁ)ught, and in many the forces
© " of Chaos were triumphant, but in some places the Night Goblin
ambush had proved more successful and victory for the horde had
only been bought at great cost. In others Tamurkhan'’s followers had
been wiped out completely, their bodics carried away into darkness
50 only blood-caked dust and shattered weapons remained to mark
{b;ir passing to their surviving comrades. In the aftermath it had
» F)'ecn cllcar that not only had Night Goblin tribes been involved

in the artack, so had many Orcs — tall, muscle-bound greenskins
armed with heavy cleavers and massive iron shiclds that had thrown
l‘:hcmsclvcs to0 upon the horde’s rearguard only to be slaughtered
L in droves by the myriad fangs and claws of the Chaos beasts and

- mutated monsters they found there.

Sl The horde encamped that night where it had fought, surrounded
ey :"ahb)’ the b}{rning pyres of the dead.to light the darkness, sore and
: weary. No second attack came — the enemy had been spent, not
only in numbers but in the will to resist, With the pale light of
o = d?Wncmc awar council, fractious and bitter with recrimination,
}OP‘&Taxi‘lnu;‘k}mn imposéd his will once more, although now
d"ltonigh outright threar‘and fear chan any sense of the Chaos

re

Gods’ promised glory or duty to him in the others, Only Kayzk, his

ever-rotting flesh seeping through many fresh rents in his armour,

stood foursquare with his leader without qualm or dissent. The:
greatest cause for trouble was not the ambush or the bloodshed of
the previous day but the need of labour. In order to 6vercome the
shattered rocks that had fallen to block the pass in a dozen places, .
great ramips needed to be built ro allow for the passage of horses ©

and beasts, and most particularly for the war machines of the Chaos
Dwarfs to moye over them. Accordingly the Kurgan chiefs, whose
fighters still made up the bulk of the horde’s manpower, along with
Tamurkhan’s own sworn Plague Ogres would be the muscle and

bone needed to accomplish this. This rankled the proud warriors *

of the north, who saw such labour-as the work of slaves, and fatly © -
refused to be under the direction of the Chaos Dwarfs while doing

so. Eventually, through threat of bloody reprisal and dire necessity

was accommodation reached between them, and although none

were happy with the arrangement, the crude ramps were built with

piled debris for stones and pulped Goblin flesh for mortar, and the

horde once more struggled into life and movement. Resentment
simmered now within the ranks where all should have been cager for -
battle, their final goal at last in sight. But Tamurkhan cared not for

this, for the Throne of Chaos was fiearly in his grasp.
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and dwst.

Wudu Ilf-fce before he mpred devisively. * Tf it-is moreal, then it will dic, snch

meehiiith oas b foi], aoul vnlike the 51, zg9t T e followedd, wov s he inded by the promise of
r = yei, e hutd seen the flicker of subt and even fear in those conl-bluck exes. ' Tf it is mortul, then it
The Chuss Dwarf soreerer-priplet Tiad savid, and left the reit 1nspken, frus the Kiergar provert ik it
the Gds destriy, they first ke mishty..."
oy wincld set {5t i the il of thrice-dammed Miamus; som 2| matter wirld b deided & “
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amurkhan had grown increasingly impatient and brooding
since the battle against the Night Goblins. The many
wounds he had suffered had since become increasingly
infected and suppurating in a manner which pleased the
followers of Nurgle that actended him, but to those not of
“his faith, made him even less human both i in aspect and in mind and
ever more difficult to deal with. It was left then to Sayl the Faithless,
> snll half- -crippled himself bu slowly recovering his strength,
“to  listen carefully to the reports of all the raider bands as they
returned and piece together what lay before them. Whilst captives
lived he oversaw the work of their torturers, and when they died
Sayl watched as the shaman bound their spirits and continued to
- question them long into the night. He inspected the weapons of war
* tha the raiders brought back as trophies and bid the Hellsmiths of
the Black Fortress examinte the arms and armour of the enemy with
all their considerable expertise, of which they took a special interest
in the few firearms taken by the Chaos Marauders. By these means
Sayl learned all he could of the enemy’s capabilities and of the lands
of the Empire before them. -

Once the horde had assembled its forces in the cold downs at the
foot of the Black Mountains, at Tamurkhan’s bidding was a council
of war called. Here Sayl spread a great map of fresh-sewn skins upon
the. ground before them, and anchored the corners of the parchment
with chunks of slowly pulsing warpstonesso that all could see what
was inseribed upon it, and the figures and signs thereon danced as if
alive. With gluttonous greed Tamurkhan looked on as the Sorcerer
spoke of the wide green lands the reavers had encountered, and the
 signs that terror of the horde had gone before it and so emptied the
coyntrymde and forests, save for a few stubborn holdfasts, high-

waﬂed towns and watghtowers to contest them. At the furthest reach

of the dragon’s wing-beat, far to the north-west had their quarry
sighted, a grear ciy rising from the land where two mighey

The Wrath ¢f CZWL%

Call along

chosen there was no defence.

ct, as great as any the northmen had ever seen — tower after

route along the river, smashmga seri
that had been espied along the way. The of
roadway — a remnant of the daysccnmnés b
was far-more populated and trade strong,wo
Legion of Azgorh, its more passable terrain be
use by the Chaos Dwarf machine-train. All
for it was clear that surprise was lost to thes
destruction they had wrought in the Border Princes
survived to tell of the horde, but if fortune favour
Empire would still be slow to rally its full might to c
attack from this unexpected quarter as Tamurkhan h

THE HORDE STRIKES NORTHWARD
The great horde of Tamurkhan departed its camps {l'oi‘i‘.i"l of
Teeth Pass moving rapidly and with hunger for the dest
ached to wreak; it spread across the rcgion quickly, splittir
into its divisions and rolling forward with frightening
of the lands before it had been emptied of people and i
but here and there holdouts remained — walled towns'
fortresses either too stubborn to flee or placing their fai
stone fortifications that had seen off Orcs and other mar
before, or ill-fortuned garrisons which had been ordered
the last man to delay the onrushing enemy: Neither how
any true inkling of what was to befall them or the true.
power of the death that was about to reach out and rake:
could guess that Tamurkhan’s horde now numbered pe
of what it had, even re-invigorated by Ogres and Chaos Dwarf:
from the size it had set out at. But in truch it did not matter,
against the tens of thousands that remained — s«crcamm:g
horsemen, nightmarish Chaos creatures and the fire of Haﬂmt;e

Hornfen was the first to feel the wrath of Chaos. Th: mwﬂf—»
_used to raids bemg sxtuatcd in the barrens of the formm: realm
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4 g THE EMPIRE invasions and calamities, disasters and wars without o
, The Empire of Man is the most powerful and influential number. Its power and prestige has waxed and waned many t“
N nation of the Old World. To some it is avealm of progress times, savaged by greenskin assaults and Skaven plots, 4
s and civilisation, a bulwark against the tide of savagery deadly Chaos incursions and the dread predations of the {‘
’ and darkness that has long dyowned much of the world in Vampire dynasties of Sylvania, but it has izluﬁys endyred. ‘
: _j{' its grip, but to others it is no more than an alliance of steel
i . {9 and blood as callous and yuthless as any of its enemies, its
{ d order and justice a thin veneer over feudal tyranny, rampant
superstition and the power-mongering of its military

The lands of the Empire are divided into provinces and
demesnes under the overall notional rule of the Emperor and
the Electors; each ruled by their own warrior aristocracy and

<

provided for by their own mercantile class and clergy, and 3
Y

N

\

& clite. Regardless, the Empire has stood since the time of its

% Sounder and now principal deity Sigmar, some two and a their culture and custom can differ greatly from one corner

5 . . r L s . oL

" half thousand years ago, and over the years it has survived of this mighty realm to another. This can be both 4 boosn and

; a detriment; as while each province is largely self-sufficient : 3
v and unified under its rulers, the divisions can and bave led ’ '
to long standing rivalries between them which bas led in

turn to civil war and bloodshed in the past, and in times of o
crisis it can be slow to react as a unified whole, but when it 1
does, the combined might of its diverse and battle-hardened %
armies are a match for any in the world. : v |

’

The muster of the Empire represents a powerful mix of
warriors of a myriad different stripes. From the disciplined #
ranks of its standing state troops — well drilled spearmen, :
halberdiers, swordsmen and handgunners that form the A b
backbone of every province’s armies, to elite men-at-arms
such as greatswordsmen and the powerful Knightly Orders,
_ to balf-mad cavalcades of religious zealots who have lost €
everything to the horrors of the world, but gained a savage 4
Janaticism in its place. Alongside these fight a profusion of \
professional mercenaries and free companies to whom waris 48
as much apaying concern as a matter of survival, and more o
esoteric warriors such as battle-engineers with strange and »
experimental weaponry of clockwork and gunpowder or 3
those whose faith is so strong they can channel the Winds of
Magic to achieve minor miracles with their religious fervour, b
and the exotic beasts such as Griffons and Demigryphs raised
= and trained for war in the Imperial Menagerie. Even rarer Q
and move dangerous are the Battle Wizards of the Imperial
- Colleges of Magic, who, though mortal, have adapted
. to specialise in the study and control of one of the eight
fractured Winds of Magic and [)ewm;{(in part its master.
The Battle Wizards are a power in Ihr‘fmpire in their oun
s;r 7,? ngi)é and ‘t’éeir:presem'e in the field can make the difference

1

' berween victory and defeat, particularly against the many
{; 7, ‘ mgdﬁj&bhnarisb  foes that would overthrow

Stg?nar‘ki‘rq&md use its multitudes as a larder to slake
their hunger.

o B No G

successor to Sigmar’s throne is the Emperor Karl |3
wharul  from bis royal court in the city of Altdorf. ;
: bl_n‘a mighty warrior, Karl Franz was at 38
ﬂwﬂm? invasion still a young man and an

al wl is preoccupied on a war on many fronts,
s faute to confront the Maggot Lovd's horde, -




> 8

The rapid pace of the advance took its toll uponmachines and beasts,
and a wake of wreckage and corpses lay strewn behind the route of
march. Here and there lone parties of Chaos Dwarfs grappled with
broken down ¢ngines, bent drive shafts and shactered wheels, while
the Kurgan abandoned the weak and the dead at will, and the beasts
of Chaos devoured any that fell to assuage their hunger, Outriders

- roamed far to the north and reported the land northward now

.deserted save for a flurry of activity around the great city, and such
was Tamurkhan's rage on finding the town of Gunnertag utterly

 deserted and left aflame when only days before Orhbal Vipergut

had reported a stalwart defence prepared, the Maggot Lord ordered
the flames extinguished and the land foully defaced and desecrated
in honour of Nurgle. It was here that the horde once again came
together for the final assault.

THE DEATH OF THE PALE CITY

Twcflty-unc days after breaking their camp at the foot of the Black
Mountaias, the Chaos horde beheld the white-towered city. The
Kurgan regarded its high walls and stern defences, and knew that
whole armies might break upon such fortifications, so high that not
even a giant might scale them unaided, their blood and fury spent
without ever stepping one foot inside their enclosure, cut down by
shot and shell. Tamurkhan brought the Lord of the Black Fortress
before him and bid him speak to the matter — after all why else had
the Dwarfs of Zharr dragged their machines and great siege-mortars
half way across the world if not to topple fortifications such as these?

Drazhoath laughed. “Wails?” he scorned, “I see only piles of sand
arafied by children. Bring my brothers close enough and we shall take
pleasure in fulfilling our bargain and topple them for you.”

The Chaos horde arrayed themselves for bartle five leagues due south
of the great city and marched towards their goal. Tamurkhan rode
up and down the lines of troops aback his Toad Dragon, bellowing
and exhorting them to fight with utmost savagery for the Dark Gods

were watching. Wherever he went he was greeted by warcries, thees
uncarthly howls of beasts, vile oaths and the hammering of blade
on shield for now at last the Kurgan would see battle — not battle
against the cursed greenskins such as they had fought at Winters
Teeth Pass, but bactle against the men of the Empire. Around them
was a pall of dim and acrid fog, a sorcerous concoction designed to”
hide their true number and serength. i

!
The Emperor’s army had taken up position before the city walls
on a low, palisaded rise with cannon arrayed across its front, as
well as on the walls above so to maximise its fircpower; the mass,
of the opposing army standing behind the cafinon line, with ranks
nl\pc.n‘nwn and gunners set to receive the horde’s chargc, while 5
providing room for swift withdrawal should the Chaoshorde
pl'(\\ too (I()\C. 'I;l“ll”'kh.l” knC\V WL'” th St()ri(:\ \’)fthc batt'cﬁ ﬂnd
warlords that had gone before him, and knew that the cannon of the
Empire were to be feared as much as those of the Dwarfs of Zharr.

The weaponry of the Empire’s soldicrs shone brightly in contrast :
to the black and scored armour of the Kurgan and the tainted ahd
sickly, greenish metal that adorned his owir followers. Tamurkhan &
grinned lopsidedly with the great, degenerate wound his mouth had
become, for his enemy had alréady madea fatal error — they had
arrayed for battle expecting a headlong charge which they might cut
down with their guns, but he had brought guns of his own.

The horde bought up to a halt just beyond the range of the eremy’s
cannon, a handful of which cracked angd spattered up mud and s6if
before them impotently: Once all was ready 'Ihmurkbnqmis»:d’hi‘s,
colossal axe high and let it fall — the signal was given. Froi b‘ghcng
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the,fog \\gﬂ'\, cafening roar, the brazen and black-iron'vessels of

devastating — great pl es of fld §r
deSerictith began the battle, cerily G e el e gy e

f . g[o\_vmg projectiles arcing up and cannon with equal eas¢ while the ground itself shook where.

s G E?rough the dense mist soon bcgm to fall with frighrcning accuracy they fell like a wounded animal. As the wave of destruction rippled
T #down on the closely packed Empire batteries behind the outer through the enemy and confusion and herror broke out in the ranks
palisade. The explosion of the Chaos Dwarfs Dreadquake mortar a great bloodthirsty cry went up from the horde, and in an instant ¢

shells, filled as they were with powerful alchemical explosives was the great mass leapt forward as one. Dolgan horsemen and Kurgan »
e — c *ﬁi‘ 5 o -‘ﬁ— = {m[isht{s slurgcd f}yr\v.}:rdx. ?\ﬁSECd hound; b;ayi;g a; their heels, and
; S S T 3 >ehind them came the roiling spawn and thunder-footed Opres and
% THE TAINTED o b

Trolls — an unholy mass of hate and muscle, bene oily on slaughter,

c "]"l’lfn the Ogres of the Red Fist tribe were defeated €

X by Tamurkban’s horde, a great many submitted to 5] What followed wasa shockingly quick descent into madness and ]
O |~ bis will and joined the monstrous host and were lost, D | death, cannon roared on both sides and men and beasts were torn

Qt body and soul, to Chaos. Fleshed in the body of their 'ik apart. Rather than stand and die before the onslaught, a wedged v oX
Ny Ogre Tyrant, Tamurkban led them through a series of N column of armoured knights broke forward in counter charge, while ~ +
W foul rituals and tainted feasts which sealed their fate. & .

behind them regiments held their ground stonily, while panicked

S{ Soon all manner of plagues and diseases were visited ) militia cowered in terror or tried to flee back through the city gates.
£ g upon their desecrated bodies, and their suffering )+ Theskies above blackened with swarms of flies and resounded to the
{" was only elevated by embracing Nurgleas their god. g doom-laded wing-beats of dragons and Chimera which descended
; In battle after battle they slaked their hunger and to smote cannon from atop the high walls and rampage through
%)

smashed their enemies in praise of the Lord of Decay;
those that survived becoming ever more stricken

with mutation and the stigma

of corruption until scarcely
recognisable as the Ogres they
had been.

the city streets. Horsemen from both sides clashed over the open
ground between the two armies. Black-armoured Kurgan Chaos
knights fought against glictering Reiksguard, each charging through
the ranks of the other and turning to charge again. Around them
swirled a loose mass of lightly armed cavalry — the Marauders of the
wastes on one side and Emipire pistoliers on the other, the crack of
the Empire horsemen’s pistols cartied above the shouts and trumpet
blasts. Behind the advancing horde came the gun-carriages of the
Chaos Dwarfs. Hauled slowly forward by the smoke-belching Iron
Daemon engines, they unleashed a steady creeping barrage on the
foe, keeping their fire ahead of the battle line until the walls and
towers shook with their wrath and burst aflame one after another.

The cavalry battle proved brutal and short, with the Empire
forces, wildly outnumbered, soon overwhelmed and
scattered, and with a mighty roar the whole Chaos horde
surged forward and crashed like a tidal wave into the
outer palisade as the Empire forces tried to sound a
general retreat behind the walls. Shells and fireballs
fell before the gate, forcing those who would flee to
run a gauntlet of death, while those who survived
on the battlements above rained down handgun
shot and crossbow bolts with frantic desperation in
the hope of slowing the unstoppable tide. There was an
* almighty blast as a dozen hellish war engines spoke at once, and
the grcnr portcullis gate of the city — even then beginning to draw
closed — exploded in a river of fire and disintegrated slowly into
rubble; its.ponderous collapse dragging wall towers to ruin around
_itand crushing hundreds in its death throes. The horde’s warriors, -
&l Bire knocked flac by the thunderclap and rush of hot air, howled
in tfi_@lph, while the soldiers of the Empire screamed hopelessly, :
their $pirits broken, Hook-handed giancs scrambled over the debris
‘dragging huge lengths of chains behind them, tearing cannon and
. mortars down from the walls from within and serving in death as
~ Usealing ladders for the hundreds of screaming fighters following
 behind (Plague Ogres smashed and slashed their way through
' pockets of defenders and fell ravenously on the bodies.
filled sky darkgned to unnacural twilight riven with
2 dipry"‘fdk:k:;s cas;ing:i lurid glow over r.hg carnage
e Maggogkard pourcdimq the cicy, insane wm‘h 3

D
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realm of industry and intriguc,
orf — the Imperial capital,

R Y

of wealth and influence
Empire, growing rich upon the
invasion and catastrophe that have

hiscory with the frequency of seasonal -
expectedly faced the dire threat of an enemy at
1emy with a strength unseen i generations by

4

sheer size and power of the horde that was the
cern for the safety of the city and wider Empire,
and deliberation that magnified its threat.
of Tamurkhan’s coming had first surfaced several nonths
stoties of a dark army ravaging the’southérn Border
en abruptly cut off with sinister swiftness. The flood of

ng ahead of the danger had been suddenly stilled which
dire suggestion of what had happened on the otherside of
 Mountains, but it was not till the arrival of the infamous
ary warlord Lietpold the Black, bloodied and battered in

icr fortress of Mendhelhof which guarded'the approaches
ire Pass, that an impending threat to the Empire was first
sed. Although sought under pain of death by several of the
éxoblé.houscs — and considered an unscrupulous butcher
| dishonourable turncoat by most — Lietpold’s reputation as a
eral was however unquestioned, and when he spoke of his own

| principality and che ravages of the Chaos horde from the
 Castellan of Mendhelhoflistened.

ofWisscnl;n;i. Olger Hoch, upon learning of
g threat, had immediately despatched strong
ts to the defence of Black Fire Pass, while Lietpold
was escorted under armed guard back to Nuln to give
ce before the Countess's court. While the Margrave raised
1 a.nd stirred his far-flung principality for war, in the great
fNuln, in whose chrall Wisscnland largely stood, the
ing invasion was treared with growing concern. Auguries
and th portents of the city’s churches of Sigmar and
as well as the Pprognostications of the resident wizards
n’s Celestial Orrery all prophesied onrushing doom. But for
untess Emmanuelle who ruled her fractious city-state from
i'hipi‘ssivc mask of porcelain, it was the re-appearance at
Amethyst Magisterix, Elspeth von Draken — known in
'some as “The Graveyard Rose’ in the myths and legends
~ that was the surest indication that a cataclysm was
eth yon Draken was feared and renowned in equal
who ry ed Nuln. The powerful wizardess usually
cs of imperial power and the Empire’s
ing with the city only when some dire
dit, and that von Draken’s ceric voice
‘predicted bloodshed was proof.
Lictpold’s story held validity. The
the Countess’s war council spoke of
gic, and of how they waxed strong
souls of the dead had spoken to her

riven out all other cares
In lay ac the heart of the

cd somewhat by its geographical

¢ wrath of nature. The abandonment of so much widely flungland'to -

f the coming storm, and how for long moons she ha
the deathly force that empowered her own arcane art :
iron filings to a lodestone, flowing ever southwards hungs
horde and the stain of slaughter It wrought upon the
the dread Catmine Dragon that was her steed, enslaved to
by the Amethyst magic that flowed like blood through s
‘had followed the invisible currents of death into the rava
Princes and hovered like a carrion crow above the ﬁ:‘g:

- and stolen seerets from the dying souls she had found th
-von Draken knew the face of the enemy and the hotror lifl

~ visit upon Sigmar's Empire.. +

* THE DOOM OF PFEILDORF ; ‘

Nuln’s preparations for war were alread gathering pace v :

+ came to the city of a vast Chaos horﬁ.ﬁot igBlzd{Fgré, Passas+
expected — bue having already crossed over Winters Teeth Pass was

massing in the barrens of the southern Empire. Confiision reignied

. and Olger Hoch immediately ordered the cimcuggionpfi his for.

from the sparsely inhabited lands nearby. This country, fo

counted as part of Solland (a province of the Empire long ago:

destroyed and annexed to Wissenland), was left largely _to'fen %

itself while the Margrave massed his forces to defend his ﬁéaﬁ.l’ands_ B

and suffered before the Chaos onslaught. Wissenland has ever be

a sparse, bleak place, its people dour andAvell-used to the privations
5 _of raiders and beasts, as well as killing winter cold and,the'm urderous

fend for itself was a tactic that had been employed before, to fall bac;k
" -and leave nothing to the invader — to weaken and starve the attacker
before meeting them'in battle at a time and place of the Empirés~
choosing — was a tried and tested tactié to the Wissenlanders, but
against Tamurkhan’s horde, it would prove a doomed enterprise. This
was no'erratic and ill-disciplined Orc raid, nor even a half-unseen® = -
war of ambush and brutal surprise attack as might be expected
from a marauding Bray-herd of Beastmen. Instead the sheer size,
speed and ferocity of the Chaos horde caught the Wissenlanders
off-guard and made'a mockery of any attempts to delay or impede
its 'I;Jrogfess_. Fortified holdfasts, fortresses and watchtoWe;s were
smashed to rubble with contemptuous ease, their attackers barely
pausing to loot the remains, and it was not until the three-pronged
tide of destruction closed with frightening swiftness on Pfeildorf, the
province’s capital, that the sheer scale of the threat was realised with A
horror. Reinforcements recalled from Black Fire Pass had notyer = .
arrived and Olger Hoch, the old Margrave, saw his doom in the dust :
and smoke that the great horde in its tens of thousands kicked upon. -
the horizon, but refused to abandon his city to the enemy, despite
calls to do so from the Countess’s emissaries. But he did order its - -
evacuation but for his soldiery, and the last eddies of frantic refugees
had barely departed when the thunderous sound of hooves ahd o
drumbeats were heard in the distance. : J

Hoch, the veteran of a score of battles had: drawn up his forces ¥
before the city walls, supported by troops and cannon lining the
battlements. In forcing his enemy into an attack on a‘na"rtoi-}fmgt ¥
and inro the teeth of his firepower, he had hoped to break the A
charge and prevail, but he had not counted on the dark swat n,

of the Chaos Dwarfs nor the savage strength of the m 5
army before him. He paid for that mistake with his Ii
lives of four thousand and more of his men as the em!
its doom.
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! il q',(.f"'s destruction came like a tﬁunderbolt to the

j, and it was met with a swift and brutal crackdown of law,
e position of fines and impressed service in the militia as
unishment for troublemakers (or.anyone who happened
standing neat them at the time while order was imposed). For
forces of , who arrayed for battle knowing the enemy was no
‘lﬁ& dful of days march away at best, the destruction of
Jorfand its defenders represented a blow, but also bought them
ne and precious incelligence about their foe — not least news of
their sorcerous might and the strange and terrible siege engines they
-+ possessed, and Ehr_*« ountess Emmanuelle and her council ofwar
- drew their plans accordingly. R

' : ,;-:Tgmu:khmkfmigé;hadbcen such that he had ordered the city of
~ . Pheildorflaid waste, and the legion of Azgorh had beenhappy to
\' o ¥, showering the gambrel-roofed tower-houses and warrens
. ofnarrow streets with incendiaries until the ruins blazed in a great
conflagration. The pall of smoke from the burning city was clearly
f;»;«_ﬁﬂ:l; many leagues away in the wavering ligh of the following
* dawn, so that even from the high battlements of Nuln's outer'curtain
walls, Pfeildorf s dark fate was unquestionable, * )

~ Within the horde’s ranks the festering sore of discontent had wepr
out violence and distrust as the truth that their target had not
been the desired one became known. Those who fayoured differing
masters succumbed to infighting, scorn and recrimination, although
-~ manyin truth did not care whose blood they spilled orwhat walls
they tumbled so long as they had the chance to deal death and
" destruction in the sight of the gods. It was rather the fact that
+ Tamurkhan had been in error — that he had been made to look fate’s
 fool — that was the cause of the acrimony and foreboding, for the
warriors of the North Lands and the servants of Chaos both despise
weakness and some saw in it the cruel humour of the gods themselves
. directed at Tamurkhan., Hundreds died as the malcontent of the
- horde bore fruit over the following days, and fissures opencd up
. within its uniy, stich as it was, until it began to split along divisions
~ © + ofrace and dark faith, while Tamurkhan himself retreated within
- . theprivatecircle of Nurgle’s followefs, burying himself for days
*  in foul rituals of appeasement and propitiation to his master, the
z ; Lord of Decay. The Chaos Dwatfs under Drazhoath showed great
#4+_ displeasure thar they had expended valued munitions and machinery
. against the ‘Wrong target’ and demanded recompense, and while
+ ' Tamurkhan was sequestered in foul ritual, perhaps surprisingly, it
© o was Sayl the Faithless who stepped into the breach of leadership and
~ offered them the ‘right’ to a yictim of their own, the fortified town
of Dakarhaus to the north-west to keep them occupied, to besiege
and despoil unimipeded as they saw fit. This they did with swiftness
~ and brugl-eﬂiciéhcy, taking the town by storm in a savage night
attack; sundering the gates ‘
Galled ‘Skull Crackers’ ficted with steam-driven arsenals of massive e
pulverising mauls and whitling scythe blades which made appallingly
short work of stone, wood and fleshiin their path. Supported
Oy magma-cannon fire and a searing cloudiofash conjured by
ord Drazhoath and his cabal of Dacmonsmiths to bedevil the
ender: at the battlements, Dakarhaus \;va.s taken largely intact, the
‘Ej{iﬁc’d arriors of the Infernal Guard r;rakmg short work of the
de once they were within the wallg, gunning down any that

sisted ar profaning the
pricsts and -dedicating them to the supremacy of Hashut,

Ak deity, constricring sactificial pyres where once their

: at giffdz.the townsfolk of Dakarhaus and™ ¥,

o Nuln, and threatened panic.in the tide of refugees entering,

. leapt barning into the abyss below; lightriing pouring from its eyes

" Testruck the black waters with a thunderous dischirge of pow !

. his waké

A &

with modified Iron Daemon engines they .

3 ,lal,fgh:d, a hideous gurgling soundiin
. sank

émples of the hurmian gods with the blood

ac had flocked there; they were offered no quick d
for the scions of Zhi;rr-N{‘ggmﬁd had come not to slgqﬁh\tei', but
enslaves and soon the whole became a fortified slav
as the Legion of Azgorh took ic over

quickly shoring up the defences they fad d off
the river crossing, Meanwhile, as thedays ticked by like: a:%
of aclock’s hand, che rest of the cgan to slowly € into.

desperate warbands, pillaging ahﬂénf:iimlgésly across the lands to the
south of Nuln while the forces of the Empire were content to rally i
the great city and wait for the inevitable attack cach bolsteri
their power slowly but surely, as just as fractionally, the horde's
cohesion and power wasted away. ¢ : 3t

¥

_Irtookan attempt on Tamurkhar'’s life to rouse dmé’@hao's.hord :
from his filth-tainted reverie, Unseen, silent and shrouded by . = -
subtle magics, the lone assassin had stalked through the cinders -
and scorched ruins of Pfeildorf to the noisome encampment the
Maggot Lord’s closest acolytes had made in the brokeri and burned -
remnants of Sigmar’s temple that now jutred from the ruinslikea™ . *
cracked ribcage. Here a thousand rotting bocfi; had been heaped
up around a grear pit duginto the crypts below, their RECTOtic juic
seeping into the carrion earth to form a shuice of surpassing foulness
in which daemon-things crawled and Tamurkhan himself bath:
in the befouled darkness. Knowing that it could not long re :
unnoticed despite the spell-weavingsiaround it, upbrrsialkmgq‘vq

the mouth of the corpse pit the assassin threw off its coverin| d

. vand mouth, its outline flickering and blurring out of Step
world around it like a phantasm. SR

a hiss of boiling ooze, the foul gasses that filled the crypt igni
in unearthly waves of green and amber flame ar the touch of

assassin’s shivering skin. Blackened sword blades dancing with.
fire licked out with impossible speed as the assassin flickered

the black water, slicing and burning the boated flesh of.l.ml.king'
daemon Plague Toads that rose up against Bile Tro T
howling from the darkness, its long boneless arms reaching out to
claim the assassin, but it was too slow and a burmngﬂfaﬂe unged E

into each ofits eye sockets as the assassin spun ¢
had to reach its quarry before it was too |
‘by the nightmarish forces which filled th: ;
alonga line of stone bicrs half submerged in the
closer to the heart of darkness, when 1arry

vroirijg{g ﬂ;g& r:h&d_a:knésfs., trailing a mi

!
e fogk. :

‘i'nt'd his swollen flesh, whichpu. dqbﬁé
and'scared shut, trapping the swords and a




struck, a thunderclap erupting through the crypt. Like a broken doll,
the assassin once more struggled to rise from the black waters, but
itwas not alone in the foul wash, and long bony fingers grasped at

it, baleful eyes glimmered in the filth and leering grins met its final
struggles with savage mirth. ’

After Nurgle’s tallymen and their pets had had their way with the
_assassin, Tamurkhan looked over the remains with eyes now a
blind, cataract white and glowing like marsh-lights. Spell-stitched
and soulless, his would-be killer had been bound up with power
burniné it away from within — his'enemies had drawn their plans
andshidden their tracks well; a body too damaged for him to
possess should he have needed to, and with no spirit for his shaman
and sorcerers to torture into confession, only a near-mindless
animating force woven from the winds of magic, driven to kill and
know nothing more. Who had sent it? The battle wizards of the
Empire or a dark master closer to home <~ a would be usurper of

A REALM AT WAR
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longer important. The thing that dragged its way 3
far removed from the Ogre Tyrant the Maggort Lord had poss

in the Mountains of Mourn, the creature’s body had rotted furth
swelled larger yet and was twisted into a mockery of life-in-
stigmata of Nurgle writ clearly upon it Afound it hung
the grave and the murmurous voices of flies; andall th
faith who saw it fell to their knees and rededicated thems ves
afresh to their master, so clearly now on the edge of hpoihéosig‘
Tamurkhan the Throne of Chaos was at hand. Tamurkhan was
longer capable of mortal speech it seemed, but his words coulc
discerned well enough by the acolytes around him in the i
drone of the corpse flies that fed off their master, and as a bleak
procession of tainted daemon-kind followed him up from the black
pit, scores of inhuman things leering and cavorting on palsied lim|
the Maggor Lord's meaning was clear. The hour had come and Ni
would know the wrath of Chaos. 7

| Times of peace are vare in the Empire and the hour of Tamurkhan’s coming was not of them, with brushfire wars taking placeinthe
north, heavy Orc raids in the west and the blighted lands surrounds g horror-h, d Sylvania once more stirring into unballowed )
life. These conflicss, as well as bloody dynastic squabbles in the province of Tidabecland, had already seen state troops dispatched from gl 3
{ both Nuln and Wissenland to aid the Empire’s defence, thinning the forces that wonld be available to meet this unforeseen threat. 3
“ Indeed the armiés of the Empire had seen lrough of campaigning over the past few years and were stretehed thinin . B8
" § many places. Aid for Wissenland from the Empire’s other provinces would likely be slow in coming. It is not entirely true however to - G
elaim that the Empire was; at the time of the MaggotLord’s approach, as weak as it might seem. The realm of Sigmar has endured X
Jormore than two and ahalf thousand.years, despite endless plagues, disasters and wars, thanks in'no small part to the hardiness
[ ofits people and the often ruthless ﬂcumenkf its leaders, but most of all because while it may be riven.with rivalry, intriguesand =~
d@iscord, when attacked from without it grows stronger and unity before a common enemy is the noymal state of affairs rather than
its exception. Furthermore Nuln, even though a sizable proportion of its standing armies were elsewhere when the dark news of the
horde’s approach reached the great city still had a standing body of several th d armed men it could call ipon to defend ;t,al:mg

with strong cantingents from several knightly orders who maintained chiapter b

prowess ha

in the Empite, its warehouses and forges were also vell provisioned with arms and armousy ad blac

| could both raise a great militia from the teaming masses which  flocked toithe city, and supply ifs professional soldiery withon tfear of
shortage in & protracted bastle. The Countess Emmanuelle of Nuln, while no frontline general herself; was nevertheless shrewd

' and iron of will, as attested vo by her long and relatively stable reign over the city-state, and bad survived many threats and.
to ber life and power in the past. She had also been kriown to quote an old proverb of Tilean origin when her lack of personal n

J called into question. “Wars,” the proverb went, “a ‘

/ ,o:ses,sed‘ln aImr_zdance, and as the dire import

anempty coffer wasinfinitely preferable o aslaughtered city. -

re waged by warriors, but won with gold.” And gold Nuln,

ery, ﬂang with.called on tiesof duty and not a few veiled M, dn Cmauz;sfr

in the city. As one of the greatest seats of industry,
' and blackpowder with whidh it

il G

5

of Tamurkhan’s threat became apparent, she was wise enough’

5

j&‘}" of mercenary companies,
0 made the vity their home,

howses claimed that the horde,

o

an, mounted a doz

dent factions with
do so sooner rather than later. Some, like the warlilie Church
ch-enemy, and soon preachers and warrior priests could be - found on any street corner, screu

e and lauded mperial Gunnery School vequired a lstle
eir artillery trains and their own Ironside regiments
d. Alongside these, scores of smaller bargains were sty
both great and small, as well as notoriously acerbic and ine ent battle-w
ade nd even the half-dosen experimentil land ships' ovdered by the city-state of M:
being built in the city were impressed into service at exorbitant cost, ' ined d be need
fence though even now as news trickled in of massacres and destruction to the south, naysayers among the n
ke a dozen greenskin incursions and Beastmen ravages before it would spendits.
 city, am{ that ggmﬁ?dx‘d, the vity was impregnable. These ne'er-do- nse
usly whispered of the Countess’s ill-judgpién,tgn: wu:eningriimﬁ,&:m It soas not us
' heads belonging to vaunte

beyond what duty and standing contract require

: tbegrea:dqsmgcgf%rbeugd g o
of Sigma, needed no convincing to raise L

screaming and ex

b e

All the Countess bad determined

wells mustered at the

i) mm
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At the centre of the Chaos battle line was the Maggor
Lord himself riding a-back the Toad Dragon Bubebolos,

the great beast cowed somewhat by what its master had

become; the foul miasma that poured in brackish floods
like ochre-black fog from Tamurkhan’s body a heady elixis
for the devotees of the Plague God who clustered around him.
In his train came the remnants of the followers, ¢ hampions and
watriors who had been his boon companions and ac ulyl'r‘. since the
battlefield of Zanbaijin which for them seemed a life age ago, many
of them now transformed beyond all recognition by the blessings
and afflictions of their corrupt patron. With them came a fresh
coterie of Nurgle’s Dacmon-ger: Plague Riders and Tallymen, half
formed slug-like nightmares and c hittering roils of foul Nurglings,
At the flanks of this core of retainers came those who enjoyed the
Maggor Lord's favour —packs of hungering Bile ‘Trolls, decaying
Chaos Spawn, brute warbands of Plague Ogres, and the rusted and
mouldering armoured hulks of Kayzk the Befouled’s Rot Knights,
Trailing behind and not too close, lest the Lord of | decay'’s touch
caress them, came the mass of the horde in their thousands — a
. hundred petey war bands, the subhuman detritus of Chaos, the lost
and the damned, mutants and rabble, the half-starved remnants
of the Brayherd, chained siege Giants and such monstrous beasts
and nameless ereatures of Chaos that yer lived to be swept on in
nurkhar's wake, Far away on the horde’s left flank, following
banksof the Upper Reik, came a second shadow army — a
Fdark riders, Chaos Knights and Kurgan Marauders, Dolgan
s and wastelander wagon-altars draped with skeins of flesh.
r A the Faithless atop a carved throne of ivory
ofa scarred war mammoth, one of only a dozen
[the long trek to this final bartle. Iy was Sayl now
d not share Tamurkhan’s faith looked to for
o, and tointerpret the Chaos Gods' signs,

0
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ﬂﬁudow of deith on the land. A third

but inexorably from the south-easr.

horizon southward o D Was
e

The Elssdy Tempest

 be, picked out a score of bright burning souls iebl' her who mig&';

< Lietpold the Black, given command Ofd\fﬁtvm o

‘vengeance was so great she could alm
copper on her tongue, }

Pteildorf, Nor would thcy allow the smﬁge anéa'ov
machines that had crushed I’Fcildorfm advance v ;
city — the plan called for theirdestruction a;inycos:.,\ '
nearly a full thousand knight%, mounted pfmi]lc ién&{flﬂmi
had drawn up on the rolling downs to the wcu'i’:fdléd , while
serried ranks of state troops: spearmen, halberdiers, handgunne
and cannon batteries awaited the horde upon the raised banks of
the flood levies that dominated the peninsular where the mlghty
rivers of the Aver and the Upper Reik met, It was this boggy expanse
that was the Empire’s chosen ki”ing ground, and the bulwark =
which they hoped to shatter the horde, in sight of the gréat ct:ybur
no closer, Among the thousands that defended the city oledp s
were more than mere soldiers, for this was a matter of faith umuﬁ
as survival to some, and for the insane flagellant cults devoted to
Sigmar and the zealots of half a dozen other faiths martyrdom in the
face of the Great Enemy was a fate to be almost embraceds while ar
strategic points in the Empire lines batele wizards from the Colkyl
of Magic awaited the ultimate test of their own arcane craftinthe
fight to come, many having never before witnessed such portentous ‘
turbulence in the unseen Winds of Magie that whippcdandeddicd_ 5

across the skies and sank formless like fasl-rushing rivers l’.h!ongh the
carth, heralding whar was to come,

Fate had drawn many to this hour of deadly conflict, and while
Elspeth von Draken watched from the back of her Carmine
Dragon as it clurched to a high cathedral spire like a terrifying,
living gargoyle, she could feel the almost heagtbeat-like pulse of the
talisman she had gifted to Theodore Bruckner — the Countess’s
champion — to protect him from the foul magics of the arch—encm;i
Bruckner's role in the battle plan was a simple if almost impossible
one; he was to seck out Tamurkhan, the master of the horde and slay
him, an act that alone might make the difference this day between
victory and defeat. Her occult senses, attuned to the ebb and flow
of life and death as only an initiate of the Amethyst Order could. i

find glory beyond lesser men, or see their spirit-candles brurally
snuiffed out as merciless chance determines, not least of all ¢h

Aty

;

the dayof den,‘ruc;ion was bnm‘lléﬁﬁ pal
*:?@amduhgmémdﬁa.

“he gods of mankind and scrcam
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Some quaked, others began harried prayers Et,ﬂ{livctnncp’. but
the ranks held steady, hard-eyed vetetans adding quiet steel to the
resolye of those around them as firebrand warrior priests went up
and down the lines calling upon Holy Sigmat’s wrath to smite the
hated servants of Chaos. ) .

¥ £ Horns sounded in the low mists at the extréme west of the Empire
line where the defences butced up against the river bank, But \Were
soon drowned out by the thunder of hooves as the Kurgan came’
screanting in a tide of blurred motion and flashing iron. Along the
banks of the Upper Reik, the defences centred on Asher’s Levee
were commanded By Graf Esmer Tolbruk, and four regimenits of
state troops fromithe Nuln Grey Cloaks, backed with'a detachmerit
of the Knights Bloodied Spurand a strong battery of cannon —
some four hundred men and a score of war m

T S M AL TN R AR

achines, bur it was as

_nathipg against the onslaught of the Kurgan. They camie on like a
greatblack spearhead and the Empire line shivered and shattered
atits touch. Redoubes were overwhelmed in moments, horsemen
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o 7 héE.ﬁpiréf«\?;j has a long tradition of baming the
8 beastsand monsters from its lands where PossiGle and
harnessing thenr asweapons of war. The most famous
establishment wheré these dangerous creatures are housed
& and irained is the Imperial Zoo, founded in the Imperial
» capital of Altdorf by the despited Emperor Dieter IV. This
large menagerie has longostelived its founder’s infamous
reign and now serves as both a Popular attraction within
the city as well as a precious resource for the breeding of
beasts. Smaller establishments than the Imperial Zoo can
be found in many of the Empire’s major cities, each
often specialising in a Pparticular kind of creature
upon which their reputation is founded,
although across the Empire, the savage
Griffon is perbaps the niost common
monster trained in captivity and
‘widely sought after by Electér Counts
and powerful Knightly Orders s
monstrous mounts. The addition of
“these strange and bellicose monsters
%o the forces of the Empire can prove
inp’aluablg as it allows the defenders
of Karl Franz’s realm to meet the
terri) ing creatures they must
L with equalforce - be they the
an Wyverns favoured by Orc
Wﬂuir bhordes, or the
mantic horrors raised in
of Sylvania. -
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ved bloody slaughter through those brave enough tos
b e storm. ‘The glittering, armoured knights of the Empire

%untc;i—éhugcd-and were instantly smashed apart and sene reclin

its angry light. The ranks faltered for a moment

artillery crews and a whirlwind of flas

g
and splintered thiougha vortex of stabbing spears and ﬂa.ﬂixi’ggx;ﬁ
“and ac che hedre ofthe scorm was Sayl the Faichlegs, raiqingﬂ@owg
blasts ofhalc-[i'g‘hming and maléyolent curses from his high throne
like'a wrathftl god, as the shifting horror that was Nightmaw thel «
Spawn sercamed and flailed behind him to be let loose i the carnage.
“below. Through the defences of Asher’s Levee the Klg'ggffadc, an

none could stand before them. e, i

In the centre of the Empire’s line, femoved from the cirﬁag‘g by
river by several leagues, a huge ball of fire suddenly'$oaretthi

the air before seeming to hang immobile in the sky'like a. con
Then at last it began the inevitable fall to earch. ‘The plung
blazed 50 brightly that the whole army of the Empire was bathed |

andichen th'cﬁc%




orb struck the ground with a mighty crash, erupting into a ball of all-
consuming flame. The whole battlefield felr the impact, and troops
from both sides clung to weapons that shook in their hands. Horses
bucked and their riders struggled to hold them. So it was that the
Legion of Azgorh announced their presence. The fiery invocation
had come from the centre of a great iron-caged pyre mounted on the
back of an iron-wheeled altar so large it needed to be pulled by three

. Iron Daemon engines, and around it the Chaos Dwarfs swarmed
with uncanny and unnerving position, forming a diamond shaped
deployment at the edge of cannon-range from the Levee defence
lines of the Empire troops, quickly setting up firing positions with
their snaking war machine trains, whose clanking and hellish hissing
cries could be heard clear to the city walls.

Where the fireball landed nothing remained but a huge smoking
crater — a great black pit upon the green sward. Fortunately for the
men of the Empire, the blazing missile fell just short of their main
gun line, and had instead obliterated one of the furthest forward
battery dugouts. Though some of the other gunners behind had
abandoned their positions in sheer terror, they soon returned and

ey YT

began to open up with the full panoply of cannc;n and mortarat
their disposal. White clouds of smoke broke out all along the front

of the Empire army and soon cannonballs could be heard whisr.ling, 2
through the air in ferocious numbers as they plummeted upon the.
Chaos horde: Within a short time the artillery duel grew intense, -
Missiles of all kinds flew between the arnies, and the batlefield was-
soon clouded with drifting gun smoke as the horde, heedless

casualties, drew inexorably on.

Each side aimed to destroy the artillery of the other — as without.
artillery either army would be obliged to close upon the otherar a
great disadvantage. The Imperial army possessed many more.cannons
than the Chaos Dwarfs, but at such long range only the largest guns
had enough reach to strike back ar Chaos Dwarfs' position,and
so most were forced instead to try to thin the ranks of the horde

as best as they could before the inevitable and unholy charge. The -
death-toll on both sides was hideous, and once the skilled gunners of
the famous Nuln Artillery School found their range, they dropped
fire accurately into the Chaos Dwarf positions. One shot carried
away an Ogre loader, who burst apart showering the Hellsmith
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artillerymen with the creature’s toxic :’nnﬁpis. Another cannonball
landed into a caisson of mortar bombs and ripped agash into the
earth with an explosive blast which shook the ground for a league

The Chaos Dwarf-made-weapons were designed for the slow pace
of siege warfare, and their missiles were time consuming to prime
R “* and cumbersome to load. For every shell that hurled towards the

. opposing ranks, a hundred cannonballs spun and bounced towards
" the horde, but despite this they accounted for themselves wich lethal

 force. The firepower of the Chaos Dwarf weapons was suffuused
with all manner ofhorrific and daemonic force, from great gouts

* of screaming power that devoured everything it struck, to bolts of

molten metal hurled like blazing arrows across the field and eldritch
rockets which exploded their wrath high in the air, to see it race

* down screaming with diabolical intelligence to hungily burn the
~Hesh of its victims, Every missile the Chaos Dwarfs loosed towards

- theenemy inflicted intolerable damage, cantion after cannon

‘disappeared beneath a ball of flame, and soon the fron ranks of the
Imperial army were in visible disarray, alshough they held fast, their
<" banners high in defiance. X/ P )

The lines closed, crossbow bolts shivered d\rougﬁ'thc air, hideous
war cries went up fram both sides as thebravery of mortal men

held fast o confront an army of inhuman hotror andunquenchable:
bloodlust thar hammered towards it At'two hundredpaces the
Empire handgunners opened fire, a snarling crackle of flameé and."
smoke suddenly shrouding the defenders’ lines, and a waye of bodies

fell from the horde into the dirt, cut down as before ateaper’s scythe,

bur the hideous creatures and mutated warriors of Tamurkhan came -
" onunchecked, clambering over the bodies of their fallen. Close now’
 the horde broke up, the longer gait of the huge Bile Trolls and multi-
* limbed Chaos Spawn running ahead of the pack in their frenzied
desire to destroy, while the Dacmon Tallymen of Nurgle-droned on,
. maddeningly counting out a litany of the slain while festering clouds
- ofblood-hungry flies swarmed towards the men of the Empire from
- thedecaying ranks ofNurgle’s children, as thick as a cloying fog.
- Meanwhile, high above the bartlefield the Dragon-rider Orhbal
e Vipergut led a force of &:ﬁon;vulturc winged Daemons, tainted
- harpiesand leather-winged Manticore to darken the skies, to be
- mctinushing, screm%combat by white-winged griffon-riding
- knightsand a trinity of te wizards mounted atop a burning wheel of
" fireand coal-black irop, while all around ther the air was rent with
3 rockets, arcanc-blasts and whistling shells, and blood fell

)
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around and sent Infernal Guard flying into the air like scattered toys,

' charged, their hellish, gaunt steeds foaming black at the mo

. quickly took their place as the second linc‘a:@ﬁan'cfd an

found themselves outnumbered and
: points and blood-stained blades. Bu
. turnagain,
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mark, piercing the iycni’e‘;’ a
some spot weakened to
tumbled to the ground 1
of pestilence rode relen

‘ e
The Chaos knights levelled their cruelly barbed lances and -
+ with savage effore. A hundred paces distance became fifty, and fifty
ten when unexpectedly the front ranks of the enemy peeled away
in desperate flight, revealing a trio of squat multi-barrelled iron
cannon chased in gleaming bronze, Tt would haye been too late to - 2
abort their charge even if they had wished, andin the bleak joy of -
their tainted existence the Rot Knights cared not for the danger, *
. As the Helblaster volley guris erupted in sheets of flaine from their 5
spinning muzzles, each barrel discharged its load of a dozen ormore
small cannonballs. They cut aswathe through the armoured knighirs
and opened great gaps in the Chaos ranks, Those who stirvived the
cannon fire plunged straight into the enemy infantry. [n places the
valiant footmen held their ground, but in others they were scattered . -
or cut down. Those Rot Knights mounted upon their monstrous’
steeds had little difficuley overcoming the fence of gleaming halberd’
blades raised before them. Chaos-bred mounts crashed déwn upon
the poor infantrymen, crushing the leading ranks and slashing those
behind with steel-sharp hooves, as the riders impaled men bodily
one to another with their lances in sereaming slaughter and layabour
themselyes with festering, skull-headed flails b(hich c’haémpc‘d and bl} e
with venom-dripping teeth. < : O N ’

y

: e
But even where the Imperial regiments bquc,a;rtiﬂe

them were regiments bedecked in the crimsdn and s
the Countess’s personal men-at-arms, steel-plaréd G:_ swordst
of the Exchequer Guard with gold chased douHe'haf‘d‘cféagf

as tall as they, and grim, grey-cloaked sell-swords with thé & o
dozen realms nailed to their bucklers, Behind them cam\cthc p'caf
gleaming war altar of the Arch-Lector of Nuln, pulled by scores of
bare-backed and bloody flagellants, while barely armedand crazed
zealors screamed and scourged themselves in a great throng of T
unwashed bodies pressed around it, shouting our their eagerness

for martyrdom in Sigmar’s name. Soon, even the most deadly of
the Chaos knights and rampaging spawn at the fore of the fig

oal
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THE BATTLE ©F CROW’S LEVEE :

While batdc roared on'in the cenitre of the line; further west near the
banks of the river, it seemed victory had already been won for Chaos,
and all that was left was for dhe forcesof the Kurgan horsemen'to wheel
round from their shattering of the Exfipire flank and curn on the centre,
from the side with crushmg,force, emdﬁp the balance of the entire battle
ata single stroke: However, as Sayl s}u'uggb:d 10 all the inrulyand cager

form his army up to a charge,

riders to order and began to manoem'rc
: t ﬁré from tbc river at their

the I\ur.gan found themselyes:

line to try to hold the Kurgan horsemen from smashinginto the bloody
central melee where the bull\ of the horde was fighting, and which was

_ even now sticking in more and more defending troops in an effort to -
stop the horde’s advance, but which was still steadily losing ground to cﬁé

monstrous foe.

A smglc deployment from the city reserve had managed to form aloag
banks of Crow’s Levegin time to meet :hcﬁu'g-.m charge — tthlﬁ‘
Irgnsides, the pride of che Imperial Gunnery School under the

ofthclr casre.llan b

-

alk. As the Kurgan Marauders came on, they. -~
isciplined gunfire as Empire snipers
war—baxsts and Khans, causing confusion m:he n
fof the Collcgc of Metal — longallied to the!
3 fboﬂd and conerace: wielded theirarts to burn and scorch .
gniﬁn& their foes' ns intomolten fire in their hands
n n@é@vcrcdcmya?cl:iom the sod, ripping apart horses and" ‘,"\‘“

3 ’t'ausmgc war fammoth to rampage rhmu@ the Kuirgang

blinded and'amrm insane with pain| from ¢
canage inflicted on'them, bandso
lrpnsxacs. bue thcgfocsdiacxp]m
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Leaderless and beset, the Kurgans' assault began to waver when a burning amethyst light t_oucheﬂ'all was sundered into oblivion, flesh.
deafening howl from the heavens drowned our all else in the tumule and steel withering likcA candle-wax hurled into a'blast furnace and
as adatk shape crashed to earth from the skies above. The dragon the ground itself screamed where the blastline touched. The pale
carcass, burning with livid purple flame, came apart like an over ripe scythe in Elspech’s hand flashed and far below men and beasts died:
. melon as it hit the ground, the headless, broken body of Orhbal the life ripped from them leaving nothing but desiccated husks, The 2
Vipergut pin-wheeling across the ground nearby. Stunned into bactle wizards of the Golden College could do nothing bue turn 5
/" panlysisall looked up asa wide pair of shadow-black wings darkened their masked faces away from thedisplay of powerand shudder,

.the sunand cast all in a shadow that bore tith it the chill of the while the Irofsides that regained their wits redoubled their efforts,

* grave. Above them the Carmine Dragon of Elspeth von Draken pouring fire into the staggering Kurgan who a5 one, broke and fled,
lowered its glass-fanged maw and unleashed a blast of arcane power The Battle of Crow’s Levee had been won, the Empire flank, against
which scored across the Kurgan like a knife-blade. Wherte the blackly all odds had held. /

THE KNIGHTLY ORDERS OF THE EMPIRE
The noble-born warriors of the Empire do not form part iLs
of any state’s standing army, instead they typically fight "%
Jor one of the Knightly Orders of the Empire; warrior
brotherboods who ride into battle atop barded warhorses,
clad in full suits of heavy plate armour and armed with
weaponry of the finest quality. There are many of these
Knightly Orders throughout the Empire. Some are small
in size and their members are recruited from the local
aristocracy of a province, such as the Knights Griffon
and the Knights of the Broken Sword. While other
Orders restrict their membership to devout worshippers
of a particular god (and are known as’Templars), or
Jform widespread and powerful covenants with chapter
bouses spread across the Empire such as the Knights of
ithe Blazing Sun, whereas the order of the Reiksguard,
5 the niostp()/itimlly powerful of all the Empire’s Knightly
i o Orders, have long been afforded the duty of bodyguard
to the Emperor and are in a wider sense traditionally
rhm'gf’d directly with the Pprotection of the Empire itself,

The Knightly Orders of the Empire are organised along
strict lines of | hiemroby, ascension in which is dependent
on both valouy and victory in the field, which given the
brutal realties of the many threats the Empire faces,
counts for more than mere blood or noble provenance,
The greatest veterans of a particular Knightly Order
make up its inner civcle, each a legendry warrior who has
survived many battles and performed feats of arms lesser
warriors can mevely dream of. The Knightly Ovders of the
Empire drea military force no Elector can do without,
and the thunderous charge of these heavily armed and
A':zrmaitred warriors has decided too many battles to count.




WEAPONS OF IRON' AND OAK

"The day well advanced now passed noon, and the entire battleficld
was a \I\lhlng mass of mud and mayhem, with thousands toiling
and killing in the mire. The swathe of combat had interjected itself
between the Chaos l)w.ul'u)nringcnx and the rearward I mpire
gun lines, cucting short their ar tillery duel. In response the Legion
of Azgorh had taken advantage of the respite to lick their wounds
_and was now moving in column to redeploy to a more advantageous
position to the west of the main battle line, Lord Drazhoath had
ention nt‘miring his troops in the slaughter before him, and
y had paid more in blood and machinery than he cared for
Tamurkhan’s cause. Instead he would be content for his I egion to
wait out the outcome of the carnage, and make his plans accordingly,
preserving his war machines as needed, perhaps even shelling the

battle indiscriminately should it go against the Chaos forces.

[t was [1()\\'L‘\‘C|' lhll[ th'[ was a \Uddk'“ commotion in thC
rearward ranks of enémy. From the western flank of tf great
n]L’lCL’ [hL'l'L' bl]r.\'t a L’()Inp.l”’\' ()l““‘(\h l“()llnlcd [[‘()()P\ \\'h() h]'nl\c
away from the Empire lines and skirted the edge of the battle,

galloping towards the Chaos Dwarf position at break-neck speed.
followed moments later

These w gines the like of which

Lord Drazhoath had never seen trange and spectacular these four
bizarre machines belched smoke and wheezed and clanked as if they
were about to burst apart. At first he thought them to be the famed -
Steam Tanks of the Empire but soon realised they were something
clse entirely. They were huge creations, far larger even than his own .
Iron Daemons and fashioned incongruotsly in the image of sea- .
warships, buc hoisted high on wheels and propelled by some crude
steam engine which even at this distance sounded fi¢ to explode at
any moment. Their decks teemed with soldiers and'were frantic with
tivity, and with sudden shock he watched armoured gun pc‘m:s :
open in their bows'to reveal the jutting barrels of cannon., Lord
Drazhoath swore some terrible oath in dwarfish and immediately
snapped orders to his attendants who made haste to obey, and the
column’s machine-train began to scream and clank slowly towards
forming a defensive circle. The Chaos DwarfSorccrcr-Prophet
watched the enemy’s machines steam rapidly forward and they did
so at far greater speed than he had ever seen any Chaos Dwarf engine
of their size move. The ‘land ships’ he realised had distracted him
utterly from the darting horsemen, which were now drawing close
at the gallop. As these riders approached, Drazhoath observed that
some were armed with strange mechanical weapons of a kind-he had
never seen before. Their use and purpose was quickly revealed when




clattering gunfire — faster than any Drazhoath had ever witnessed
bar from the weird experimental weapons of the hated Skaven Clan
Skyre — rattled forth from the riders, spraying indiscriminately into
the still-turning Chaos Dwarf column. The Infernal Guard moved
lock-step into defensive positions and returned withering fire with
firelock and hailshot blunderbuss, shredding horses and riders alike,
but Drazhoath cursed foully again sceing the damage was already
done, a8 the riders were already in amongst the column. Their target
was now clear, as those few that still lived hurled iron-sphere bombs
with fizzing fuses into the guns and gears of war machines and

munitions cacriages with devastating resules

Lord Drazhoath nrged Cinderbreath into the air as the Jand ships
closed quickly upon the siege-mortars and magma cannon, still
stowed for transport, their Hellsmiths frantically erying to make
them ready to fire. With thunderous retorts, the Land Ships began
to shower the weapon carriages with shot from their bow-mounted
cannons and fusillades of small-arms fire from the fighting decks.
A well-aimed cannonball struck one of the vast mortars and in
ashricking explosion knocked it completely from its mounting;
the Chaos Dwarf crew lying dead and mutilated amongst ché

As the Chaos Dwarfs rallied

mangled metal of their war machine.
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to the defence, another wave of riders came through the trund]ing
formation of Land Ships. There were near a hundred this time;
liveried in ivory cloth and enamelled black armour and armed with
fircarms of diverse kinds. Some carried multi-barrelled musketoons,
some braces of pistols and others bore brass-mouthed guns that
gaped open like blunderbusses. The cavalry stormed arodnd the
weapon-carriages, loosing their fire upon the créwmen and slaves™
and causing great slaughter. As they did so, hard-eyed swordsmen®
rappelled into combat from the sides of the Land S}nps andfnughl

oftall attempts by the Dwarfs of Zharr to rescue theig comrades.

Enraged, Drazhoath issued the mental commind for C lmlubrcath
to plunge into the actack. The huge burning beast did as he was+
bidden, and Drazhoath felea thrill of pleasure as Cinderbreath

bathed the deck of the nearest Land Ship in its breath of ﬁamc

the death screams of the crew caught in the open sweet music
to the black-hearted sorcerer. With a sweep of his gnarled hand w2
he sumtoned the power of his Dark God and covered a second
Land Ship in a pall of cloaking black ash while the first careered
away burning merrily. More hooves thundered, vastly more, and
Drazhoath’s alarm was replaced with triumph as hundreds of Kurgin
horsemen thundered into view, but instead of joining the battle

they rode on by at speed, leaving the Chaos Dwarf Soréerer to shout

bitter curses after them for their cowardice.

Meanwhile, undeterred, the two remaining Land Ships turned
clumsily about to attack the next columsf of machine-carriages;
but by now the Infernal Guardwere engaged in a bitter fight wgb

the enemy’s horsemen andwere quickly gaining the upper hand;

although the ragged looking swordsmen fared better, their weird- -
looking standard seeming to shriek like a damned'soul in tormdent.

The Land Ships lumbered onwards more slowly now, for it appeared

that they had expended much of their power duringtheir rapid
advance. They de taken fire from the Chaos Dwarfs andngw
steam spat from gaping holes in the machines” sides: UneLand
Ship belched black smoke and flames sputtered fram i

stack as the engine backfired noisily. Its compairions t ;
{mace. ke
but the fourth incongruously slammed down jts iwn_vv for and .
used the drag weight to turn sharply, crashing intga detat—'hm;ﬂt'v
of Infernal Guard that had formed up to fire on iz, Its bow c,fmnOn
spoke suddenly and grapeshot lacerated the Chaos Dwarts, evc‘
their vaunted Blackshard armour next to useless againse the cann
at point blank range. Lord Drazhoath launched Cinderbreath :
into a knot of enemy riders and laughed cruelly as the Bale Taurus ; <32
burned and gored thenrinto unrecognisable hunks of scorched !
meat. The burning Land Ship crashed inta'an Iron Daemon hedd

on and the pair exploded in a roaring fireball which sent splinter:, ;
shrapnel scudding across the battleficld, punching a hole through'™
Cinderbreath’s wing and ricocheting off Drazhoath’s armour. Bic by .

bit the Land Ships were worn down: wheels blasted apart, boilers

pierced and weeping, and weapons bent and useless. A Skulleracker

engine found one that had stalled broadside, its teeth bit into iron

plate and chewed a hole through the hull with a cracking sound

and erupted from the otherside in a shower of splinters, cutting the
wooden beast in half. The few surviving riders and swordsmen beat a
desperate retreat, as did the single rickety Land Ship that remained, .
smoking and buller ridden, as fast as its off-kilter whccls*&éuldcarry .
it. Bur the damage had becn done and the Chaps Dwajﬁ Wcrbih no

state to pu1 Sll(

about, one bl mde by ash and the other now blwng Iikeg

“Treachery!” Draz/hoath howled into the skie:
e Y %%




A VORTEX OF BLOOD
Then came the sound of trumpet blasts and the roaring thunder of
~ hooves from the cast, loud enough to drown out even the clangour
of the bloody battle and soon the ground itself shook and vibrated in
- omen of what was to come. At the sound Tamurkhan reared up his
‘Toad Dragon and looked out across the swirling slaughter around
him and saw a great wall of shining steel rushing toward them like
. a foaming waye; banners and pennants of black and gold, grey and
scatlet snapping and flying above the knights of a dozen orders, lance
points levelled in a glictering wall of promised death. The fetid lord
of Nuréle spurred into Bubebolos who let out a deafening cry of
- hisown and turned to counter charge this new threat, the Maggot
Lord swinging around his grear axe in wild demand for the horde
to follow. Now it was the turn of the horde to feel the keen-edged
blades of their enemy and withstand the hurricane-force of the
. knights’ massed charge. The shock of the Empire cavalry’s impact
-~ sundered into the horde, which fractured but did not break before
the onslaught. It was those humanoid warriors on foot — the
whirling marauders, howling Beastmen and degenerate mutants
that took the worst of the blow and died in their hundreds in the
first moments as the glittering column of steel and vengeful ire
- slammed inro the melee, but they were not alone and even hulking
Plague Ogres clad in Chaos Dwarf-forged black metal fell in scores,
pierced in a dozen places by the lances of the knights. Behind the
first arrowhead wave of knights came a second charge of free riders
and pistoliers, who darred through the melee seeking targets of their
own, discharging Wheelock guns into towering monstrosities at
point blank range, or hurling demilances into the backs of hulking
Chaos Warriors already caught up in savage combar, lictle caring if
a few of their fellow soldiers were struck in the pro_cesé. Here and
there the actinic flashes of magic revealed the presence of batle
wizards in the thundering charge, as searing blasts of pure white
light burned into the rancid flesh of Nurgle’s Daemon Tallymen,
- scorching them into oblivion, while a vast tangle of murderous living
. thorns erupted from the earth, catching a clutch of festering Bile
~ Trolls in their deadly embrace, and try as they might, the hulking
monsters could not break free, and only managed to rend and
* puncture their ever-knitting flesh over and over in the actempr.

- But if the charge of Nuln’s massed cavalry was meant to be a decisive
 blow to end the battle in the Empirc’s favour, it failed, and instead
- only fpaiug‘cd perhaps to even the battle once more. Within minutes
~ thewarring forces became hopelessly interpenetrated, and the
~ impetus of the charge was completely lost as the knights and free .
 becamé mired in countless separate hand-to-hand struggles.
: axes of the Chaos Warriors were rurned on the new foe,
ing down rider and horse alike with their inhuman strength, and
c bloated beasts of Nurgle were pulling kniights from their
: 'c&pigking up horses, riders and all, before crushing
themin their tentacled grasps. A great Bonegrinder

ving sores, serode over  battery palisade and began to pick
it cannon there and flung them towards the oncoming
valiey as casily as a boy

Where there had been the centr

Wwas now a vast, whirling melee miles ac
slaughter on a nightmarish scale wh
the screams of the dying hungin the
of the great city where refuges huddl
ground, already a morass of blood and mg

of gore and twitching bodies. Both sides kriew ir
whoever won this deadly gauntlet would wi
more reinforcements from both sides were fed |
blood and the skies above grew black and curby

refused to look upon the horror visited be

As the day waned, the bloody stalemate drew on with
in sight for either side who fought desperately on wi
. now left dead at their feet. Tamurkhan broke free of

and Bubebolos, now bearing the scars of a score of w ¢

+ sheared off lance points jutting from its armoured scales,
its rear limb where a fireball had charred its knee down to
bone. The Maggot Lord’s mind, half insane with the 1
savagery of the day and the reck of carnage around him,
that by simple attrition the Empire would eventually win
stood, and perhaps had already slain enough of his forces 0
they had not enough strength to breach the city’s d:ﬁnca.;
beyond measure, he called to him his commanders, mortal :
daemon alike to answer for the failure, “Where weret‘e Ur
riders, why had they not joined the fray?” And with his own e
he could see the plumes of black smoke from the Chaos
machine-trains withdrawing from the field, “Did they
-work was done, Nurgle take them!” 3

Tamurkhan listened aghast to reports of the Kurgan n&em’ fli
from the field, to scatter across the rolling hills behind, ag;d cl
with mounting fury to the realisation that victory was being
stanched away from him. All was lost, the Th'rdneofCha‘é;,.ﬁéi
tantalisingly close was being snatched from his grasp, and yet...
and yer... the Daemons whisPé:cd in his mind, there was per]
another way. el B

" THE DANCE OF DEATH AND DECAY

As twilighe fell on the great field of slaughts fba_f;ﬁ@
away, and the acolytes of the Plague God broke off their ass
leaving only a few insanc and uncontrollable monsters to §
their stead, falling back into the gatheriflg oom. Be
left the survivors of the Empire armies numb.and exh
in no fit state to mount any kind of pursuit even if the;
The death toll had been staggering, and no
easily be given of the losses Nuln had sustaine

- without doubr appalling. That fact could be

. by the empty-eyed, stumbling and wo S
~ backacross the great bridge that spanned ch
taller than a watchtower, its pale flesh mutilated by masses

- handfuls of men remaining from regiments
the hundreds. The citizenry that
old folk for the main, curiously silent
could with bandages and food
el pall o8
should have been

* out the mo
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urt of the Countess Emmanuelle all wasa frenzy of aci
washed over with mounted shock as news of the fallen came in. It
was the almost ghostly figure of Elspeth von Draken, who it scemed
j amere shadow, that cut through the court with news
he direst import. Something was happening on the banks of the
¥ “Wkgikmuﬂi??\cﬁm‘m.e‘thing,ti'i‘riblcrthat might yet spell
~ the doomof then e R i
[h t on che fallen Abbey of the Lilies was a desperately
“arranged affair, and would not have been possible without the
combined reserves of arcane power possessed by the near-exhausted
i uln; The conjurations that let them speed and
-upon itself to allow the war partyta strike before
it was 100 late were so grave that the Grey Wizard who wove the
‘a]éllwas comuiﬁ‘éd by it, burning coldly away to a cloud of fine ash

.

00 S W Aol S ;
£ “The ragged column of knights — the bloodied survivors of a dozen
- orders who had endured the battle of the day launched the attack
== spearheaded by the Countesss Champion, Theodore Bruckner
%t}lt savage Demigryph Reaper, the talisman at his neck flaring
with amethyst light as it encountered the supernatural miasma that
“fogged the desecrared abbey. With them came warrior priests and
foot soldiers, swordsmen and wizards, all volunteers who knew their
- survival was far from likely. Above them the Carmine Dragon’s
.~ wings beat the wind-tortured air and the shadowy form of Elspeth
von Draken raised up her glimmering scythe which crackled with
pale fire. The armies of hell rose up to meet them.

" Daemon savagery tore at the knights, fetid claws gutting warhorses -
« and dragging them down, bur even as they died the armoured
- warriors slammed their lances into cataracted cyclopean eyes and
drove their blessed blades decp into swollen dacmon-flesh. Zealots
screamed and flung themselves fearlessly to their deachs, scourges
swung wildly while holy prayers drove back hulking Plague Toads,
£ ; tbumiglg them as if the purést vitriol acid had been poured over their
_ flesh, The shifting svage form of a wizard from the Amber College
- marched claw for claw and fang for fang against the horror but was
quickly smothered and disappeared Beneath a mass of rusted blades
- and scabrous limbs: The sorcerous breath of the Carmine Dragon
- lashed out, burning a blinding light across the abbey and smote the '
- chestofa Grear Unclean One which struggled to free its house-sized
. bulk from the choked river of decaying flesh and writhing limbs,
A bgt it was evident it would all be for 1ioching if they could not act
* quickly, for they were simply too few and the coming Dacmon
~ legion seemingly without number or limit. Tamurkhan was the
- key, and it was he that must dic before the ricual reached its zenith
-1!1:1 a plague the'likes of which had never been seen was unleashed
on ﬂm;lEmpire.

: gp.ér bounded with long talon-sure strides towards Tamurkhan,
s \lldctmg the Plaguebearer Tallymen who rose up to bar its

ach aside, pausing to savagely grab one and shake it to picces

1 its fazor-sharp beak and »ﬂingir'u{dc as a cat might a mouse.
: g;g," ¢ -d his c&lﬂ'hladcﬁabcﬁc his head and shouted out

s chal winted, The enraged Tamurkhan, fearless and

zy of activity

_ aburning star

had been consun

~ moment of distraction Reaper was on him, its scythe-like
blurred frenzy, slashing rotting meat from diseased bone, its
shooting forward and plucking the rotted head of the Ogre ¢
from its body. Tamurkhan reeled but did not fall and the great a
licked out in a whistling side-sweep and caught the Demigryph
in the breast, stoving in the noble beast’s rib cage and dyv%t
beating heart in two. Reaper reared up, screamingin death ’
dragging the dxe from the Maggot Lord as it did so. Br_uckig_cn bar
managed to scramble clear in time as the Demigryph collapsed,
dead as a felled tree, and came up swinging, his enchanred blade
stabbing and hacking relentlessly at the flailing bulk of the he 2
Tamurkhan, scoring wound after wound on thé tainted flesh, Tt
inhuman horror collapsed to one knee under the onslaught. ¢ ng

foulness filled with writhing black worms spilled amssmkﬂcs

;and gagging he staggered backwards — staggered andsilyggd..l as

enough for the maggor to do jes work.

< The oBspénc creature lurched forth likc"a' smlm;‘g c'ob';:i hn ¢
itsclf over Theodore Bruckner's terrified face, crunching through

leacher and bone and pulsing and writhing v@&im'tbe
«bones splintering like pistol shots as the maggor forcec

“Here was a proud ues:qg’? that would be the i';:t heéwe
would notbe denied. He was eternal. I;Ie was...” 4
0ol R

\ "‘- ¥y SR .:'
around Brui ner's ncck‘pem ini
. O

j‘gx_wasnotﬁipg bt bl
Emmanuelle’s chan

crater that. rcé!agtd"f
pierced the m
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And so ended the sag
of Chaos, & e,

¥

Blinded by by mg‘{'n'  al
I who had risen so high —
left a beggar upon the road ;
Condemned by the Dark ngs ‘my bla

strange land, but far from helpless
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Campaigning for the Throne of Chass b

‘The following section allows you and your friends to fight your own
battles to decide the fate of Tamurkhan, a Chaos warlord, who by
dint of conquest and slaughter secks to gain the favour of the Dark
Gods and attain immortality as a Daecmon in the service of his

. master, Nurgle, the Lord ochcay. In order to do this, this section

S provides you with a narrative campaign framework that echoes the

main story elements and momentous events of Tamurkhan's reign of
terror.

Narrative campaigns differ somewhat from other styles of organised
campaign frameworks (such as leaguc play, Mighty Empires
campaigns and node eampaigns), in that they are very focused on
the story and background to events in the Warhammer world to

determine the nature of the games you will play (hence the ‘narrative’

bit!). To this end the spetal scenarios and campaign rules may

err more on the side of following the storyline rather than being
scrupulously ‘balanced’ — by which I mean they may have unusual
conditions for vicrory, conscquences for future games and indeed be

¥ Rarder forone side to win than the other. But the spice of this kind
o

@bvaricty is one of the most interesting clements narrative campaigns
! V{S‘to offer, and getting into the spirit of this is a key part of the
* enjoyment (not only for yourself, but also for'the other players).

o

HOW THE THRONE OF CHAOS CAMPAIGN WORKS

The Sides: This campaign can be theoretically played with as many-

people as you like, with the proviso thar they be split roughly into A ;
two sides, as ultimate victory in the campaign is decided by which ATy
side — rather than which player — wins the final battles, wich -

the results of the prior games determining just what forces and

advantages the two sides bring to beear in this last round of combat.

There are two sides to the Throne of Chaos campaign. One -
represents Tamurkhan and his horde, and the other (slightly more
abstractly) represents the opposition he encounters through his
trayels and the various armies and enemies that oppose him.

The armies played by the Chaos Horde side in any given game can
be drawn from any Chaos Army book as desired (and also by using
the Legion of Azgorh army list found further on in this section of
the book). Depending on the availability of other forces (see What
armies do you need to play? on page 107), you might also warit to
include other allies of dark hearted allegiance if you can and as is
practical for your gaming group.

The armies played by the Opposition side are a varied lot indeed

as Tamurkhan’s horde ravages through many lands on its way to its
ultimate goal of besieging Nuln. Each Campaign phase as shown
further on offers a selection of appropriate armies for each locale
on the campaign map (see page 109) as well as special units or army
types that may be used in a particular phase.

Selecting armies: Unless specified by a particular scenario, the
following restrictions should be applied to army selection for games
played as part of the Throne of Chaos campaign.

Points Cost: Games should be played o a mutually agreed points
cost, with a value 0f2,500 points recommended per side for games
_.in phases one through five, with Grand Batles of 3,500 points a side

recommended for games played as part of the sixth phase. ;

Cha_lract-er Limitations: Unless using special characters found
within this book, special characters drawn from the Wathammer
Army books should be limited to a maXithum of one per army (who
may be assumed to be ‘stand-ins’ which operate with the same rules).
In addition, Wizards with a higher Magic level than 2 should also - )
be limited to one per army maximum, regardless of the game’s size

Lok unlc.g's a Storm of Magic scenario is being played.

Irem Restrictions: Unless specified as being part of

ecial character's equipment or seleced as a part of the *

bonuses for winninga Campaign phase, the following e
criction pa'pﬁcp'p characters used in armies in e




.

* ‘The Phases: The campaign is sépa'.ratéd.intélsix.phésés. caqH v
phase roughly corresponding to one of the chapters in the story of
‘Tamurkhan. -

Each phase has a number of games played within it This can be as

- few oras many games as you like during a particular phase as it is the
.. ‘5 overall outcome of the total number of games played that determines
3 '..*ho witis that phase, and therefore which'side accrues bortuses for

D

N S‘ﬁnc final phase. - 3 :

The rccomr'ncndeg number of games pfaycd per phase is equal to the
* number of players jfvolved. 3

One of the games played in the phase should use thie special
+ Campaign scenario shown for that phase (see pages 114 to 120).
- The rest should be determined randomly — a chart for'each phase
~ . is provided, and the missions used can be found in the Warhammer
8th editioh rulebook.

- Each game played offers a number of Campaign points to the sides
involved. At the end of the phase, the side with the greatér number
of Campaign points has won that phase. If the number of Campaign
points won by.each side for the phase is equal, then the winner of the
special scenario wins the phase.

S
4

:
: The Grand Finale: Phase six of the Throne of Chaos campaign
i represents the cataclysmic final conflict fought in the shadow of the
. great city of Nuln. All rides on this turbulent storm of blades and
g  sorcery, and all chac has gone before is but a prologue to this'mighty
WHAT ARMIES DO YOU NEED TO PLAY?
“The saga of Tamurkhan is one of the many wars of Chaos

fought against the mortal races of the Warhammer world, and
as such the number of different forces involved when following
the story and the horde’s [engthy travail in order to reach Nuln ;
might seem intimidating to say the least. However, if your
personal collection of armies or that of your gaming group can
cover them all that’s grear, this is far from ‘required’ to play
- the Throne of Chaos campaign or get enjoyment from it. It is
however recommended that if you are going to use all the extra
scenarios and units provided here, that at léast a single Warriors
of Chaos army appears on the Chaos Horde side, and you have
+* | | atleast one Empire army on the Opposition side for the final
| phase. Ifyou don’t have the other armies listed at your disposal
1 (orindeed only have those two!), you should still feel free to use
.+ the campaign systemlisted as follows with the armies you own,
.and modify it where appropriate,

- Suitable opposition armics for each Campaign phase can be
| foundin that phase’s description.

orinclusionon the Chaos Horde side are:
5, Daemons of Chaos, Beastmen and the
f%ch @é page 186). This represents a ‘pure’ -
of the forces present in Tamurkhan's saga.
e players in your campaign, you can

e the following armies which could
C Q&lsclvesmth Lh% Maggot Lord at
ga;k ug_nc, '@gre Km'gd.r_)ms, Skaven,

clash of arms. The results of thc'prcafiou:s p}éiﬁas' will dete
which-bonuses (and also penalties) the two sides fight wi
the last phase. : % &

ksl

. 3 “' . 2 i
The side with the most Campaign points accrued in this |

is the Victor! ; 5

When playing campaign games, one additional exciting element
be determining the fate of a particular special character between
games. Have they fallen never to rise again or will they be back

avengeance?

Ifa unique special character® used by a player s removed s yéﬁ'ﬂl
during a campaign game (this includes routing back off the board
etc), after the game has concla‘xd‘cd,xroll a DG for the characrér,
results of the following then af)jily: ; i e

If you won the game, add +1 to the D6 roll!

D6  Result 4 o
1 Casualty! The character may notbe used again in thi; 3
Campaign phase: . 5 g 0f p

2 Wounded: The character must start the next game with:
one wound fewer than normal (down to a minimum of 1),
3 Shaken: The character must fight the next game
with -1 Ld. : o
4-5  Fight Another Day: The cha%acter has escaped =+ -'1 /
permanent injury or hurt, and may be used ag&r;ﬂ;**y A
you wish in the next game. } ok i
6 Enraged! The character has nor only éscaped injuryand. *
can fight again normally, but is subject'to Hatred (6f -
everyone) for their nextgame! AR

(’.
L

%,

2 i v 7 3
*Note: This.covers not only the special characrers included in this *
book (‘Tamurkhan, Lietpold the Black, etc), butalso any drawn from -
other Warhammer Army books for the army being used, including
any ‘proxied’ ones the player has renamed to theme with cheir army.
It may be noted by astute players that this optional rule can have =~
more effect on the Chaos Horde than its opposition (who may
effectively take an entirely different army with different characters
every game). This is somewhat intended and is counterbalanced to 4
degree by the army selection restrictions for the campaign,

% &

: §a
HOW MANY PLAYERS DO WE NEED?
The Throne of Chaos campaign can bs foﬁght‘viviyh as lictleas
two players with no real uppet number limit except practicality!
However, somewhere between three and six playersa side will -
" let you get the most out of the range of games nd scenari

included. :
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Designer's Nites: Raen ning a " Successful Cﬂm}ﬂm{m {
& - ¢ o )

When running any campaign there are certain practical H

considerations you should always keep in mind, not least of

all the ability of players to regularly play games and just how
long the campaign is going to take you in the ‘real world’

Commitment to seeing the campaign thmugh is essential, and

ave a plan for ending the campaign: Keep n'n'éy'g on time
and the real world, and tailor your campaign to fit the lives
and needs of your players. Be realistic aboutyour players'
ability to commit to games and the length of time you can all 5
handle. Doing this will be the most sure fire way of getting ]
your campaign off the ground and seeing it to a satisfactory
conclusion. As wellas any in-game timescale (such as the .~
games-per-phase ratio in Throne of Chaos), also have a series of
real world deadlines which moves the campaign on, regardless
()f.myrhing clse, towards its conclusion. This can be very
helpful particularly when running a campaign for a sizable
group who may not have very regular and uniform attendance,
such as ata gaming club, as it keeps the campaign moving.

if you get this sorted out ahead of time, things will not only run g

smoother, you're [ikcly to have a lot more fun in getting there!

y Here then are a few tips for running successful campaigns:

i Appoint an organiser: Find a volunteer among the players
to organise [hings and keep a record of what's ]1.1ppcncd (eg,

who's played, to record results, to stick pins in maps, ctc). Then

g benice to them! It’s everybody’s responsibility to help the -
; organiser out, and also display a little gratitude for the good job
they're doing. In more simple set-ups like the Throne of Chaos,

—_— e SR

this can be one of the players, but in larger more complex For example: For a gaming group of less than a dozen

people playing a game or 5o each per week, I would suggest
a timed cut-off of two weeks for the different phases of the
Throne of Chaos campaign. This means as long as at least
one game is played, every two weeks the phase ends and the
Campaign points are counted up and a new phase is begun.
The campaign will move forward, and after twelve weeks,
youll be done! If you have a lot move players (such as an
entive club meeting on a regular gaming night) or just a lot
more games being played on average, you could decrease that
; W 10 a phase per week. Conversely, you can slow t//ilxgs down
2. fym/ want the campaign to last lzmgt’r or if you and your
) = Jriends can only get together infrequently to play, you could
expand this to a phase a month or longer! In any case, this
kind of up front ' framework lets everybody know where they
stand and how things will work.

campaigns, it’s often better that this organiser doesn’t play, but
remains impartial as a ‘Games Master’. This allows them to
referee disputes and also allows them a freer hand to modify

and invent new missions and special rules.

0 L

-
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'L Give people time to prep: One of the great things about
“campaign's, particularly the ones with a rich backstory suchas ~ [@
narrative campaigns, is that they can be a fantastic spur to paint ¥
- models and build stuff you've had lying around for ageswith .
the intention of doing something with (well, they are for meac {8
any race!), as well as encouraging you tdipat together a themed
, ‘ or oné that complements cither in style or appearance « 3
it allies’ A lot of people really like this aspect of X
t can beayery cool thing to factor in some

pate for. So; rather than sit down with your friends
"651‘: all going co start playing the campaign the
ys work in‘a month or so’s prep time to get started

and chen finish during play perhaps or.expand new units as
ou.go along). This in my experience adds to the camaraderie
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. CAMPAIGN PHASE :
THE CHAMPIONS OF THE DARK GODS

Special Scenario: Altar of Battle (2 CP to the victor)

’ Sugested Opposition: Warriors of Chaos, Daemons of Chaos,
Beastmen, Empire, and Dwarfs.

Other Scenarios: (Sce the Warbammer rulebook)

D6 Result
1-2 - Battleline (1-€P to the victor)
3-4  Blood and Glory (1 CP to the victor)

5  Meeting Engag%ent (2 CP to the victor)
Bgttl’c;)}g)y’al‘(z ;P, to the victor) as a Grand Battle (if

10defs arcayditible) or a Storm of Magic scenario

%) as chosen.
& é_;,

ﬁ%a)se take place in the Northern

if ﬂuc%c?zhe winds of magic and
-

it

S?fcrcd,‘ b‘y&my Wizard, this may be
ond oﬂ};;ust be taken cven if it is worse.

in is the result of this re-roll, treat the

re realm waxes open: +1 to all casting
final phase.

-but before the first turn, pick a single
er and mount are chosen, then both

y " £ i ’ '_ :
- The Campaion Phases ™ il
'—-':’ Thq%mpaign is broken down into a series of phases, cach with their own special scenario,
as Well'as any appropriate phase special rules and effects leading up to phase six.

# e:[hF

suggested opposition and bthcra;pprqp}i'a.tc sccnz:iqs

CAMPAIGN PHASE 2:- 3 8 S Cs

LANDS OF STONE AND DUST - -
Special écenario: Congquest of Giants (2.CPto the vxcnor) i _.
Suggested Opposition: Ogre Kingdoms, Empire (sta.nd.mg,m y

for Cathay), Beastmen, Orcs & Goblins, Vampire Counts, and
Hobgoblin Tribes (see Special). ;

Other Scenarios:

D6  Result

12 Battleline (1 CP to the victor)

3-4  Meeting Engagement (1 CP to the victor)
5  Surprise Encounter (2 CP to the victor) -
6  Dark Monoliths of Zhulgozar (2 CP to the victor,

Special ) 3 d
Hobgoblin Tribes: The lands of the Steppe are infamous for the e
nomadic tribes of maranding Hobgoblins that-plaguc them. You can ]
use stand-in Orc & Goblin models to represent these. Core units
for these armies can be comprised of Hobgoblin Cutthroats, Wolf
‘Raiders and Hobgoblin Khans as Hero choices (see the'Legion of
Azgorh army list for details). In addition, Goblin Shaman can also
be taken as Hero choices, Goblin Wolf Chariots and Spear Chukkas
as Special choices, crewed by Hobgoblins with the appropriate
profiles, and with Giants as Rare choices (see ‘Warhammer Armies
Ores & Goblins for details - their costs remain unchanged).

Dust Storms: Scenarios played in the Stone Lan ifrc subject to
the cruel and freakishly unpredictable winds chat howl ceaselessly
through the area, kicking up dense.clouds of blinding dust. At the.
‘bcginning of eachrplayer’s turn; both playets rolla Dé. If the resule *
isa double then for this turn onlyall uni count as being 6" furcher &
away than they actually are for the puxe of shooting attacks, anda-
penalty of -1 is imposed to all charge di e

Victory Effect: The Long March

‘Chaos qud_c': In thcba%:des of the!ast T
the player after deployment but before thega
one Veteran Ability (see furcher on).”




© THE LORDS OF FIRE

=)

2% ‘ Suggested Oppositigin:Lt;gio.xx of Azéﬁrh. Ores & Gmliﬁ;._Ogre ;
g 7] H gingdohis,‘lqmad Hosts (sgs Special), Vampire Coupt_s..andls'l’(ka‘ven'l
* % e A & X A <

> X »

s e

§r e 0%
-+ Other Scenarios: . : R A o Y v

D6 Resule ; !
12 DawnAttack (1 CP to the victor)
3-4  Meeting Engagement (1 CP to the victor)
5  Bardeline (2 CP to the victor, fought as a Grand Battle
\ . ifthe models are available) i
e 6 Surprise Encounter or a Storm of Magic seenario
; - ..{2 CP to the victor)

Special -
+ Dread Hosts: These reflect the creatures of the strange and inhuman
* domains of the dragons of the Plain of Bones, and may be uséd as an
l Opposition army if you have access to the Stor of Miagic expansion.
Each Dread Host miust be commanded by a single Great Dragon or
Emperor Dragon chosen from the Storm of Magic expansion. This is
the only ‘character’ in the army and there is no % limit on the points
cost for them as part of the army. In addition, the army’s Core choice
may be made up of unics of cither monstrous infantry or monstrous
beasts from the Sorm of Magic expansion with the exception that
Dacmons may not be selected. For the army’s Special choices,
* Monsters costing less than 150 points from the Stor of Magic
« expansion each may be taken, and for its Rare choices Monsters
* costing more than 150 points from the Storm of Magic expansion
cach may be taken, again with che only proviso being that in either
case Daemons may not be taken.

o o ISR et L ., L AR b e

Deadly Ground: The DarkiLanZis are oncof the most inhospitable
realms in the Warhdémmer world, filled with boiling rivers of sulphur
and hills that are little more than treacherous mounds of bone and
ash among which many foul th'ings Itirk, In addition to any other
terrain effect, hills are counted as being Dangerous Terrain and any

- water or swamp scenery inflicts 2D6 Strength 1 hics on any unit

. caughtin it duﬁng the Compulsory Movement phase of the player’s

" wm,

N N T g —

3 Victoryiiﬂ'ect: Ancient Plunder and Curses Unleashed

Chaos Horde: Chaos Horde armics may now purchase magic items

Cie fo‘r asingle Lord ‘character without the usual Throne of Chaos magic
item restrictions.

oy Opposiﬁoxi: In the battles of the last phase, one unit choééﬁ by the
Player after deployment buc béfore the game has begun may be given
one Vereran Ability (sce further on).

Special Scenario: The Crossing of Fire (2 CP to the victor 5 oy

Goblins; and Ogre Kingdoms..
Other Scenarios:
D6 Reiu.lt ‘ it /
g 1-3  Hired Swords (1 CP to the victor)* v
4  Lootand Pillage (1 _CPvro the victor)  © .
%5 Blood and Glory (2 CP to the victor, fough
» " Bade ifthe models are available) -+ ¢

Special

on: Empire, Br

6. The Watchtower (2 CP to the victor, the Olpptgsin i
. always begins the game in control of d)ty,jg/chtbwg;)\ :

Jj

Blood Money: The Border Princes aré filled with unscrupulous’
killers and-hired blades, willing tosell their swords for blo 3/7
i Asaresult, any army in this phaSe can take on a single unitof
mercenary troops if it wishes from its normal points value. Uz
rules for Allies found on page 136 of the Warhammer rulebookeg -
determine what troops are available, with a single Coré or Spe
choice from an army that would be classed as cither a Trustec
Suspicious ally for your army available. A\'ferccnary units J
used normally but are still subject to che Alignment matrix cffe
shown on.page 139 of the Warhammer rulebook. o)

Victory Effect: The Shadow on the Land A
Chaos Horde: Glutted by conquest, in the battles of the last phase
one unit chosen by the player after deployment but before the game ' ¥

has begun may be given one Veteran Ability (see further on).

Opposition: Refugee warriors from the Border Princcs;have escaped ;
to fight another day. In the bartles of the last phase, one unic chosen ~ «

by the player after deployment but before the game has begun gains
Hatred (Chaos).




L) S s
.~ CAMPAIGN PHASE 5:
- DEATH AND DARKNESS

§§e€ial gcenarioé Sundered Pass

,Suggqsied Opposition: Orcs & Goblins, Dwarfs, Vampire Counts,
| Empire, and Skaven. .
Ol

* Other Scenarios:

. D6 Result
: 21-3  Bartle for the Pass (1 CP to the victor)
4 Meeting Engagement (1 CP to the victor)
5 Heroic Last Stand (2 CP to the victor - the Chaos
» Horde player is always the one making the Last Stand)
6  Hold the High Ground (2 CP to the victor, fought asa
Grand Battle if the models are a\;ailable)

. Special:
Ambush!: This phase represents the darkest hour for the Chaos
Horde forces in Tamurkhan’s saga as they are divided and trapped

 with nowhere to run. Regardless of the scenario being played one

. unit of the owning player’s choice in an Opposition army can be

" given the Ambushers special rule. The Chaos Horde player can re-
roll their first failed Panic test.

2

e

éﬂory'liﬂ'_e_ét: The Final Trial

208 Horde: Scarching the deep mountains, the Chaos horde
s forth serange beasts ensnared from their hidden lairs. Ifa
el is available; a Chaos army may include a single unridden
er for the final phase from the following list at no points cost
the Warbammer rulebook’s Bestiary sectionfor details): Giant,
Wyvern or Feral Manticore. U}lfortunately the arcane bindings
on'the beast are hot serongand its controlling player must take a
onster R&action-tcs't.la he beginning of each turn. In addition if
> rolls of a1 ar made for this test during the game, control of
: \' ) to the player’s opponent. The monster is worth

X

CAMPAIGN PHASE 6:
THE THRONE OF CHAO!

Special S'cengrio: The Battle of the B_Iooﬂy'Lc;rce's,

Suggested Opposition: Empire, D\n}arfs/V;:i';pxr‘c Couni

of Chaos*, Legion of Azgorh?, and Daemons of Chaos®,
§ AT

(* Representing revolt in the horde’s ranks!)

Other Scenarios: -

D6  Result i
1-2  Invasion (2 CP to the victor) — (note this uses a larger®

than normal table size, if this is not available re-roll the
scenario instead) ‘ B

3-4  Razeand Ruin (1 CP to the victor) : e
5  Heroic Last Stand (1 CP to the victor - the Opposition
player is always the one making the Last Stand) ;

6 River of Death or a Storm of Magic scenario (2CPto

the victor, fought as a Grand Bartle if the models are
available)

Special: :
War on an Epic Scale: All games in this phase should be fought
using Grand Armies if the models are available, and in addition

for particularly large games, the special Hosts of Chaos rules (see
page 142) may be used by the Chaos player if they wish for tnﬂy
spectacular battles with which to show their devotion to their Dark
Gods and perhaps gain their fayour! k32

Victory Effect: None. The victory effects from previous campaign
phases come into effect for the battles of this phase. If the Chaos
forces are Victorious this phase, they win the Throne of Chaosand
their leader ascends to daemonhood on the back of indescribable
slaughter. If the Opposition wins, Tamurkhan is cast down and the
great city of Nuln endures!




CAMPAIGN VETERAN ABILITIES ; A i
Over the course of the campaign, the two sides can earn Veteran abilities for their units, These abilities can then be
‘their armies fighting in the final bateles of the campaign in phase six. No more th
unit, and what unit gains what ability should be noted down before the battle:

applied to
an one Veteran ability can be granted to an:

\Stalwart (Infantry & Monstraus Infantry only): The unit becomes Stubborn. ik b
|+ Bloody Butchers (Infancry & Monstrous Infantry only): The unit gains Killing Blow 6n the first round of combat where it charges.
- Hell Riders (Cavalry, Monstrous Cavalry and Monstrous Beasts only): The unit gains the Devastating Charge special rule.

Beast of Legend (Monster only): The monster gains +1A and +2 Wounds, s
Watched over by the Gods (Any unit): The unic gains Magic Resistance (2). ;

Hard ro Kill (Characters only): The character gains +1 Wound. ¢

3 | Destroyer of(fitics(r\ny unit): The unit has +1 to'wound against buildings d
4 Notorious Ql_tthmats (Fast Calvary and Infantry only): The unit gains the Ambushers special rule, : e
Doom Engine (War Machine only): The strength ofthe war machines attacks is increased by +1.
| Cleaving Steel (Any unit): The unit gains the Armonr Piercing special rule. :
Fated Destiny (Any unit): The unit gains a Ward save of 5+: Note that this does not combinewith any other Wards the unit has,
Expert Defence (Infantry only): The unit may fightin an additional rank on the first turn of
Note: One thing you can do before going into the final stage.of the campaign is to con
B | -qucr;omdi.cmbn!

and fortifications.

v

any combat where it receives the chiarge!

sert, paint and name your Veteran units for anextia degree”
< o » o~ V) o

&
5 A
DESIGNER’S NOTES: EXPANDING THE NARRATIVE y
: For many players narrative games are amongst one of the.most ‘
. enjoyable ways to play Warhammer, and allow them to be inspired by .
something that caprures their imagination and provides some rhyme F
. and reason to their hobby. It’s also a great excuse to customise and §
. convert your miniatures, ‘theme’ an army and may éven inspire you %
: to make some special terrain. The possibilities are endless!
+ This campaign is focused on the progress of a Chaos warlord, but it
h: + hasalso been designed with a degree of flexibility in mind. It can be
: casily modified for different forces or other goals, creating entirely
B3 different tales of battle of your own devising set within the grim and
. * fanaastical milieu of the Warhammer world. Perhaps it is the rise of:
: along-thoughr dead Vampire Count in the dread lands of Sylvania’
or the bitter quest of a Dwarf king to recover an ancient heirloom of
power stolen by Skaven raiders and now, lost deep within the swamps
and jungles of Lustria — whatever gfips your imagination, and of.
E coursc.on a practical note, fits the kind of armies and scale of games :

you and your friends enjoy playing.

- Likewise, the Throne 6fChaos campaign format as shown here has
3 been deljberate]y kept quite simple, so as to be as easily accessible

3s possible for players, and also ro provide you with a framework
to expand upon as you wish, and with the mutual agreement of the
players involyed. 1 actively encourage you to add your own special
n{les, house rules, invent new scenarios and unique units to make
your own struggle for the Throne of Chaos as enjoyable and as
memorable as possible. Indeed, one of our principal goals in creating

; Tamurkhan: The Thrine of Chaos has been to hopefully inspire and
~ entertain in just chis way.

 Forfurther ideas, the latter sections of the Warbammer rulebook

B i’d'l; fullsize edition) also have a wealth of options afid inspiration ¢
s bf'hdpitggyou do this in addition to what's contained here.
Royiad 2ol 4. 7.




Ui s scenario represents the final stages of the nightmarish battle at
. Zanbaijin. Here Tamurkhan and the other Chaos lords vied for the
favour of the Dark Gods.

THE ARMlES

number of players for the Chaos Horde (in this case representing .
‘Tamurkhan) and the Opposition. Each player chooses their army
list from-a Warhammer Atmy book to an equal points value, with

THE BATTLEFIELD -~ ;

. The table is set up using the rules presented on page 142 of the
Warbammer rulebook, with a bias given towards ruins, fallen
statues and impassable pillars. In addition, at the centre of the table

~ asingle large ruined temple building should be set up (if you own
. the Warhammer Temple of Skulls terrain piece this will be perfect!).
~ This ruin, an Altar of Battle, has its own special rules as shown

" further on and counts as an objective. In the case of six players, if
9 péxsible a largc (double sized)-gaming table should be used.

DEPLOYMENT :

Each playcr roHs off (re-rolling ties). The player with the highest

score immediarely selects a table edge and deploys ¢ their army within
‘of that edge, and then the second highest player selects a table

eagc and deploys their army within 8" of that edge and not closer

emy model, then the third highest and so on. Ifall

board cdge e already occupied by someone on their side). Any
layer may hold up to half thc units in thelr army in reserve if they

| multi playcr turn scquence shown on

Thovone of Chats (SCW’WWZ? 7 3
Altar of Batle

Thls,scenano is for two, four or six players, forming teams of an equal

. @ Destroying a unit or having an enemy unit flee off the
. reference to the outline of phase 1 of the Throne of Chaos campaign.

. malevolent spirits. The unit must take a Leadership t

: only attack a unit the first time they enter the ruin.
cupied, then players may deploy on any friendly -

st has the ﬁrst turn, If more than two players

&

AT

GAME LENGTH

is reached, whichever comes first.

VICTORY CONDITIONS :

The Altar of Battle has special victory condmons based up
Victory points other than in the usual way (see below:
points are also counted for each side rather tfm.n for ea

1 Victory point
o Per enemy General killed: I Victory point
e Beingin control of the Altar of Batle at theend o
(Aecing units cannot claim or contest this ob)ccuvc 5
points.

of power that surrounds Za.nbanjm In order to com:rol the al
side must have a unit within the ruins and no encmg unit.g may als
be prescnt within 12" of the ruin’s centre RO 5 e

“Any unit on entering the ruin for the first nmelsassmkdl)y

for every poinc it fails this test by it suffers a Strength
armour saving throws allowed. This is a magical effect




¢ Cé'n uéa

j wenslave thc - giants of

*plqyers: the Chios qude and the
o takes on the part of the Giants!). The Horde
y of up to 1,500 points touse, while the
¢ has five Gmnts' (see Warhammer Aﬂnles Ores e

: kﬂn bardefield is dﬁhdcd intoa ccntral deploymcnt Zzone which is’
‘24' x 16" in size, and a second all round table edge d:plofmcnt zone
vide. The Giants deploy first in the central zone and the Ghaos
orde phyérdcploys second, placing all their units w1th1n the

" dqzloyment zone around thc table edge.

ﬂns sz::ﬁano is for ke Chaos forccs to capture rather
the Gnnts thch isnomean fqat (sec the scenario’s Specxal

éf Gwmw

For every Giant still alive at the dnd of the game, ube
player gains I'Victory point

1f no Giants remain captured at the end of" tﬁe gamd,#l
player wins by default. SNy %:
SCENARIO SFECIAL RULES > i

" Capturing Giants: Fach Infantry, Cavalry, Monstit
,Monstrous Cavalry unit in the Chaos Hordc army ¢o
equlpped with grapples and nets.

Grapples These are used as a shootmg:attack»%dx arange 8" (lsb
once to hit per unit, if the unitis more than two ranks stro
misses). This attack may be used : against Gm)g,cngagcd ingo /M&t
o At the end of the Shooting phase the grappled Giant must
Strength test, with a-1 penalty for every grapple attac ea;“té
round after the first grapple. Ifthe Giant succeeds, it breaks:
the grapples and can ace normally. If it falls it falls pvct! ;
e, : i
Nets: Ifa unit with nets charges a Giant Wthh has fallc :
. passesa Surength test (rather than fightin), the Giant
.trussed up. The Giant has been €aptured and can onlx&s ape
 passing a Strength test ofiits own at the start of r_he ownmg
phase to break free.

N

GIANTS BUT...

Ifyou don't have enough Giant models for this scena.no, sunply
use stand-in models'on appropnatc]y sized bases (or sgume similar
— no doubr odd looking — stand-ins), and don t forget to
photocopy a Fallen Giant template from the appropﬁate book!

o




“This s;:cnario represents the Legion of Azgorh’s at.tcnipts to block
 the Chaos horde’s passage into its dark realm.

THE ARMIES
T-\his scenario is for two players. The Chaos Horde represents the
- Actacker, and the Opposition the Defender. Each player chooses
their army list from a Warhammer Army book to an agreed points,
value, with reference to the outline of phase 3 of the Throne of
Chaos campaign, and the proviso that the Defender’s points value
- should only be 75% of that which the Atrtacker has.

THE BATTLEFIELD -~ :
- The table is set up using the rules presented on page 142 of the
" Warhammer rulebook, with a bias given towards craggy hills, lava
~ pools, sinkholes and ruins. The board is then divided up diagonally
- into deployment zones as per a Meeting Engagement mission
", (see page 149 of the Warhammer rulebook), The Defender may
. then place a watchtower anywhere within their deployment zone,
~and may then place three 6" x 1" obstacles, representing fire vents
- {barricades or strips of material are fine for this) in the gap between
the deployment zones, bur no closer than 2" together. ‘These fire
~ vents do not block line of sight; but models moving through them
- suffera Scrength's automatic hit (counted 4 a flaming attack). -

Thvone of Chass Tcmkm’é 35
o« The Crossing of Tive ™

" GAME LENGTH

-on the Defender’s side are not considered dangerous terrain-

S

S
DEPLOYMENT = & = A
First the Artacker sets up their entire
Next the Defender sets up their entire arm
zone. This represents the Defenders being p
slow advance through the hostile Dark Lands,

FIRST TURN ; g i

In this scenario the Actacker gets the first turn,

The game lasts for six turns or until a time |
is reached, whichever comes first. :

*

VICTORY CONDITIONS : SRR
The player-that scores the greatest number of Victory
out normally) wins the battle, with the special condi
watchtower is controlled by the Defending player at the
game, they gain a bonus of +500 points. :

SCENARIO SPECIAL RULES = Y
The special conditions for fighting in the Dark Lands are u
scenario (see the details for Campaign Phase 3), except

ey

SN




ers. The Chaos Horde represents the
osition the Defender. Each player chooses
Warhammer Army book to'q,q. agreed points
to the outline.of phase 4 of the Throne of
and the proviso that the Defender's points value
50% of that which the Attacker has.

e

ELD 4t y 7 »!

set np using the rules presented on page 142 of ehe

rulebook; with a bias given towards rolling hills; woods

o s luvmgaﬁ' x 24" area at the centre of the board clear

the moverment of scenery. The Defending player may then set up
ther a hill with a watchtower, a cluster of three small buildings or .

single multi-part building along with four 6" obstacles anywhere

in the central cleared area as they wish.
the Defender scts up their entire army in their central -

loyment zone. Next, the Attacker sets up their entire army
where outside of 12" of the Defender’s deployment zone.

FIRST TURN 3

e

x

The game lasts until the defending player h;s been wi
driven entirely out of their initial deployment zone -
ending as soon as this has occurred, or until the’s‘ix;hﬁs

- VICTORY CONDITIONS + ~ *
Victory in this scenario depends on how long the
:"fo’=iast.-¢~ A R x :
1-2 turns Crushing Attacker win
3-4 turns Attacker wins
Sturns Defender wins
6turns Crushing Defenderwin

© SCENARIO SPECIAL RULES ~ -+

Nowhere to Run: The Defenders know thar nothing but :
death‘awaits them should they flee. While they are wit
deployment zone all Defender units gain a +1 bonuseo

Leadership, and while outside it a -2 penaley to their.
>

‘ . “;Blood Hungry: Overwhelmed by bioodlust and the 54:1'

from a cornered enemy, all attacking units have the Hat_re;f specia
rule. P : oL 27

Weack and Ruin; This scenario uses the DcsAtmyin; Buddmgs???
special rules as found in the Raze & Ruin scenario on page 399

. the Warhammer rulebook.

=N

Attacker’s Deployment Zone

Attacker’s
Deployment
Zone

S |

I}{)efendef's

Deployment Zone




* i (K%%ﬁ{(i?’w{ 7’%44

ts a key battle in the near—catastrophxc series
an's horde sufferedrwhile attempting to force
edeadly heights of Winters Teeth Pass.

m a Warhammer Army book to an agreed pomts
cference to the outline of phase 5'of the Throne of
paign. Ifa Grand Battle of 3,500 points or more is agreed
the Chaos Horde playef should feel free to use the Great
Chaos rules (seepage 1‘42) if both sides agree to this.

: f ’ivaEfB TTLEFIELD

1 elefield is set up.in an identical way to the Battle for the Pass
/ cenatio found on page 146 of the Warbammer rulebook. With D6
pxeccs of scenery scattered along the length of the pass (in this case

rock falls, ruins and pools are particularly appropriate, Mysterious
scenery should not be used in this scenario). In the case of a larger
Grand Battle, a double size table may be more appropriate. The long
eggcs of the table represent the jagged and impenetrable rocks of the

‘mountain | pass (see the scenario’s Special Rulcs)

DEPLOYMENT

Roll to see which player picks the half of the table they wish to
deploy in. Their opponent deploys in the other half, Note that the
game in this case is played along the length of the table, rather than

across lt S5 e
4

/

; Umts may bc placed anywhere in thcxr player’s half of the table that
is mor¢ chan 12° “away from the centre line. .

Side A
Deployment Zone

a.ltematmg method of. dcploymcnt as. cscnbed

- Warhammer rulcbook

The Attacker, 1f théy w1sh may pfacc 2 smglcmurpet fn.ll 1,000
points of their army, of their choice (other than a character), i
“reserve and have them arrive la.tcr (seeSncaky Tricks i in thc c
Special Rules bclow) :

~ FIRST TURN

Roll off after deployment to see which player receives theﬁmt turn.
The player that ﬁmshed deplaymg their army first adds +1 to th
roll.

GAME LENGTH g
The game lasts for six turns or until a time limit agreed by the play
is reached, whichever comes first.

VICTORY CONDITIONS

Standard victory conditions are used to determine thc winner of
the battle, and in addition any Defender units within iZ" :
Artacker’s table edge at the end of the game gains a bo 1

Victory points each (flecing units don’t count!)..

SCENARIO SPECIAL RULES
Bottleneck: Sece page 146 of the Warbammer ruld)oqk..

“Sneaky Tricks: Attackcr units held i in reserve m entert
from the otherwise 1mpassablesio mb'le
them artacking after hldmg in thc cavcrnsand U

mountains).

Side B
Deployment Zone




e o s

i

SPECIAL OPTION: NIGHT GOBLIN ATTACK!I!

As a'special variant of this scenario, if the Attacking force can

be described as a Night Goblin army (ie, its General is a Night
Goblin character and its minimum Core units are made up

of Night Goblins) then it gains a special bonus in the form of
terrifying (and errifyingly unpredictable) Colossal Squigs in the
game if they have models for them. You can model these yourself

inga suitably large base such as the one for the Arachnarok
spider, and if inclined can even make use of spuriotis pumpkins
and angry faces drawn on balls if the insanity strikes you to do so!
The Night Goblin Actacker receives one such Colossal Squig per
full 1,000 points ih their army. Theyare held in reserve and enter
play as per a Sneaky~Tricks unit as described previously.

Colossal Squigs have the following profile:

M WS BS,.S" T
Colossal Squig 4D6 200 6N 6

Troop Type: Monster

Special Rules: Large Targee, Terror, Random Movement (4D6),
Falls Apart, and Dinner’s Dinner!

Falls Apart: When a Colossal Squig dies, it collapses in a tide of F

offal and half-digested meat Every model in base contact suffers a*
Strength 3 automaric hit. W
2 - "b‘J
Dinner’s Dinner!: When the Colossal Squig’s random movenent
brings it into contact with a ynit, either friend ot foe, it will atrack
it normally as if it was an enemy, and cotnts as charging that unit.

This combat will continue until resolved norally, Thése appalling
creatures are too dull witted and hiingry to care




Thvne of Chass (Scmmé@

This scenario represents the battle along a key part of the battle line
g outside the city of Nuln - a line its defenders must hold at all costs of
b . seetheir great city slaughtered as a sacrifice to.the Chaos Gods.

Units must be placed within the player’s deploymeh
within 18" of an enemy model. Vi

B o 7
B

; FIRST TURN o O 5
THE ARMIES Roll offafter deployment to see which player receives the
This scenario is for two players, but can be increased to incorporate The side that finished deploying their armies first adds +1to
several players a side, bur if this is done then larger playing areas roll.

should be used (doubling roughly per pair of players lengthways thus
creating a wide front). This is intended to be a Grand Battle with GAME LENGTH
the Opposition player(s) representing the Defenders and the Chaos

The game lasts for six turns or until a time limit agreed by th

Horde player(s) the Attackers. The total points of the armyusedby + s reached, whichever comes first.

the Defending player(s) should amount to 75% of that which is used R R

by the Actacking player(s). VICTORY.CONDITIONS ‘ S s
Standard Victory points are used to determine the winner, wi

THE BATTLEFIELD

special condition that all Lord level characters slain (by i
are worth double the usual Victory points, and any unit, not flecing,
in the enemy deployment zone at the end of the game gains an

‘The table s set up using the rules presented on page 142 of the
. Warhammer rulebook. The rules for Mysterious scenery should not

* beused. additional 50 Victory points for its side.
- Awater dicch is marked along the centre line of the battlefield as SCENARIO SPECIA]{.‘ RULES £
- #eshown below (you may could use sand or cloth to indicate this if you The Levee: The water ditch of the levee should make
‘, /i “like), & G { - line between 4" and 8" wide across the centre | f the

it has been flooded'and staked to fox{n adefe
counts as dangerous terrain for everything xcept
deployment zone. S game, : s

‘The batelefield is splic inm’t(v; ek sid the playc_rslr'OH to écc
- which picks a table side to be th )

: two hills anyw}'xcrc they wish "Fortuncs of War: Special bonuses and ab ities
up to 12" of obstacles the prior phasesof the Throne of Chags campaign :
0 ;i ) climaicbatele, SIS

o

Side A Deployment Zone

) &’n

o

SldeBD‘eponmamZme'







Saomarkhoan the

of the most powerful Champions of Nurgle to risc up in
%95 Wastes for many centuries, numerous legends and lies
&ﬂ;ab ut Tamurkhan long before he had gathered his great
01 ¢ in fulfilment of prophecy struck out like a poisoned talon
t he wider world beyond the Chaos Wastes. Some tales speak of
to be the millénnia-old scion of the Great Kurgan, one of four

aos. Others
e vas no more than vermin once — corf ker
;l;v ron the spoiled entrails of the battlefield, swelled
in the basking light of the Eternal Battle in
worth: In either case he was an arrogant, savage and
g ¢ reveller in decay and death, fated
: ot favoured ¢hildren for the carnage
vicaked in his god’s name. As the leader of a
finatical acolytes and twisted monstrositics,
infamous Bubebolos the Toad Dragon,
for Kimself on the road to victo
i his mascer’s nafe,

Wagsit Livd

nurkhan, as he called himself was not as other warlords and
warriors of Chaos, but was subject to a terrible mutation, as truly
hideous as it was rare. In mortal-form he Kad been transformed into .
a befouled, maggot-like creature the sizé of a human child, grey-
green and rotting, studded with lambently glowing corpse-light eyes
and a needle-like snout that splic open to reveal row upon row of
glassy, razor-barbed teeth. More awful yet than even his form was
the creature’s ability to fall upon a human or near-human victim
and spear into its flesh, bore deep within and deyour it from the
inside out, inhabiting its dead flesh like a puppet, turning his victim
into a stolen second skin in which to do battle. Thus empowered
did Tamurkhan prove all but unstoppable, and many mighty foes
fell before him. Even if the enemy managed to best him, the true
beast would show its face and the temporary victor would become
Tamurkhan’s newly rotting host.

At the outset.of Tamurkhan’s attempted incursion into the Old
World, e wore the flesh of Sargath the Vain, once a powerful -
Champion of Slaanesh, and took great joy in the slow decay of the
warrior’s formerly beautiful flesh and the corrosion of his bejewelled
armour. This body, which he had worn for nearly a year, failed him
however in'single combat against the raw strength and brute skill of
the Ogre Tyrant Karaka Breakmountain and was cut dowi, only for .
Tamurkhan to rise again inthe Tyrant’s flesh and bone. ‘This perhaps™
proved his undoing, as never before had Tamurkhan rasted stich
restrained strength and fury, and even though the body continued
to rot and sustain grieyous injury, he would norabandon it. There &
were those even in his own camp that maintained that 'soﬁlcthhig:

“of the Ogre king’s savage spirit remained within it to worry at g@“"
acre dull witeed




- M WS
Sargath L7
Tyrant : 2 WY
Possessor s A B
“Same as the possessed model’s stats,”

-

r_..i »

ket “;-‘*‘?-oopType: : ; AW e
. Sargah’s Body (Infantry, Special Character). \
Tyrant’s Body (Monstrous Infantry, Special Character). '

S el

L
Mount: . A

In cither form Tamurkhan rides the Toad Dragon Bubcbolos into batle,

> ‘SBECIAL RULES
- . Feastof the Maggot Lord ]
If Tamurkhan's current body is slain, the true beast inside, a rotting
maggot-like parasite, will immediately atccempt to attack and possess
-+ anew host, gnawing its way beneath their flesh and consuming their
" brain an;iorgans from within. p (SO

‘The Possession Attack: If Tamurkhan s slain in close combat, a
 special possession attack is made against the model that délivered the
final wound to Tamurkhan. If Tamutkhan’s death occurs as a result of
,'(_ shooting or other means, the attack will be made against the nearest
* ‘eligible model (friend or enemy) within 6, If multiple models fall
into this category, Tamurkhan’s player chooses which o attack.

* Both players roll a D6 and add the Weapon Skill value of their

* respective models. If the result is a draw, roll again until one side
wins. If Tamurkhan’s player wins, the victim is killed outright and
their body is possessed. From then onwards, Tamurkhan takes over

B - the icdm model, which is detached from its unit and placed 1" away
o it. The model is now controlled by Tamurkhan’s player for the
fthe game exactly'as if ic were their own character model.

est o

Infam:ryand Monstrous Infantry models are eligible to be
d. . e e Z

ossessed: The Possessor profile modifiers as shown previously

}:hc,cj to the vietim model’s profile, bur any wounds they

g‘u:gy“mﬂ"crcd are still in effect; So, for example, if a model has
ne wound 1 ingwhen it is possessed, it-now has two

the Possession modifier.,

&

eapons or armour the victim had

carding boch his own and any other

lkcwxs:, any enemy mounts are not used

cq\ym é’s-lia'ving their rider slain) and any

izard is lost. This includes any special

_ s part ofhis pact with the Chaos Duwarfs 3f the Black ‘Mauntailn.f, ;
damurkhan was gified by them with a grear double-handed axe fis1

* exudes when swung are foully poisonous, which pleases t/ﬂe_Maggdt—_ ‘-

£

Ifno eligible model is available or the possession attack fails,
Tamurkhan is killed outright. Also, Tamurkhan’s power cannots
him if he is destroyed by an attack which causes a model to bcilajr{
Gutright racher than causing wounds (the Lore of Death ‘spcll'lf /e
Sun of Xereus, for example). T

Nurgle’s Favoured Son et % b 4 7 i
If Tamurkhart is taken as part of an army, he must always be its
General. Such is his pride he will kneel before none but his rot
Father in Plague. 7
Will of the Gods, Eye of the Gods and Mark of Nurgle (see
Warhammer Armies Warriors of Chaos), Unbreakable an

_the Warhammer rulebook) - P

MAGIC ITEMS ? o

Tamurkhan’s Rune Blade (Magic Weapon - Sargath only)
While Tamurkhan was in possession of the rotting remains of the
Slaaneshi Champion Sargath the Vain, he also wielded that fallen ™
warrior$ murderous Chaos Rune Blade ~ an ancient weapon finally
shattered in combat with the Ogre Tyrant Karaka Breakmountain,

Attacks with the Rune Blade are Armour Pierciing and inflic
Multiple Wounds (2). B

The Black Cleaver (Magic Weapon - Tyrantonly)

d
with a smouldering, cleaver-like pitted blade, borne upﬁam{d‘t‘ep &
within their vaults. The strange greyish fumes the massive weapon

Lord greatly. Y -

»

The Black Cleaver is a-Great Weapon and follows all the usual
rules for chis. In addition, any model that suffers a wound from &
the weapon and survives must take a Toughness test or suffer a :
permanent reduction of -1 to their Toughness score;

There Can Be Only One!
Only one Tamurkhan model can ever be chosen as part of your
army, andmay be either in his Sargath body or that of the Ogre. -

Tyrant. In either case Tamurkhan is a Lord Choice - for a Wapriors:
of Chaos army. : ;i ¢




Bubehsls the Jéad ‘Dmgén.

Toad Dragons are huge, recking, primeval horrors. They are, for SPECIAL RULES
the fate of the world, blessedly few in number, and confined largely
to the trackless, othcrworldl'\' fens known as the Cold Mires under
the coruscating skies of the uttermost north. It is here it is said that
Tamurkhan, chosen son of Nurgle tracked, and using unspeakably

" foul rites bound to his will Bubebolos, greatest of all Toad Dragons
and carrion-thing of Nurgle to be his mount and carry him
southward.

Colossal Beast

Such is the vast size of the beast, it is uncom
‘normal’ means, Its bulk and resilience 1§
are of little more account than pinpridis
powerful magics must strike at the vicals
to slay it.

The creature may only be wounded by at
higher, and regardless of an attack’s strey
a forgotten age whose flesh festers with unwholesome rot, and whose never be wounded on better than a4+,
black blood is clotted with maggorts and carrion worms. The strength :

Bubebolos is an impossibly huge creature — a lumbering horror from

of this colossal beast is prodigious, as is its appetite, while its tainted If the great beast is subject to a magic spell

breath is so corrosively foul it can liquefy flesh and whither steel - would cause it to be slin outright, it suffers D6

in moments. Those it does not devour or smash flat it can smother

beneath its feculent bulk as it crawls across the earth — its questing This creature is so massive it can crush dozens

7 " St ! 555 ihil g MY &
tongue darting out with terrifying speed to snatch up more victims annihilate great swathes of men with a lash of irs
to disappear down its yawning maw. Thunderstomp inflicts 2D6 hits. ;

; Large Target, Scaly Skin (3+), Immnne
MWSBS S T W I A Ld | Mark of Nurgle and Terror (sce the Wik
RIS R R0 0y LAk

RS el S T L Unspeakable Foulness
Bubebolos may exhale a blast of flesh-
pe: gaping jaws. Any unfortunates caughe in ¢
horror suffer the most appalling fate imagi
from their bories and their langs All with

automatically hit and must rake a Tougl
wounds. No armour saves may be takes

Tongue Lash R
In addition to the Toad

tongue. This single atracke s
" in base conrace with th TQQ& D

artack with the Always Serik
they suffer -1 to hie that
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LS;H/L the 77/."2’/[1(‘1‘1, Jwisted L&(’(’Y’&'ffjlc’ Wfﬁfé’

Sayl the Faithless, infamous arch-sorcerer of the Dolgan tribe I
U[[Cl’l'\' \C]f’\Cl'\lng L'g”[l\[ .(nd Prdk[[glkl lHUl'ler\I' } {\\ P"“ Ccrs ]LT\\
as their cornerstone a mastery of betrayal and treachery w hich

seen hlln rise \Upl'CIn& OVer riv ‘(1\ W }]”\L ircanc pl

and champions who have enjoyed the favour of the Da

Suk N 1S 3 'l‘\ p,,u‘.lnn\l\l J”L{ hlll\l'l\ [hfl[ ]]C h 1S never Il“ll\L“ sworn
allegiance to any single Ruinous Power, but rather paid lip service to
many, and pursued pacts and bargains with numerous petty Chaos
godlings and daemons, betray ing each in turn when expedient,

earning him the epithet of ‘the Faithless.

Sayl’s ascendancy within the Dolgan tribe began with his swearing

allegiance to the powerful Shaman-sorcerer Schalkain the Vile as one
of his cabal of seven seer-apprentices, the/covenant of which used
their prophetic powers to guide the tribe in war and in propitiation
of the Chaos gods. From the beginning Sayl served no-one but
himselfand worked on the inherent paranoia and suspicion of the
sorcerers, and with honeyed lies turned them against each other and
fanned the flames of suspicion into murderous strife. He goaded
Schalkain into conducting a daemonic ritual involving Sayl and his

master’s three other remainir yal’ sorcerers, to gain vengeance




3

on the ‘traitors. This ritual Sayl sabotaged, causing Schalkain to be

torn to pieces and the other surviving apprentices to fuse together

into the horrific entity known as Nightmaw the Spawn. Although

victorious, Sayl was not untouched by his treachery in the ritual, his

flesh mutating and his mortal sight lost to be replaced with hellish

and maddening senses of the Dacmon realin.

- 3

Hated and feared by his own people, Sayl the Faithless was

“ nevertheless a sttong war-leader whose mastery over the unholy
storms of the northern Chaos Wastes and prophetic seer-craft
made the Dolgan tribes under his sway greatly feared. However,
as his reign streeched into scores of yeats, the list of Sayl’s eriemies,
both mortal and daemon grew long, and Sayl’s throne was ever-
threatened. When Tamurkhan’s burgeoning horde crashed through
the Dolgan’s lands, Sayl shrewdly turned impending calamity to his

- advantage and allied his forces with those of the Maggot Lord. That
. isforaslongas it suited his purposes.

MEBWSEBS 08 TU W el SAL Ed
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Troop Type:
- Sayl: Infantry (Special Character).
. Nightmaw: Monstrous Beast.

jic: Sayl is a Level 3 Wizard who can choose his spells from
Lore of the Heavens or Lore of Shadow, and in addition always
vs the spell Traitor’s Misr.

Mist Castona 6+
Saylcan both evade his enemies and sow death in his wake.

* close range is the true horror of the creature’s form apparent.

{,nglfﬁniw isac -1 To Be Hic with shooting attacks.

Regeneration (3+), and Always Strikes First (see the Warbammer
rulebook),

SPECIAL RULES (SAYL)
Mutant Sight

Sayl's particular mutation has turned his head into a lumpen ;
inhuman mass of boiling flesh, opening in a single baleful eye'which
stares through the mortal realm into the spheres beyond time and”
matter, This preternatural vision and precognition means that any
Characeristic test Sayl fails can be re-rolled and he may channel an
extra Power dice ona 5 or 6. :

Will of the Gods, Eye of the Gods, Mutant Sight and Immune to .
Psychology. f

MAGIC ITEMS (SAYL) v 4 #
The Viperous Staff (Magic Weapon) .

A foul heirloom of the Dolgan tribe, this dark-iron staff'is entwined
with serpents which come alivg at the wielder’s command, glowing
venom dyipping from their fangs as they strike with formidable speed
and power to defend their master and. slay his enemies.”

This weapon has the Killing Blow special rule and also grants the
wielder a Ward save of 5+,

Schalkain’s Teeth (Arcane Item, one use)

This corpse-skin bag contains numerous sigil-etched teeth and fangs Sayl
has torn from the skulls of the various wizards and magical beasts he
has defeated in his unholy career, not least of all those of his first master,
Schalkain. Should his magic go awry, Saytmay hurl a handful of the
teeth as part of a treacherous curse against an ally to divert the wrath of
the winds of magic. ’

If he incurs a Miscast he may choose to inflict its effects on a sihgle
friendly model within 12" instead of himself This must be decided
before the effects of the miscast have been rolled, and may be done
only once per game. If the subject of the miscast is not a Wizard and
Power Drain is rolled, then the effect is voided. {

Sayl the Eaithlessis a Lovd choice > for a Warriors of Chaos army. B 1
If Sayl the Faithless has been chosen as part of the army, you may
Salso take Nightmaw the Spawn. Nightmaw is used as a separate
- unit of asingle model but the points spent on him do not count
t('ggwmig the-Rare selection total [ for the army.

SPECIAL RULES (Nightmaw)
Shadow-kin: Nightmaw is accompanied by a shifting veil of
darkness and shadows, which blur and distort his outline, and only at

yqbreakable, Lurching Horror, Flailing Appendages,
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Kingeh the Befinled, Champiptiiot

- The Kurgan warrior known as Kayzk has given'much in the service
. of his god, Nurgle the Lord.of Decay. He has given his flesh, which
is now a rotting, pestilent mass, robbed of form and fecling. He has

hiis voice, forhis yocal cords are 5o tnore than an open wound,
and he long 4go gave his soul’e be the Plague Father's trinket. Kayzk

g ;stand?;lsﬂglvixi\ng if'ir cin be called such) testament fo the full
f ok hbﬁ%@y;blesings, earning him'the epithet ‘the befouled’
%, bythoscwfithe Plague-God’s bleak faith.

g A m:ighty champion in his own, right, Kayzk cameéto command his

own warband of Kurgan lloéxlﬁen, who followed his path of decay
. .and became known as thé Rot Knights for the foetid, half-Daemon
. beasts they rode into barelé sale, murilaced creatures whose
- cancerous flesh rapidly wept pus over any wounds they sustained,
sumnngthem shut. Kayzk the Befouled was one of the first to flock
to Tamurkhans banner, joining with the Maggot Lord in the Chaos

W

..,_,__;ju;,;

o AL ey
Wastes and sweeping down through the ands of the Kurgan ac
his side, servirig as Tamutkhap’s chieflieutenantand master of his
mounted troops. During the Battle ofth‘c'B‘lapk Pit, Kayzk is said to,
have fallen, not to the shot or sword of the Empire defenders, butin
Drazhoath’s sorcerous fires as he led the ill-judged attack on the slaye
encampment to secure fresh sacrifices for his master’s dark rices,

M WS BS
Kayzk 4 7

Rotbeast 708575
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Troop Type: Monstrous Cavalry. (Special Character)

SPECIAL RULES

Corrupted Flesh

Kayzk’s ravaged flesh is a rotting mockery, little more than a roughly
human-shaped bag of putrescence and corruption which feels
neither pain nor hure. This grants him phenomenal resistance to
injury meaning that Kayzk must be all but hacked apart before he
can be stopped. All non-Flaming attacks are at -1 on their To Wound
rolls against Kayzk the Befouled.

.

Fear, Regeneration (5+), (sec the Warbammer rulebook), Will of
Chaos, Eye of the Gods, Poisoned Attacks and Mark of Nurgle

* (see Warriors of Chaos)

Kayzk the Befouled is a Hero choice . for @ Warriors of Chaos army.

Option — Rot Knights &
Chaos Knights with the Mark of Nurgle maybe upgraded to ride
Rot Beasts using the profile shown previously in place of their
Chaos Steeds in a Warriors.of Chaos atmy for +15 points each. 2
If this option is chosen, the entire anit must be upgraded. Their
unit type then becomes Monstrous Cavalry, and has the Fear and

Ty

Regeneration (5+) special rules: ¢




Trolls are hideous and malformed creatures, amos § whom a'wide
- variety of different mutated sub-speciesand terrible deformities

« can be found. Perhaps the vilest of these are the Bile Trolls - cursed,

/ + tortured creatures with an appalling hunger that can never be

" _satiaredh Corrupt of flesh and dwelling inliving agony, who, unlike

R = many of Father Nurgle’s children, receive no tespite from the

: horrorof their existence in their dark god’s worship. Furthermore,

although their ability to heal fresh injury is less than that of their

kin (as overtaxed as'it is by their own endless suffering), their touch

is a lethal poison and their corrosive bile rots away living flesh in

seconds.

T
Ll‘v
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[ " Encountered in the most fecund Cold Mires of the northern Troll

. Country under the malignant shadow of the Chaos Wastes, the
ancient lore of the Kul tribes holds a tale that claims the descent
of thesé creatures can be traced to an ancient Troll chicf named |,

+ Raak Stoneshatterer. A beast afflicted with unusual intelligence and
endless gluttony who, it is said in elder days before the rise of the
Greart Bastion of the east, united many of his monstrous kin in a
great warband to challenge the Champions of Chaos themselyes for
the favour of the Dark Gods.

Vicrory after yictory fell before them, and Raak and his monstrous
kin grew fat and arrogant, until on the plain of Scorched Bones 127/ =
they confronted the vast horde of Gulvas Bloatchild, favoured son
of the Plague Father. After days of fighting beneath the howling
" aurora, Raak and his kin stood triumphant. Wracked with unholy
hunger from their exertions, the Trolls descended on the dead of
- the bartlefield and devoured the bittef, cankerous meat of the fallen
and so sealed their doom. The infected flesh turned and writhed in
their guts, and they were filled with the most potent diseases and
cankers of Nurgle’s devising. So concentrated was this malediction
_ itwas more even than the vaunted regenerative power of the Trolls
to overcome, but the p]agué-gi&s of the Rot-lord did'not consume
them. Instead the infected Trolls became even moretwisted,
tormented creatures, their bodies bloated and agonised, endlessly
- regencrating only to be devoured again from within. Father Nurgle’s .
mirth was said to be great at their suffering and fallen pride,” 72 &

The Bile Trolls that haunt the Cold Mires today, although mcrcifflﬁxy‘}' 3
“few in number, are the decedents of Raak’s followers and those b

~ among Troll-kind who haye since shared their fate. They are

‘shunned and feared, even by other Trolls who,

2 ﬁsu;idity, do not wish to share their curse,

despite their infamous

TS RAEIANTE
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_ SPECIAL RULES

*The Mark of Nurgle : « iyl s
. Vile beyond belief and shrouded with leprous vapours:éhc, Bile
s difficult to targer. Ranged attacks that target them are ac -1

{ Models that earget them in close combat strikeat -1 WS,

‘Infected Vomit 27 7
The stew of plagues and meat maggots that swim in the guts bfthé‘:" ;
Bile Trolls is so infamous and horrifie it has given these creatures ©
their name. Instead of attacking normally, the unit may forgoits &
usual actacks to make an Infected Vomit attack. Chogse one enemy.
unitin combat with the Bile Trolls, every Bile Troll in base contact :
with this unit inflicts an automatic Strength S hit with no Armour
“saves allowed. This hit also has the Multiple Wounds (D3) rule.

;
These attacks are treated as magical.t

Fear, Stupidity, Poisoned Attacks anid ch'égcration (5+) see'the
Warhammer rulebook. ¢ :

;.

Bilé Tyoll units avea Rare choice for a Warriors of Chaos army

=




The blackest, filth-choked lagoons and lightless sumps of the Plague-
Father’s realm have served as a spawning ground to all manner
of daemonic beasts and foul creatures. Among the lesser of these
blasphemous creatures, although by no means the least nightmarish,
are the Plague Toads, also known as rot-eaters and sewer-kin. They

" are road-like bags of brackish filth and pus whose wide maws can

swallow a man whole.

These semi-sentient Daemon-vermin are, by some reckoning, bloated
Nurglings swelled by indulging their appetites and wallowing in

the worst noisome decay. Others maintain they are devolved and
accursed Plagucbearers, punished for their failure to maintain
Nurgle’s tally. In either case they are the victim of the petty abuses
and ire of Nurgle’s other get. As well as being dragged along like
pestilent flies in the wake'of Chaos summonings and daemonic
incursions, these maligned Daemons are drawn to places of disease
and decay in the mortal world such as the dank reaches of sewer-pits
and stagnant mires, deyouring the unwary that cross their path and
finding sustenance in suffering and befoulment. It is in such locales

. as these that those well-versed in the lore of the Plague Father can
corral the beasts and bind them to their will, offering them the
chance to glur their appetites on yet uncorrupted flesh.

‘ Plague Toad

Troop Type: Monstrous Beast.

SPECIAL RULES
Daemonic Attacks 3
The Plague Toads are a manifestation of Chaos, and all their attacks

are magical.

Unbreakable, Unstable, Inmune to Psychology, Fear, Poisoned
Artacks and Ward Save (5+)

| Plague Toad units may be taken as Core choices in Daemons
of Chaos armies, and as Special choices in a Warriors of Chaos
) which also feature at least one character bearing the Mark

gle.




Rider

Plaguebearers are distorted, cankerous daemons, condemned
to spread the rot of Nurgle. These lunrt\sumc creatures are lesser
servants of the Lord of Decay but still deadly, clawing and hacking
ae their foes with their diseased plague-swords and spreading all
mannerof pox and contamination wherever they go. Shambolic but
purposcful, whete they
]’laguc Toads to be their mounts, stalking and squeezing them
from their ﬁlrh~chpkcd laies in the darkest cesspools of the realm
of decay. The Plague Toads themselves are none too hs
on, but with Plaguebearers clinging on pre

an these vile dacmons capture and harness

ppy with the

riously to their

lime-covered backs they have little choice but to comply
with the wishes of their parasitic riders and carry them into the fr:

* These Pox Riders, as they are known, often take the vanguard of a
Plaguedaemon battle line, crashing into the ranks of mortal foes
like bloated cannonballs, their rider’s tainted blades slashing about

- them, necrotic filthand brackish blood spraying up from them as

\ they fall, heedless of their losses. Such attacks can shatter the resolve
ofthe hardiest soul, and eyen if not, they will have held their enemy
in place long enough for the rest of the Lord of Decay’s favoured
children to'engulf the enemy in horror, SRR s )

»

[’
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SPECIAL RULES
Daemonic Attacks

‘The Plague Toads are a manifestation of Chaos, and all their attacks -

arc magical, 4
1

Unbreakable, Unstable, Immune to Psychology, Fear, Poisoned
Attacks and Ward Save (5+) ’

. - ol e

Pox Rider units may be taken as Special choices in Daemons of

Chaos armies,

z
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fall'the terrible beasts that toam the wastes of the uttermost
north, feware as dangerous as the great primeval creatures

tainted by Chaosfﬂd Known to the scholats ofithe Old World as
3

S demy ishing buildings, trampling forests flat and crusfgg
5 Wleﬂhan-themselvcs (which'is just about anything i
1é {; unrecognisable, bloody smear. Although not actually evil as such,
*  they are entirely belligerent and uncaring beasts that cut’a swathe of
dégtructiqn wherever they go, a factor magnified é’zghousand—fold by
the fact thatavhen they have young they travelin comunal family
(Herds, are fiercely territorial and respond to any otherceature that
%' manages tg gather their notice by smash_ingit inta the ground; or if
itis a large'enough mbhster in its own tight, impaling icawith huge k
tusks. the size ofm‘fghtj' tree trunks, v

To/the Chaos-totiched tribes of the Northern Wastes, the, . Seg?
I\ﬁmﬁmfhs dre living totems of mightand povt;cr ~beasts ’w'hi&h’?gb
whert tf’_u:y/ Yliﬂ and déstroywhat they will, and are so corisideted
“sacred crédpures i their own right, and o tribes which through |
Forrune, sorcery ot the favaur of the'gods come to bring one of these ¢
£atiees ino thefold (for none can ever be truly tamed) great,
Sy ad fear 1s artached: The Mammoths roimm all‘across the g
i ‘blasted scrubland and thomydafensand, frof 2
£ Clawisdithic cold wastes of K dathi theytre "
alike; bu,x""iE is the Dolgan i !
FATR X

'Mamfi!?%_;; ‘Ehese miassive creatures, whose footfalls shake the carth 2
+ like chune diare capable through sheer bulk and roused furyofs * " =i

N

- unstoppablemass and tre€trunk sized cusks to gouge and crush their

, z@{‘«% D6 r;}»{\ttackﬁpé

Y 3 Stomp

| Cliass War Mammeth

that have historically had the most success in adding the prodigious
strength of the Chaos Mammoths to that of their tribes through
the jealously guarded secrets of their shaman. These Chaos War
Mammoths, or v7aszas is the name given to them by the Dolgan,
«make fearsome foes in bartle against which little mortal has a hope

*of standing firm against. The greatest warriors of the tribe ride into

battle on cheir backs, fighting from fortified wooden platforms while
others, given over to the tribe’s shaman-sorcerers, carry the mighty
war-altars of the Chaos Gods, held aloft and inviolable for all below

to-see.

M WS BS S
Mammoth 8

Battle Howdah
Chaos Warshrine

_ le.oop Type: Monster (Special).

SPECIAL RULES

Immune to Psychology, Large Target and Terror (sce the
Warhammer rulebook).

Mammoth Attacks* ;
Chaos Mammoths are huge-beasts who rely on their near

f(_)g{s'. When ;md~¢hﬁq§Mmmo& attacks, roll on thie appropriate
following table to determine ir§ action;

Mﬁg&gﬁhmta’_“qkﬁxgvSwarms', Infantry, Cavalry or War Beasts:

1-2

4 Trample

53-5 V,MGor}; 3 gﬁ%
6 Bellow

s 42 S X :

Trample: The Mammoth tramples and crushes the enemy, .

splattering ies victims like ovi +fipe fruicheneath ics feet. A single -
enemy urtic iv fights suffess D6 Strengeh10 his for each rank of

%\

pasi e
five or more rque{;xg
Y L. AN

atrack this
its this round!

BT R -



e trunk

u along reach?). The target may
off the trank: If this atcack hits and

the Mammorth's attack fails. If not then
model. Roll a. D6 to see what unfortunate

Throw back into co;‘nbat: The victim Lshu;led back

:  the grabbed model with no armour saving throws
g “\llowed.‘and 2D6 Strength 4 hits (saves as normal) on
; ~ . the enemy unic. If the thrown model survives, place it
- backin the unit where it may carry on as n:brma‘.l‘»
'3-4  Hurl: This works as per the “Throw back into combat’
e result above except that the target unit may be any chosen
enemy unit within 18" If no such unit is available, treat
this as a “Throw back into combat’ result instead. In
cither case should the hurled victim survive, it is placed in -

the back rank of the impacted unit.

5  Eat: The Mammoth swings the victim into its maw and
2 bites down. The victim model is removed as a casualty,
‘and the Mammoth may immediately recover a single
- wound it has lost previously in the game.
6 Squash and grab another: The Mammorth's trunk

constricts around the targer, crushing their bones to
splinters. The model is removed as a casualtyand the
Mammoth then picks another victim. Roll again on the
‘Pick up and...” chartto see what happens. Note this can
happen repeatcdly if you keep rolling 65! .
: The Mammoth charges, famming its victim with its massive

d. The Mammoth inflicts one automatic hit against one model
in base contact (your choice), causing D3 Strength 10 hits with the

tiple Wounds (D3) special rule.

: The Mammoth gouges at the encmy with its massive cusks.
Mammoth makes D6 arcacks against a chosen unit in close
{ w:th the Heroic Killing Blow special rule.

] e Howdah is a heavily armoured platform intended to carry
s of Chaos into bartle, effectively rurning the Mammoth
ile fortress! The Battle Howdah has a separate profile as

d is otherwise treated as a building in the Warhammer rules
}B owmg provisions:

Howdah can ‘carry up to a single unic of infantry (and/or
cters)-drawn from the Warriors of Chaos Army book

wdah. Units may not get on or leave
moth moves that turn (or intends to).

into their own unit like a missile. This causes ISG*wourid;J . R

* the Mammoth (the unit in the

«+of the fight, up to one War Mammoth in a Warrior§ of ¢

2 .
4

ks o che Howdahls hains ands
the Howdah counis as being :
‘ﬁuﬂcd onboard,

RRX

The Bactle Howdah can be targeted separa
and in close combar by any monster or model
alarge rarget. It may not otherwise be ‘stormed’ asa
might, and if the Mammoth is charged, the cartied i
‘make any charge reactions. B

If the Battle l-iowdah isd b ed or'tﬁ;“ -‘;: i
del carried inside ar this

H}Q

t must pass ag In
. removed as acasualty. Survivors will thert be pl:
next to the Mammoth (o y ¢
Up to five models carried by the Battle
shooting attacks they possess, exactly 1

~ the proviso that if the Mammoth has moved, then '
also counts as having moved. EdTEMamniti,@‘_is in com
shooting attacks may be used against asinglé unit in co

¢ Ny g

highup to fight!). -
Reini'orccd structure: The Battle Ho,wdah hasa-

Chaos Warshrines' ¢ 5 v
Rather than having a Battle Howdah to carry troops in

army may instead carry one of the dark tribal warshrines of th
- Chaos Marauders. \' ? i

The Warshrine may be targeted separately by Shooﬁpg artacks and
in close combat by any monster or model counted as beingitselfa
large farger. : .

Ifa Warshrine is taken as an upgrade, then its Leaciérship score is
used by the Mammoth instead of its own while it survives.

While the Warshrine survives, both it and the Mamn:;)th have
the Ward save (5+) and the Giver of Glory special rules (see the
Warriors of Chaos Army book for more details). 2

Reinforced Structure: The Warshrine has a 4+ Armour SAVéQ 2

Mark of Nurgle': If the Warshrine carries the Mark of Nur-gle. its. i
effects apply to both the Warshrine and the Mammoth that carries it
while it survives. e vl &

Mark of Khorne': If the Warshrine carries the Mark of | i
Mammoth may re-roll the number of attacks it has as the result o
one of its artack types, but is also subject to the
(se¢ Frenzy in the Warhammer rulebook, howeve

other provisions apply) while it suryives; - s e

Mark of Tzeentch': If the Warshrine ‘éarribﬁ'thejf\}f ark of Tzeg
then the Ward save of both ivand the Mammoth is it QE‘ sed
while it survives. 5, V. ST

Mark of Slaanesh': If the Warshrine carries ‘thc Marl
the Mammoth carrying it is Scubborn while it survives.

Ve .



Giants are some of the mightiest creatures to stride across the
Warhammer world. They are simple-minded brutes whose huge
strength and callousness alone is enough to wreak havoc simply
by their passing. Their appetite for meat and drink is legendary,

as is the destruction their rampages can cause. A single Giant is
more than enough to devastate a village without much effort, and
if bribed or g().ldcd into battle, a Giant can smash Lhrough ranks
of troops and crush heavily armoured cavalry with contemptuous
case. Un(’brnm;\[cly for a Giant’s victims, it often saves a few choice
screaming morsels to devour later after it has done with glecfully

h.nmncrmg l'h()\t’ \\'hl) SC l”'l"\ l)t'f‘()r( 1t Ilkk‘ mice into a l)l(}()(])’ P.l\[(.

The Chaos Dwarfs have not been slow to take note of the power and
military potential of Giants, as they have often encountered them

as foes within the ranks of the Orc and Goblin hordes that infest
the Dark Lands, and the southern Mountains of Mourn that border
their empire have long been inhabited bya unusually high number of
the ereatures. It is said this is because it once was the home of a great
kingdom of giant-kind in elder days, now shattered into ruin and
desolation. As a result Chaos Dwarf Sorcerers have long had the idea
of bringing Giants that they are able to capture or enslave through

i grickery or trade with the Ogres under their will, and in doing so
‘have been unable to resist ‘improving’ upon them in order to make
them living weapons.

Chass Si o5 (ﬁﬂl%f

The most common result of these modifications is the Chaos
Siege Giant, a mutilated, half-insane creature whose body has been
armoured against attack by layer upon layer of heavy iron and
bronze plates. These are firmly secured to the unwilling Giane by
heat-fusing, riveting and nailing them deep into the Giant’s flesh,
and in some cases in bolting them directly into its massive skeleton,
"The end result is a towering, iron-clad monster, even more clumsy
and unwieldy than before, but now all but impervious to arrows

and shot thanks to its armoured shroud. Likewise suitable weapons
such as immense hooked blades, steel pick-axes the size of carts and
even massive weighted chain-flails are lashed or implanted directly
to the Giant’s arms to enable it to scale or tear down fortifications
and slaughter the largest monsters. Some even are further fitted with
scaling hooks and chains, enabling the creature’s dead carcass to be
used as a scaling platform should it fall, while the most unfortunate
have the burning runes of Hashut branded into their armour and
flesh, driving them to ever greater heights of savagery at cheir
n]x\\[C["‘ C()mmdnd.

Not all such ‘improvements’ prove survivable for the ereature forced
to undergo them and so Chaos Siege Giants are scarce and highly
prized commodities, both within the Chaos Dwarf empire and as
weapons bartered in trade with the Chaos-worshipping tribes of the
north, who often lack the means or patience to build conventional
siege weapons. A living siege engine that merely requires a steady
diet of carcasses and spirits is therefore for them ideal,

M WS BS § T Ewruuy

Chaos Siege Giant S5 4 3 6PSEERG

A LId
3 Special 10

Troop Type: Monster.







SPECIAL RULES:
Siege Armour .

- Chaos Siege Giants are encased in massive plates of iron and bronze

 armour inches thick, alternately strapped, nailed and fused into
their flesh. This, coupled with the Giant’s bulk, makes them all but
impervious to arrow fire, although it proves less effective against a
foe brave (or foolish).enough to get in close enough to attack the

. Giant’s less protected thews and vitals. The Giant has a 5+ Armour

save, which increases to 3+ against shooting attacks.

Fall Over

8 Chaos Siege Giants, thanks to the fact they are covered in iron plates
hammered and bolted over their bodies, are even more unstable on
‘their feet than ‘unmodified’ Giants. This can prove as dangerous to
friend and foe alike when several tonnes of angry flesh and spiked

. metal comes toppling down!

A Giant must test to seewhether it will fall over if any of the
. following apply:

Ific is beaten in close combat. Test in this case after the combat
results are determined but before a Break test is taken.

Ifit is flecing at the start of the Movement phase.
thn it crosses an obstacle. Test when the obstacle is rmched

If the Giant dcudcs to Flail and Crush an e Test immediately
beforehand. y

To see if a Chaos Siege Giant falls over, roll a D6. On a roll of a 1 or
2, the Giant falls over. Asslain Giant falls over automatlcally

- To determine in w.blch, direction the Giant falls, roll a Scatter dice.
Place the Fallen Giant template with its feet at the model’s base and
itshead in the dircetion of the fall. The Fallen Giant template is a
Vs‘pccml' shaped template which otherwise uses all the template rules
* from the Warhammer rulebook (so any models lying complctely or
" parnally under it are automatxcally hit).
A modcl hit by a falling Chaos Siege Giant takes a Strength 7 hit
7 -tehar has the Multiple Wounds (D3) special rule. If the unit is in
 combat and the Giant has fallen over while attempting to Flail
and ‘rush. wounds mﬂlctcd by the falling Giant count towards .

at falls over automatically suffers 1 wound. If the Giant is
thls Wound counts towards combat ;csolutmn

gtound (you may lie the model down if you wxsh) i

ﬁct up in its Movement phase, but may not move thae

on the ground a Giant may no attack, but can scill
If 1&:: a fashion 50 the cncmy must an roll to scom

Chaos Siege Giant Actacks
Giants do not attack in the same m
too largc 'fractious and in the cas

in cach Close Combat phase, ple a uﬁxt
with the Giant and roll a D6, applymg&h
of the followmg tablcs ‘Which tablc you use de,

monsters, decide Whethcr to attack Lhc ndcr or
rolling on the table.

Big Things Chart

Use this chart when ﬁgbtmgMomtcrs, Monstrous lnfmny
Monstrous Cavalry, Chariots, War Machines and tmytbmgef@
with the Large Target special rule (e except buildings, see Special
Rules below) and characters riding any of the abwe g

D6 Result

1-2  Legbreaker!

3-4  Smash with Pick
5-6  ‘Eadbutt

Man-sized or Smaller Chart
Use this chart when fighting anything not'ewerm’ by tb‘eﬂg
Things chart.
D6~ Result
1 Yell and Bawl ..
2 Smash with Pick
3-4  Flail and Crush
5-6  RippingBlades

Legbreaker! : : :

- The Gianc cargets the legs of its outsxzcd enemy wu.‘h its Rappi"ng i
_Blades and Pick, tearing open hamstring muscles, severinglimbs
“and slamming their foe into the ground. The Giant targets a

enemy model in the target unit that s in base contact. Th

its victim both roll a D6 and add their Strength, and for

by which the Gianc beats its victim’s score, it inflices D3 au

wounds with no armour saves allowed. “d

result, any models other than the Giant infl

contact with the victim must pass an Initiat

way or suffcr an automatic wound from the struggling b

Smash with Pick

Y The Giant brings dov.vn it plek on the hcatg of
- vietim, mosc likely lc:wmg licele lc& bue ahﬁnd’ e

* chooses a single farget m m the
contact with. The target may attempt

an Iniciative test. !f




* y

attacked in the combar round, they lose their attacks this round, or if
they have already attacked, then they lose all their ateacks in the next
round instead.

Yell and Bawl : ;
The Giant screams and howls at the enemy in an inarticulate but
/8 ueterly terrifying hail of abuse: Neither the Giant nor models in base
. contacewith them fight if they have not already done 5o this round.
* The Giant’s side automatically wins the combat by 2 poines. If both
*sides have a Giant that Yells and Bawls, the combat is a draw.

Flail and Crush = -
Being too heavy to jump upand down as'a normal Giant might
when'moved toa frenzy of violence, the Siege Giant however does
ity best to mash anything close underfoor and flails blindly wich
ts oversized weapons. First test to see if the Giant falls over (see
] .prcviously); with any wounds caused if they do counting towards the
combat result. If the Giant remains on its feet, select a target unit
in base contact. That unit sustains D6 Strength 8 automatic hits.
* Resolye wounds and saves as normal as the armoured bulk of the
Giant batters them into the ground.

Ripping Blades

Equipped with massive hooked blades or oversized flails mounted on
bundles of chains, Chaos Siege Giants are equally at home smashing
apart buildings and fortifications as they are sweeping mere

mortals into a jumbled heap of torn flesh and broken bones. The
Giant’s enthusiasm however can sometimes mean they-proye more
dangerous to themselves than the enemy.

. Selecta target unit in base conract, that unit suffers 2D6 Strength 6
automatic hits, resolve wounds and saves as normal.

Ifa double 6 is rolled, as well as inflicting twelve hits on the enemy,
the Giant must immediately test to see if it falls over. Any further
damage donc in this way counts towards combat resolution.

Ifa double 1 is rolled, something very unfortunate has occurred, If
this has happened no damage is inflicted on the enemy unit, Instead
. the Giant suffers D3 wounds (no saves) and immediately falls over
. (the chain has wrapped around cheir neck, they’ve managed to stab
* themselves or something cqually unpleasant has occurred). Any.
- Wounds caused by the fall count rowards combat resolution as us

Wall-Ripper /
A Chaos Siege Giant may always choose to attack and dest;
buildings, regardless of the scenario (see page 399 of the |
. rulebook and use the Warchtower description for fortifi
where appropriate), and may always choose to assa
even if it is occupied, potentially bringing it down «
unlucky garrisoning troops inside. A Chaos Siege G
attacks a building wich the Smash with Pick
roll for a random attack type. 55

[
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UPGRADES ’
Runes of Hate: Some Chaos Dwarf Dacmonsmiths go further
when encasing Giants in their siege armour, binding the metal
with the hellish and twisted runes of Hashut which serve to = |
push the weak and primitive mind of the Giant further into
malignant insanity. A Giant with Runes of Hate becomes %
subject to the Berserk Rage rule (scc the Frenzy special rule

in the Warhammer rulebook, but note that the other rules for
Frenzy do not apply). In addition; whenever the Giant’s player is -
called upon to roll for a random number ofrjtmcks, this may be

§og e -
re-rolled. The second result must be used, even it is worse than
the first. ;

@y

Scaling Spikes: A Chaos Siege Giant’s armour can be fitred. =
with scaling spikes, hooks and chains to aid the Chaos ag’j:;y’&i
assault against fortifications and these may prove useful even
if the Giant perishes in the attack. Ifa Chaos Siege Giant with +
this upgrade perishes and falls over an obstacle suchias a mo :
ditch or wall (with the Falling Giant templace laying across.
it), cither leave the template in place or otherwise mark the
obstacle, which now may be crossed by the Chaos playe
clear ground. Additionally, if the Chaos Siegé Giant die
foot of a building or fortification, Chaos models assav}
garrison across the location of its body (see previo@sly

special +1 bonus to their Combat Resolution,
>




’Tamurkhan the Maggot Lord
o ; WS BS. w . Troop Type
Sargath, 7 3 Tamurkhan (Infantry, Spccml cl
 Tyrant 7 6 Tamurkhan
o
Possessor - 3 i IR o R |
‘Bubebolos 0 T S0 Bubebolos (Monster)'

. Special Rules (Tamurkhan)  Special Rules (Bubebolos) Equipment
* Regardless of his form, o Large Target e Chaos Armour (Tamurkhan) i
Tamurkhan has the following e Scaly Skin (3+) o Tamurkhan’s Rune Blade (Tamurkhan — Sargath only) i s
_special rules: o Terror o The Black Cleaver (Tamurkhan ~ Tyrant only) g
o Will of the Gods e Immune to Psychology o Huge maw, jagged claws, crushmg bulk counts as a hand wcapori
o Eyeofthe Gods o Unspeakable Foulness . (Bubebolos)
. e Mark of Nurgle : o Tongue Lash_
. Unbreakable o Colossal Beast - Mount
o Fear . °~ e Mark of Nurgle o In either form Tamurkhan rides the Toad Dragon Bubebolos mto.batth.‘
o Feast of the Maggot Lord ;
o he Possession Actack
o The Possessed
. Nufg]e’s Favoured Son

[f Tamurkhan possesses another c/mmcter, the special, rule: i AN e o
- from Tamur/eban? host form are not retained with the Tamurkhan is a Lord choice for a Warriors of Chaos a
Jollowing exc zf levant: Scaly Skin, Regeneration and select which of his two forms you use. :
Mamtrous Inﬁnb:y G 5 i :

.
,.‘A_ '4‘/

42

._;SaYl theFaithless&nghtmaw e o oy o SRR O S .SaYltthaiti‘I&S
‘ | _ add 'Nightmaw the{Spawﬁ.‘os ‘

Ld 38 Troop Type
9  Sayl (Infantry Special Characte:)!
D +110 nghtmaw (Monstrous Be:st)

‘Special Rules SR Equjpment (Snyl)
_(Saylthe Faithless) o The Viperous Staff (magmwcapon)
o Willofthe Gods, e Schalkams Tecth
o Eycofthe Gods . 14
,r;cof Shadow, o MutantSight quupmen: (Nightmaw)
onalways ‘e Immunc to Psfdwlogy + Gibbering Maws (hand weapon)
3 L PR E £




f(@de the Bgﬁulc;' is e Hero chgied fora %’fm‘

o v
»

Option — Rot Knighi G
Chaos Knights with the Mark of Nurgle may be upgrade
‘Rotbeasts using the profile shown above in place of their

in a Wattiors of Chaos army for +15 points each. If this of
chosen, the entire unit must be upgraded. Their unit type
Monstrous Cavalry, and they gain Fear and Regeneration :P)‘

any

T

(O S 1 Troop Type
3 Special 10 7 Monster
1 '»Op'tio_ns' A
e Large Target o Runes of Hate.
o Terror - g o ScilingSpikes
e Stubborn - :
e Immune to Psychology : A it L £ GBRE 3
sieBall Ogerd < 70 s A Chavs Siege Giant is a Rare choice for. either a Warriors of Chags ora
o Chaos Siege Giant - - Legion of Azgorh army: e v
L N 4
5 o':Wa!l—Rippcr g

BEBSH T ey Troop Type
L)

0 ‘Monstrous Beast

Special Rnles ‘ﬂ {' g y g

o Daemonic Attacks | Plague Toad units may be taken as Core choices in Daemons of Chao
" o ‘Unbreakable : armies, and as Special choices in a Warriors of Chaos army. which also
- o Unstable s Jeatures at least one character bearing the Mark of Nungle. 55 S0l

o Immune to Psych;)logy :

o Fear




‘Bile Trolls of Chaos
Bile Troll

Unit Size: 3+
"Equil-rment

. ® Suppurating claws, fangs
and rusted cleavers (hand

M WS-
652

BS S
L S5

Special Rules

o Mark of Nurgle

¢ Fear

o Stupidity

e Poisoned Attacks
o Regencration (5+)

weapon)
; ¢, Infected Vomit

~ Pox Riders of Nurgle

ey i My
Plaguebearer/ o
Plagueleaper ..

 Plague Toad -

_Troop Type
Monstrous Cavalry
Monstrous Cavalry
Monstrous Cavalry

4 3 op0
LA
6

5 0:

Special Rules y

o Immune to Psychology‘
o Fear

e Poisoned Attacks 3

e Ward Save (5+) >

Unit Size: 3+

Monstcx\ (specﬁl)
Monster (special)
Monster (spccxal)

< %

)

Options - 7

o The Mammoth may be upgradcd to carry a~
- - Bartle Howdah for

- Ora Chaos Warshrine for...

o The Chaos Warshrine may be devoted to ane o
- taking one of the following Marks of C}mm" :
% ,KMagk of Khorne
Mark of Nurgle







The GreatFHosts éf@[m%

The following alternate rules allow Chaos players to unify the armies
of the Dark Gods in a single great host with which to sweep all
before them and conquer the Old World — or at least that’s the ide

The children of Chaos are fractious and savage, and only the greatest

_ warlord who brings glory to his dark master is likely to survive
long at the head of such a powerful and unpredictable gathering of
might. The rules are also intended to create a host drawn from the
myriad followers of Chaos, such as those found during the great
Incursions that surge forth like terrible hurricanes from the northern
Chaos Wastes to ravage and beset everything in their path when
the powers of Chaos wax strong, rather than a single powerful war
band, Daemonic horde or great herd of Beastmen and their allies. A
Chaos Host is a very powerful and potentially extraordinarily diverse
Warhammer army, but it is also a fickle one, and ers wishing to
us army that won't turn on them when the battle goes awry will
be better off sticking to the relative safety of a single Army book
rather than using these rules.

Mastery of the Host

Each Chaos Host is controlled bya single individual, a warrior

of legend or mighty sorcerer whose saga and strength has led the
myriad foul beasts and brutal foot soldiers of Chaos to flock to his
banner. No matter how mighty this leader is, however, there will

be those within the ranks that follow them grudgingly at best, and
some that sow rancour and strain maleyolently at the halter, \;'aiting
for the first opportfinity to turn on those who would set themselves
above them in their Chaos God's service. As a result each chosen
warlord must bring their followers victory or expect to be torn down  °
by their own warriors.

The Chaos Host rules operate in a similar fashion to the rules for
Allied armies found in the Warhammer rulebook (see page 136)
except that they

re unified under the control of a single player, and
the relative loyalty and reliability of the army is more dependent on
success, rather than on the initial composition of the combined force.




n
th

during bagtle the two sides must keep track of the Tide
wb_i:th;s ic measure of in whose favour the battle
are in the ascendaricy, the Chaos Gods will bestow

r gifts on them to further their victory, but if they are suffering
ac the hands of the enemy, the scorn of the gods may'result, and the
ohesion and loyalty of the horde may begin to fray and fracture.

s b i
) army lists can be used as part of a Chaos Host, and a
- Chaos Host must take units from at least two of these army lists as
RN o AR . ¢ -
its composition and may choose unis from all three:

: ING UNITS G
A Great Host army may be chosen freely from any of the army
ﬁhsshqwn previously within the usual provisions of selecting a
\ er army (ie, with % maximums for Special, Rare, etc), with
the following extra provisions: -

% ‘One Lord character must be chosen as the Paragon of the Host (see
4 dmﬁ)llowmg g section). P s
GRS eRER - st
- Only one Bartle Standard may be chosen, and this must be from the-
-« samearmylistas the Paragon. ;

0
-‘*

- The minimum Core units requirement of the army must be chosen

. from the same army list as the Paragon and qualify as Sworn

Mﬁ(_sccth: Paragon rules). These units represent the Paragon’s
ost loyal supporters and the foundaion of their power.

ﬂ!‘bﬂg‘dsthc Host is not suffering The, Scorn of Chaos, all units
,?ﬂﬁnipmay be used as if they wereall trusted Allies (sce page 137

R fohé.WMammerrulébook). In addition, certain units will either

be counted as being Sworn Disciples or as being Antagonistic, as

 qualify as Sworn Disciples can always use the General’s
ms;ncc and the Battle Standard’s Hold Your Ground!
s, regardless of the Tide of Conguest.

s 7ot make them immune 1o becoming Antagonistic,

G

3
at best and they may even
rades during the game! Antagonistic
al’s Inspiring Presence and the Bartle
ial rules. Antagonistic units
an wouldkusually be found in
: dly units must take Dangerous

_The power and cohesion of the Host is very much‘dépenéant on

- counts the number of enemy units both flecingar the énd of each

.+ At the start of the second game turn and every gaxne turn aﬁcr;vard'g .
compare each side’s callies. If the Host's rally is higher, then theyare . -

. wAscendancy: If the Chaos Host is in the Ascendancy, they: i

 Scorn of Chaos: If the Chaos Host is subject to the Scorn of Chaos, - L

Not.One of Ust: It is possible - for units to become Antagonistic -
during a game. If this is the case and they have in their ranks ©
" a character that couldn’t Join them because they originate in , 2

another army list, immediately take a Leadership test for that
character. If this s passed the charatter retains control of the uni
and may carry on normally for that turn (o leave it if <e]” )

Ifit is failell they ave immediately slain and removed  from play 23
and the unit suffers D6 wounds with no saves, If this sitwation
persists, the test must be taken at the start of every turp.

¢

THE TIDE OF CONQUEST - AT P

J1ts success in battle. When a game is being played with oné or more -
Great Host armies, a tally should be kept from turn-to-turn of the.
Tide of Conquest. This tally, which should be kepe by both sides,

player turn and that have been-destroyed dur?gg that player turn, sl

X WP 1o

in the Ascendancy and if the encmy’s ally is higher, the Host will 5.
suffer the Scorn of Chaos. If the tally is drawn (or nobody hasbeen -
broken or destroyed — boo!), the game carries on a5 normal wxEth no
particular effect cither way, ;

>

aspecial blessing based upon their Paragon (the rules for which can
be found in the listing for each ‘type’ of Paragon). This bléssingla&ts
from the start.of the Chaos Host’s turn until the Tide of Conduestis
next worked out, and any bonus or penalties involved are cumiilarive
with those already in effect unless noted. &y

then the player must roll on the Scorn of Chaos table at the starc of
the turn (see page 145). : :

nistic. This means that their alliance = »

Designer’s Notes ‘ 3 ‘(k
The Great Hosts of Chaos rules presented here are intended
for use with a Grand Army of 3,000 points or more in massive 2
battles and narrative campaigns — where having 4 good time
and a great scrap is the primary goal, rather than winning at
all costs. The reason for this is that the cross-use of units from -
several Army books in practical terms is g0ing to present certain: -
anomalies and needs a bit of additional bookkeeping ~ not -
to mention the perils of drawing so much attention fromthe |
Chaos Gods for the master of the host! Itis quite possible fora &k
player to greatly mitigate the dangers inherentin usinga Chaos
Host by careful selection-of units; but the, rules presented here |
are designed less with this slightly mean-spiriced ideal in mu}d.
Rather it is more for the player who wants to wield awide .
range of Chaos models from their collection at once, an

to boot!

general of a hugely characterful force that is genuinely ‘Chﬁgb,




 The %mgé%‘ 9f the 7{9%

The General of the Chaos Host is referred to as its Paragon. Exactly
who and what they are is used to determine the bias of the army,
special blessings of the Chaos Gods, and just what units are likely
to be loyal and which are likely to seck their own glory when the

_ opportunity arises. r

Touch of Destiny: A Paragon possesses a 5+ Ward save reflecting
their favour with the Chaos Gods. If they already possess a Ward save
3 (‘byrod\er means) it is bettered instead by 1 to a maximum of 3+. In
addition, if they are slain outright by the particular effects of a spell
which does not cause wounds, they may ignore this by rolling a 6 on

aDé.

- The Death of the Dark Lord: The Chaos Host is held together
largely By the might and will of the Paragon that commands it, and
if they are slain, the Host begins to shatter and unravel. If the Chaos
Host's Paragon is destroyed, roll a Leadership test for every unit
in the Host individually. If this is failed the unit is destroyed and
removed from play. From this point on the Tide of Battle rules are

. no longer used and all units in the remaining Host are considered to
be Antagonistic (including former Sworn Disciples).

THE PARAGON OF SLAUGHTER :

A'i)iu'ago'n of Slaughter is dedicated to the service of Khorne, the

Chaos god of bloodshed and battle. Khorne expects carnage without

end in his name, and ultimately cares not whose blood flows — that

of the enemy or 4 loyal follower. :

A Paragon of Slanghter may be one of the following:

Warriors of Chaos: Chaos Lord (Mark of Khorne only) Dacmon

Princet (Mark of Khorne only) and Valkia the Bloody.

Beastmen: None, - i 3

Daemons of Chiaos: Daemon Princet (dedicated to Khorne only)

and Bloodthirster of Khorne.

1The rules and options for Daemon Princes differ somewhat between

these two Army books. Which army list the model is from should be

- noted as this will influence which units are considered Sworn Disciples.
- Also, for the purpose of the ... And Hell followed with Them special rule

. (seepage 145), a Daemon Prince chosen from the Daemons of Chaos

£ Arm] book counts as a daemonic leader for the horde. 2

w7 Speciil Rules s 7 : 5
Sy e Disciples: All unics cither carrying the Mark of Khorne or
are dedicated to Khorne (such as Bloodletters, erc) count as the
on’s Sworn Disciples. A
ndancy — Bringer of Carnage: While the Paragon of Slaughter
the’Ascendancy, all units in the army gain +1 to their Combat
esult scores, and all Sworn Disciples gain Magic Resistance (1),
agonists: Any unit dedicated to Slaanesh or carrying the -

o Mafk f Slaanesh in the Great Host army is counted as having the

onistic rule, regardless of the current Tide of Conquest.

& ]

(&

THE PARAGON OF CHANGE

A Paragon of Change is dedicated to the sery

the Chaos god of mutation and magic. Tzeent

of intrigue, deception and knowledge, and his folloy
devastating sorcerous powers that can prove fi

not remain within his fayours, S R

A Paragon of Change may be one of the following |
Warriors of Chaos: Chaos Lord (Mark of Tzeentch only)
Lord (Mark of Tzeentch only), Daemon Princet (Mark of ]
only) and Vilitch the Curseling. ;
Beastmen: None.

. Daemons of Chaos: Daemon Princet (dedicated to Tze

and Lord of Change. : ¥

1The rules and options for Daémon Princes differ somewh

these two Army books. Which army list the model is from should be
noted as this will influence which units are considered Sworn Disci
Also, for the purpose of the ... And Hell followed with me.sp

(see page 145), a Daemon Prince chosen from the Daemons of
Army book counts as a daemonic leader for the horde. "

Special Rules : T
Sworn Disciples: All units cither carrying the Mark of Tzeen
dedicated to Tzeentch count as the Paragon’s Sworn Disciples
Ascendancy — Lord of the Eightfold Storm: While the Paragoj

Change is in the ascendancy, all Wizards in the Chaos Host

-to their Casting rolls and all enemy Wizards suffer -1 to their rolls t

Dispel. & <
Antagonists: Any unit dedicated to Nurgle or carrying the
Nurgle in the Great Host army is counted as having the Antag
rule, regardless of the current tide of battle. : :

THE PARAGON OF EXCESS ~ ;

A Paragon of Excess is dedicated to the service of Slaanesh, the
Chaos god of depravity and licentiousness, their hordes despo;

_ and ravagingall before them with savage abandon. Those caughein

the Chaos Host’s path must suffer a nightmarish wave of

and corments that can snap mortal minds asunder.

A Paragon of Excess may be one of the following: -
Warriors of Chaos: Chaos Lord (Mark of Slaanesh only)
Lord (Mark of Slaanesh only), DaemotigBrin

only) and Prince Sigvald the Magnificent. .

Beastmen: None. £ L
Daemons of Chaos: Daemon Princet (dedicated to Shanesh
and Keeper of Secrets. i i

_ tThe rules and options for Daemon Princes differ somewhat be

'.?»:'  these two Aymy books. Which army list the model is from sh

 nated as this will influence which wnits are considered Sworn.

Also, for the purpose of the ... And Hell followed with Th
(see page 145), a Daemon Prince chosen from the Dacmons
Army book counts as a daemonic Iuderﬁrdgew




ption: ﬁrDy;noln .‘Pr"inm differ soinel?M berween
books. Which army list the model is from should be

is will influence which units ave considered Sworn Disciples, -

urpose of the.....And Hell followed with Them special rule
a Daeman Prince chosen from the Daemonsiof Cl.;ua; Army
as.a daemonic leader for the horde. VHed .

T mdp.lue\?ﬂl anits either carrying the Matk of ;\‘;.rgl.c or .
licated to Nurgle count as their Sworn Disciples, -

dancy — Plague and Pestilence: While the Paragon of Decay .

Bt "lsu:ndancy, the land is befouléd and the skies dzrhn with

ous murk. All enemy units suffer -1 to their B‘Sryfilhen shooting = .
ets more than 12" away and spells cast from the Lore of Light S5 %%

qﬂibmof Life suffer -D3 to their casting rolls.
\n ists: Any unit dedicated to Tzeentch or carrying the
Tazcentch in the Great Host army is counted as having the
onistic rule, regardless of the current Tide of Conguest. .

n of Ruin is dedicated to the triumph of Chaos as a whole,

an the scivice of a particular god, although they migh; beas

ally concerned with their personal power or simply in bringing
to the world in order to wacch € burn, Hd
gon of Ruin may be one of the following:
rs of Chaos: Chaos Lord (Unmarked); Sorcerer Lord

), D:.iu'go’n Princet (Unmarked) and Archaon the

- men: Beastlord, Daombull and Great Bray-Shaman.
ac mons of Chaos: Daemon Princet (undedicated)
ﬁédﬂd options for Daemon Princes differ somewhat between

Army books. Which army list the model is from should be
ill influence which units are considered Sworn Disciples.
purpose of the ... And Hell followed with Them special rule

it¢), a Daemon Prince chosen  from the Daemons of Chaos

00k counts as & daemonic leader -for the horde,

unle év:,hcy are cither dedicated to a

such as Plagucbearers, etc) or carryinga Chaos

trule). -
-1 When the Paragon of Ruin
its (and infantry units only, not
mmand gain the Devastating Charge
read; possess it. The range of the -
nce is also increased to 18"

>

tagonists: Units only suffer the Antago

>

- Conquest goes against the army (sce Scorn

JHESCORN OF CHAOS
- When the tide of battle goes against the Chaos F st, the.
- they have made through blood-oaths, dark rites and ¢

of victory begin to break apart, and the Dark Goc

may intervent to show their displeasure. If the Tide of Co
against them, at the start of the Chaos Host's game turn
‘the following chart. The result applies until the Tide

worked out again, unless noted by a specific ';e:uln’.‘}
: ¢ e 2

2D6  Resule’ s

3 2.4, Discord: Al unitsin the Chaos Hos

Sworn Disciples become Antagonistic. If there
such units in the Chaos Host, re-roll this re
. Desertion: A single unit C*SCD by the ¢
is not a Sworn Disciple jmmédiatcl%tédﬁ!
as if they had failed-a Panic rest (note that:this is nor
a Panic test as such, and any unit wl ich is not
Sworn Disciple or subject to the Unbre
be affected). If there‘are no units eligible
Chaos Host, re-roll this resule, ~ » .
Treachery: A single unit chosen by the enemy
the Paragon and any unitthey have joined turs
of treacherous Wizards, cthe ciemy player’s stpc!
used as Power dice for casting their spels, qotthe Py
«.dice of the Chaos Host. The treacherous unit is under -
_the control of the enemy until the Tidé of Coquuast’gog 2
. once more in the Chaos Host’s favour. If this happéns, -
- any on-going combats immediately end and the units~
involved reform. * & & %
Death: A single unit chosen by the enemy other than  +
theParagon and any unit they have joined suffers 2D¢" - ©
automatic wounds (saves may be made as normal). If the
chosen unit is a horde, it suffers 4D6 ,wound‘;,‘instead.
The Judgement of the Gods: The Chaos Host’s Paragon -
suffers D6 automatic wounds. No Armour saves or Ward
saves may be taken against these. g

and may be controlled by the opposing army. In the ca E : Ak

...AND HELL FOLLOWED WITH THEM i
For Chaos’ mortal followers to be swept up in a Daemonié host
is a woeful and terrible thing, as Daemons care litele on whose
flesh and sanity on which they sup, and the laws of realicy break
down around them like melting wax. All non-daemonic units 2
in a Chaos Host led by a Paragon chosen from the Daemons of
Chaos Army book gain the Immune to Psychology rule if they |
did not already have it, but if this is the case they also suffer a -1 s
Leadership penalty. . -













Mounted on Reaper the Demigryph (Monster). PP
SPECIAL RULES (BRUCKNER) -

The Hand of Judgement ' i e
Bruckcr is the Jadicial Champion of Nuln and the Co
_b_adsrnzn—aﬁg’unhatzdandgm&gingiyrcqxdgd ’
Measure. While a feared warrior, given his grim d emeanoiy
aand single-minded-devotion to his craft; he is no leades

As a result Bruckner cannot be the army’s General under
circumstance, and 5o 2 force containinghim will need to
“-anothez character to lead it. In any rum in which Bruck
Challenge, he has the Unbreakable rule. :

%W' who make up the majority'of Nuln's
andit ~t‘)l'!itdcmrpmcl:hatmzn;stznlcshzw:‘gm»wn up to
. r him. Some stories artribute his great size to sifiister origins
7 hwy tinted blood or even alchemical experimentation
- ‘atthe Couhress's befiest. The truth however lies unknown, save to
. Bruckn. himself and perhaps his patron. He is famed a5 2 savage
cilled (if unsubde) fighter and most of all for his prodigious —
Some say inhuman — strength. Such is his physical poswer ‘that during
*ﬁ%‘&d with the noted swordsmen Lord Hanz Kraster, that
oot afoer by virtue of superior speed and techniquchad managed
- todisarm the hulking | . undeterred, the Champion of Nuln
s P i opponent, lifted him 4loft and snapped

« SPECIAL RULES (REAPER) RIS
Terror, Large Target, Slashing Claws* (sce the Warkamm
ru]cbgok ) ; : - 2,
“Armour Piercing attacks Thunderstomp atracks are not ,,,. :

MAGIC ITEMS

back with his barc hands.

ener such mystique as his mysterious origins 4nd might
serye him well, cnhancing the reputation his bloody
has inspired, sowing fear and apprehension in those thar
thim in combar or scheme and plot behind the Countess
's back. Bruckner is however no general or war-leader,
10 talent or taste for such things, even if others would

him~ which is doubrful given the hatred his name engenders

burghers and lordly families of Nuln. Instead he is content
id kil ¢ his mistress’s command, and has lasted overa

his highly paid office, ‘making him the longesr serving

0 of Nuln in living mgmory.

(ﬁmof'famuﬁun’sﬂbos[ ravaging its way northward,
out with Nulns army, 25 he had before, astride
e and near-uncontrollable Demigryph ‘Reaper’ — irself
y large example of its kifid taken from Nulo's war-
At the Countess’ command, Bruckner had taken 2n
ore the grear council of the city to slay Tamurkhan
&’pollznéns against Wissenland, and ar his
e, hiehad taken with him 2 ralisman from the
ie Wizard, Elspeth yon Draken, to protect him from the
s of the enemy — 2 decision that would have fareful

Liarsbane (Magic Weapon) %
Forcenturies this long blade has been used by the city’s ch

in preference over the more traditional headsman's axe where the
executioner's dyties are concerned with the great and powhﬁd 3?1’&
Brudkner wields this mighty sword as easily as a lesser man rmgbt.

4 rapier and a great many dissenters, renegades and the Countess’
political rivals have found themselves 2 head shorter at bis hands.

Rolls :I'o Wound and To Hir with Liarsbane are made ar +1.

Stormlance (Magic Weapon, One use) .

With 4 bladed tip crafted from meteoric iron and graven with the runes
of the hegvens, this lance strikes its target like 4 bolt of i lightning, both
burning and blasting them. This weapon may be used once per game
when Bruckner is conducting a charge while mounted on Reaper.

‘The weapon counts in all respects as a lance, bur in 2ddition its
arracks have the Killing Blow special rule. !

Baleflame Amuler (Talisman)

Gifted to Bruckner by the Magisterix Elspeth von Draken to protect

bim from the foul sorceries of the oncoming horde, this black gem
possessed powers unguessed at, and served the Magisterix's own deadly
J[l]fmf}, 2

The amulet provides Bruckner with a 5+ Ward save. In addition, =~
if Bruckner is slain by 2 model in base contact, that model then
immediately suffers D6 wounds, with no armour saving throw.or 5
regencration possible. This artack has no effect if Bruckner is slainin 8
any other circumstances, i

Theodore Bruckner is 2 Lovd choice in an Empire army, -




Castelln 7'/,—57/3/7 neer Jubal Julk A

& the Noulw Fvsngides T

Nuln, as one of the greatest cities of the Old World and formerly

the capiral of the Empire in times past, isrich in history, wealth and

power, and possesses many lauded institutions famed far and wide.
One of the greatest of these in Nuln's case is the Imperial Gunnery
School, a College of Engincers rivalled in the Empire only by that
of Altdorf, as well as the largest and most productive blackpowder
works and cannon-foundries anywhere west of the Worlds Edge
Mountains, save perhaps for those hidden in the deep Dwarf holds.
Apprentices and military men from across the Empire and beyond
are drawn to study at the Gunnery School, while the weapons and
branded powder kegs that pour out from it are traded across the
world, and have long beerr a keystone of Nuln’s wealth and economy.

/ bt o
> - 4 4
What is perhaps less well known is that the Gunnety School also g ‘” “
maintains its own force at arms — the ‘Tron Comipanies’ —who - A
serve both as part of the standing armies of Nuln itself by ancient
treaty with the line of Electors, and alsa are active in the defence of
Wissenland as well as standing guard on the famous artillery trains
of Nuln in service of the wider Empire.

Most numerous of these are the Tronsides, regiments ofhindgﬁnncrs
made up from the apprentices and retainers of the School, whoare -+ .
fitted out in a panoply of black-enabled iron plate armour reflecting h
the wealth and status of their patrons. The current field commander .
of the Ironsides is Jubal Falk, an engineer with a flair for tactical




5

LA N ’
-

marters who many see as a rising star and future Guildmaster of g
the school. Born a cooper’s son on the river wharfs of Nuln, Falk's first day of the great batle. Here the Ironsides’ steady, disciplined :
natural talents and dogged enforcement of discipline have seen fire raked the marauder onslaught before they could crash into'the 3
him rise rapidly in the ranks of the Ironsides, and he is respected line, weakening them fatally and blunting their heedless charge -
by those under him both for his skills as a miliary engineer and as which otherwise might have collapsed the Empire flank completely.
: an honourable mah if one notoriously unforgiving of slackness or Jubal Falk was wounded in the battle by an axe-blow, buedes ,T‘gs 0
N /. # incompetency, ‘ : b injury continued in command, and is said to have personally sla
% Vg e ! . Chaos sorcerér with his Hochland Long Rifle, blasting the cre: ¥
~ " Already a seasonéd soldicr at the time of the Chaos assault of distorted head clean from its shoulders mid-spell using specialised . ¢
. Tamurkhans host, Falk held command of the muster of the Ironsides alchemically-forged shot taken from the secret vaules of the lmpcﬂ* *
at Crow's Levee and was instrumental in holding the line against the Gunnery School. ¥

Dolgan cavalry charge during the Chaos vanguard’s attack on the

e ot
3 o

¢ _ o

. MWSBS § T W 1 A L4 MAGIC ITEMS il o
“’1\’1&&&“ A TR SRR R B e S e Mercurial Shot (Magic Weapon, One Use) 53 -

RS E AN Made from a special hollow bullet filled with alchemical vitriol, this :
e . bullet shatters on contact and carn bring down even the mast inbuman : A
; Troop Type: 3 target. ¥ » ": oo

. o+ {Infantry, Special Character) . - Ak AR
AT Ry .l This is a one use attack which is used in conjunction with Falk’s d
_SPECIAL RULES ; Hochland Long Rifle (with all its tsual rules applying). The player . ="
- The Nuln Ironsides 5 must declare its use before rolling to hit. If it strikes che rarﬁ'g’ct.'ic‘hli;s o)
* This regiment is drawn from the guards and apprentices of the ; '

with Strength 6, Armour piercing and Multiple Wounds (2)1€¢che .
- famous Imperial Gunnery School of Nuln, and are some of the shot misses, it is wasted. !

. most widely respected and well equipped Handgunner regiments in F P
the Empite. In order to represent chis, if you have Jubal Falk, their
-+ current commander, in your army, then you may choose to upgrade
‘ my&fmqlts of Handgunners in your army to be Ironsides at +2
" points per model, upgrading them to wear heavy armour (this must -
suitably modelled).
-t

s

Castellan-Engineer Jubal Falk'is a Hero thoice i an Empx\rz %

army. .

er Discipline

ides Hilndgunncr unit that conrains Jubal Falk may re-roll y 4
-t hit rolls of ‘1" with its handguns. Note that this does not RIAE
h"‘u‘] ‘l.. i lnﬂ-r ’. r £ ; -

ngincer, and all the nornfal x:ulcs for this in the Empire -




Magisterix Slspeth vén

Dark Lady sf N

Wizard sf the Amethyst Order: the

For three generations the name of Elspeth von I en, Magisterix
of the Amethyst College and arch-wizard of the Lore of Death,
_hasbeen spoken of in hushed tones in the reeking tavern gutters
and vaulted noble halls of Nuln alike. And for three generations
her lo: cly, blackened tower has stood at the edge of the Gardens of
Morr on the outskirts of the great city, and stories of the ‘Graveyard
Rose’ have been used to frighten recalcitrant children home before
nightfall lest ‘the dark lady snatch them up!’ Yet despite these stories
few have ever paused to think what exactly the admitted presence

of von Draken in the city actually means, wer yet could guess
at her true power or influe Furthermore the few hardy
or overenthusiastic witch hunters, unaware of her relationship to
the governing powers of Nuln or too fanatically sure of their own
righteotsness to care, who have attempted to delve deeper into her
businessor storm her tower have been swallowed up so completely

that they haye never been able to share anything they have learned.

vake
, the Graveyard

The truth is that Elspeth von Draken is but oné'in a long bloodline '.
touched by the winds of magic, a bloodline that has produced -~ °
both monsters and saviours in its time. She is also one of the most
powerful Amethyst wizards of the age, but one who'will haye lictle
to do with the daily machinations or power-politics of the Imperial
Colleges of Magic in which she was once student and still in theory
holds fealty (for which many within its ranks are profoundly
grateful), and with whom she now sits in an uneasy truce. Instead
she is an obsessive experimenterand mystic who goes wheére she will,
and has collected and collated a storehouse of mystical artefacts and
lore which she guards jealously and has become so Saturated with -
the force of Shyish, the Amethyst wind of Death, that there are some
who whisper she is no longer human atall, a theory perhaps given
credence by her almost spectral, pallid aspect, which has remained
unchanged for decades. - : -




and at will she can become an all but ir
~ form. She is Immune to Psychology and
- againstherare at-1. Unfortunately, she:
 thatis listed s specifically damaging ac
~ asthe Lore of Light Exorcism attribute). ‘,
- Loremaster (Lore of Death) see dtc%ﬁm;wr
A T X 'y . 50
; ng whole villages SPECIAL RULES (THE CARMINE DRAGON)
bloody tibute | * Teror, Large Targer, Fly and Scaly Skin (24) sce
had Atto corrupt ;rulebook. ; et
rof Pfeildotf and turn the ity into a : L
‘While Elspeth von Draken continues Coruscating Blast ? ’31 P gl]
own affairs, and stand as a protecror ¢+ The Carmine Dragon’s breath weapon is a sorcerous bla
do 1o more than watch, but there are - powerful Amethyse magic capable of withering metal;
the hierarchy of Wizards who fear that Geles fiesh to dust as if millennia had passed in mere seconds. |
' ‘ « Weapon works similarly to determining the effects of
shot (see the Warhammer rulebook). The maximum range of
attack’s targer point is 12* away from the monster and ma
treated just like a normal breach weapon. After the target
tess Emmanuellelike -~ been selected, roll the Artillery dice to créate a line of ¢
itself, gowned in robes so black as to appear as blast travelling in a straight line away from the dragon (just as for
s and bearing a keening scythe so sharp itseemed to _ determining a ‘bounce’ for a cannon shot). A Misfire result
air. Tt was her council that the Countess Emmanuclle *  be re-rolled. Any model caughtin the line of the blast suffers
up her armies to defend Nuln icself racher than *  wounds, with no Armour saves possible. 5
§ ﬂ:copuiﬂdaofbatdc,andsuchwasdlcfca: - =% &
an Elspeth von Draken’s presence that few gainsaidher  * ‘MAGIC ITEMS \
the cost the strategy entailed in lands, livestock and human The Pale Scythe (Magic Weapon) ' V —t
! wlu"ldidlyofd:cglutbatdc,whchamu;khansought A pale scythe more made of shadow than substance, this weaponsaid to
2 great and nightmarish ritual to appease his dark godand  beofElsperhs own making is attuned to the power of Shyish, the wind = -
22n unholy tide of Dacmons ro attack the ity Elspeth ~ of deaih, focusing and concentrating it to her will, FLR

to batdeaback a Carmine Dragon. The dragon’s - ; . e
nleashed al-consuming blasts of amaranthine lighting This weapon has the Killing Blow special rule, and as a focus for

he: tiﬁﬁm[ Power contested with the might of the Servants " deathly energies it adds +1 to Elspeth von Draken’s dispelling rolls.

ay. . the battle, those thatSaw her claimed she had faded- 3 3 3
: 1 anvinsubstantial shadow from her trials, and it -~ Death’s Timekeeper .
i& rds before shcgias seen abroad again, her pale and This hourglass is an ancient and storied artefact, it is said to contain

uthfu testored once more. S | asits measuring sand the dusty remnants ofa dead god of old, and .

gt e Van Draken has spent much #bnunmmrallylonglﬁm«dj' g its
mysteries. With it she has perfected some limited measure of control over
time and death irself- 3 3

Once per player turn Elspeth von Draken’s player can re-roll a single: - y
dice of their choice concerning her or the Carmine Dragon (thiscan
include attacks, saving throws, magic dice and the Artillery dice used
to determine the Carmine Dragon’s Coruscating blast if desired). 3=
If this re-roll is not used, at the end of her playet’s turn Elspeth von

Draken may recover a wound previously lost in the game.

Elspeth von Draken is a Lord choice in an Empire army. -
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One of the wealthiest cities in the Old World, a nexus for trade
and crosstoads for many lands, such is Marienberg’s wealth that
o in'the year 2429 by Imperial reckoning, it effectively ‘bought” its
secession and independence from the Empire by a vast transfer of
gold into the Imperial coffers, its merchant-lords having grown
tired of the factious wars and intrigues of the Imperial state and
their effect on the only thing they cared for — the pursuit o’f'p ofit.
This independence, hard schemed for and defended many time:
with blood both against outside forces and from within ?S)’Gu_
those in the Empire who would sec it undone, has beenjthe maki
of Marienberg’s power, which stands greater, than it evérhas, but

e

Mavienber (3 Class Lond Battle (ﬂn')ﬂ e

The Winder of the . Ase

particularly in m ilitary terms. Without the Vvast manpower and
veteran-men-at-arms the Empire can call upon, Marienberg hasofien
been forced to ‘buy’ its way out of trouble, and its merchant gu.dds o
have long learned to rely upon mercenary forces and even privateers ;ﬁk’

to supplement their own small standing armies and retainers when
the need has arisen,swhich has been often. In particular, allied troops -
from the Empire, 1ts former realm and largest trading partner have ~ ©
sometimes proved,thin on the ground in recent years when agreap .~ © )
threat has come to endanger Marienberg and the Empire both.In " - % i
particular elite Imperial anits have/proved an exorbitant expenseto §
hire, leaving the security ofMaricnbf:rg vulnerable,

e
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~ Acasein poix;t,hieb,bcr_n the leg'cnaarﬂy.péﬁ?:rﬁxl'éﬁd extremely - afford. It was thcr_{ that one of the more unstable of the Gunnct'y “
Empire Steam Tank, examples of which have been ‘loaned” in School Engincers,a man named Hezekiah Guttmann (faqunvl_cs‘s_
bast at bank-breaking cost (under close Imperial supervision of than affectionately as the ‘burnt scarecrow” to his fellows), had'an

urse) and had proved unavailable to purchase outright at any cost.
e genius behind the Sgeam Tank is all but unreplicable ac any rate,
& hﬁaméh,se‘crem‘n‘s’h}bwn‘ by the Tmperial Engincers guarded upon

" pain of m$§o. in'recent years, with ever inereasing threats to their

By

epiphany. If they could not construct a small, powerful boiler such-
as the Steam Tank had, why bother? Why not use a larger, cruder ~
one instead and the machine could be scaled up accordingly, and

conversely the cannon could be rade smaller, andas fot‘thé’ tg’,t’a ! ,
}ymgl:owi_ngall around them, the guild-masters of Marienberg the demands/they would appeal to the Marienbur 1

gers' vanity —
zht to do whit they had always done and spend their way out of machine would take the shape of a boat (or as it transpired at least
. the problem, and as they could not buy a Steam Tank, they would a caricature of a boat), after all, they liked boats didthey not? On
commission something betrer! Wary of the political ramifications, seized upon by the desperate Engineers, this plan, as crazed a8 it P
« the Imperial Sﬁh&}ﬁngincm at Altdorf would have nothing to might have been, took hold very rapidly and irfa rematkably short . 2
do with the contr Tﬂ;'whilc the Dwarfs merely scorned such human time a prototype was assembled hybridizing steam power, baat 7
~ folly. Toa cabal'of engincers at the Imperial Gunnery School of Nuln building and some ‘inspired’ innovations by Guetmann; Fhe end &
. however the proposition and the vast sums of money offered proved product looked more like a grotesquely-sized theatrical prop r.han'_‘
:{ﬂg&spblc,and with the Countess Emmanuelle’s tacit approval (and cither a ship of war or a Steamp Tank, and was a pretty shameful -
. no doubt reasons of her own beyond a cut of the price), they entered *
‘into a secret bargainwith the Marienbergers to build them ‘Steam .

imitation of cither, but somehow it wortked — well, mostly! The
provost-marshal of the Imperial Gunnery School proclimed
- Tanks'of their own. There was one problem with this — they didn’t them “The Wonder of the Age™upon announcing their success to * - *
o ';‘?fxﬂﬁw'hqw to. : the Countess Emmanuelle and the Marienberg legation, and even
e - managed to keep a straight face while doing so, The Engincers’ relief
> at the acceptance of the design tirned to something resembling .~
panic however when the Marienbergers ordered not one or two,
but a squadron of ten, and the functioning prototype proved less

5 . There were countless disasters at the prototype stage and the whole
 project became known as the ‘coffin filler’ by the young apprentices
 artached to it in dread. Steam boilers such as they could construct .

couldn’t be made small enough and retain the necessary power than easy to successfully replicate and.the project continued to ‘fill
. without becoming dangerously unstable, hull mounted ordnance coffins’ apace. ; '
proved just as likely to smash the machine to pieces when fired, ‘

and the whole thing had a tendency to fall apart when-the smallest 5

& -

>
Three ‘Marienberg’ Class Land Bartle S:i‘i;‘gt(to éi\((_: themtheirs *

change in direction was attempted. Justly are the forges of the = official title) had been completed, with ##6urch oh the way, when
~ Imperial Gunnery School famed for craftsmanship and productivity- Tamurkhan’s horde darkened Wissenland's horizén. The Merchant -
- butnot for innovation, and with every delay and cost overrun, the " Lords of Marienberg had a dy madcieo secure their investmdne - :

- Engincers found themselves agreeing to more and more concessions
from the hard-bargaining Marienbergers in return —“yes, it would
be able to navigare the wetlands of the Cursed Marshes”, “yes,
it could be crewed by Marienberg troops rather than dedicated

- engincers” while the costs kepe spiralling and still with no working
~ war machine in sight. As the delay tarned into years, the Merchant-

- lords of Marienberg began to suspect they'd been had and their

monies disappeared as if tossed dowfi a privy, and dark rumblings

of a vengeful trade war were in the offing which Nuln could little

by'mavifiga number of heavy’ ar'gc;'zﬁ'id asizable guard of vetetan
« mercéharies; the infamous Manann’s Blades, to escort tfic,ﬁfg:«part
~ of the ‘flect’ back 10 Marienberg upon completion, The Couri

Emmanuelle swxftlydc;"n ed the use of these ‘wonder wea;

defence of the city, and thé Marienbergers were happy to oblige — for
the right price! #.

y &
Land Ship g Y L He% TG
% Crew ERRE SRR L

*See Special Rules

Troop Type: Py

Unique unit




SPECIAL RULES
Unbreakable, Fear and Impact Hits (D6) see the Warbammer
rulebook.”

in its favour ~ from its bulky armot
~ Culverin its oversized, life-threatening boiler
This is a type of light cannon, installed in the prow of the Land can only be described as the fmm ofan
Ship after the inclusion of larger ordnance proved disastrous. The the Land Ship is an insane sight, almos I
, Culverin is treated exactly as a standard Cannon (sce page 112 of towering over the battlefield, dischar ng
the Warhammer rulebook) that fires directly ahead, except that it crushing the enemy underfoot while its ¢
is Strength 7 when firing normally and its grapeshot attack is only high on the deck above. That is when it works, an:
Strength 3. Otherwise all the normal rules for Cannon apply. fall off, or the boiler explodes, or the nwgazmc h
; N
The Land Ship may still move and fire the Culverin, and may even The Land Ship uses the same gcncral rulcs as a han
fire it if engaged in combat contrary to the usual rules (but can only noted in the followmg section:
nominate a target point in the unit in base contact with the ship’s ; g
. front). If the weapon is destroyed by a Misfire result, the Land Ship ~ Moving the Land Ship: The Land thp, hckmgan :
also immediately suffers D3 Wounds with no Armour save or Ward - control of a Steam Tank, has two modes of movement:
save possxblc - and full power. The player must declare which thcyarc s
£y the Land Ship is moved each turn,
Fusillade
The deck crew, along with the complex operation of piloting the shxp Measure all move distances for the Land Ship from thcﬁm
 and avoiding imminent catastrophes such as it toppling over or the its wheels.
. boiler exploding, do their best in battle to let fly with a wide number B3
of sweepers, deck pistols and handguns laid on and loaded for the . Slow The Land Ship may move up t0 6" directly fo
+  purpose. In addition to firing the Culverin, each Shooting phase the without penalty or risk, but may not charge.
R Land Ship can fire a fusillade at a single target in any direction (this Full Power  The player may pivot the Land Ship in any direc
does not need to be the same target at which the ship’s Culverin is * in its front arc and roll 2D6 for the ¢ i
firing). This generates D6 shots that use the following profile: . travels. The first unit contacted by it - counts
- ; o, . charged (friendly units suffer impact hics |
‘Range  Strength  Special Rules “combat is actually fought). However, xfzdbuhk
Fusiliade - 18" 4 Armour Piercing : double 6 is rolled, something has gone dis:
5 wrong. Roll immediately on tfxelandS!np
Unlike the Culverin, the Fusillade cannot be used if the Land Ship is ; charcand apply the rcsult. :
S cngagcd in comba,;.- thc deck crew are too busy tcpcllmg boarders!

‘The Land Slup Calamity Chart
D6  Result i/ : Ry
~ Abandon Ship! With an appalling crackmg sound the main axles snap, spars sham:r and thc wheels are
- theshipunceremoniously to the ground in an almighty crash. The Land Ship is destroyed but is lcft on thc tablgaan
_ dangerous terrain. Any unit in base contact when this happens suffers D6 Strength 8 hits. :
~ Arrregh! The boiler backfires, sending the Land Ship hurtling forward. The ship moves the rolled dknncqmd ut dd
" D6" as well as suffering D3 wounds with no Armour save or Ward saves allowed.
All hands to the Wheel! The Land Ship slews perilously out of control. Roll a Scatter dice and move thcsfup the disqux
rolled in the direction shown on Lhc dxcc‘ Ifa ‘hic’ is rolled, the crew y manags to drop the emergency anchcw
~ remains stationary. =
Boo ! Between the ovcr-prcssunscd boiler and the p .magazme, the Land thp exploda in a spectacular fi
Ev«y‘thmg within D6" of thc Land Sl'nps hull suﬁ'crs a,Si;m:g:h 6 hirand the Land Slup is desmoyed \ Ve

Land Ship in Comlm The Land Ship inflicts impas:t hus justasa Chariot when it cha.tga. lﬂ ‘
mpamgkagmnstasing;ccnemyunltonmhoficsownplaycrtumiasm:ngin ds
Déattad:s of their own cach round usmg the prq\ﬁlc shown (gcncrdly ;abb n

ERCS bas
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Ebuard Vien Der Koal & Monann's Blades

ercenary, smuggler, gallows thicf and renowned blackguard, In order to represent the Manann's Blades, a single unit of

tain Edvard Der Kraal has been many things in his life, Swordsmen in your Empite army may be given dchcij}‘i’dg't .

10 disreputable. He h:_s‘?e&caped'dcat'h 4 great many Standard for +50 points. This unit must be bought a full ¢ o

the years, fough t the dark-mist kindred of the ! group and may not be a detachment, but may have hi
C s and livec aided the Norscan Coast with fire its own as normal. Van Der Kraal must begin the game.
ﬁ"% nu“gxly\d,lt is q;dcv;ns;:rvived shipwreck on the infamous this unit - the better to keep an eyeon them! In addition,

“ Vampir Comdfhnﬁh and somchow returned to vell the tale,” remains part of this unit, both he and they are Stubborn (see

c T T e
Some say he’s a witch's get with a devil’s luck, some that Manann
himself won't let Van Der Kraal dic untilthe Lord of the D P %
himself takes Van Der Kraal to 2 watery and wcll—dcs:rved'giw&é.,:vﬁ -
whilé still others say that he’s just too mean to die, Inanycasche -+

has survived calamities and wounds uncounted, although he’s lost a

Ma y of these stories and scores more like them that dog his heels Warhammer rulebook for details). Note that chis only coun
- maybeno ;ngf tall tales and tavern gossip, but what is certain units chosen as Manann’s Blades, - A% p ;
- isthat Van D is a hard man to cross and a born survivor, ; ; : )
 albeit his adventures have left him grizzled, scarted and maimed, ° Dirty Fighter - - B o
. 5 b;x»anlynft:l;gf\}ld think him slowed down any byfris injuries. ~Van Der Kraal may always parry in combat as if heﬁé,rt,@ipyed -
Pl ._‘?Al,&ough‘a black-hearted curthroa of the firse order, hie is also , with a sword and shield, and in addition, at the end ofmy{frpu;ﬁ_ 7
Raktevor usly a man of his word, which makes him rare indeed and combat he is in (and survives), and after all other blows hayebeen
3 mn a mercenary. For Van Der Kraal, a contract signed is struck, he may make an additional single attack with the Killing -
“an oath inblood never to be broken by either party except upon pain - Blow tule against a model of his choice in base contdct, - 7
o ;gfdédly_wmguncc‘and as more than one treacherous employer has - e e W s
‘\ ound lﬁ their cost, the Caprain is a hard man to kill and one who . Hard to Kill X 4 ‘:

es an art form of revenge when riled. y A ¥

; mmmbag is Ca.ptmn Van Der Kraal's home port, and in recent
~ years he has commanded a mercenary company of dark repute that .
_ goesby the name of Manann's Blades, named for the quixotic and

* violent sca god of the Empire. This troop of hired killers, cutthroats few bits and pieces of himself along the way! Van Der Kraal h;s the -
€ and brigands are as at home on the battlefields of the Old World as " Regenération (5+) rule and is immune t3 the particular effects.of ©
. theyare serying as marines on privateer ships out on raids of plunder Killing Blow. e, w ;
A along the Sartosan coast. Under Van Der Kraal's command, the ; % ; , 7
" Manann’s Blades have gained a reputation as dark as their caprain. - MAGIC ITEMS f

+ At the time of Tamurkhan’s invasion, the Blades had taken the rather
» unusual job of guarding Marienberg’s “investment” in the shape
of the protorype Land Ship war machines they had commissioned
from Nuln's famous Gunnery School. Along with these machines,
‘Manann’s Blades were drawn into the heart of the battle against
Cthe horde. e :

The Sea Bride Standard (Magic Banner) \ g \
Known by some less fwourable names in the ranks, the Sea Bride* -
standard contains an effigy of one of Mariann’s mer-byides, fearsome
she-beasts that imperil the unwary and drag them into the sea to drown
them i its depths. When the smell of blood reathes the banner, it i
screams and wails in an unholy and thoroughly disconcerting fashion,
exhorting those that fight beneath it to cruelty and bloodlust.

Z The unit carrying the banner causes fear and adds +1 to the distance by 3
e s . MEWS I BS IS i W 1A IASdE . rolledwhen pursuing an encmy. é‘”
o | CaprinVanDerKeaal 4 6 4- 4 4 2 5 3 o9 e %

- Captain Edvard Van Der Kraal is 2 Hero choice in an Empire
Troop Type £ g : army. : ]
(Infantry, Special Character)

- SPECIAL RULES
 Manann’s Blades

~ Van Der Kraal isthe dreaded ficld commander of the infamous
- Blades 'oflvf_an_ann,' a powerful mercenary regiment owned and
[ Pcmccd via intermediaries of the shadowy Merchant Lords of
Marienberg, This gang of disrepurable curthroars and villains have
m sold their blades for gold in the Empire, and it is doubtful
utone 5o feared (and as bornia survivor) as Van Der Kraal

p them mc}ﬁ‘.ck. The core of the Blades is made up ofa
skilled swordsmen, marines and brigands without honour or

militant sear-scum, free companiics and
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mself (although
alike), is a warrior
n?t%bettyhngdom but
- far his exploits of bloodshed and
! Mm both many and infamous -
Wtﬂ,ﬁl’n and cruel to dame but
- has wronged or betrayed would concede
arms and scorn of danger, as well as his innate
tics, the combination of which has led
eelcficlds as far apart as the scorching Estalian
: ppe of northern Kislev. If there is one factor
d Lictpold’s life and career as a mercenary above
d pride, it is his avarice - for gold has always
one true master. As such there have been times when he
is forees have turned upon one employer mercilessly when
y has made him a beteer offer, and other occasions when
e chance to plunder a foe’s baggage train while leaving allics still
g or to fall upon a defenceless setélement amidsta wider

%

~ warwithour orders and uncaring of its allegiance, has béen taken
! W asccond thought. :

Such behaviour wins a cor der few long term allies and fewer
friends, even among those who live and dic in the sell-swords’
trade. As such, Lietpold’s forces often comprise the worst scum
d bartleficld detritus the Old World has to offer — wanted men,
derers and renegades willing to follow even so il réputed a
general as e, as there are few others, even among the many Free
- Companies of the Empire thar would take such malcontents and

-+ villains in. Over the years the list of Lietpold’s enemics (many

. former paymasters included) has grown long, and no hall or house
in‘the Empire has proved safe for him and so he turned his sights

iping the crown of the petty kingdom of Raven Barrow in
Border Princes over the Black Mountains to the south of the
For adozen years he ruled, as bloody-handed a tyrant as the
Princes had ever seen, his hubris swelling to the point where
en began to claim to be bastard-blood to the line of Karl Franz
ided fealty from the lands around him. All this however

0 nought whien Tamurkhan’s host came from the east and
ept aw Lietpold’s petry realm like the tide crumbles a castle
Defeated and driven before the Chaos horde, Lietpold
ined of his army fled through Black Fire Pass and to
Empire beyond, bringing warning of the horrors to

ne on spells and enchanemen

m the most dubious and sinister practitioners, and cast he

about his person to further his life, maintain his youth and
him from harm ~ no matter the cost, Such is the pre
of these magics however he risks a !
Lietpold has & 3+ Ward save, but should he fail this save, J
Lietpold’s player'’s next turn onward the magic is disrupted;
no longer applics and Lictpold suffers a -2
and Leadership characteristics,

have been commonly — Lietpold has spent a fortu

ony and insanity ey

1 Murderous Charge . D
Lietpold and any unit he has Joined gain the Extra A
sthe turn they charge. This does not apply to cavalry

L lings

 Lietpold’s reputation is as a merciless and skilled general,
to those that fail him as he is t6 his enem
with bloody-handed men who will stop

+ victory. But with a string of massacres and dark tales of co
fulfilled for terrible and secrer masters at his back, there
that would rather see Lictpold burned
ageneral in the armies of the Empire,

y andbhe surfounds himsélf
at nothing to achieve «

at the stake than cmpl

Lietpold must be the General of any army in which he is incl;

In addition, no Grand Master, Warrior Priest of any kind, §

«+Tanks, the Emperor Karl Franzor an
included in the army,

y named Elccmg_Co&HtW

" Anarmyled by Lietpold can take a single Core chbice uni chdsen *
from between the Bretonnia, Ogre Kingdoms or Dwarfi Army baoks,
representing rencgades, outcasts and ner'do wells found in the
Border Princes acting as mercenaries, These may not form part of
the army’s minimum Core units which must still be chosen from the .
Empire Army book,

An Empire army led by Lictpold is treated as 2 Non
used as an Allied Army (cven to other E;
onwards ofthe Warhammer rulebook fe

-Aligned force if  * / {
mpire armies), See page 136

Immune to Psychology (sce the Warbammer rulebook).

MAGIC ITEMS

1t is said by some that Goye P

row was plundered from an ancient
barrow in the Border Pri

nces and others whisper it was given in
Payment to Lietpold by a dark master for a fell deed done. This black-
bladed sword burns and smoulders when it spills blood and darts in its
wielder’s hand like shadowed lightning
Gore Prow has the Multiple Wounds (D3)
Lictpold the Always Strikes First rule on th
particular combar only,

special rule and grangs ;
¢ first round of any

he Black is a Lovd choice for an Empire army, .‘5.




"Theodore Bruckner

Theodore Bruckner
Reaper

_Equ.ipment

~ e Liarsbane

e Stormlance-

- o Baleflame Amulet

o Full Plate Armour

" » Pistol
< 3

2

3 Mo;mt
-e Reaper

M WSBS § w
R 3
s 0. b 4

Special Rules (Bruckner)
o The Hand of Judgement

r

Special Rules (Reaper)

o Terror

o Large Target

. Slashing Claws — Armour
Piercing attacks*

*Thunderstomp attacks are
not affected.

force containing him will need to include ano

turn in which Bruckner fightsina Cha.llenge.

" Lietpold the Black

* Lietpold

Warhorse

o Full Plare Amr_our
e Shield -

s Gore Prow

. Mount

. Barded Warhorsc

4
0-

Special Rules

o Blessings of Lethc

o Murderous Charge

o Dark Renown : &
o Immune to Psychology

I A Id Troop Type
SyieeBEng Cavalry (Special Character)
it s Cavalry (Special Character)

Notc

army’s composmon (sce page 159 for dctaxls)

Lietpold the Black is a Lord choice for an Empire army.

;

t
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4 P a gy Ay

: Esiujpment_; =

o Heavy Armour
o Hand Weapon

o Brace of Pistols .

in o

Troop Type

By
.5 003 g

; Opuon

. One umt oFSwordsmcn may | be bought thc Sen Bndq




3 &o Scaly Skin (21-)‘
e Coruscaun.gBlast 3

Troop Type
(Infantry, Spcclal Chdractcr)

e Hand Weapon -

o Pistol
 Hochland Long Rlﬂe
P Mercurial Shot

M WS BS S T W A= Ld “Troop Type
R R ORGSR 6 11 2. R e Unique unic -
S L SRR S b T

‘See Speaal Rules: Wonder of the A lge

Speaal Rnles { . S
. Unbrcakablc v A Marienberg Land Ship is a Rare choice for an Empire‘army.
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- The histoty of the Chaos Dwarfs — the Dawi Zharr or ‘Uzkul-
Dhrath-Zharr'as they refer to themselves in their corrupted tongue,

. is anancient and terrible one. It is a saga of a great and hardy people

swhose nobility would become warped into utter malice, and whose

“stubborn refusal to dic would lead them down a dark and bitter path
~1to damnation. : i
\ S

SHADOWED PAST /-«
tory of the Chaos Dwarfs begins many thousands of years
g@ifcar éxpansion of the Dwarf race northwards, long
rise of Man. The Dwarfs, cleaving tothose lands where
netal and gems could be found, and firm rock could be delved,
prineipally followed the track of what is now known as the Worlds
e Mountains. Hcre'thcy"e)(cavated and eipandcd an under-
of mighty subterrartean fortress-cities linked by countless
4 of mine workings and passageways. Eventually this slow
_but teady expansion led'one group of Dwarfs to the uplands in
the far nogth of the Warlds Edge Mountains range they came to
know as the ‘Zorn Uzkul or the ‘Great Skull Land’ — a vast and
. inhospizable plateau where the air was frigid and thin; and the dusty
" ground licrered with the wind-scoured bones'of the ancient dead.
The mincralwealth was rich here, but the earth and stone to some
scemed tainted and unclean. Many Dwarfs callediche place accursed
and turned aside from ir, either retreating to the mostestablished
~holds, or, if of more adventurous character, choosing to strike oue
™ into far quscé or undertake the journey first e::fs’t’and south to the
. rich lodes réc::ntlj' discovered in the Mountaiis of Mourn. Some

4

The CZM%"DWMJ% i

< with the stuff 6f Chaos. - 5

X

however, refusing to be baulked, chose to'remain in the Great Skull -
Land come what may. At first these distant Dwarf kindreds tctaincd.-. 7
close ties of kinship and trade, but as the world darkened and foul e
things crawled from its depths to sunder the Dwarf under-realm, *
contact berween the far flung Dwarf holds became erratic and -
infrequent, as each looked to their own survival and'defence. When
the Great Time of Chaos descended to sunder the world, these most 3
forlorn of Dwarf kingdoms were lost forever to their kinfolk in the A
Worlds Edge Mountains, and given up for dead as a tide of horror 23T
spilled across the land. The Dwarfs of the West could not havebeen = &
more mistaken, for the ravages of Chaos did not destroy the hardy,
determined Dwarfs of Zorn Uzkul, but instead worked adreadful -

change upon them.

-

Itis impossible to say with any certainty exactly when the Dwarfs of
the East became the malevolent entities now known as the Chaos
Dwarfs, as the changes wrought to their bodies and spirits were slow
and inexorable. Not even they themselves know the full saga of the
dark times of their origins, save for that they were almost utterly
destroyed, and it was only by their stubborn refusal to surrender

in the face of unspeakable horror and death that they endured — 3
endured and came to know a new patron god, Hashut, Father of
Darkness. Slowly they began to increase again in number and restore
themselves in' power and dark majesty, now barely recognisable from
what they had been before.

The Dwarf race is unusually resilient to the warping influence of
Chaos — a reflection of narural Dyarf stubbornness.perhaps. None-
the-less the Dwarfs who live in the shadow of the Mountains of
Mourn have changed slowly bur inexorably over time, and bécome
twisted in both bady and mind. Though they superficially resemble -
other Dwarfs, in all important respects they are easily distinguished. - =

Chaos Dywarfs often possess protruding tusks that lend them a S N
brutal, savage expression, and they ar¢ commonly grey-fAleshed and: :
_red of eye. Many haye small horns thar jut from their forchead and-
some evenhaye cloven hooves and worse ~although such extreme *
muracions are rare amongst ordinary Chaos Dwarfs and common -
only amongst sorcerers and those that haye the most dirccreontace .

If the influcnce of Chaos has worked terrifying changes uponiche -
bodiés of the Chaos Dwarfs this is as nothing compared to the - :
% (c.!'}iiﬁhumtion‘of their hardy Dywarf minds. The traditional Dwarf
 valties of stubborn determination, craftsmanship and industry have
been twisted into a perverted mockery in the hearts of the Chaos
warfs. They became pitiless, macabre and cold-hearted creatures,
oid of mercy and consumied by a need to enslaveand dominate
eryone and everythi yme into contact with; and from chis
Year




et for bis patronage. Ouver centuries, in return fwj
gt poef sy sttt
J us engines of war, dominion y

between the

: e - SR '
‘mtah_c;‘k’;mhaos' human followers, the unthinking sayagery of the,

Beastmen or even the desperate, labyrinthine intrigues and yicious
gre ssion of the Skaven. Instead they are consumed th'h& grim, cold
elty; greed and calculated brurality, e Tl
~ ANEMPIRE OF SMOKE, BLOOD AND ASH -
 Chaos Dwarfs are irredeemably evil, bitter and self-centred creatures,
~ caring nothing for the lif¢ of others and directing all their labours to
 the construction of their great city — Mingol-Zharr-Naggrund — the
* City of Fire and Desolation, and the slow expansion of their power
and influence in the world. To this end Chaos Dwatf azmics scour
the Dark Lands and the deadly realms beyond for slaves to fill cheir
*  city and labour deep beneath the carth in the pits that surround it,
- and to provide sacrifices for the furnace fires dedicated to their dark
~+ god Hashu.

~ Their empire has come to encompass the fire-scorched volcanic
plain of Zharrduk at the heart of which Zharr-Naggrund sits, and
like a black iceberg, its true extent lies not above with ics armoured
ziggurats and fire-laced temples, but below the surface in countless
miles of magma-lic delvings, cavernous chambers and vaulted mines
which resound to the cries of tortured slaves and the ringing of
mmers in an untold number of diabolic forges. For many miles
around i, the Plain of Zharr has succumbed to the hand of the
. Chaos Dwarfs. Ir is litrered with the scars of vast open mines, fiery
rivers of magma, ash dunes and stagnant pools of foaming yellow
d blood red ~ noxious with toxic spoil and fortified workings and
itch posts which line the great machine-crushed roads upon which
‘countless slaves haul ore and plunder to feed the ever hungry city of
'ﬂgg"Chags Dwarfs. .

Beyond their heartland in the plain of Zharr, they have raised great
fb:l:rcs‘s'-i:itédclvs and towers to establish their dominion throughout
1 far flung and perilous Dark Lands, although no force, even one
‘brucal as the Chaos Dwarfs can lay claim to true sovereigney over

st realm of az:_cursed;,‘mbns_ter-infcstc'd shifting ash-deserts. At
c edges of the Dark};apds, the outposts and black iron watch-

of the Chaos Dwarfs extend as far the great Desolation of
the coz fthe Sea of Dread to the south and High
kulak — the Place of the Skull; seat of the
¢ Time of Chaos, is still populated but
ﬁ’d the bustling workings of its slave-
Lancient inner-city that is little more than
'@gfo:bidden, lower levels of Uzkulak

d to be consigned to its depths

+ isa punishment reserved fo
worst fate the Chaos Dy SEOY
maleyolent inventiveness of the D'agmg‘)

- speaks much of the horrors wbich must

workings of their malign intéﬂjgcnée, dé‘ep paranoia 0
cruelty. They sec no need to ravage the world in~fur)<)‘jh adcsp
bid to ctush all before them, only to fall overextended and spen

The plans of the Chaos Dwarfs are the .rcsﬁlrs ofthé.gﬁmga@;

_ S0 many throngs of human marauders and hosts of greenskin sa

. have done in the past. Instead they horde their mxght_,iloﬂfw
dance.

from the Dark Lands the mineral wealth it contaifis in a_bu_’ri !
They venture forth foremost to harvest slaves but also to punish

" ‘those that would oppose them directly, and sundet any crearurd  «

or force that might wax powerfulin the Dark Lands before it e
becofie a threat. More rarely do they travel further afield, mounting
expeditions into distanc lands in search of strange plunder whose =
worth’they have seen in the fires of Hashut's altars, avenge some  #
slight or merely to callously test their weapons against the powers

of the world. As a result of this policy, to many the Chaos Dwarfs

are at best a dark legend, until that is they have the misfortune to
encounter the dreadful truth for themselves,

The dominion of the Chaos Dwarfs is slowly expanding power,
which has with grinding, calculated savagery carved itselfa realm
from one of the most deadly lands conceivable and its masters’
dreams of conquest are things of brooding hatred and bitter *
perseverance. They are content to see their plans unfold ovér the
course of centuries, perhaps even millennia until one day all of

the world lies a blasted plain in which the Ghaos Dwarfs stand
unopposed and alone, save for their cowering slaves and the ashen

bones of the dead.

SLAVERY AND SLAUGHTER % %
Even though their numbers have shown a slow but steady increase '
down the long centuries in which they have carved their empire

from the Dark Lands, the Chaos Dwarfs are still few, and are far
outnumbered in their realm by those over who they,claim dominion
by virtug of might and cruelty — their slaves. The Chaos Dywarfs
consider all life other than that of their own kind to havevalue i
only as raw resource and fitting sacrifice, and to them the' fuscle

and sinew, and even the souls of those that bow and set; pe ac

gesture of their iron-shod hands and cringe before thc.sg:rdk!:‘ of
steel-barbed whips are no more than a commodity to be ama;
exploited and spent. Without slaves Zharr-Naggrund would




have been built and its'vast induseries could-not bem
even now: the need for fresh-blood and labour only i
cach passing year and the desolate empire always hu;

aintained, and
ncreases with
ngers for more, 2

- If the Chaos Dwarfs’ grand and sepulchrat plans bow to any
pressure for speed in their execution, it is this incrcasing heed for
 fresh slaves that is the cause. Should the levels of livestock’ falter *

through disaster or overuse, and are required at'the commissioni s
of any grand new design, the Chaos Dwarfwar hostis gathered s
and a suitable targer selecred for despoil, while simultancously 7
iron-masked emissaties go out to the tribes of dark-hearted men,
- Ogres and even Ores to barter razored steel for lives. This in turn &
can trigger fresh assaults and ravages far beyond the Dark Lands o+ *
theet the CHaos Dwarfs’ tally, anid captives taken in distant lands can
eventually find their ife8 end drudging in the slave pits of Zharrduk
3 y ot slaughtered upon its bumningaltars,

'ar-ﬂ

s

e

Unfortunate wretches of many races toil amid
the poisoned aizand burning ash of Zhagrduk,
and like the craftsmen they are, the Chaosvﬁw_ar& i
prefer, when possible; to seleet the ‘right tool for the :
right job — from mutilated Elves flayed and bled to provide
alchemical unguents to fettered and broken Chaos beasts from

the Northern Wastes hatnessed for their immense strength and ?
toleranee for injury: Byfar-the most common slaves in the Chaos

Dywarf realm are Orcs and Goblins; and this is not simply because

they are native to the Dark Lands and its bordering mountains, bur

B\ THE FORGES OF HELL \ ! : R ;
: C%aos Duwayfs are master crafismen, and their armounries produce an endless stream of armour. and u‘f;aptms, dark devices and works of
dacmeon-fused occult engincering. Much of this wargear, the lesser products of their craft - bladesund steel whose quality still outmatches
any mere human craftsmanship is traded northuwards to the warring Chaos-touched tribes and eashugrgto the Ogre Kingdoms in
retsirn for slaves; for which the Chios Davarfs have an unending demand, rare metals and gems, and to Slake whitever strange desires the
Sorcerer-prophet’s experiments might require. By this trade blood is spilled across the world by their weapons, and in doing so the Chaos
& Dwarfs both enrich themselves and sow destruction in Hiishut’s name, and moreover they spread their insidions ihﬂuenre > further, gather
b inielligence in regards o their enemies and so bring their dreams of dominion closer, one drop of shed blood at a time.

3

The greater wo‘rks;f their bell-forges and the spatn of the dark intelle::taof their sorcerers, however, they guard jealously for themselves and
itis onthe Pedrock of these malevolent en gines, Savage weapons and brutal sorcery that the Chaos Dwarfs true power is founded. Chaos
Duwarf warriors are themselves equipped to the bighest standard and every Sorcerer Lord arms and outfits their soldiers fo their ouwm. 5
| design and'in their oun distinctive livery. The majority of their troops are armed with masterfully crafted .z.ws,\g;am.gabbmg blades. ~
and barbed war-picks, and protected by heavy scale corselets of rune-hardened iron or bronze, tall belmets, andbegey, metal-clad shields,”
The most potent wear so-called blackshard armour, Jorged with hellfire and blood, stronger than mere stéelihd phenomenally resistint:
to the effects of fire and beat. A significant number of troops are armed with firearms, from intricate Wheelock pistols o the beavy, bladed
Sfireglaive repeating guns. But the hailshot blunderbuss - a powerfi, shart-ranged weapon whose murderous fire is amplified when used
: -in ranked fusillade — is the most common and iconic, This last weapon was developed to combat the near-limitless Orc and Goblin hordes
that abound in the lands around the Chaos Divarfs domain and has become the terror of the greenskins in battle, able to blunt even their
crushing charges and slaughter scores of howling Goblins in a single, thunderous blast from the warriors' ranks.

. X &
1t is though for their war machines that the Chaos Duwarfs have become most infamous and dreaded or{k{r‘e battlefield. Unfettered by
the usual Dwarfreliance on tradition and resistance to change, they have combined their intellect and sophysticated understanding of .
steam power and mechanism with the hellish love of Hashut to produce a nightmarish array of weapons. These range from cannons that
Jire burning gouts of magma, to steam-driven reapers, to fortress-shattering movtars and colossal siege engines of glittering brass, The e
most terrible of these war machines are bound with hungering daemons in their fabric, granting them both an unboly semblance of life L

and unmatched killing power. The might and bloodlust of these hell-forged artefacts cannot be denied and they are perilous even to their

masters should their occult bindings shake loose. As a vesult of their unpredictability and the diffieulty of their mrz.slruc:ia:x, hell-bound
 war engines are used and fashioned more sparingly than more conventional (although no less deadly) designs in the Chios Dwarfarsenal.
). Such weapons are often ‘tested’ in battle by a pact of alliance with the Chaos Wirriors of the rorth, sg loug as it serves the Dbrath-Zharr's:

 purpose, and it is not uncommon to see small contingents of dreaded Chaos Duwarfwar maabw:am;ab of the war bands and.
Inmleug[ the Chaos Wastes, lending them their immense destructive fower. SN e 3




- and bulking, while both fir to

AT

bugqﬂer{beg'w swelled and

and taken root in their progeny. In any case,

also because they are hardy creatures who will often last the longest
in the noxious fumes and murderous conditions under which they
are made to labour. Of these, the Hobgoblins have a unique and
favoured place - as much as a slave might be favoured by'such
crucl and callous masters. Perhaps the most distrusted, vicious and
above all treacherous of Goblin kind, the Chaos Dwarfs seldom
reduce the Hobgoblins to base toil but rather employ them as slave-
overseers, lackeys and even as troops, providing utterly disposable
~  reinforcements for their own forces, cnabling a larger enemy army
< . to be weakened without cost in Chaos Dwarf lives before they
- themselves move in for the kill. Hared by the other greenskins who
would happily murder them if they could, the Hobgoblins of the
. DarkILands have come to rely on the Chaos Dwarfs for patronage
50 ® 5o ond protection. While they are so treacherously eager to betray each
TR other for advancement; they are quite incapable of fomenting any -
. cohesive rebellion‘against cheir brural masters as they cannot even
trust cach other! Making them in some ways the perfect slaves.
2 . 5
Humans to'o have their place among the slaves of the Chaos Dwarfs,
t4ds they areadaprable and quick-witted if though less durable than
g‘mcnsh/ns and considerably more unpredictable. As do Ogres, who
are valued for their raw power butalways present a danger as their
primitive, violent spirits can never be fully broken. Skaven are never
cen alive unless to be worked almost immediately to death or used
paltr ‘mass sacrifices, as they are simply too devious and the Chaos
hzv¢£ ned from bitrer experience that any group taken
aluntold spies, saboreurs and even deliberately
(,pléguc—.mrriers placed in their midst. But of all the races to
Linto the hands of the masters of Zharr-Naggrund, the darkest
. fate awaits their kin, the Dwarfs of the West, The fruits of the bitter
i > millennia are reserved for the Dwari, and of

none are more favoured than those loyal to
Gods. “.

AN 2 g

n reaches of the Chaos Dwarf realm,
56, jagged citadel stained black by the
teau on which it sits. Along with the
" mix:_lgx'réc and power as the second
of the Chaos Dwarfs beyond their
ut while the Tower of Gorgoth

end stranger than. their slay
Indeed their steadiness of will Mm of purpose co

J d the Ores’ own bcﬂicascmaid_fow of battle
| of the arrogant desire to dominate and destroy _t_‘nt}é_stmd in the hearts of if
the Chaos Diwarfs were soom tro
| apowerful and deadly enemy of their own creation: In the greatest andifinal :
‘besieged with their own weapons and Zharr-Naggrund itself became abattlegrol . 1
destraction, until aided by the perfidions treachery of the Hobgoblins qﬁft thetr ki a
oui and driven from the Chaos Diwarf empire at great-cost. The experiménthas ngu{?(‘&}n& ;
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exists to stand watch over'aslew of deep mines and cavcrr;s‘,'
purpose of the Black Forrressis as a purely military outpost, a

is headquarters for the Eegion of Azgorh. The legion'is a mighty!
standing army which ranges across the desolation of the southern
Dark Lands, escorts the far-flung slaye caravans through the Hdw_'
_ Wastes'and stands as a bulwark against fréquent invasions of Ogr
Orcs and worse from the cast. Even among their own kind, the,
warriors of the Black Fortress are renowned for thieir brutality and
warlike nature, and far removed as it is from Zha‘rr}Naggrﬁnd and
the favour of the great temple it is often a place ogl?)'tcmal exild for
those who have suffered in the savage politics of theempire. Thi
hellish caverns deep beneath the Black Fortressare also quc}o
the Infernal Guard — a cult of disgraced wartiors enslaved toithe
master of the Black Fortress who must redeem thcmsgi%es_y\ the -
cyes of Hashut and the Dhrath-Zharr or die in thedttempe. For
many centuries the lord of the Black Fortress and_éommg} ler of
the Legion has been the Sorcerer-Prophet Drazhoath the Aghen,_, {
bitter rival of Lord Astragoth, feared and respected in equal measure
by the Chaos Dwarfs bound to his service asa ruthless §

ss general and
powerful wielder of Hashut’s sacred fire, :

" Fighting games of Warhammer with the Chaos Dwarfs

Chaos Dwarfs can be used by incorporating their units

into your existing Warriors of Chaos army, or by using

them as Contingent Forces in a Chaos Great Host army’

(see page 142) or as allies in a Grand Bartle (see page 13

onwards of the Warbammer rulebook). b
£ 32

The Bestiary section thar follows and the Legion of * £
Azgorh army list (see page 186 of this book) cont: ns%i
all the profiles, special rules and entries to cnqblg\ydﬁé‘ e
to do this, and in particular the Legion of Azgorh arn
list makes note of which particular unics can be directly
incorporated into a Warriors of Chaos army, and how"
this is achieved. $ ? e




The Chass ’Dwmfa

Each Chaos Dwarf, in addition to being a craftsman or artificer, is
also a highly trained and disciplined warrior, ofter with scores of
yCﬂr\ ()fbﬂ[t]c CXPCI’]C“CC to drﬂ\v UPU“. [hl\ 'n;lr[][ll \I’CI“ 15 ]11:[{(]1((]
only by their cruel desire to utterly crush anything that would dare

_oppose them and grind it under their hels. There are relatively few
Chaos Dwarfs, and each and every onc of them l)clungs to one of the
Chaos Dwarf Sorcerers body and soul

Chaos Dwarfs are an unnerving sight in battle. They are brutish,
grotesque figures plated in black or burnished armour of heavy plate
and jagged scales, crowned with tall helms mounted with flame
tongue spiked coronas or sharpened horns. Their livery is bright and
bloody, and their distorted faces, if they are seen at all, are bestial
and filled with malice. Their presence is intended to inspire fear in
their foes, and they have lost none of the toughness or skill-at-arms
of their western Dwarf kin. To them there are few greater pleasures
than the bloody sundering of a foe be it by crushing axe-blow or the
flesh-shredding volley of blunderbuss fire.

JAle acquisition of slaves is of paramount importance to the Chaos
Dwarfs. Their warriors are at the forefront of any major raid to
achieve this goal, and most forays they undertake beyond the borders
of_(:‘(u Dark Lands are in furtherance of this, rather than
foi‘h?ot}ql@uit. War bands and expeditionary armies of
s will often travel hundredsof miles in 4B
e living plunder, and while it is the L1
i of the Worlds Edge Mountains that |
20 theis wrath, realms as far as (
»th béer sstbject to

araid ¢ i

Characters with the Contempt rule may not join units otherthan
.«those who are also subject to this rule as well as any other normal
TeStrictions.

b v » ¥
Hailshot Blunderbuss, -

brings back, the more successful it is judged, and the greater prestige
and honour is accorded, not only on the raid’s leaders, but to each . -
Chaos Dwarf warrior in measure to their Station, Only by such vile .E.ﬁ
endeavours can advancement be gained and ambition satiated, -

M WS BS §
Chaos Dwarf Crewman 3 4 3 3
Chaos Dwarf Overseer 3 4 r s

SPECIAL RULES
Resolute :
Chaos Dwarfs fight with grim malice and determination, and are
reluctant to abandon their positions on the battlefield. All Chaos
Dwarfs therefore flee and pursue 2D6-1" rather than the usual
2D6", note that this penalty does not apply to their chargc distance,

Relentless

Chaos Dwarfs are implacable and relentless when on the attack, and
are scornful of the ability of anyone or anything ro stop them. Chaos
Dwarfs do not need to take a Leadership test in order to march when
enemy units are within 8".

Contempt

Chaos Dwarfs despise all other forms of life and see them as nothing
more than contemptible fodder to be exploited and disposed of as
needed. They expect their ‘lessers’ to show cowardice and weakness
in battle and'be restrained only through fear.

As a result Chaos Dwarf and Bull Centaur units are not subject
to Panic tests caused by friendly units which are destroyed or fail
a Break test within 6" of them, unless the unit that is destroyed or
broken is itsclf a Chaos Dwarf or Bull Centaur unit.

A

v " Range Special Rules - A
o) f‘l’l‘ 3 ' Armour Picrcing, 2
e - Mulriple shots (D3)*,
Hailshot

he wntit and multiply the result by the number of modely
 todetermin, }benu@b&q/’bincz@g\d, A e
v & x

. . ‘{"V X M
g to the storm of fire a mass of these weapons create,
nereases the more concentrated their fire.

o
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The Infernal Guard

Among the Chaos Dwarfs of the Black Fortress a warrior-cult has
long flourished. The Infernal Guard as itis known has the sworn
task of defending the citadel to the deach from any that would
" assail it, and to carry out the will of the Lord of the Black Fortress
.withouequestion. The Infernal Guard’s ranks are made up from
“**Chaos Dwarfs t6 whom some stain of dishonour or failure has
been attachied, an occurrence which in their unforgiving society
can result from metely being close kin to a failed battle commander,
knowing defeat under the eyes of a Sorcerer, presiding over staves
who have revoleed or a furnace that has exploded through overuse:
The humiliation of such dishonour is more than.the prideful Chaos
Dywarfs can bear, and for them the Infernal Guard offert the solace
‘ofdeath in Hashut's grace and also anonymity, as upon raking its
. oath their names and past kinships are shorn away and their faces are
seared and'shut underneath red-hot iron and bronze nasks. Only if
they achieve great glory are the masks torn off, exposing the scarred
and ravaged flesh of the redeemed warrior once again to the world.

The Infernal Guard are drilled ceaselessly by their cruel Castellans,
and barracked in the burning deeps beneath the Black Fortress, Their
lotis to fight an unceasing bartle against the horrors that abound

in the desolate wastes nearby — a regimen that only the strongest
survive. The greatest amongst this warrior elite will be selected

t join the Infernal Ironsworn — the personal bodyguard.of the
covenant of Sorcerer-prophets that make up the rulingechelon of
the Legion of Azgorh. .

e

! M WS BS 'S T. W iSiF A .14
" Infernal S SO R S T RN
J Infernal Ironsworn FLUSHNS ., 4T TR D
| Deathmask STABIL 3T = 40 2 2825 0.9
Castellan 8764 4 2 3PE3F g

Troop Type: Infanteyrines s 0oz &

SPECIAL RULES ¥ i

Resolute, Relentless, Contempt (scc paéc 168) and Stubborn
Castellan only (see the Warbammer rulebook).

*Blackshard Armour =
Rightly are the Chaos Dwarfs knownvas the armourers of the Dark
Powers, and their creations are made not simply from iron and
fire, but blood, souls and the hell-stuff of Chaos itself. Much Tike
the Chaos armour the Daemonsmiths barterswith the warrior- b
champions of the north in rerurn for slaves, g61d and stranger
treasures, the Blackshard armour i ;
they forge <fdr'd16iyhown usc is proof

.againstthe stronjgest blows in

‘battle; bar'is also uniquely’
resis it to ﬁ{gﬁdh\:@r and

Blackshard armour confers a 44 Armour save and.in addition a -
5+ Ward save against flaming attacks. Chaos Dwarf Sorcerers and

Daemonsmiths may also wear it and still be counted as Wizards.

£‘

Fireglaive / ®
A weapon both cunning and brutal, the Fircgl.‘livc is a compact,

heavily constructed repeating handgun. Unusually the weapon also
incorporates a single-edged clmpping blade :1”0wing it to be wielded &
in close combat by a skilled fighter, much like £ halberd, Fimglzhgj‘ o
are complex to make, their mechanisms far bcy‘ond the mfcri‘on U
of humankind to imitate and are difficult weapons o madter, Asa

result, their use is largely limited to the elite and the Daemons
that fashion them.

Spc&al =_-,,‘ 2

Range  Strength
Fireglaive 18" 4 Armour Pig
(Ranged) ~ ‘. s
Fireglaive - +1 Requi

(Close Combat)

Ensorcelled Hand Weapons(Infernal Ironsworn
The Infernal Ironsworn go into battle with the fire
of their dark realm forged into the very fabric of el
hammers; graven in smouldering runes of torment
Ensorcelled hand weapons are thagie weapons and ad
bearer’s strength in close combat and may be used
combination with a shield'as normal.




Chatis Dwarf” Daemomsmiths und Soveerers

Chaos Dwarf Sorcerers rule over the desolate empire of Zharr
Naggrund with iron-fisted malice, both as lords and masters of all
,they survey and as priests of their dark god Hashut. Their lore is
terrible and ancient, and involyes the study of machines, and the

. mastery of forge-craft, weapon making and the terrible Chaos magics
gifted to them by Hashut. Combined these create terrif ying weapons
and arcane devices of power and destruction.

It was the Chaos Dwarf Sorcerers, also known as Daemonsmiths and
Hell-Workers; who led their people from the brink of destruction
during'the Time of Woe and first built the great and blasphemous
city of Zharr-Naggrund in ages past, and it is they that still command
it today. Their works of sorcery and engineering are legendary, from
* the great obsidian and basalt towers and ziggurats drawn forth from
the earth, and the dark irdn towers raised up. throughout
the Dark Lands, to the steam-hissing engines

that crush rock in slave mines and the
baroquearmour which adorns the Chaos
warriors of the north. All are their

- dark knowledge made manifest.

Daemonsmiths are few in number, with perhaps no more than
several hundred amongst the whole Chaos Dwarf race capable of
wicelding their savagely powerful combination of science and sorcery.
They possess no absolute hierarchy or single leader, alchough form \
and tradition dictates many layers and ranks of fealty and loyalty
amid the great conclave of evil that is Hashut's Daemonsmith
priesthood. Each is a power in their own right, controlling se‘crions
of the great city uf’/,harr-N.lggrund itself or one of the outer citadels,
and each has their own workshops, forges, strongholds, slaves
and soldiers who owe fealty directly to them. The strongest voice
however, belongs to the oldest and most powerful, as well as to those
on whom Hashut’s blessings are bestowed. Age and knowledge are
respected by them just as much as by thé Dwarfs of the West, but
tied up with this is a merciless intolerance of weakness, and favour
and respect with them is only maintained through strength, wealth
and sorcerous might which makes the politics of the priesthood
deadly at all turns.

The price the Sorcerer-priests and
Daemonsmiths pay for their position
and power is a dark one indeed, for
should they show weakness they will fall
and Hashut's demand for blood upon the
alrar-fires is unquenchable. Worse is the
great curse that lays heavy upon them, as the
magic they work seeps into their bodies,
evoking changes in them thar are
both unique and horrific. Even
the most cautious and
adept of them are not
immune, although
for the desperate

4




the flames ?ml;ma’i  the he
& "I‘m A

-bound blades and ensorcelled

“

e

of their followers,
master and | ';iylcnd their skills r
s or > and potent examples
weapons, mighty armour, flasks

ever must display grear caution when they wield
cach spell they wield could alsobe their lase. "

'%mwg T e
- Resolute, Relendless and Contemp (sce page 168).

X
PTG, .

- Amodel with this rulc, ifit is wichin 3"
. machines, and nor mounted on a monst
i3 dntgu"' roll as if chey were within a unit of five or more models. In
addition, one war machine that is within 3" of an Infernal Engineer
uﬂyl‘&qoﬂ one Scatter dice or one Artillery dice per turn. If the
Infernal Engincer uses this re-rall ability, they cannot shoot with
v mﬂc'w’upon in the same Shooting phase (but they may

-

Chaos Dwarfs pay a terrible price for their
Hellsmith or mighty prophet’of their dark god
‘bones and flesh slowly petrify over time into

ened stone. Each time the ma

gic they command slips
p for but an instan,

the curse punishes them further,
the sorcerer is trapped, screaming silently within a

their own immobile body,

ver ¢ %Dw;rfwnh this special rule suffers 2 Miscast
after resolving the effects of the Miscast on them

c Toughness test. If this is failed they suffer
ich may not be prevented in any way
ever the first time they suffer 2 wound
bonus of +1 Toughness for the rest
V. ?’%jubscqucnt failures simply cause
d instead.
octions of sulphurous chemicals and the

sundered as a by-product of their

table explosive flasks which break
ne. x"

- Dacmonsmith : G
- Chaos Dwarfs with the Dacmonsmith rule are Immune to
Psychology, and also have both the Infernal Engineer and Sorcerer’s
Curse special rules. . ' .

of one of their army’s war -
er, is allowed to take a “Look

Mo

duplicited ability. Note down
after you have determined it, -

Ability

W D6 B, o v
5 | Spell-WropglElt: +1'to the ‘Di&énsny‘ﬂﬂ;
. attempts, ¢, .

2 Furnace Blast: Once per game the weapon n
a Strength3 Flaming Ateack Breath Weapon as 1
Daemonsmith’s shooting artack. - g7
Malignant: The Dacmonsmith becomes subject tor
Eternal Hatred. e 2
4 ' Life Bane: The weapon has the Multiple Wounds ( D
" Special rule. e o)
5« Dweomer Leach: +1 to the Dacmonsmich’s dispeflin ;
attempts, : i
Possessed: The weapon wounds on a 2+regardless of
;. the targee’s Toughness, however ifa ‘1 js rolledonthe
BT Wound dice, a further wound is inflicted on the * 3
Dacmonsmith instead. Normal armont saves and Ward
saves may ot be taken against this self-infligted harm.

g

The Blood of Hashut »i"', ¥
The so-called ‘Blood of Hashur’ is a powerful alchemical substance
saturated with daemonic magic that .

ignites metal on conract, 3
bursting it into molten flame, Although precious beyond mere gold,
the favoured of the Dark God sometimes carry a vial of chis iquid
into combat to the devastation of the mosc heavily armoured foe.
Each vial of the Blood of Hashut is a si

in close combat in lieu of all the model’s normal attacks for thar tupn.

Itis used o target a single model in base contact (in the case of a

ridden mount, either rider or mount must be selected); The artac

worksona 2+, Ifa 1 is rolled, the Blood of Hashug is wasted, oY i
4 g

ngle use item chat can be use

o
N
then D6 automaric hits are inflicted on
d score of these hits is always cﬁual}_.;o the
of the target. For éxample, 2 model wit
heavy armour and a shield (fora combined 4+ save), iswounde
on a 4+and so on. However a roll of 1 always fails. Note chat this
means thata model with a 1+ save is only ever woundediona 2+,
No armour saves are permitted against the Blood of Hashutand the’
damage caused is counted a% being from both a magic yeapoﬁihd 2
Flaming Actack. ; i e s ey

If the atrack is successful,
the target. The To Woun
unmodified armour saye



a thou ndycars, the dark, bummg spire of the

ba staod sentinel over the crossing place of the River

in at the southern edge of the Mount:rins of Mourn and guarded
‘border of the C

tmansh pla ¢ of soot, blackened iron and jagged rock and
burtimg magma runs through it like lifeblood. For centuries the
is dark demesne and the warriors and slaves that inhabit
razhoath the Ashen, a twisted, power-hungry creature

in effective exile aftcr losing favour in the brutal politics of Zharr-

- Naggrund as a minor hell smith bur has since risen to become its
~lord through his innate cunning and bitter, ruthless ambition.
- In battle Drazhoath is both a mighty sorcerer and an able warrior
who leads his war hosts from the fore mounted upon the Great
Taurus, Cinderbreath, bringing fire and ruin down upon the enemy.

. Drazhoath’s power has grown over the decades, and there are few
sorcerers now in the service of Hashut who can match him in
arcane might or knowledge in the creation of war machines and
dacmonvbmdmg He also has undisputed mastery of the Legion of
Azgorh - 2 potent army of Chaos Dwarfs and Hobgoblin slave-
soldiers based at the Black Fortress whose duty it s to raid across
the river and patrol the savage wastes of the southern Dark Lands
to maintain the Chaos Dwarfs’ tentative dominion over the deadly,
monster-plagued expanse. But for all his powerand the forces at his
command, Drazhoath is all too keenly aware that he has reached an
impasse and his black-hearted ambmon can take him no further,
for the Black Fortress is many leagues away from the centre of the
Chaos Dwarf emipire at Zharr-Naggrund and is ill- -regarded. The
voice of this lord of exiles carries little weight with the great conclave
of Hashut’s priesthoed, and in particular none with Astragoth
Ironhand, the oldest and most powerful living Sorcerer of Zharr-
Naggrund, and the'master who sent Drazhoath into intetrial exile
long ago. Astragoth is ancient beyond measure though, and at last
his powers have begun o wane. He is kept mobile only by sorcerous
mechanisms of his own dark design, and so Drazhoath’s dreams of
a eriimphant recurn to Zharr-Naggrund are slowly kindled in his
spiteful breast. Drazhoath needs above all a great victory to seal his
prominence for when Astragoth finally falls, and a great flow of fresh
- captives and plunder into the coffers of the Chaos Dwarf empire
would go far to expand his influence beyond his own blighted

% domain, This however is not proving to be such an casy ambition for

- Drrazhodth to achieve, thanks to the enemies which continually besee
- the Black Fortress (which are after all its reason for LXlS[lnb) and he
_ has been left wanting.

Drazhoath
Cinderbreath

Troop Type:
Drazhoath (Infantry, Spccxa.l Charactcr)
Cinderbreath (Monster)

SPECIAL RULES ; b
Resolute, Relentless, Contempt and Daemonsmith-

Dark Renown T 4
All Chaos Dwarf units (including Drazhoath lnmsclf ) add +I

‘their combat resolution results when w1thm 12" of him.

MAGIC ITEMS o

Hellshard Amulet (Talisman) 2

The dark product of Drazhoath’s own labours in diabolic er

the icy hate of his malice is caught and amplified a thousand, ﬂ” within
its black crystal depths and unleashed. on any who wmdd dare:ztﬂ his
blood.

the wound

Daemonspite Crucible (Arcane Item)§e *
Forged from meteoric iron and blighted gold, qtlem‘b
blood and bound with layer upon layer of hell-bound.
Daemonspite Crucible is said to have been the hana
Chaos Dwarf sorcerer Azgorh himself: :

. This bowl adds +1 to the bearer’s casting attemp!

Drazhoath or Cinderbreath kills an enemy Wiza
their soul- stuﬂ‘is comumcd by :hé Cmclbl ana h

The Graven Sceptre (M;gic‘W‘
A badge of rank carvied b_xtbcjardsig('

mace carries the runic na

Jounding, bound up wi

‘This magic weapon

target, regardless of th
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¢, the unnat‘uml fusion creating hulkmg MONStrous
beasts farlarger than cither and filled with cannibalistic appetites.
Many centuries ago, during the Time of Chaos, a fraction of those
. that survived the onslaught became horrifically mutated, their
stubbom Dwarf resistance to the warping taint was overwhelmed .
utterly by the awful enérgies to which they were subjected, and so : : =
- the first Bull Centaurs were born. They came to serve their wider kin
- as shock troops and temple guardians, and to them was entrusted
" ithe prosecrion of the sacred fancs of Hashut, as they more than any
SR o ther had been twisted fnto the closest semblanceof the Father of
" * Darkness’ image. Into each successive generation of Chaos Dwarfs
a handful of new ‘blessed’ kin has Been born — usually to the
P, v death of their unfortunate dams, and such children are given over
xmmedmtcl\ to the Soreerers to serve in turn. This number however
has not proyen enough, and Hashut’s inventive priesthood have
wiclded their dark arts to make'more, tampering with their offspring
using horrific magics, and even fusing them into frameworks
. of meeal and-daemon-tainted flesh to swelkthe ranks of their

remple guai'c{ians.

Aswﬂ] as scnmg as temple guardians, the Bull Gentaurs are also
* entusted with dangerous tasks by their masters who trust them
simplicitly Thépare hutking, savage creatures whose strength
** and endurang far cxceeds thar of a Chaos Dwarf, and
thanks 255 thej',smng’ forms,- sheyare far swilter in
bz;ﬂe (hc "':tge hexr fiesh hardens and distorts
almost tq % Hsistency'ofa living metal, and
rather chan mrgshanmﬂ\ from injuries, they
_mast :nsteadrclv.upén their Sorcerer-masters

.0 rep i Hcirwounds mdrpouluces of molten

~Chaos Dwarfbrcghren and urterly dcvnrcd to the
- worship of Hasﬁut their Father of Darkness, they
are even swiftes £0 anger, and arc often otherwise

+ preoccupied with a great hunger for fesh. A good
npmber of che stave-sacrifices bound for Hashut's
temaples will aceually be rent apart, limb-from-limb
at the Bull Centaurs’ holy feasts, as while slave meat
_ isacommon fa\_rc for the Chaos Dwarfs, thie Bull

g' Fm:gl ScalySldn (54):(:»;1;,



ons that only the febrile
of < let alone be able to.

ofmore conventional arms

; ﬂﬁed tomcdzl'gﬂx i ations of power - :
nly a Dwarfcould make them. “The war machines
run the gamut from simple armoured siege
owers, through to mighty black powder
on. Not content with theseordinary
are set to creating shoulder fired rocket-bombs,
of the corpse-fuclled Hellcannon and grear
s colossus the size of tower-houses, half-machine and
mic beasts, whose tred shakes the carth and from whose
ting platforms a score of €haos Dwarf Warriors can let,

n focuses on but a few of these war machines,
h there are yet a bewildering variety of others ot described
-shown form the greater part of the mobile siege train
Drazhoath’s forces ro accompany Tamurkhén’s_h‘c")rdc in
tack upon the Empire. o S

?gecul rules may be applicd to the Chaos Dywarf war
ere. Costs and options for changing their nature
be found in derail in the Legion of Azgorh army-
Other than the rules presented here, these war
1 to the normal rules for cheir type as found in the

hines may be u];gradcd to be mounted on ‘steam ;
arcelaborate métal gantries fixed upon wheeled
allow them to be towed into bartle by the stcam-driven
owever if this is dorfe, then while attached to the

W

ACHINES, MADNESS AND MASSACRE

the creatio q‘mmddubaﬁmlmgmes of destruction, the Chaos Dwarfs of Zharr-Naggrund have no equalin the world save |
ps for the Skaven of Clan Skyre. Aside however from the superficial similarity of their desire to create ever moye powerful devices,

and means to an end for the Chaos Duwarfs and the Skaven could not be fuurther apart. Where the Chaos Duwarfs favour

+ most extreme examples of these are devices suc

the game, except to pivot on th

turning the weapon on its moun
machines mounted on steam carf
cover against $hooting attacks, and heir crews
defended obstacle (ie, a wall) when attacked. See
‘rulebook for more details, . &

- Hellbound

Although a touch of the dark powers of

“the works of the Chaos Dwarfs, some war

(devouring entities and dacmons of ﬁ.u'y and

their every frame and bolt, creating a truly pe m:
more blood-thirsty than its creators ane difficult o destr
s thie'inf
Hellcannon, fuelled by flésh and souls and ;g;n?

of arcanc energy, they are unique entities wi

- can prove almost as dangerous to their ma

are other lesscr, infernal devices 'zmd:n,ni;’fh :
augmenting more conventional war o désignsa
These are known collectively as the Hellbotnd.

v“/.e. R e PR e
Hellbound war machines cause - fear and have their Tgnghncs.g an
Wounds characteristics both increased by 1. All attacks and dary

. «eaused by the machinc are now elassed as magical atragksé’Ako&" &

whenever.a Misfire is rolled for the machine, in addition to the usual
effect as rolled, D3 wounds are automatically inflicted on the crew
(oron the machine itself in the case of an Iron Da¢mon), as thé dark
forces within rebel against their binding, ; e

but to the minds of Chaos Duwarfs, such calamity |
rather than chance volatility
ther, or indeed sought 1o
ngers in the two entirely alien

ices of the Chaos Duwarfs and the Skay

pis on either side. More cataclysmic still is when the

en meet each other in open battle, as happened during the infamous

theyear 2037 by Inperial reckoning. Such were the terrible arcane forces unleashed between the actinic
E'e_{mau, thehowling destruction of the Chaos Duwarfs’ hell-futrnaced colossus, and the reckless dévdstan‘ng :
nd warlocks of either side, that a tear in the fabric of reality opened up over the battlefield and a
waste to both armies. Daemon-abominations were lposed and nightmare phenomena ra
sfor almost ayear before the arcane tempest at last died away. Both sides




"The Chaos Dwarfs possess a mastery of steam technology that far
surpasses that of the engineers of the Empire. Their steam-driven
devices are used first and foremost in the great mines that pit and
scar the ash-strewn Plain of Zharr and the deep workings that riddle
_the earth beneath it like worms in rotting fruit. Here they drive
great tunnelling and crushing machines, their flanks rusty with the
blood of the slaves that toil to feed them. Beside these, other grand
machines hammer and roar night and day. To retrieve their mineral
wealth, small self-powered steam engines and traction carriages
have been constructed to haul ore in lieu of beasts of burden such
as horses or oxen which soon perish in the treacherous conditions,
and in places where slave labour.is impractical or inefficient. The
Diwarfs of Zharr prefer to placé their trust in iron and brass and
in fire and steam racher than muscle and bone. So it was not long
before these engings werealso deployed due to their obvious merits
for hauling cann6n,rockers, mortars and other destructive weapons
to thelbsrdeficld rathefthan-ore or ifon ingots. The driving power
behind these engines comes from coal, which the Chaos Dwarfs
*miinc in great quanities from beneath the Plain of Zharr and then
. infuise in arcane rites so-that it Burns hotter and far more constantly
than naturally possible. Their furmaces will however willingly devour
wood or other base materials if they happen to be the only available
source of fuelwith a temporarily accepeable loss in performance:
Among the slaves onharr—Néggrqnd thongh; rumoursabound of
~cngines that run on blood,‘gr(-mr.{d bones'and screaming spirits, and
such ingenuityis cerrainlynot beyond the devious and inveritive
servants of Hashuz  # 8 { s

The From Daemin War gngin@ '

_ Troop Typé: Unique unit.

Onc of the latest designs to see widespread service within the
Chaos Dwarf émpire is the Iron Daemon, a'com'pact, armoured
steam-driyen traction engine. The steam boilers thar provide

these machines with motive power-to haul Héﬁvyaﬂha.rhents and °
munitions to the bartlefield are cunningly dc;@gﬁéd so that théy:can
also be used ro work pressure-fed weapons stich as cinnonades and
wall-breakers. This means that every Iron Daemon is also a powerful -
war machine in its own right — a fully mobile artillery piece or
murderous killing engine able to smash. through fortifications and
hack down ranks of living soldiers with equal ease.

n

Although the Chaos Dwarfs are skilful and determined artisans,
their engines are not yet so sophisticated as o be completely reliable
or entirely safe to operate in the anarchic field of bactle.

Drazhoath had already met with great success in implcmenting the
use of these deadly and versatile engines within the forces of the
Black Fortress when Tamurkhan’s horde descended from the east.
He then swiftly decided when the bargain with the Chaos Lord was
struck to make these machines the centre of his expeditionary force,
and was eager to test their performance in traversing the hostile
mountains and cities of the west. In particular he was keen to see
them in battle against the vaunted war machines he knew the Empire
was'said to possess and he would not be disappointed.

Ihe Iron Daemon, including its Chaos Dwarf crew, is considered to
be a'single combined model'which should be treated as a Chariot
except where the following rules apply. Any hits and wounds it
suffers are all directed against the Iron Daemon as a whole. The
characteristics for the crew have been included as they have separate
attacksiin close combat.
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for the total distance travelled. The' Iron Daemon
is distance forward in a straight line and may pot turn o
as jitdocs so. If a double 1 is rolled, then something has gone
‘wrong andithe Iron Dacmon docs not moye at all this curn.

is being attempted, this must be declared u'nqrq;al before
€ extra movement amount is rolled, and if failed (ie, the distance

2 Mﬁdﬁ Iron Dacrhon forward the rolled distance instead.

If the roral movement would bring the Iron Dacmon into contact
with 2 unit unintentionally (ie, not as the result ofa declared :
charge), roll for impact hits as normal. The Iron Daemon does not
count as charging if the unit is an encmy, and its enémy gains the

- Always Strikes First rule against it for the first turn of combat owing
" to the confusion on board. Ifby some error it strikes a friendly uni, -
- resolve the impace hits and then move the Iron Daemon back 1"

- after the collision. :

i In each round of an on-going combat after the first, the Iron 2
- Dacmon may make 2 Thunderstomp artack exactly like 2 monster to
- reflect it grinding over its victims with its bulk and power.

Iron Dacmons cannot overrun or pursug in combat if they destroy or
~

- toue cheir focs

Lowor comparably flimsy obstacles such as walls, hedges, ligh .
-~ Woods, shacks, privies and piles of rbble have lictle chance of
?gedmg"' ing an Iron Daemon, and all such obstacles (up ro the height
0 the Iron Daemon’s wheels) are ignored for movement and combat
: ‘bydl:lrbn Daemon (this is a change to the usual rules concerning
war machines and terrain). Furthermore, if 2 suitably sized chunk
C type-of terrain can be removed from the battleficld after the -
mon crashes throtgh it, do so! All forms of marshand -
in however are still treated as impassable by [hi Iron

csly miced..

for movement is insufficient to reach the target unit), simply

ly-tpohcavy to cross them Wif.h:dﬁ ﬁnhng :

1

or both, but not a ‘middle”
Movement phases, leaving

i " on tgact normally but the

Steam carriages may ot be r&éoupled

v

Steam Cannonade

« Powered by the channelled prcsﬁ;;e‘ofs_i Iloﬁ ‘

dsteam cannonade is 3 twin cannon used to blast a lethal 5to

red-hot shrapnel and curse-laden shot into the ranks

+ This weapon may only be fired ara targee dirccdx_

Daemon, and uses the following profile: -

2 Range  Strength
Cannonade 18" 6.5

«i8clect a targer as per the other normal rules of shooting asd 1 _
Artillerydice, picking the better result to determine fow many shots o

i

and

are fired; this means the weapon will only misfiré ifa ‘double’ Mish

two dice.

 Ifa Misfire does r;:sult. use the Black Powder Mitrﬁrg ch:ﬁ:(m

" ‘result is rolled. Assuming a Misfire does not occur (9“ 10 hit €.
target with a number of shots equal to the highest ﬁ%ﬁ)bgi'o;l the-
: o e

o7 =

113 of the Warbammer rulebook) to determine ﬁ_;g"‘ou ¢
Destroyed! result is rolled, the cannonade is destroyed aj

be used again. In addition the Iron Daemon it is my
D6 wounds with no'save of any kind possible.

Skullcracker
Designed for crushing fortifications and walls, the Skull

a hissing and grinding arcane-mechanical conglomeratio,

hammers, hacking blades and brutal picks designed'to i

pulverise and shred anything unfortunate to be caught in frg

machine. When conducring its impact hits
an Iron Daemon equipped with a Skulle
of the usual D6 when rolling for its number




A fiendish weapon first conceived of for use against the ravening

. “Trollsand other unwholesome and hungry monsters that spawn
~and mu]tiply in the Dark Lands, the Magma Cannon is something
‘ofa cross between a field artillery piece and a furnace. It is designed
_to $pew molten metal and fire upon its victims, horrifically burning

them to death. The Magma Cannon has seen long use and been

the subject of considerable modification and experimentation by

Ghaos Dwarf Dacmonsmith engineers. No two are quite the same,

butrather the product of an individual’s malign creativity. Some use
 pressurised steam-boilers to jet gouts of burning sulphur, caustic tar

or pyretic acids, while others incorporate sorcerously bound volcanic
. glass shells in which molten lava drawn from the deep earth slumbers
. until its shell is shattered.

Regarded as one of the trae works of a Dacmonsmith’s craft,
neophyte Sorcerer-engineers vie with each other to produce the most
& deadly Magma Cannons of their own design. Many have perished
; . asaresultof such experimentarion - either overcome by choking
2 : fumes, dissolved by acrid vapours, or blown to shreds when their

*_ volatile mixtures have exploded unexpectedly. To their overlords

& in the priesthood of Hashut, chis is only right and proper; as such
; failure is not tolerated in the service of the Father of Darkness:

Magma Cannpn g

The Magma Cannon is a relatively short-ranged but potentially
devastating weapon, able to incinerate packed bodies of encmy
troops or burn clear defended positions in close assaults,

2 M WS BS §
Magma Cannon = et

Chaos Dwarf Crew~ 3.4

Troop Type: War Machine.

SPECIAL RULES

Resolute, Relentless and Contempt

Range  Strength  Special Rules
Magma Cannon = 24" S Flaming Artacks, Maultiple
Wounds (D3) ’

Firing the Magma Cannon

The Magma Cannon is fired using the usual procedure for firinga
cannon as provided in the Warhammer rulebook, except that instead
of rolling ro ‘Bounce’ the shot, instead place the teardrop-shaped
template with the narrow end positioned where the shot landed and
the wide end placed straight ahead along the direction of fire.

A

. A Misfire result means the weapon does not fire. Roll on the Black

der Misfire chart to determine what happens next.




’

¥ 5 '.n‘.s._ A ke
mbwﬁ u{ise a number of different types of gunpowder-

weapons, anging from shoulder-fieed chain-dragging

d to bind and bring down Lava Trolls in the magma

the more diabolic examples of these weapons, as bound up

ithin its munitions are howling, malevolent fire-spirits harvested

.

from l:hetlfld:&s tashut’s sacrificial altars, and it is the hellish
. d\neking of tb\%\
- The packed mukiple warheads of the Deathshricker detonate in the
1 ning:bove the battlefield in a storm of fire - fire which his its own
 rerrible hunger for life upon which to visit its touch, Screaming,
m\uﬂtﬂs of flame plunge downwards from the blast and
. expend their strength actively seeking out victims. The tormented
. spirits afe far from discerning though as to whose flesh they burn,
the Chaos Dwarfs must be cautious lest their own suffer from

" the wrathful weapon. :
a4 4 :5‘In>adﬂit_ion o thc hellish Deathshrieker rockets, the launchers they

~ useare also able to fire more conventional demolition rockets if
- needsbe. These use densely packed explosive rocket heads with
- delayed fusesina steengthened iron tube to channel the blast against
 asingle point. The rocket mounts a crown of spikes that drive the
rocker into a vertical wall and hold it there whilst itexplodes. In this
- fashion the rocket can punch through even very dense stone and can
~ " make a terrible mess of any large creature that gets in its Way too.

M WS BS S

- | Rocker Bartery

:I'ypc: ‘War Machine.
RULES .

¢ 'Rd‘endess and Contempt -

Range Strcngt.!l
o 12%-48%. | .3

e Special Rules
Infernal Incendiaries*

12"-48" Multiple Wounds (D6)

< ) :mq@xum;. to massive warheads launched '
ﬁn:m break enemy forti cations. The Deathshricker is

P
&
&,

when loosed that gives the weapon'its name. ;

i

’..‘0.' 7‘, 2

L"‘ - X J v
ﬁdn;" the Deathshrie
éo\;nter or simﬂqmirlm.’«

itanywhere completely with
outside of the Deatbahnckct&

maximum rafige.

This target point cannot be placed %ﬁq
modgls from a unit that is e, iﬁ'tombit wi
‘The weapon may however stﬁ&ﬁi’eﬂd&&l

as shown later. -~

-

. 2 widy

iOncc the marker has been placed, roll for scatter

dice and an Artillery dice, If a Misfire is rolled on 1
dice, something has gone dreadfully amiss. Roll on th

- Powder Misfire chart - sce the Warhammer ru?ébéi’ﬁ:

: = s %7
D AR
If there is no misfire, and a ‘hit is rolled ang,'c Scatter dice,

. rocket lands on its intended target and the number on the

dice is ignored. If an arrow is rolled, the shot has scattered off =
elsewhere. This is carried out as normal for a war machine. In -
summation, move the targee marker a distance in in'chsf:qn

to the result on the Artillery dice inithe direction shown o'ﬁ.tj‘x

Scatter dice.
>

: Resolving Damage (Deathshricker Rockets Only)/( P

The maleyolent ammunition of the Deathshricker means that it

operates somewhat differently to a normal war machine. Tf the

target marker is directly in concact with a unit or'mode] after'the -
shot has'been resolved, place the large (5") template over the*~
target marker and resolve a hit against any model touched byit.

If the target marker is not in contact with a unit, roll another )
Artillery dice. If a Misfire is rolled, the rockets explode harmlessly
in the air, the spirits seream and the shot is wasted. If a number is
rolled, the target marker is moved towards the nearest unir (friend
or foe) a distance equal to the number rolled on the dice, and the
smaller 3" template is placed where the target marker lands, Any
model touched by the template is hit. Note this lacter effec may
result in a nearby unit being ‘overshot’ if a high number is rolled.

In the case that the initial shot misses and two or more units are
eligible for the direction of the rocket’s secondary targer (being the
same distance away from the target point), the firing player may
choose which is targeted.

Infernal Incendiaries

The hits caused by this weapon have the Flaming Artacks special
rule; and any unit which suffers casualties must take a Panic teseif
they are eligible. .

Demolition Rockets 4
Deathshricker launchers may be used to fire special demolition
rockets instead of their normal loads. These rockets inflict their

damage on a single model on which they land, rather than i‘j.\xplgde fiSe :

in the air like the Deathshrieker and are not subject to i
scatter rule. If the rocket fails to land
shot is wasted.
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Dreadquake Mortars are amongst the largest and most effective of
all the mighty sicge weapons deployed by the Chaos Dwarfs. They

_rank alongside other such mighty bombards and cannon able to
tend the earth and smash through layered stone fortifications as if
they were kindling, The Dreadquake’s deadly projectiles are fired by
steam pressure that is generated by a boiler and contained within a
pressure vessel — conventional gunpowder being far too dangerous
given the volatility of the Dreadquake’s unique and powerful shells.
AS a consequence it takes quite a while for the machine to generate
enough steam to fire a single shot — limiting its potential in battle.
But even on the open field it is a supremely dangerous weapon
against large and static targets and if successfully fired against enemy
infantry, it can wreak carnage as more than one Orc tribe of the
Worlds Edge Mountains has found to their cost.

SPECIAL RULES

Resolute, Relentless and Contempt

Range

125504

Strength
5(10)

Special Rules

Multiple Wounds (D6),

Armour Piercing, Quake!,
~ SlowReload

Dreadguake

Yiring the Dreadquake:

The Dreadquale Mortar is fired exactly like 2 Stone Thrower (see the

Wlarbammer mlebook) with the following excéptions and the profile
awn above:

dheBlack Powder Misfire charr is used when the weapon misfires,
w4l rolls on che chatr arc reduced by -1(1) in ordér to reflect the
tzers of dicanstable Dreadquake shells, :

- again normally nexc turnd %

"The Dreadquake’s shells are of a secret construction whose arcana is ¢
the sole preserve of the Chaos Dwarf Sorcerer Lords and prophetsof -
Hashut. When fired from the Dreadquake they burst into a roaring,'”- :
blood-red light, and when they strike they explode, shattering

buildings apart and smashing into the ground like a hammer-bloyw

from the gods, bleeding crimson energy from the wounded carth.

These shells take the form of metal spheres and are so heavy and S
unwieldy that an Ogre commonly forms part of the machines crew
in order to speed up the loading,

M WS-BS S T W . I A_rd 8
Mortar - - 3 ST s o AR
Chaos Dwarf 3 4.3 30 AR 9
Slave Ogre (e ) 27474 3o kit

Troop Type: War Machine.

Quake!

All models in a unit suffering casualties from a Dreadquake Morear

in the previous turn must pass a test exactly as if they were moving %
through Dangerous Terrain if they wish to move (including charging,
reforming, characters leaving the unit, etc) or use Moye or Fire

weapons in their next urn. War machines are treated as Chariots in.

* this respect. ; 3

Slow Reload : R ) :
The shells used by the Dreadquake Mortar are huge, temp
and cumbersome, making the weapon slow:to reload. Unless:
Ogre is present as a pare of the war machine’s crew; after the
has fired once, you musrt roll 3+ on a D6 wl'iencv;r:

.itagain. If this roll is fai[ﬁ'éi, you maynot fire this tm

e
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Hobsobling

\¢ ,§x; treacherous ofall the Goblin and
rand leaner than ordinary Goblins,
and brutal as Ores. In fact, their whole

d and vicious - with narrow cyes and sneering

full of;pointcd teeth ehae smilemoon-wide in an idiotic
rin at the mcrpst» s]i’g’écst n sadistic violence in the offing. The
Dwarfs long ago realised the Hobgoblins were a servile,
n, malevolent and generally despised race, and so adopted
he Hobgoblins of the Dark Lands as eminently suitable lackeys
and disposable minions -~ in particular as slave masters, overseers,
ute-collectors, and even when pressed, as warriors. Hobgoblins
are universally loathed by other greenskins, and only their relentless,
itchy vigilance and the protective shadow of their masters stops
Orc and Goblin slaves from tearing them apart.

" Whilst far from the best troops - in fact generally varying wildly
between feyerish vialence and debased cowardice, they are too
weak-willed and untrusting eyen of each other to mount any kind
of cohesive rebéllion and are 50 hated by other races their loyalty is
assured - after a fashion. The Dwarfs of Zharr don't make much of

 cffort v'cqu tbcitLHobgqblin troops on the basis that they arc
¢ than battle fodder, and can be relied on to largely look
ves (in otherwords pilfer lootfromche batclefield and
lobgoblins, given the choice, which they rarely have,
r‘yﬁfu% pyed blades= all che better to stab their foes in
: the blood flow, but if pressed into direct
everpossible to fight from a distance using
~.’m pounce on an unwary or crippled foc.

infighting and backstabbing within the
will throw up a particularly successful and
seito prominence and style themselves ‘Khan),
npmadic Hobgoblin wolf-clans of the Eastern
g killers can prove useful for marshalling their
uld they prove too successful and are seen as
8¢ chrear 1o their Chaos Dwarf master’s dominance,
end up impaled over their lord’s gatepost as a

ards of getting ideas above their scation.

SPECIAL RULES

Hobgoblin Animosity R
Disreputable and fractious, Hobgobfins, like 1
tendency to fight among themselves even i the midst of |

is a problem, which given a Hobgoblin’é‘propcﬂﬁf)( for murder
spite and self-serving cowardice it is only their deep-seated fear o
their Chaos Dwarf masters that can enforce them back into some
semblance of order,: R i

Vs

Unless a Hobgoblin unic is already in comb?nt, ﬂ;cing, uj"lder:ﬁ{yé

models strong, or unless a Chaos Dwarfor Bull Centaur unit is

within 6" of them at the start of the turn, you must roll a DG and

consult the following chart for each Hobgoblin unit. Roll separacely

for cach affected unir at the start of the turn,

D6  Result -

1 We'll get a better view from furtherback! = el
The Hobgoblins’ cowardly nature comes to the fore and
they immediately must take a Panic test. Ifthisis passed
the unit may act normally this turn. o
Cut ‘em good : S
‘The Hobgoblins feel they have a good chance of being on ;
the winning side and cating well tonight off the bardes
victims. The unit may act normally this turn. i@
Bloody Murder! . ; :
Onc of the constant petty squabbles in the ranks is sectled:
with the twist of a knife in a back or two. The unit suffers
D3 Wounds distributed as from shooting attacks (these
wounds howeyer will not cause a Panic test). Afterwards
they gain +1 to their To Hit rolls for this turn only, and
may be used normally again. e

Backstabbers 3 ; - o

Ofall Goblin kind Hobgoblins are rightly regarded as the most

devious, cowardly, treacherous and outright murderous, and are

“uteerly distrusted even by their fellow greenskins. These backstabbers
and cucthroats habirually go around armed with all manner of ;
man-stikkas, blades, daggers and razors, and for every kni they

wear openly, it can be wagered there’s at least a 2 in't

see concealed about cheir person, just régdy to be plun

unsuspecting foe’s back. (9 Ay 3

3
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" wiibes from the cast of the Mountains of Mourn and isolated bands

to flee with much greater speed when the need arises. This tendenéy % X
is however ourweighed somewhat by their uscfulness as skirmishers o5 iy
+;and foragers, particularly to Chaos Dywarf slave-raiding expeditions . 3
* who must travel far and wide, often inco unfamiliar and-hostile lands, i 4

. Hobgoblin Wolf Raiders gain +1 to their combat result on the

La 4 !

-~

v A g 1N = ’ sy R
Hobsoblin Wilf R aiders
Some Chaos Dwarf armies also employ bodies of giant wolf-
mounted Hobgoblin Rajders as scouts and light cavalry in bartle,
These are commonly drawn from the more nomadic Habgoblin
_which roam the fringes of the southern Dark Lands. They are lured /
“ ineo service with'the Chaos Dwarfs as mercenarices, but their new
" lords treat them as no beteer than slaves regardless. These raiders,
all bandits and robbers by disposition, are if anything, even less
reliable than theirfdotslogging kin —their mounts allowing them

M WS BS § T
Hobgoblin Raider 50T 30 Ny
Hobgoblin Wolf Boss L deinge A SRS ) i
Giant Wolf S IR B ok

Troop Type: Cavalry.

SPECIAL RULES SO
Hobgoblin Animosity and Fast Cavalry

Cowardly Despoilers

first turn of combar if they successfully charge an cnemy in the
rear or flank, bur if they are themselves charged, they suffer a
-1 to hir on the first turn of combat. This rule applies to the
Hobgoblins themselves, including any Hobgoblin character in
the unit, but not to their wolves! ”

st
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B Chaos Dwarfs are arrogant, malign and paranoid beings who will

. bend their knee to none bus their Father of Darkness, Hashut. The

desires of their Sorcerers and Daemonsmiths are for power and

Only the greatest of the Sorcerer-Prophets is able to forge these
monsters of metal and flame, and the process is both costly and
arduous in the extreme. This limits their rumber, making them
almost the stuff of legend. But with the dark imaginings and limigs
of deadly craftsmanship the only end to the terrible forms a K'daaj
can be fashioned and shaped into, there have been those of Hashug's
priesthood who have met their cursed doom carly,
required to make their glorious vision real has sli
grasp.

domination, and for weapons and soldiers that will make them

33 invincible — and it is from this desire thar the K'daai Zharr — the

i scions of fire, were born. Rather than summon Daemons all but
>

uncontrolled as a human sorcerer might or parley bargains with the
greater fiends of Chaos, priests of Hashut have long sought to enslave
the Dacmon they summon by binding it into weapons and armour,

as the power A

pped from their

war machines and constructs, thus harnessing and controlling
s them to the Sorcerer’s will and giving them form. With the K'daai
- they have sought to do something more, to create a race of beings,
~half-daemon stuff and half-raging fire drawn from the magma of
v the deep earth and birthed in the boiling blood of Hashut's burning -
* sucrifices, given form and-contained within an armoured framework
‘ofarticulated iron and rune-stamped bronze. The High Priests of
Hashut have succeeded almost too well in the K'daai, for they are
almost mindless, clemental forces of destruction, and need to be laid Troop Type: Monstrous Infantry (K'daai Fireborn and
torest as cold and silent metal until they are required in battle, where Monster (K'daai Destroyer)

. they burn bright and terrible, but briefly.

M WS BS
K'daai Fireborn 4 2

K'daai Manburner £ 4 3

K'daai Destroyer

Manburner)

SPECIAL RULES 3
Unstable, Unbreakable, Fear and Flaming Attacks

Blazing Body
Any model (friend or foe), except another K'daai, in base contact 2
oA with a K'daai at the start of the Close Combat phase takesan
I automatic Strength 4 hit. This.is counted as a Flaming artack. In
addition, any non-magical attacks suffer a -1 penalty to wound them.

Y ‘Bound Fire Daemon
e K'daai have bodies of sorcerous flame bound into shape by
rmour-like frameworks of metal and enslaved by the black arts of
- the Dacmonsmiths. The K'daai are counted as Daemons for the
poses of any relevant spell or effect against them, and have a 4+
avewhich increases to 2+ against Flaming attacks.

cashed the power of the K'daai’s sorcerous fire is so great
sumes even itself eventually and destroys the bindings %
em in shape. As a result, frorighe second gametum -

at'the start of each turn a Toughness test must be made for
's,kéll once for each unit). If this is failed they suffer A
ith no save of any kind possible, distributed aspera

royers - ¢ AL e
royers are massive constructs fashioned into the form
ity warriors or iron-beasts, such as gargantuan monstrous bulls
che i‘iighrmarish creations, awakened by mass blood ncnﬁcc >
loose upon the enemy. : 8

is subjece to all the special rules iseed
nd treated as such in the game. In ad
r than Fw)zl-uxcv.rm ran : |
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The Dark Lands are a dread realm, a haven and birthing ground
for all manner of monsters and unnatural creatures, but none are
more sought after by the Chaos Dwarfs than the ¢
the Volcanic Heights. The supreme terrors of the
ofash and fire, some claim the Great Taurus is less a beast than a

manifestation of the rage and deathly savagery of the' Dark Lands
themselves. To the Chaos Dwarfs, their resembl
and molten fury to the icons of their terrible

sreat Taurus of

crags and craters

ance, both in form

god, Hashut, Father of
Darkness, is no meré coincidence.

In form no two Taurus are ever quite alike, and the mightiest of
them are truly massive beasts that never die exc ept by violence,
named as Bale Taurus in dark legend. All bear the overall semblance
of a huge, winged, dacmoniac-bull whose flesh burns w ith the
intensity of a living furnace sufficient o wreath it in smoke and
spark the ground afire beneath its hooves and ag
and blade alike perishes to cinders and ruin.

ainst which arrow

To many who would
consider themselves wise in such things, the burningwrath of the

Great Taurus is little more than a myth, for sustained by the fires of
the Dark Lands, thése unnatural creatures seldom stray far from their
lairs. Bur those who inhabit the Dark Lands know better. They fear
the ash-trailing shadows thar might circle the sky, and the plummet
of the Great Taurus like a red-wreathed comet to its prey - an
onslaught no mere morral creature can withstand.

None but the highest servants of Hashut and the most powerful
of fire-wizards can hope to master these hellish monsters;
and the infernal stables of the crimson and bronze
Taurus beneath the great temple of Zharr-

Naggrund are heated by sacrificial fires kept

burning night and day to appease the
sacred beasts kept there. Indeed, it is
only by means of the most complex

and dangerous spellsthat a Chaos
Dwarf Sorcerer can even mountsucha |
dangcrous creature without themselges
succumbing to their incinerati ng heat
and voracious appetites.

M WSBS § T w
Great Taurus 6, SHEBONE 6 .oy
Bale Taurus Qi IR OV <6\ G

Troop Type: Monster.

+ Tt

SPECIAL RULES .
Blazing Body . /. %! &=
Any model (friend 6F enemy)sexcepr a Chaos Dwirf
mount, takes an automatic Streigth 4 hic atthe start of th
Combat phase. This is a Flamjng attack: Additionally,
magical attacks suffera-1 penalty To Wound them.

Fuelled by Fire hv PRSI

A Grear Taurus cannot be woun&edbyspcﬂ{émn
In addition, if the Grear Tanrus is the targer of a su
spell from the Lore of Fire, ie/immediatel Tegains
carlier fn the battle. ! &k it YN

Flal‘;'lingAttack._s; bPly;’;ﬂqxgc
Harbanmersulebook ). Bre




" This army list represents the Chaos Dwatf forces that garrison the

-~ bleak and foreboding Black Fortress in the southern Dark Lands.

IEwas thisarmy of black iron, shot and sinew that confronted

“Tamurkhan’s great horde on the blasted crossing ground, and

- divisions of which would lacer accompany the Maggot Lord in his

;attiélg on the Empire. Such are the diverse slayes and diabolic war

'Y"‘engines’ ofthe Chdos Dwarfs that the Legion of Azgorh doesn’t
represent ehe full range of their power, but should provide a mighty

i g and'cha.racterﬁxvl force on the battleficld, allowing you t6 field a full-

:“'—gﬁcalé army of Chaos Dwarfs in your games of Warhammer.

. Sy ]
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Using Chaos Dwarf Units in Warriors of Chaos Armies
As mercenaries and weapon smiths, the Chaos Dwarfs are

known to sell their services to the hosts of the north in return

for slaves, souls and plunder. To represent this, the fdllowi:ig:
Legion of Azgorh units can be taken as part of a Warriors of
Chaos army using the options listed. ¥ ;

If you are fielding a combined force utilising the Great Host
options on page 142, those options take precedence and the
4 followirg options should not be used:

Chaos Dwarf Sorcerer-Prophets, Daemonsmiths and
Castellans may be purchased as part of the army’s Character
allowance (as Lords or Heroes as listed)
other non-character unit of Chaos Dwarfs, including war
machines, etc, is also taken. Chaos Dwarf characters may not
be the army General (and so at least one character from the
Warriors of Chaos list must be taken).

One unit of Chaos Dwarf Infernals may be taken asa Special
choice for every Sorcerer-Prophet or Daemonsmith also taken
in the army. Magma Cannons, Deathshricker Rockets, Iron
Dacmons and Dreadquake Mortars may be takeri as Rare
choices in the army.

as long as at least one

S
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PSR : > e i
 ARMYSPECIALRULES
S Resolute :

Chaos Dwarfs fight with grim malice and are relycean
- their positions on the bartlefield. All Ghaos I
2D6-1" rather than the usual 2D6". No
RN apply to their charge distance.
'4/‘8‘\,. gty . o~
s 4

~ Relentless , R s % W R
{:‘?Jk Chaos Dwarfs are implacable and reléntless wheh attacking, and

are scomful of the ability of anyonc ordnything to stop them, Chaog
Dwarfs do not need to take a Leadership test in order to march when =
. enemy units are within 8" "
Daemonsmith - - sk
+,Chaos Dwarf Daemonsmiths are Immine to Psychéfogy,znd have
*/iboth the Infernal Engineer and Sorcerer’s Curse specialrules,

32

; cﬂ'ac( that i J’EJ.D?’W 1
crew (ot on the Atachi citsclfin ?
da{l_(} forces wvthm re

>

25142

Contempt
Chaos Dwarfs despise all othet forms of life and see them as nothing
#more than contemptible fodder to be exploited and disposed of as
" néeded. They expect their ‘lessers’ to show cowardice and'weakness
in battle and be restrained only through fear. -

: As a result, Chaos Dwarf and Bull Centaur usics are rio subject
£ to Panic tests caused by friendly units which are destroyed or fail a
Bt Break test within 6" of them, unless the unit destroyed or broken is
: itself a Chaos Dwarf or Bull Centair unit.

models. In addition, one war machinethat is wi thin3% of 2n I
Engineer may re-roll one Scarrer dice or one Artillery dice per ¢
~ the Inférnal Engincer uses chis re-roll ability, they cannior skbot wi

. seheis own missile weagion in thé same Shooting phasc. . "Z5 ﬁ{
- - . te . . 5 ™
| Characters with the Contempt rule may not join units other than those 3 :

whicharealso subject to this rule, as well a any normal restrictions, - :

 Sorcerer’s Curse: Chaos Dwarf Sorcerers pay a terrible price for their
powers, be they Dacmonsmith or mighty prophet of their dark god
Hashut. Their bones and flesh slowly petrify over time into unfeeling,
blackened stone. Each time the magic they command slips from their
grasp for but an instant, this curse punishes them further undil one day
the Sorcerer is trapped screaming silently within a prison of their own g
immobile body. Whenever 2 Chaos Dwarf with this special rule suffers i
2 Miscast during the game, aftcr‘rcsolﬁng the cffects of the Miscast '

Chaos Dwarf Desth

0 A it

Stronghold

on them ndrmally, they must take a Toughness test. If this is failed
they suffera single additional wound which may not be prevented in
any way (even by Ward saves, erc). However, the first time they suffer
.. awound in this manner, they also gain 2 bonus of +1 Toughness for

g %mofdugmc-d:mdd rhcysurviv‘ii;gsc
- cause additional wounds to be inflicted i

quent failures simply

Dominion / Ownership Volcano / Fury

s

LI'
£

VJ’/

s may be towed by Iren

may not move normally . |
5t (this may simply mean X " m
ing on the model). War : :
s count as being in hard * Assassin / Hobgoblin Save  Weakness / Ef  Sacrifie
g behind a defended i3




; Drazhoath the Ashen, Prophet of Hashut

L6

IMCEWSBS ST w17 A iTd Troop Type Lo
Drazhoath BasRGihor 4L S ARES AR it 3 S 10, Drazhoath (Infantry, Special C}la}actcr)
Cinderbreath GRS L LOURE OFR 61, 'S s, 3t IehIG Cinderbreath (Monster)
Magic Special Rules Mount :
o Drazhoath is a Level 4 o Resolute o Drazhoath rides Cinderbreath, the Bale Taurus, It is a particularly powerfy]
Wizard and uses spells o Relentless Bale Taurus with an increased profile (as shown),and a Strength 5 Elaming
from the Lore of Hashut. Contempt Attack Breath Weapon but otherwise is identical to the Bale Taurusrules
e Daemonsmith shown on page 185. 3
Equipment o Dark Renown
o Blackshard Armour
o Hellshard Amulet
e Dacmonspite Crucible
o The Graven Sceptre
Sorcerer-Prophet 265 points 3
M WSBS S. T W I A 1Ld Troop Type s
Sorcerer-prophet DRSS TR S 3 D e 3 81 () Infantry 3 -
Great Taurus 6= 55 RH0e o SUSTAR TRy o4 G Monster 22
Bale Taurus GRS S0ReN GRS G 5T 30 AT Monster
Magic Special Rules Options
o A Sorcerer-prophet is e Resolute o May upgrade to a Level 4 Wizard 35 points
a Level 3 Wizard. They o Relentless o May take Magic Items up to a total of 100 points
may chose spells from e Contempt e May be equipped with any of the following:
the Lore of Hashur, Fire, o Daemonsmith - Pistol 5 points
Metal or Death. o Sorcerer’s Curse - Naphtha Bombs 15 points
- Blood of Hashut (one use) 20 points
Equipment e May ride one of the following mounts:
e Blackshard Armour - Great Taurus (see page 185) 145 points e
o Darkforged Weapon - Lammasu (see Warhammer Storm of . ‘Magic) .... 195 points

- Bale Taurus (see page 185) 225 points




- Daemonsmith Sorcerer .

i Heries

S NN ’ e e T W AT oap Ty
i " “Daer gnsmith Sorcerer I TS Gy GO S TR SR lnfa:m-y
SN 48 ¢
zMagnc : * Equipment Options RS~
{ o The Daemonsmith isa o Blackshard Armour ¢ May upgrade to a Level 2 Wizard 35 points*
Level 1 Wizardand may ~  Ensorcelled Hand * May take Magic Items up to a total of 50 points
choose their spells from Weapon * May be equipped with any of the following: fles
the Lores of Fire, Metal % LISt Wt 5 pointd
§ or Death. Special Rules - Naphtha Bombs A5 points -
T . . * Resolute X !
‘ e o Relentless !
' \ « Contempt ;
» Dacmonsmith X
» Sorcerer’s Curse :
% : 2l nalbite 3 . e e B e e S
Infernal Castellan 105 poirits . 7
M WSEBS  § TRswedgs A Ld Troop Type 5
Infernal Castellan R T R SR TR | GRS T Infantry % s
1
Equipment Special Rules Options o 7
o Blackshard Armour e Resolute o May take Magic Items up to a total of R L pog;n :
» Hand Weapon o Relentless e Maybe equipped with any of the following: i '
o Contempt -. Shield 2 points PRE 2
4 o Stubborn - Pistol. S pbints. i
] = Great Weaponiti i .5 points 5
- Fireglaive 15 points
Upgrade — Battle Standard Bearer
One Dark Castellan in the army may be upgraded to'carry the Battle Scandard for +25 points. This Battle Standard Bearer may not be the
army’s general even if they have the highest Leadership value in the army. The Battle Standard Bearer can haye a magic banner (no points
limit), but in this case may not carry other magical items. g ‘)
’ T g o3
ey ¥ -
g g




" Hobgoblin Khan

FHeries

M.WS BS- S T W 1 A Ld Troop Type
Hobgoblin Khan SR IR T S S R FENe R Infanery
Equipment Special Rules Options gy 3
» Hand Weapon o None * May take Magic Irems up to a rotal of \7_5 pmm; W
s Throwing Knives * May be equipped with any of the following: ) & e
- Light Armour .. 2 oy 4
O . nes
- Shield.... Zgzints $
- Additional Hand Weapon (if on foot only) i i A 4 points
- Spear (mounted only) 4 points
o May ride a Giant Wolf +12 points
A Hobgoblin Khan may not be the armys General, and f/)er{ﬁzrea Chaos
Duwarf character must be included to lead the army.
r
Bull Centaur Taurruk . 155 points
M WS'BS. S T 'W I, A Id Troop Type
Taur’ruk o SBRRBESWERS = S AL g Monstrous Beast %
Equipment Special Rules Options i
» Hand Weapon e Fear ;i o May take Magic Items up to a total of 50 points
o Heavy Armour o Contempt e May be equipped with any of the following:
e Scaly Skin (5+) - Blackshard Armour +15 points
: - Shield +5 points
- Additional Hand Weapon +10 points -
- Great Weapon +15 points .
) e

A Taur’ruk may only be included in the army if at least one unit of Bull s
Centaur Renders is also included as part of the force. It may not be the army’s
General, and therefore a Chaos Dwarf character must be included to lead the
army.

ﬁﬁf




o & et
- Chaos Dwarf Infernat Guard .~ .
R UM WS BS .S T
Sipds LS 47 4
G B 4
- Unit size: 10+ - Special Rules
F» £5 SRR ¢ Resolute
o . . S
g " Equipment 3 o Relentless
SN o Blackshard Armouf o Contempt
e » Hand Weapon
i “ o Shield ¥
) LS
S
Y e Eqﬁipmmt page for further information.
5 Hobgoblin Cutthroats
M WS BS. S AF
Cutthroat TR B
Murder Boss REERI S 3es]. 3 RS
Unit size: 20+ Equipment

o Hand Weapon
e Light Armour
e Throwing Knives

‘Special Rules
e Hobgoblin Animosity

o Backstabbers

W
1
1

Core

12 points per mode

Iy SALTEd Troop Type o ¥ #
R b ) Infantry AL R Y b
2aA%0 g Infahery o
Options i 5
* The unit may also have one of the following: p } y ‘
- Great Weapons 1. 3 points per mod'e?
- Fireglaives 5 p’oints_pcr'mod‘ '
- Hailshot Blunderbusses* 6 points per model -
* Upgrade one Chaos Dwarf Infernal to a Musician.s. it s o in
* Upgrade one Chaos Dwarf Infernal to a Standard Bearer ) poi
* Upgrade one Chaos Dwarf Infernal to a Deathmask......... 12 points
+ TheOverseer may be equipped with a pistol for 2 poir;ts i
and/or a Naptha Bomb* for ’ 5 points |
e One unit of Chaos Dwarf Infernals in the army may have a magic standard
worth up to 50 points
4 points per rmodel
LA T.d Troop Type % .
23l ngs Infantry e P
3 R Infantry ™
Options’ \ b '
 May be equipped with shields. % point per modei
o May be equipped with one of the following:
- *Additional hand weapons % point per model
- Bows... %

1 point per mode}
o Upgrade one Hobgoblin Cutthroat t0 a Musician ... 4 poinfs Ser
o Upgrade one Hobgoblin Cutthroat to a Standard Bearer .....

8 points
e Upgrade one Hobgoblin Cutthroat to a Murder Boss

.....10 points




Chaos Dwarf lnfernal Ironsworn i

. M WSBS S T
_Infemal Tronsworn SRS S35 i
“Deathmask 5 O R S

=

w
1
1

 Unit size: 10+ Equipment _
o Blackshard Armour
o Shield

o Ensorcelled Hand

Weapon

>

Special Rules
* Resolute

o Relentless
e Contempt

Special

Options:

o Upgrade one Infemal Ironsworn to a Musu:nn

o Upgrade one Infernal Ironsworn toa Standard

o Any unit of Infernal Ironsworn may havc a magl sta.n
worth up to

. Bull Centaur Renders

5 M WS BS
- Bull Centaur Render TAEIET
5 %CcnmurBa’hal R 0
Equipment
o Heavy Armour _
o Hand Weapon

Uni-; size: 3+ L

. Special Rules -
e Scaly Skin (5+)
o Contempt

o Fear

Monstrous Beasts -

Ld Troop Type
8
8 “ Monstrous Beasts

Options-

o Maybe cqmppcd with: shields
e May be equipped with one of the following:

- - Additional Hand Weapon
- Great Weapons

- Spearc

~» Upgrade one Render to a Mu:m:m 2

o Upgrade one Render to a Standard Bcamt..‘........_.‘.....

» Upgrade one Render to a Bahal it
» One unit of Bull Centaur Renders m: ayhavra e
magic standard wor\'.h up t©




Mlgma Cﬂmon‘ may be mbunted on
on is in the army

Equipment (ctcw)
e Heavy Armour
¢ Hand Weapon :

Special Rules
¢ Resolute
o Relentless
¢ Contempt

Troop Typc !
War Machine

Options

e The Deathshricker Rocket may bc mounted on & Smm Ca.tnay!f’iﬁ
one: Irqn Daemon is in the army .........:

e The Dcnthshnckcr Rocket may be Hcllbound

T

non, mdudmg its Cbam‘ Dwzzrf crew, is
a :wgk combined model. Hits and wounds

. d agd.:mt the Iron Daemon as a whole, although

ics for the crewshave been included as they /Jaw

M n tla:e combat.

)

Special Rules
o Unbreakable
e Terror
e Large Target
. Lumbcring and
Unstoppable -
mpact hits (D6+2)

Ld  Troop Type
= - Unique unit
9

Options

e The Iron Dacmon may bc Hellbound
(in this case only the impact hits and Thundcrstomp of thc machme, not the ,&f
crew, become magical attacks) -

e The Steam Cannonade may be replaced with a Skulleracker..




: Hobgoblin Wolf Raiders

Rare

IMEWVSEBS St T W . T-': Asald Troop Type -
Raider 2 e TR R s 152 IS Cavalry
Wolf Boss G IS G L eI R VAR G Cavalry
Giant Wolf S U SR SR R Bl 2
Unit size: 5+ Equipment Options 1
o Hand Weapon e May be equipped with shields (the unit will no longer be counted. - 3
e Light Armour as Fast Cavalry) 1 point per model
 May be equipped with one of the following: : T
Special Rules - Spear: 1 point per model =
o Hobgoblin Animosity - bows 2 points per model
o Fast Cavalry o Upgrade one Wolf Raider to a Musician S-points
¢ Cowardly Despoilers » Upgrade one Wolf Raider to a Standard Bearer......m.osise 10 points
o Upgrade one Wolf Raider to a Wolf Boss 10 points
Dreadquake Mortar 195 points :
M WS-BS. §. . T W I A Id Troop Type
Mortar ST R o Y e War Machine
Chaos Dwarf St d SRARLCE: 4N NI RoN L i) a6 E
Slave Ogre (OF e 0 T L R T I b
Unit size Equipment (Crew) Options :
One Dreadquake Mortar o Heavy Armour o The Dreadquake Mortar may be crewed by an additional
and three Chaos Dwarf (Chaos Dwarf only) Slave Ogre +20 poines
crew. Sk o Hand Weapon (note this adds three extra wounds rather than one). *
i o Tt may be mounted on a Steam Carriage if at least one Iron Dacmon
Special Rules is in the army +25 points -
e Resolute o The Dreadquake Mortar may be Hellbound +25 points A
s Relentless s
o Contempt
Special Rules z
(Dreadquake only) > “
¢ Multiple Wounds (D6) ey
o Armour Piercing W Y
o Quake! 2, =

s Slow Reload




gop

K'daai Destroyer <= - . ¢ Al
IMOWS BS- .S T, W I A TId Troop Type : 3@ pom,? e
‘5 mdul Dtsmoycr AR A TR SR L T Monster
gl :
) ) K daai De.rtmvers may on[v be yncluded in the army l/ a Options
3 “ Damwmmxxb is also present. ¢ None ¥
" Unit size RAgR Special Rules $
One Kdaai Dést‘m)rr o Unstable
5 e Unbreakable “
~ Equipment o Terror
£ e .« Spite and hellfire e Large Target 5
A (hand w:apon) e Flaming Actacks
& e Blazing Body
: o Bound Fire Dacmon
o | ¢ Burning Bright
| 3 e Frenzy (D3 Attacks)
Hellcannon As per Warbammer Armies: Warriors of Chaos 205 pbints
> o
Chaos Siege Giant ‘ 275 points, -
MEWS-BS .S RS WL A i1d Troop Type :
Chaos Siege Giant DI A 3353, TG 2 SIS TG 3 Special 10 Monster
Equipment Special Rules Options R : ;
- * Hooked blades, "o Large Target o Runes of Hate +25 points =
- picks, chains and * e Terror o Scaling Spikes +10 points .
rage (hand weapon) e Stubborn
o Siege Armour e Immune to Psychology
o Fall Over A Ghaos Siege Giant is a Rare choice for cither a Warriors of Chaos or a
o Chaos Siege Giant Legion of Azgorh army. l ; "'g"_.
Attacks ,

o Wall-Ripper




L A . §
v

The Lsre 97”%4%%‘2&

KILLING FIRE (LORE ATTRIBUTE)

| ey The ﬂa:me of Hashut kindles best in living flesh, and always 3. Curse of Hashut i ‘Ca.;

_'; : hungers to destroy. If a magic missile or direct damage spell Channelling the malediction that inflicts his own twisted 6,4’ h

H 7 from the Lore of Hashur is targeted on one or more models sorcerer turns the dark curse of Hashut on others, (a}(rinétbexz

; 8 ) " . with the Flammable special rule, the Wizard adds +D3 to their petrify and their flesh to grow brittle and crumble todust. ~

5 . castingtotal. 2 3 A 1

k3 3 > The Curse of Hashut is a direct dainage spell with a range of _\ls‘ﬁﬁ

{58 S Breath of Hatred (Signature Spell) Cast on 6+ targets a single enemy model of the caster’s choice (even a'm

i.~ e B Thesarcerer’s malice infects his chosen allies like an insidious malady, in a unit). The target suffers a number of hits equal to 2D6 minus &
5 sparting thenz on to ever-greater depths of cruelty and savagery. their Toughness score. Hits from this spell cause wounds on‘a.'4+7,

\Vith no armour saves RUOWCd.

~Remains in play. Brelqt)] quatred is an augment spell with a range

of 12". The target unit becomes subject to Hatred while the spell 4. Ash Storm Caston 12;
" is in effect. Altérnately, the Sorcerer can extend this to affect all * Thesorcerer calls down a hellish storm of choking hot a.th,-scaldinga.mf °F
friendly units within 12, but if they do so the casting value is blinding anything unfortunate enough to be caught in its path. S

" increased to 15+. : ¢

Rt S Ash Storm is a hex spell with a range of 24", The target umtsuE:rs e
: ].Bm'n.ingWrath & Caston 6+ -1 to hit in close combat and -2 to hit with shooting attacks ungil the

 The sorcerer calls on the fires of the deep earth and conjures forth a start of the caster’s next Magic phase. In addition, the target unitmay
. torrent of burning lava to immolate their enemies. only use its basic move and may not charge, march or fly. The unic ’
; also treats all terrain (exceptimpassable terrain) as dangerous terrain ~
Wauath is a magic missile with a range of 8". It inflicts while the spell’s effect lasts. Wizards cannot cast magic spells excepe
gt h'its swhich coumt as flaming attacks. The Sorcerer on themselves while under the effect of this héx. Any unit ander the
6 2D6 hits, but if they do so the casting value is effect of the spell is treated as being flammable. ol
*5. Hell Hammer : Caston13+
TS Cast on 8+ The sorcerer manifests the power of Hashut as a thunderous ram of
Y, the sorcerer wields their roiling energy in the shape of an immense burning black hammer or
e will of their foes. a monstrous bull’s head, which they can unleash across the battlefield

R with crushing force.
eof 24", The targetunit . - :

permanent reduction of

ell Hammer is a dixect damage spell. To determine what is hit,

X d : traight line 3D6" within the caster’s front arc and directly
3 their base. Each model in the way (determined as fora
bouncing cannonball) must take an Initiative test or suffer a Seren
6 hit causing multiple wounds (D3 wounds). Any unit suffering
“cas crs.ﬁ'on? this spell must immediarely take a Panic test. The S5 33
may choose to dogble the Hell Haimmer's range (making ke
e’s distance twice the total rolled). If they do so, the casting
of the spell is ,increascd o 18+, 3 ;

72

2, : ok Vrass
mes of Azgorh e S A Caston 18+
sorcerer’s eyes and month as they call upon the
tations of fire

al hole on the chosen

ﬂ' 6" (remaining 0




Magic Itemsﬂomﬁemndebook -
MMES ST T AT R C B8 path tormented souls guards the u
i Magic Weapon) . $ rcﬂectedM tosee” "o

ified ha bears the horned rune of Hashut, Father Bt W ¥
een carvied into battle for centuries by the The wearer of ehiis mask co_m';g their armo
champions of Zhiary-Naggrand. Its burning wrath is teyvible and can “normal. In addition they catise fea and ha
sunder tbemw&g‘%xamonr and pulverise the bones of Ogres as easilyas - inereases to 2+ against flanting attacks.
the brittle limbs of Goblins, . g ‘ ' 2

By X .

Sk S

) “

Stone Mantle ’ "

~ - Close contbat atracks made with this weapon are at +2 Strength, (Chaos Dwatf only, Talisman grisis %
-+ Any Flammable model successfully wounded is killed outright. "+ Said 1o have been created from the - layed greying fles

Gt : _ ¢ apprentice sorcerers who have fiiled. Astaroth lronha
* Dagger of Malice ; oo 20points * Mantle both preserves the Sorcerer-Lovd’s oy ‘
~ (Magic Weapon) g T bR o them of the price of failure, S
.+ Said to have been found in an ancient barrow near the Plain of ] SRR
"~ Bones, this hooked blade whispers thoughts of r?ﬂllllrdé“and.violmfe to The bearer’s Toughness is increased by +1, while their Inj
- any that grasp its hilt. Irs edge has never dulled, no matter how many lowered by -1 (to a minimum of 1). R
lives it has taken. = ’ 2% ; . 3

. Banner of Slavery
The bearer of this weapon suffers Hatred, & . (Magic Standard) OF SRt
2 G55 5 This mighty standard carvies the emblem of the zigguias of the great
. Dark Mace 60 points * Temple Of Zharr, and is richly embellished by rusies of tyranmy and .
(Magic Weapon) : destruction. Fire and ash bleed from it casting a pall of shadow and =
The origins of this strange weapon have been lost to myth and legend, i those under its influence have no choice but to acknéu(lcdge their' . 300
" but it is known to have served many masters down the years. The subjugation to their Jarﬁ masters and their inevitable victory.
weapon smoulders with a dark power that seems to eat thelight around : SRR
it and devours the warmth ofits victims, leaving them withered husks. All Hobgoblin units within 12" are Immune to Psychology.

>

y

~ . Close combat artacks made with this weapon have Killing Blow, and Chalice of Blood and Darkness 2 50 points
in addition once pér game, the bearer can inflict an automatic wound (Arcane Item) a :
on every model in base contact, ineluding their own mount, withno  Filled with boiling blood and cinder ash, this gem-encrusted chalice
-armour saves possible: 3 s contains.a powerful curse iwhich can be unleashed to destabilise the
SIS © : o X winds of magic across the bartlefield, drawing their power into its
' Armour of Bazherak the Cruel 50 points swirling depths. o
B3 (Magic Armour) . ke S5 2 : : M
45 Legend has it that Bazherak was an infamons Castellan-commander In any Magic phase the bearer may, if they wish, reduce the numb
 of the Tower of Gorgoth during the wars dgainst the Grear Empire of dice held in both side’s dice pools by D3 cach. Roll these di -
- of Nebekhara at its height, long before Nagash doomed its people. A separacely declaring before rolling which applies to which side, If

general and slave-lord withous peer, he threatened the dominance of - double ‘1’ is rolled between the dice th 1 the bearer shﬁ'c_;é,'; woun
the Chaos Dwarf Sorcerers and he had this armour fashioned in secrer with no armour saves allowed. If they roll adouble ‘6’ then the
- 29 shield him from bis rivals. It failed hint however when his army was . may recover a wound previously lost in the g :
- our off by a vast Orc horde in the tidal [ flats on the edge of the Bitter Sea, ‘ W N
where be drowned under its weight afigr being driven into the surf The. Daemon Flask of Ashak
 armour was later re_r;m’red in plunder'from the Ores and répaiml, and (Enchanted Item, One use)
- stands as 4 testament toarrogant warrions of the price of hubris, This infamous iron vessel holds w
i Sy ; Vip, 7 ) : phenomenal power. When unleash s
. This armour provides a 2+ save that cannot be otherwise improved cause the ground.to split asunder as it fle

One use ‘ohly'.;'lhis effect rakes place:
Movement phase before charges are
- 18" not Immune to Psy
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Giants are ///(q/ﬂly but \/m/:/t' minde // //1///4‘» N'/)l/w' /ru.{(/ \I)ru.y(I// and
callousness alone is r‘lm/(q/f 10 wreak havoc \/////'/y by theiy passing. Their
appetite for meat and drink is /t:q:'l////u Y, as is the destruction theiy
rampages can cause, A \/14(;/:‘ Giant is more than t'///fl(((/f to devastate

a l'///d_qz' without much t///ll t, and //‘//1 1hed o1 l(\'ml//cv/ into battle, a
Giant can smash ///mn_((/; ranks of tr 0ops and crush heavily armoured
cavalyy with contemptuous ease. The Chaos Diwarfs have not been

slow to take note of the power and military potential of Giants, and as

%‘ result Chaos Dwarf Sorcerers have long had the idea of bringing Giants
;L‘ r that they are able to capture or enslave through trickery or trade with
o the Ogres under their will, and in doing so have been unable to resist

yJ \ ‘l/l//nu ving vN/uw I/Il'l/l m mr/r'l Lo Nhh('w //u'm /ll’l/(({ /l’[:l/llf)/\

: : J

) ! The most common result of these modifications is the Chaos Siege Giant,
3 a mutilated, half-insane creature whose body has been armoured

i“' against attack //)/ /,lw‘l upon /Al)w H/‘/H"II{V iron and /l;w/xz'/l/,l/l'\.

S N\t

Chabs L.S'/'(’Q( (\f 1ant

w

The end result is a towering, ivon-clad monster, even more clumsy
and unwieldy than before, but now all but impervious to arrows and
shot thanks to its armoured shroud, Likewise suitable weapons such

as mmmense /mqu/ ///,II/('\. \/r'l’//1i1k~/l.\:t‘r lllt' size tg/mrts and even
massive weighted chain-flails are lashed or implanted directly to

the Giant's arms to enable it to scale oy teay rlmunﬁ;r/l]t}atiam and
slaughter the largest monsters, Some even are further fitted with scaling
hooks and chains, enabling the creature’s dead carcass to be used as a
scaling platform should it fall, while the most unfortunate have the
burning runes of Hashut branded into their armour and ﬂm/), t[riuing

them to ever greater heights of savagery at their master's command,




o Ifthe Giant decides to Flail and Crush an enemy. Test

Runes of Hate

Some Chaos Dwarf Dacmonsmiths go further when encasing Giants in their siege armour,
of Hashut which serve to push the weak and primitive mind of the Giant further into mali
subject to the Berserk Rage rule (see the Frenzy special rule in the War

25 points

In addition, whenever the Giant is called upon to roll for a random number of attacks, this may be re-rolled. The second result must be used,

even it is worse than the first.

Scaling Spikes

A Chaos Siege Giant’s armour can be fitted with scaling spikes, hooks and chains to aid the Chaos army’s assault against fortifications and these
may prove useful even if the Giant perishes in the attack. Ifa Chaos Sie

moat, ditch or wall (with the Falling Giant template laying across it),
now may be crossed by the Chaos player as clear ground. Additionall

Chaos models assaulting any garrison across the location ofits body (s

SPECIAL RULES:
Large Target, Terror, Stubborn, Immune to Psychology - see the
‘Warhammer rulebook.

Siege Armour: Chaos Siege Giants arc encased in massive plates
of iron and bronze armour inches thick, alternately strapped, nailed
and fused into their flesh. This, coupled with the Giant’s bulk,
makes them all but impervious to arrow fire, although it proves

less effective against a foe brave (or foolish) enough to get in close
enough to attack the Giant’s less protected thews and vitals.

The Giant has a 5+ Armour save, which increases to 3+ against

shooting attacks.

Fall Over: Chaos Siege Giants, thanks to the fact they are covered
in iron plates hammered and bolted over their bodies, are even more
unstable on their feet than ‘unmodified’ Giancs. This can prove as
dangerous to friend and foe alike when several tons of angry flesh
and spiked meral comes toppling down!

A Giant must test to sec whether it will fall over if any of the

following apply:

o Ifitis beaten in close combat. Test in this case after the combat

results are determined but before a Break test is taken.
o Ificis flecing at the start of the Movement phase.

o When it crosses an obstacle. Test when the obstacle is reached.

10 points

ge Giant with this upgrade perishes and falls over an obstacle such as 2
cither leave the template in place or otherwise mark the obstacle, which
if the Chaos Siege Giant dies at the foot of a building or fortification,
ce previously) gain a special +1 bonus to their Combart Resolution.

To see if a Chaos Siege Giant falls over, roll 2 D6. On a roll of a 1 or
2, the Giant falls over. A slain Giant falls over automatically.

To determinc in which direction the Giant falls, roll a Scatcer
dice. Place the Fallen Giant template with its feet at the model’s
base and its head in the direction of the fall. The Fallen Giant
template is a special shaped template which otherwise uses all the
template rules from the Warhammer rulebook (so any models
lying completely or partially under it are automatically hit).

A model hit by a falling Chaos Siege Giant takes a Strength 7 hit
that has the Mulciple Wounds (D3) special rule. If the unit is in
combat and the Giant has fallen over while attempting to Flail
and Crush, wounds inflicted by the falling Giant count towards
combar resolution.

A Giant that falls over automatically suffers 1 wound. If the
Giant is in combat, then this wound counts towards combat
resolution.

Once on the ground (you may lie the model down if you wish),
a Giant may get up in its Movement phase, but may not move
that turn. Whilst on the ground a Giant may no attack, but
can still defend itself after a fashion so the enemy must still roll
to score hits. If forced to flee whilst on the ground the Giant

is slain — the enemy swarm over them and cut them to pieces,
stabbing through the chinks in the Chaos Siege Giant’s armour.
If the Giant gets the opportunity to pursue their foes whilst on
the ground, they stand up instead. A Giant may atrack in close
combat as usual on the turn they stand up.

binding the metal with the hellish and twisted runes e
gnant insanity. A Giant with Runes of Hate becomes
hammer rulebook, but note that the other rules for Frenzy do not apply).




Chaos Siege Giant Attacks: Giants do not attack in the same
manner as other creatures, being too large, fractious and in the case
of the Chaos-tainted and mutilated Siege Giants, too insane to
carry out a coherent plan of attack. In order to determine whata
Chaos Siege Giant does in each Close Combat phase, pick a unit
in base-to-base contact with the Giant and roll a D6, applying the
result shown on one of the following tables. Which table you use
depends on the size of the Giant’s victim. When fighting characters
who are riding monsters, decide whether to attack the rider or
mount before rolling on the table.

Legbreaker!: The Giant targets the legs of its outsized enemy
with its Ripping Blades and Pick, tearing open hamstring muscles,
severing limbs and slamming their foe into the ground. The

Giant targets a single enemy model in the target unit that is in
base contact. The Giant and its victim both roll a D6 and add
their Strength, and for each point by which the Giant beats its
victim’s score, it inflicts D3 automatic wounds with no armour
saves allowed. In addition, regardless of the result, any models
other than the Giant inflicting the attack in base contact with the
victim must pass an Initiative test to get out of the way or suffer an
automatic wound from the struggling beasts!

Smash with Pick: The Giant brings down its Pick on the head of
an unfortunate victim, most likely leaving little left but a blood red
smear. The Giant chooses a single target model from the enemy
unit that it is in base contact with. The target may attempt to avoid
the blow by passing an Initiative test. If the test is failed, the model
suffers 2D6 wounds with no Armour save allowed. If a double

is rolled, the Giant’s pick has imbedded itself in the ground and
the Giant cannot attack at all in the following round of the same
combat whilst it yanks it free.

‘Eadbutt: The Giant targets a single enemy model from the target
unit that is in base contact, automatically inflicting 1 wound with
no Armour saves allowed. If the victim is wounded but not slain,
then the victim is dazed and loses their subsequent attacks. If the
victim has not yet attacked in the combat round, they lose their
attacks this round, or if they have already attacked, then they lose
all their attacks in the next round instead.

Yell and Bawl: The Giant screams and howls at the enemy in an

inarticulate but utterly terrifying hail of abuse. Neither the Giant

nor models in base contact with them fight if they have not already

done so this round. The Giant’s side automatically wins the combat
~ by 2 points. If both sides have a Giant that Yells and Bawls, the

“combat is a draw.

and Crush: Being too heavy to jump up and down as a
al Giant might when moved to a frenzy of violence, the Siege
however does its best to mash anything close underfoor

falls over (see previously), with any wounds caused if they
nting towards the combat resul. If the Giant remains on

the armoured bulk of the Giant batters them i

Ripping Blades: Equipped with massive hoo|

oversized flails mounted on bundles of chains, Chaos Sic

are equally ac home smashing apart buildings and fomﬁ

they are sweeping mere mortals into a jumbled heap of torn fl
and broken bones. The Giant’s enthusiasm however can someﬁm
mean they prove more dangerous to themselves than the enemy.

Select a target unit in base contact, that unit suffers 2D6 Strength
6 automatic hits, resolve wounds and saves as normal. :

Ifa double 6 is rolled, as well as inflicting twelve hits on the m@
the Giant must immediately test to see if it falls over. Any further
damage done in this way counts towards combat resolution.

If a double 1 is rolled, something very unfortunate has occurred.
If this has happened no damage is inflicted on the enemy unit.
Instead the Giant suffers D3 wounds (no saves) and immediately
falls over (the chain has wrapped around their neck, they've
managed to stab themselves or something equally unpleasant has
occurred). Any wounds caused by the fall count towards combat
resolution as usual.

Wall-Ripper: A Chaos Siege Giant may always choose to attack
and destroy buildings, regardless of the scenario (see page 399 of
the Warhammer rulebook and use the Watchtower descriptio
fortified buildings where appropriate), and may always choose
assault the building even if it is occupied, potentially bringingit
down on top of any unlucky garrisoning troops inside. A Chaos
Siege Giant always attacks a building with the Smash with Pick
attack and need not roll for a random attack type.

MAN-SIZED OR SMALLER CHART
Use this chart when fighting anything not covered by the Big
Things chart.

D6 Result

1 Yell and Bawl

2 Smash with Pick
3-4  Flail and Crush
5-6  Ripping Blades

BIG THINGS CHART

Use this chart when fighting
"Monstrous Cavalyy, Chariots, War Machines and.
else with the Large Target special rule (except build
special rules below) and characters viding any of 1

D6  Result
Legbreaker!

3-4  Smash with Pick

5-6  ‘Eadbute
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le Wrolls of Chass
s
> hideous and malformed creatures, among whom
e variety of different mutated sub-species and terrible
deformities can be found. Perhaps the vilest of these are the .
. Bile Trolls — cursed, tortured creatures with an appalling
5 hunger that can never be satiated. Corrupt of flesh and %ﬁ
x duwelling in living agony, who, unlike many of Father Nurgle's
children, receive no respite from the horror of their existence
in their dark god’s worship. Furthermore, although their ¥
ability to heal fresh injury is less than that of their kin (as
overtaxed as it is by their own endless suffering), their touch
is a lethal poison and their corvosive bile rots away living flesh
in seconds.

- The Bile Trolls that haunt the Cold Mires of the Northern
- Wastes, although mercifully few in number shunned and
Jeared, even by other Trolls who, despite their infamous
stupidity, do not wish to share their curse.

:
v

T

: HE TR e
IIRAWS” - BS TSREs S iyl Y A iy Troop Type  Unit Size Points 1
1‘ | Bile Troll 6 7 1 ) 5 4 1 3 5 Monstrous Infantry ~ 3-9 60 per model
" L -~
» L :
|
E
E ;' EQUIPMENT Infected Vomit: The stew of plagues and meat maggors that swim
8 Suppurating claws, fangs and rusted cleavers (hand weapon) in the guts of the Bile Trolls is so infamous and horrific it has
'. i given these creatures their name. Instead of attacking normally, the
%, S SPECIAL RULES unit may forgo its usual attacks to make an Infected Vomit attack.
:h ?' Fear, Stupidity, Poisoned Attacks, Regeneration (5+) - see the Choose one enemy unit in combat with the Bile Trolls, every Bile
Warhammer rulebook. Troll in base contact with this unit inflicts an automatic Strength
§ 5 hit with no Armour saves allowed. This hit also has the Multiple
e The Mark of Nurgle: Vile beyond belief and shrouded with Wounds (D3) rule. These attacks are treated as magical.

leprous vapours, the Bile Troll is difficult to target. Ranged attacks
that target them are at -1 to hit. Models thar target them in close
combat strike at -1 WS.
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Carmine Dm&fé)z

Carmine or Encarmine dragons as they are

sometimes known to dark legend, are stra

. ;
said according to arcane lore when a

om lair in which it is spawned has become
d by Shyish, the Amethyst wind of death,

which is gathered and magnified with the heart

.zzzdm:r/[_//"/z’nmm to be born. They are named
»/‘[77' their
sin and /nzmu than steel, which begin a deep

ange and lustrous scales, supple as
ruby red when they are y oung, darkening into a
purple so deep as to be almost black as they age,
Carmine Drag ster, clever and deadly
creatures, and considered spectres of death in

25 omen that

They are reputed to lair

where death
7 a great sc 2le, /‘m n some way
id to feed their

of the dead whisper to

the echoes of destruction are

dragon is truly terrible to
ser submit to
save as part of
gn of their own, although

y to one themselves

Troop Type

Carmine Dragon 6 5 - 3 6 5 6 8 Monster 1
Emperor Carmine Dragon 8 8 - 8 9 9 7 8 10 Monster 1
=
SPECIAL RULES Coruscating Blast: The Carmine Dragon’s breath weaponisa E
Terror, Large Target, Fly, Scaly Skin (2+) see the Warhammer sorcerous blast of powerful Amethyst magic capable of withering
rulebook. metal and rendering flesh to dust as if millennia had passed in
mere seconds. This breath weapon works similarly to determining g
Magic (Emperor Dragon): Some Emperor Dragons are mighcy the effects of a cannon shot (see the Warhammer rulebook). The k.
wizards in their own right, able to instinctively wield the power of the maximum range of the artack’s target point is 12" away from the 4
winds of Magic. Emperor Carmine Dragons may be boughtup to four  monster and may be targeted just like a normal breath weapon. 3
Wizard levels for 35 points each. These spells are always drawn from After the target point has been selected, roll the Artillery dice to e !
the Lore of Death. create a line of effect for the blast travelling in a straighe line away

from the dragon (just as for determining a ‘bounce’ for a cannon
shor). A Misfire result should be re-rolled. Any model caught in the
line of the blast suffers D3 wounds, with no Armour saves possible.




re for the fate of the world blessedly few
‘number, and confined largely to the trackless,
otherworldly fens known as the Cold Mires under
the coruscating skies of the uttermost north. These
 colossal beasts ave near-mindless, violent and almost
- impossible to kill, and have a dive repute in the
legends of the Northern Wastes which name them
for their appearance and vaw power, when in truth
- they are perhaps far closer to the lumbering beasts
that inbabit the jungles of Lustria, than the true and
ancient lineages of dragon-kind.

- The strength of a Toad Dyagon is prodigious, as is
its appetite, while its tainted breath is so corrosively
Joul it can liquefy flesh and whither steel in mere
moments. Those it does not devour or smash flat it
can smother beneath its feculent bulk as it crawls
. acoss the earth - ifs questing tongue darting out
with terrifying speed to snatch up move victims to
disappear down its yawning mau.

'.ToadDragon

|
|

SPECIAL RULES
Large Target, Scaly Skin (3+), Immune to Psychology, and
Terror (see the Warhammer rulebook)

.;W,

Colossal Beast: Such is the vast size of the beast, it is uncommonly
hard to kill by ‘normal’ means. Its bulk and resilience is such that
arrows and blades are of little more account than pinpricks and

~ even cannon fire, and powerful magics must strike at the vitals of
such a creature in order to slay it.

‘The creature may only be wounded by artacks of Strength 4 or
higher, and regardless of an attack’s strength, the great beast may
never be wounded on better than a 3+.

-~ Ifthe great beast is subject to a magic spell or special attack that
- would cause it to be slain outright, it suffers D6 wounds instcad.

“This creature is so massive it can crush dozens beneath its bulk and
: great swathes of men with a lash of its tail. The monster’s

sediih

Troop Type  Unit Size Points|
Monster 1 350

Unspeakable Foulness: A Toad Dragon may exhale a blast of flesh-
rotting foulness from his gaping jaws. Any unfortunates caught

in the path of this tide of horror suffer the most appalling fate
imaginable as their flesh sloughs from their bones and their lungs
fill with blood and pus. This is a breath weapon attack and any
model caughe within its cemplate is automarically hit and must take
a Toughness test at -1 or suffer D3 wounds. No armour saves may
be taken against this atack.

Tongue Lash: In addition to the Toad Dragon’s normal attacks,

it may also make a single special lash attack with its befouled and
venomous slurping tongue. This single attack may be inflicted
against any enemy model in base contact with the Toad Dragon; it
is a Strength 4, Poisoned attack with the Always Strikes First rule.
Should the victim survive, they suffer -1 to hit that combat turn,




Hello there! Well, if you're reading this afterword, I think it’s safe to
assume you've also read the story that has gone before it, the story of
Tamurkhan, and T hope you've enjoyed it.

Tamurkban: Throne 0f Chaos is the first in what will be an ongoing
. seties of books produced by Warhammer Forge, just in the same
way that our popular Imperial Armour books have been produced
by Forge World. What this has meant for us is the chance to
do something new and different, and has provided a wonderful
opportunity to delve into the unique world of Warhammer and
tell the same kind of far-reaching stories set in this citing and
dark milicu just as we have for Warhammer 40,000, This has also
presented an interesting challenge (albeit a hugely enjoyable one),
both in terms of narrative style and production. The results of which
are yours to judge, and if you have any feedback we'd love to hear
from you. I'd particularlytike to sing the praises of our illustration
and production crew, who I think have done a truly fabulous job in
bringing £6 life both my writing and adding lashings of their own
\s imég}naf{on and invention to the book, making it more than I could

have hoped for.

A very big part of the challenge in producing Tamurkhan was doing
the world of Warhammer justice’ so to speak. The Warhammer

Sk W@ﬁd‘ 15 a very unique and singular creation, builc up through years
RS S

Southsr’' s Afterwind

of imagery, game design, fiction and above all the shared experience -
of hobbyists and tabletop battles. Wathammer is a dark world of
deadly battle-and perilous adventure — a realy of magic and glory, -
savagery and strife that has its own essence and feel thar sers it
apart from mere ‘generic’ fantasy and [ hopé we have caprured that
thrilling and unique essence here. In order to do this we took whar
is one of the central themes of the Warhammer world — the threar
of Chaos, and personified it in one'warlord, Tamurkhan. In doi

so Lhope we have woven a grand saga of battle in the tale of the
Maggot Lord and his ultimately doomed quest to seize the power
of Daemonhood for himselfwhile great armies clash, monsters

run amok and cities burn. Key to this has also been allowing our
mlcntcd model designers to create some great models for you to

use in your games, and the ability to play Warhammer in new and
interesting ways, as well as fight out Tamurkhan’s quest for conquest
for yourselves.

I also hope we've shown you something new and unfamiliar regards
the Warhammer world you already know — be they strange and
deadly lands that have been up until now no more than words ona
map, or the inner workings and strife of a Chaos horde, or perhaps
the capricious malevolence of the Dark Gods made manifest. This is
an example of what we mean to do in the future — shine a spotlight
on parts of the Warhammer world that may be familiar o less
well known, and tell exciting and engrossing stories, and of coarse,
expand and enhance your games of Warhammer and the enjoyment
‘you can get out of your hobby.

Itonly remains for me to thank everybody who hasbeen involyed
in the production and creation of this book, from ies inception to
playtesting. I couldn’t have done it without you.

©AlnBligh
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Chaos Dwarf. Dreadguake Mortar

Empire Marienburg Class Land Ship

- The full range of finely detailed
Warhammer Forge resin miniatures can
be found at wuww. forgeworld.co.uk/Warhammer
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